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Introduction

“Have you previously attended a performance of "The Colonel's Bequest?"
featuring

Colonel Henri Dijon

His faithful staff

Celie Fifi  Jeeves

The rest of the Dijon family

Rudy Gertie  Gloria

The Prune family

Lillian Ethel

The Colonel's confidants

Clarence Sparrow  Dr. Wilbur C. Feels

and starring
Laura Bow

Executive Producer

Ken Williams
Written by

Roberta Williams

1925
Tulane University
New Orleans, LA

Directed by:
Roberta Williams
Chris Iden
LP "Hey, Laura! Wanna come with me this weekend to my Uncle Henri's estate? He's having a

"family reunion" of some sort. You can keep me company."
LB  "Idon't know. I have studying to do...."
LP "Oh, come on! It'll be a scream! It's such a creepy old place; you might find it interesting."
LB  "Okay. Count me in."

Two nights later...
Programmed by:
Chris Hoyt & Chris Iden

Creative Designer
Jacqueline Austin

LP "We're here, Laura!"

Animation by
Douglas Herring

Backgrounds by
Douglas Herring & Jerry Moore



LP
LB
LP

"Well, what do you think?"
"It looks interesting, all right."
"Wait'll you meet the family!"

Music and Sounds

JE
LP
JE
JE
JE
JE

by

Ken Allen

"Yeeesss?"

"Jeeves! Don't you remember me? I'm Lillian!"
"Oh, yes."

"Everyone else has already arrived."

"They're just sitting down for dinner."

"Please come in and join them."

System Development

by

Robert Heitman
Jeff Stephenson
Stuart Goldstein
Pablo Ghenis
Corinna Abdul

During dinner...

HD
HD

HD

HD
HD
HD

HD

HD
HD
GD
WF
GD
GS
EP
WF
RD
GS
EP
GD
GS
LP

"I'm glad you are all here. I'm sure you are wondering why I sent for you."

"As you know, I'm a very wealthy man. I have invested my money wisely and have put
away almost every dime."

"However, my end is near and I have decided to bequeath my millions to each of you sitting
at the table."

"Except of course Lillian's friend, Laura."

"AHEM!"

"Anyway, as [ have said, you're all inheriting my money, and you will inherit equally when I
go."

"If any of you should die before I do, then your share will be distributed equally to the
surviving parties."

"I'm tired, Fifi. Help me back to my room."

"Good-night, all."

"Can you believe that?!"

"The old goat!"

"I'm surprised he didn't try to take it with him!"

"He's such an old skinflint!"

"I don't think you deserve any money!"

"Speak for yourself!"

"How much do you think he's got?"

"Well, I know what I'm going to do with MY share!"

"YOUR SHARE?! I bet the old codger outlives YOU!"

"I wonder how sick he is?"

"Do you think he's gonna go soon?"

"I've had enough of this! Laura and I will retire to our room now."



This is the guest room you share with Lillian. Though a bit tired-looking, it seems comfortable
enough.

LP "Laura, dear. Please excuse me. I'm going to go freshen up in the bathroom. Why don't you
explore the estate a bit?"

Hmmmm...something doesn't feel right. Everybody's acting too strange...even Lillian. What would
Daddy do in a situation like this?

JB "Honey, if things don't feel right, they probably AREN'T. Observe the situation closely, yet
be unobtrusive. Explore your surroundings quietly and carefully. Try to question the others
without raising suspicion. Notice small details. Take lots of notes. And above all, be
careful."

Since you never go anywhere without your trusty notebook and pencil, you go to your suitcase,
open it, and remove those two items. Yes...your father is right. Observing the situation and
taking notes WOULD be a good idea.

JB "Remember what I taught you about interrogation, Laura? Don't forget to ask questions. If
you "ask Lillian about Gloria," you might get more information about Gloria, or at least how
Lillian FEELS about her. That sort of information could be very useful."

JB "One important tool a good detective uses besides asking questions of people is to
selectively reveal information to THEM and listen to their response. If you "tell Gloria about
Fifi," you may receive additional information about Fifi, or at least what Gloria THINKS of
her."

JB "Honey, if you've found any items you're confused about, or would like more information
about, try "showing" it to the others. They may reveal more information about it to you."

LB  Thanks, Daddy!

Trite

You open the leather pouch and peer inside. It's full of precious jewels! Carefully, you close it again
so as not to lose any.

You might lose them. Better keep them safely inside the leather pouch.

You don't have a handkerchief.

Which ones would you like to examine? The ones on the record or diary?

Upon opening the diary you see a small inky fingerprint inside the front cover. You examine it more
closely with Wilbur's monocle.

Squinting into the monocle you carefully examine the piece of broken record. Closely situated to
each other, you notice two different fingerprints.

You don't have anything that will help you do that.

You are a lovely girl of twenty with light red hair and dazzling green eyes. Though you appear
somewhat naive, you are really a very resourceful girl. Unfortunately, before this night is
over, your resourcefulness and courage will be sorely tested. Good luck... you're gonna need
it!

You don't see any footprints around here.

You don't get any response.

That is not a good use of your one bullet.

That is not a good use of your time. Besides, the gun isn't even loaded!

You have no gun.

You do not have the right key to unlock it.

You don't have the key.

You don't want the kerosene by itself!

That wouldn't taste good.



That wouldn't accomplish anything.
You're too nice for that.

You were taught better than that!
You don't have a violent nature.
Climb what?

You don't need to.

You listen intently.

Hello.

Bye.

You don't feel like sitting around.
Sniff, sniff.

You have no need of water.

What do you want to get?

You can't get that.

If you want it, just GET it.
Please rephrase your question, making sure that it is in the form of a question.
Please be more specific.

What do you want to open?

Just do that yourself.

You don't see anyone.

You get no reaction.

What do you want to give?

It's not yours to give.

What do you want to show?

Inventory
That would be very messy.
The old oilcan is half-filled with oil.

You would just waste your oil.

You don't have the monocle.

You don't know how to wear a monocle; it keeps falling off!

Things appear larger and sharper when you look through the monocle; much like a magnifying
glass.

You carefully examine the white handkerchief using Wilbur's monocle much like a magnifying
glass. Why, what's this? You see a small "EP" in one corner of the white lace trim.

You scrutinize the entire rolling pin with Wilbur's monocle. Aha! You have discovered traces of
blood on it!

You examine the entire fireplace poker with the monocle. Oh, oh! There are traces of blood on it!

Squinting into the monocle you carefully examine the piece of broken record. Closely situated to
each other, you notice two different fingerprints.

Upon opening the diary you see a small inky fingerprint inside the front cover. You examine it more
closely with Wilbur's monocle.

You examine it with the monocle, but don't see anything interesting.

It's already loaded.

You have no bullet.

You have no gun.

That would probably be unwise.
It hasn't been loaded.



When you open the small derringer, you see there is one bullet in it.
Upon opening the derringer, you notice no bullets.
What an awful thought!

If you want it, just GET it.

Better not! You might need it!

That wouldn't accomplish anything.
What do you want to do with the %s

It's not your diary!

Upon opening the diary, you casually notice an ink-stained fingerprint inside the front cover.
Curiously, and a bit guiltily, you scan through the rest of the diary's pages. Nothing much
captures your interest until you come to the latest entry. It reads...

May 27th (that's today!)

Dear Diary,

I'm so terribly upset! I can't believe Uncle Henri would do this to me! I thought I was like a
daughter to him and now I find out I'm no more important than any of those other creeps!
They can't get away with it, you know...they just can't! Between you and me, Diary, you
know they have to go...

..because of what they all did to me. | KNOW they were all in it together to have me put
away in the nuthouse. I was never crazy, they just wanted me out of the picture! Now they
have to...

That's it. The passage ends abruptly. Hmmmmm. What could Lillian mean by all this?!

You open the leather pouch and peer inside. It's full of precious jewels! Carefully, you close it again
so as not to lose any.

The cracker box is empty.

There is only one cracker in the cracker box.

There are %u crackers in the cracker box.

You pop a cracker into your mouth. Mmmmmm. Quite tasty.
The box of crackers is empty.

Okay. You light a match.
Ouch!! The match burned your fingers!

Mmmmmmmm. You always love a good carrot.
It wouldn't become you.
That wouldn't do anything.

There appears to be kerosene in the lantern.

It's already lit.

Using a match, you carefully light the lantern. It glows brightly.
You don't have any matches.

You extinguish the lantern.

It's already extinguished.

You open your notebook and skim through your many notes and observations.
It is closed.
From your detective father, you have learned to write down all your notes and observations.



Locations Inside The House

(These are all the locations in the main house: except for the basement, which is listed at act VII)
There is nothing of interest in the dresser.

You look up at the ceiling but see nothing of interest.

You see nothing special with the doors.

Casually, you glance at the floor but see nothing unusual.

There is nothing (but dirt) under the rug.

There are many old and unusual rugs here.

You look carefully at the walls around you, but see nothing special about them.

A picture is a picture. You see nothing of interest.

Most of the wallpaper around here is cracked and faded.

As it's dark outside, it's difficult to see out the windows.

The tall French windows add grace and charm to this old house.

There are only cobwebs and dust behind the heavy curtains.

Dusty old drapes hang heavily over the French windows.

There are only cobwebs and dust behind the old shutters.

Broken shutters mar the elegant French windows.

Most of the furniture looks like it's been here for at least 50 years! Personally, you prefer Art Deco.
All you see are kerosene lamps. Seems as if the Colonel's too cheap to put in electric lights!
Most of these chairs look pretty old!

There is nothing special under the table.

Some of these tables could use a good dusting!

There is nothing of interest under the couch.

Most of the sofas look very old, dusty, and uncomfortable.

There is only dust under the bed.

It's not yours.

The beds are old and lumpy. Oh, well. You're not going to be doing much sleeping tonight, anyway.
There are many knickknacks throughout the house.

There is no need to do that.

The windows don't open. Why not try a door?

The curtains are already drawn back.

You don't need to close it.

You're not the least bit tired!

The kerosene lamps are firmly affixed to the wall.

You have no time for reading.

There's no reason to do that. If you wish to leave the house, use a door.

A cry of pain and anger coming from the upper reaches of the old mansion rends the night air.
You feel better now that you're back in the house. It was SCARY out there!

Attic

What a dark and creepy attic! It helps to have the moonlight shining in through those big windows.
Among all the junk, a stack of old newspapers catches your eye.

You couldn't do that!

There's nothing that would interest you in any of these boxes.

Some stuff is stored in old boxes and crates.

There is nothing you would want in the trunk.

You see an old, uninteresting trunk.

Moonlight streams in through the big attic windows.



This seems to be an old stack of 1890's editions of "The Times Democrat." As you look through
them, an October 18th, 1898 edition catches your interest. You begin reading...

New Orleans, Louisiana
Colonel Henri Dijon came home today after spending several months in the hospital
following injuries in the recent Spanish-American War.
Colonel Dijon took several bullets to his pelvic and shoulder areas as he attempted to carry a
seriously injured fellow soldier to safety.
Incredibly, though injured himself, he managed to make it safely behind American lines.
Colonel Dijon was duly decorated and discharged with honor by the U. S. Army. New
Orleans welcomes home a true American war hero!
Is that why the Colonel's in a wheelchair? you wonder.

You need to leave the elevator first.
You've already gone through the newspapers. Only one article interested you.
Most of the stuff up here is nothing but old junk.

It's DARK back here in the attic! The moonlight from the large windows doesn't light this part of
the attic very well. Through the gloom you can see piles of uninteresting boxes and old junk.
However, there is an old trunk that does interest you.

Most of the stuff up here is nothing but old junk.

There's nothing that would interest you in any of these boxes.

Some stuff is stored in old boxes and crates.

There is nothing special in the dormer.

There are old army clothes in the open trunk.

You see thirty year old army items in the open trunk.

Moonlight streams in through the big attic windows.

You see an elevator at the back of the attic.
You see an elevator shaft at the back of the attic.

The cape is the type worn by an army officer of thirty years ago. To your horror, you see that there
are wet blood stains on it!

The cape is the type worn by an army officer of thirty years ago.

Even though the leather gloves are cracked and worn, they still look very sturdy. Frighteningly, they
have wet blood stains on them!

Even though the leather gloves are cracked and worn, they still look very sturdy.

This is a pair of large, old army boots. You notice an insignia on the boot heels.

This is a pair of large, old army boots. You happen to notice mud on the soles.

This is a dandy-looking Colonel's hat!

You see an insignia of an eagle on the heels of the army boots.

Upon examining the muddy boot sole, you notice an insignia of an eagle on the heel.

It isn't here.

They aren't here.

The trunk is already open.

They don't belong to you.

You have no use for an army officer's cape.

You can't think of a use for leather gloves.

The hat wouldn't fit you. Better leave it here.

These boots are much too big for your feet!

You wouldn't look good in them, Laura!

The hinges are broken. It would be difficult to close it.



You couldn't do that!

The trunk is much too heavy to move.

Peering into the open trunk, you see old army clothing and various paraphernalia. This must be
where the Colonel keeps his old army gear.

Lying on top of everything else you notice; a large officer's cape, a pair of leather gloves, a
Colonel's hat, and an old pair of army boots.

You happen to notice some mud on the boots.

You see some mud on the boots, and horribly, wet blood stains on the cape and gloves!

The trunk is open and you see old army clothes strewn about.

The Great Hall

You gaze into the mirror and appraise your appearance. A bit disheveled, perhaps, but not
bad...considering the circumstances.

This is the back downstairs hallway of the big house. Double French doors lead out back.

You don't see anything!

You see the front door further down the hall.

The French doors lead outside.

The pendulum sways to and fro as time slowly ticks by.

You see numerous scratch marks on the floor near the grandfather clock.

You can't. You don't have the key.

That's seven years bad luck, you know!

You pull on the grandfather clock and, to your surprise, find that the whole clock opens to reveal...a
secret door!

You push on the oval mirror and, to your astonishment, find that the mirror opens to reveal...a secret
door!

The incessant ticking of the stately grandfather clock is the only sound you hear in the empty
hallway:.

You can't tell what it is.

You hear the incessant ticking of the old grandfather clock.

The pendulum door is locked. You can't open it.

There seems to be an opening of some sort behind the grandfather clock!

You try, but can't see anything behind the grandfather clock.

What's this?! There seems to be something behind the grandfather clock!

Mirrors don't open...do they?

You try, but can't see anything behind the mirror.

An interesting oval mirror hangs on the hallway wall.

Two old-fashioned armoires flank the back door.

There is nothing you need in the armoire drawers.

You can't. It doesn't move.

Too bad! The armoire is locked!

This is the back upstairs hallway of the mansion.

You don't see anything!

Two marble pedestals flank the bathroom door. Upon one sits a beautiful porcelain cat and upon the
other, a lovely vase.



Two tiffany shades cover the lamps on the tables.

You notice deep scuff marks on the floor near the two armoires.
You pull on the armoire. Surprise! You find that the whole armoire opens to reveal...a secret door!
Well! Did you think this was Leisure Suit Larry?!

Nothin' important in there.

The vase doesn't belong to you.

The vase is empty.

A lovely vase rests atop a marble pedestal.

The porcelain cat doesn't belong to you.

A beautiful porcelain cat sits elegantly on a marble pedestal.
You don't want to carry a statue around.

There is nothing there.

Two greek statues guard both sides of the bathroom door.

Two old armoires rest against the side walls.

You try, but can't see anything behind the armoire.

You try, but it's too dark to see anything there.

That's the bathroom door!

There is nothing of interest in the dresser.

Beneath the greek statues you see two dressers.

Press the 'E' key to exit.

This is the front downstairs hallway of the big house. A grand stairway leads upstairs.

The wooden eagles are firmly attached to the newel posts. They do not move.

You couldn't even MOVE this heavy armor!

The battle-axe is firmly attached to the armor.

You try, but find it permanently attached to the armor.

The joints of the armor are hopelessly rusted. You can't move any part of it.

It moves a little bit, but it does you no good; there's nothing there.

It is hopelessly rusted. You can't move it at all.

A huge, crystal chandelier hangs high above the downstairs foyer.

You see an old, yellowed note pasted to the inside of the helmet.

You see the back door further down the hall.

It's a fourteenth-century Swiss battle-axe, finely handcrafted by Doge Guiseppe Minelli of Venice
on his 90th birthday for his daughter who was to wed Antonio Fermaccelli, the bologna
merchant. Later it became a favorite piece of Anne Boleyn's. Of course, Lizzie had the most
fun with it!

The front door leads outside.

Finely carved eagles adorn the top of the stairway's newel posts.

You see nothing of interest under the stairs.

The stairs lead down to the first level of the house.

Which part of the armor would you like to oil?

Using what? Rudy's hair tonic?!

It wouldn't become you

You must do that yourself.

You hear the incessant ticking of the old grandfather clock.

Open the visor first.

You carefully open the armor's visor and peek inside...

You see a small, metal valve handle hanging by a hook inside the armor's helmet. You grab the
valve handle.

You also see an old, yellowed note pasted to the inside of the helmet.

Curious about the old note, you read it. It says....

You read the note. It says....



Our dearest daughter, Sarah,

We knew you would know to look in the armor. This war is terrible! We fear our end is near.
In case you're not the only one to find this note, we won't give too much away. Use this
valve handle with your favorite water nymph. Don't ever forget...we love you very much!

Love forever,
Papa and Mama

Okay.

You see a %s further down the hall.

It wouldn't suit you.

You don'see it here.

The note is permanently attached to the inside of the helmet.

A very old suit of armor, with one gloved hand holding a battle-axe, stands beside the stairway.
Although it's well-polished, all of its joints are completely rusted.

This is the front upstairs hallway of the plantation house. A grand staircase leads down to the lower
level.

It's a long way down. Be careful!

You don't see anything!

The bathroom is down the hall.

Finely carved eagles adorn the top of the stairway's newel posts.

Two tiffany shades cover the lamps on the tables.

The wooden eagles are firmly attached to the newel posts. They do not move.

It's just an empty closet.

There are two armoires in the back hallway.

You can't get that.

A huge, crystal chandelier hangs precariously above the downstairs foyer.

Why would anyone be in the closet?

You notice a closet at the top of the stairs.

Looks like someone dropped a white handkerchief on the floor.

The banister looks a bit rickety.

You see stairs leading up to a third level of the mansion.

Bathroom

The shower curtain is draped over the bathtub.
You see a small sliver of soap.

You notice a lovely seat under the large windows.
That's the bathroom door.

The mirror is firmly attached to the wall.

You don't need any soap...unless you're washing your hands.
What a morbid thought!

You have no time to do that now.

Okay.

Your face isn't dirty.

You're not thirsty.



Excuse us.

There is nothing in the sink.

It's a basic pedestal sink.

You don't want to do that!

It does the job required of it.

The bathtub is empty.

The claw-footed bathtub has a shower attached to it.
The seat doesn't open.

You can't get that.

You see a wastepaper basket near the sink.

You don't need a towel...unless you're washing your hands.
A small hand towel hangs over the sink.

There is nothing you need inside the linen cabinet.
There is nothing there.
That's a linen cabinet.

You gaze into the mirror and appraise your appearance. A bit disheveled, perhaps, but not
bad...considering the circumstances.

There is nothing of interest behind the mirror.

You see a dusty, old mirror hanging on the wall.

You should wait your turn.

Billiard Room

You have found the Colonel's billiard room. Funny, he doesn't seem to be the kind of guy who

would enjoy playing billiards, listening to records on the Victrola, or the player piano.

Although your father is an excellent billiards player, you never learned the game.

You better not while others are in the room.

Even though you know where it is, you can't see it.

You don't see one.

You see three balls on the billiard table; two red and one white.

It's just a common piano bench.

The French doors lead outside.

Oh! One of your favorites!

You don't need any billiard balls.

The secret panel closes behind you and leaves no trace!

The records don't belong to you.

You don't have a record that will work.

You don't have a record.

There is already a record playing. Oh! One of your favorites.

You look inside the Victrola cabinet and see several records. But since they don't belong to you, you
decide to leave them alone.

You see an old-fashioned Victrola and cabinet in the corner of the room. However, the record that is
playing on the phonograph is current.

You see an old-fashioned Victrola and cabinet in the corner of the room.

You see several musical instruments hanging on the wall.

You were never musically inclined.



There are billiard cues in the rack on the wall.

Since you don't play billiards, you don't need a billiard cue.

The bookcases are crammed full of books.

You notice a model of an old ship on the table.

It's not yours. There's nothing special about it.

This is an old billiard table. As it's quite dirty and dusty, it doesn't appear as if billiards has been
played much. Upon it, you see three balls; two red and one white.

You can't see anything behind the picture.

The picture is firmly attached to the wall.

It doesn't open.

The eyes of the picture have a haunted, hollow look to them.

You see a picture of a lovely dark-haired girl above the player piano. Strange...her eyes have a
haunted, hollow look to them.

You can turn the winding mechanism to "wind up" the player piano.

It is already playing .

Not now. There is already music playing from a record on the Victrola.

There is nothing that would interest you in the player piano.

The piano bench doesn't open.

A lovely old player piano sits against the back wall.

You never learned to play the piano. But, there is a winding mechanism on the side of the player
piano.

Butler Jeeves' room

This must be the butler's room. Actually, it's not too bad considering it's down in the cellar.
Yep. That's a brick wall, all right.

The stairs lead to the outside.

A portion of the back wall looks different than the rest. It appears to have been bricked up.
You really are a snoop, Laura. There's nothing here for you.

You see a large closet under the stairs.

There is nothing of interest in the dresser.

None of the bricks are loose. This wall is solidly built.

You're not thirsty.

There is nothing but dust under the rug.

That is Jeeves'. Use the one upstairs.

You see a small dresser here.

There is a beautiful bouquet of flowers on Jeeves' bed.

Jeeves is lying on his bed. He must be trying to take a nap.

The beds are old and lumpy. Oh, well. You're not going to be doing much sleeping tonight, anyway.
The chair looks pretty old!

The sofa looks very old, dusty, and uncomfortable.

The nightstand doesn't open.

You see a little nightstand by Jeeves' bed.

Go upstairs if you want to do that.

There is nothing in the sink.

It appears that Jeeves has a sink here, too.

Jeeves has a small bathroom tucked away in an alcove.

That's Jeeves' toilet. If you need to use one, go upstairs.

Puhleeeese, Laura!

All you see are kerosene lamps. Seems as if the Colonel's too cheap to put in electric lights!



A box of crackers is sitting on the nightstand next to Jeeves' bed.

JE "Go ahead. I don't want them. They're stale, anyway."

You ask Jeeves if you can have the crackers. He nods his head in approval.
You see a box of crackers on the nightstand next to Jeeves' bed.

You already have the box of crackers.

Colonel Dijon's Room

This elegant room must be the Colonel's! You notice there is an elevator here.

This elegant room must be the Colonel's! You notice there is an elevator shaft here.

A miniature replica of a cannon from the Spanish-American War sits in the center of the mantel
above the fireplace.

It looks like an average elevator.

It's odd to see a new-fangled elevator in this old-fashioned house; but how else would the Colonel
go up and down the stairs?

The gate protects passengers from falling out of the elevator.

There are only cobwebs and dust behind the heavy shutters.

It appears the Colonel needs a wheelchair to get around.

The eyes of the little boy have a strange, vacant look to them.

You can see nothing behind the picture.

On the wall opposite the fireplace you notice a portrait of two children. Oddly, the eyes of the little
boy have a strange, vacant look to them.

The portrait is firmly attached to the wall.

There is no reason for you to move the wheelchair.

You remove the key from the barrel of the cannon and take it with you.

HD  "Young lady, keep your hands off my belongings!"

The Colonel would notice if it were gone.

You have better things to do than that!

HD  "Stay out of my elevator!"

You don't smoke!

In case you haven't noticed, the wheelchair is already occupied.

The Colonel wouldn't like that.

The Colonel has a very elegant canopy bed.

There is nothing of interest behind the mirror.

The mirror is firmly attached to the dressing table.

The oval-framed mirror is attached to the dressing table.

Don't be such a snoop, Laura!

A dressing table sits against the wall with a large mirror attached to it.

You see a tarnished, brass key hidden inside the barrel of the cannon.

You see nothing inside the barrel of the cannon.

You better keep it. It may come in handy.

It is a miniature replica of a cannon from the Spanish-American War rendered in pewter and wood.

Hmmmm...the Colonel's wheelchair sits empty in the middle of the room.

It would be wise to leave it alone.

The contents are a mess inside. It looks as if someone has hurriedly searched through it.

Someone has left the Doctor's bag open on the floor.

There is nothing of interest in the chest of drawers.

A large chest of drawers occupies a corner of the room.

Even though you know where it is, you can't see it.

You don't see one.

Better not while someone is in the room.

It's too heavy to move.



There is nothing of interest in the armoire.
You see the Colonel's armoire against the side wall.

Dining Room

The secret panel closes behind you and leaves no trace!

This is a very elegant dining room. It looks like the Colonel has some class after all!

Even though you know where it is, you can't see it.

You don't see one.

Better not while someone is in the room.

You notice a small door below the wall light.

There is nothing special under the table.

Which table do you mean...the small table or the dining table?

The eyes of the man appear oddly vacant.

You can see nothing behind the picture.

Upon the wall opposite the fireplace hangs a picture of an aristocratic-looking, older man. That's
strange...the eyes of the man appear oddly vacant.

The portrait is firmly attached to the wall.

The mirror is firmly attached to the wall.

The coffee urn is empty.

Don't play with fire!

Cautiously, you poke your head into the dark opening of the little door and look around. All you can
see 1s a narrow chute going down into complete darkness.

What chute? All you see is a little door.

It is already open.

It's not open.

Are you sure you are keeping track are what you are doing?

It appears to be a chute of some kind. You wonder where it goes to.

You're not fond of coffee.

The coffee urn is much too big and heavy to carry around.

It's a lovely piece, isn't it?

A beautiful crystal chandelier hangs above the dining table.

There is nothing of interest in the hutch.

You notice a lovely, leaded glass hutch in the corner.

There is plenty of seating around the large dining table.

A large, silver coffee urn sits on the small table.

There is nothing of interest behind the mirror.

You see a dusty, old mirror hanging on the wall.

Elevator

Currently, you don't SEE an elevator, just an elevator shaft.

The gate provides protection from the elevator as it moves from floor to floor.

You see the elevator control on the elevator wall.

Why don't you enter the elevator first?

It's odd to see a new-fangled elevator in this old-fashioned house; but how else would the Colonel
get up or down the stairs?

It's just an empty keyhole.

You can't; you are blocking the gate.

Just move it "up" or "down."

Which direction? Up or down.



A faint click is heard as you turn the key in the lock.

The control is locked.+

You don't have the key for this lock.

The control is already unlocked.

Please be more specific.

You firmly %s the handle, but the darn elevator won't move!

The elevator seems to be Ysstairs.

You %s in the elevator.

There is a handle on the elevator control. On the face of the control are a keyhole and the words:
"up" and "down."

Ethel's Room

It looks as if this might have been a nursery at one time. Now it has been converted into a makeshift
guest room with Ethel as its current guest.

Broken shutters mar the elegant French windows.

It's much too heavy.

The armoire is empty.

There is an antique armoire against the back wall.

You notice an old dresser in the corner.

Some of these old toys are fragile. Better leave them alone.

You really have better things to do, Laura!

There are some old toys left over from many years ago.

The old dollhouse is empty.

It's a wonderful old dollhouse. But you'd better leave it alone.

You see several old toys on the dusty shelves.

It's locked.

You'd look silly carrying around a suitcase!

You notice a suitcase next to the bed. It must belong to Ethel.

Ethel seems to be drinking a strong alcoholic drink.

Ethel holds a drink and a white hanky in her hand.

That's Ethel's drink.

It's hers!

Ethel is relaxing in her room after a long day.

EP "Where is Lillian, Laura? I'd like to speak with her."

EP "She went to freshen up in the bathroom. She'll be right back."

EP "Why don't you go find Lillian?"

EP "Run along, Laura."

Fifi's Room

The stairs lead to a third level of the house. There is a doorway in front of you, and another to the
right.

You are in the east wing of the attic. There is an attic door before you.

This must be Fifi's room. Although her room is in the attic, she has fixed it up nicely.

You can see Fifi's dressing room behind a set of small, swinging doors.

You see a bedroom through the doorway.

This is a small dressing room. You notice a pile of clothes on the floor.

The stairs lead down to the second level of the mansion.

Fifi's dressing room is in the small dormer off her bedroom.

You can't see the attic from here.

You are in the east wing of the attic. There is an attic door before you.

Fifi is very clean. There is no dirt under her rug.



There is just one small window in the dressing room.

You see a flimsy shade on the window in the dressing room.

You soundly knock on the attic door. There is no reply.

There is nothing there for you.

Fifi has an old armoire in the back corner of her room.

Some of these tables could use a good dusting!

There's only the floor under her bed.

There is nothing of interest behind the mirror.

The oval-framed mirror is attached to the vanity.

The mirror is firmly attached to the wall.

You don't need to get into Fifi's private things.

Fifi has a little vanity by the bed.

Some flowers and a decanter of cognac sit on the table.

A decanter of cognac sits on the table.

Two glasses sit on the table near the cognac decanter.

You don't care for liquor...remember?

The glasses are empty.

Bending over the cognac decanter you carefully examine it with the monocle. Yes! Here is a clear
fingerprint!

Bending over the cognac decanter you carefully examine it with the monocle. Yes! Here are two
clear fingerprints!

You want nothing to do with the cognac!

A strange white powder has collected in the bottom of the cognac decanter.

The decanter is half-filled with cognac.

Looks like fine cognac.

You lift the Victrola's needle from the revolving record.

It is off already.

The record doesn't belong to you.

You're not interested in playing music right now.

Having reached the end of the record, the Victrola needle scratches endlessly as it turns.

Fifi is playing a record on the Victrola.

You see a record lying atop the Victrola.

You see a Victrola in the back corner of the room.

Fifi must enjoy listening to music as you see a Victrola in the back corner of the room.

It would be better to leave them alone.

A lovely bouquet of flowers lies on the table next to the cognac decanter.

You wouldn't be caught dead in those clothes!

Those are not your clothes!

You quickly look through the pile of clothes, but do not find anything of importance.

You notice a pile of clothes on the floor.

The shade doesn't look very strong. Better not touch it.

The kerosene lamps are firmly afixed to the wall.

The door is locked from the other side.

The door is locked from this side.

The door is already unlocked.

You reach down and unlock the door.

Using the skeleton key, you unlock the attic door.

You don't have the key that unlocks this door.

There is no need to. The door is already open.

The attic is on the other side of this door.

That won't work.

You can't see the attic door from here.



This appears to be the attic door.
Small, swinging doors lead into Fifi's dressing room.
She's not talking to you.

FI "You should not be een here, Mademoiselle. Zis eez my private room."
FI "S'il vous plait...please! Zis eez my own time!"

FI "I am busy right now. Please, Mademoiselle! Give me my privacy!"

FI "I do not have zee time to talk right now. Maybe later, oui?"

FI "Mademoiselle, please!"

Fifi is tired of arguing with you and she doesn't respond anymore.
Fifi must be getting ready to see someone special as she's taking great pains to make herself look
pretty.

Fireplace

You peer into the fireplace but nothing catches your interest.

You see logs smoldering in the fireplace.

A cheery fire brightens the room.

The finely carved fireplaces show the craftsmanship of bygone days.

Nothing on the fireplace mantel catches your attention.

Various objects and knickknacks are displayed on the fireplace mantel. None of it interests you,
though.

Don't get too close to it!

You can't get that.

Kitchen

This old house has a nice big kitchen.

Right now you see Celie washing the dinner dishes while Beauregard has found a warm spot by the
stove.

Right now the sink's full of dirty dishes.

You don't see any dishes.

The French doors lead outside.

You see a tiny rug by the kitchen sink.

Various kitchen implements are stored under the table. There's nothing you need there.

You should do that in the bathroom.

Why would you want dirty old dishes?

Aha! A leftover soup bone! As it might come in handy, you grab it and take it with you.

Nope. Nothing interesting in there!

The sink is full of dirty dinner dishes.

It's just an empty sink.

It's empty.

The old butter churn is empty.

That's a pretty basic three-legged stool.

Cooking pans hang on the wall above the sink.

Beauregard isn't here right now.

It doesn't look like Beauregard is going to stop chewing on the bone long enough for you to retrieve
1t.

You already took the bone and gave it to Beauregard.

This is your average, run-of-the-mill icebox.

There's nothing you need in the cupboards.

This kitchen could use more cupboard space!

There's hot coffee in there!



A small amount of lukewarm coffee is still in the pot.

The coftee pot's empty.

No! It's hot!

You don't need a coffee pot.

You've never been fond of coffee.

The smell of coffee permeates the room from the bubbling pot.
A big coffee pot sits on top of the stove.

There is nothing in the stove or oven.

A pot of coffee bubbles on the stove.

CE You kin have it. It' been in that there icebox for a long time.
Celie rolls out tomorrow's bread on the kitchen table.

A large kitchen table dominates the center on the room.

Library

This must be the library. You see many books of various and sundry topics displayed in the
bookcases. Tucked into one wall you notice an elevator shatft.

This must be the library. You see many books of various and sundry topics displayed in the
bookcases. Tucked into one wall you notice an elevator.

The secret panel closes behind you and leaves no trace!

Currently, you don't SEE an elevator, just an elevator shaft.

The gate provides protection from the elevator as it moves between floors.

The elevator seems to be upstairs.

The elevator seems to be downstairs.

You can't; you are blocking the gate.

Even though you know where it is, you can't see it.

You don't see one.

Better not while someone is in the room.

You're in the elevator shaft!

There is nothing of interest behind the mirror.

You see a dusty, old mirror hanging on the wall.

You spy an open magazine on the library table. Why, this must be the magazine that Wilbur was
reading!

You read the name of the magazine. It's called, "The Racehorse Quarterly." Upon examining the
open page you see a picture of a beautiful thoroughbred named "Sunny Boy." The name
"Sunny Boy" has been circled in red.

There are pictures of racehorses in Wilbur's magazine.

You don't see any racehorses.

The dog's eyes are very black...almost hollow-looking.

You can see nothing behind the picture.

Upon the wall opposite the fireplace hangs a portrait of a bloodhound (Beauregard?). Strange, the
dog's eyes are very black...almost hollow-looking.

The portrait is firmly attached to the wall.

Don't play with fire!

They don't look interesting.

You glance at the titles of various books, but frankly find most of them boring. You decide to pass.

The mirror is firmly attached to the wall.

Just another thing to carry around. Better leave it here.

You see some books on the table.

Some of these tables could use a good dusting!



Except this one page, nothing else interests you about the magazine.
The bookcases are crammed full of books.

Lillian and Laura's room

The secret panel closes behind you and leaves no trace!

Even though you know where it is, you can't see it.

You don't see one.

Better not while someone is in the room.

This is the guest room you share with Lillian. Though a bit tired-looking, it seems comfortable
enough.

There is only dust on the mantel.

Beneath a set of three, small pictures, you notice a small door in the wall.

The vanity is empty.

You see a nice little vanity by one bed.Lillian's suitcase is locked.

Cautiously, you poke your head into the dark opening of the little door and look around. All you can
see 1s a narrow chute going down into complete darkness.

What chute? All you see is a little door.

It is already open.

It's not open.

Are you sure you are keeping track of what you are doing?

It appears to be a chute of some kind. You wonder where it goes to.

You see Lillian's clothes.

You notice a diary lying atop Lillian's clothes.

You see the clothes you packed for the weekend.

In two corners of the room, you see two dressers.

There is a suitcase lying on each bed.

There is nothing of interest behind the mirror.

The mirror is firmly attached to the vanity.

The oval-framed mirror is attached to the vanity.

The Colonel's eyes look fine.

The eyes of the little girl have a strange, hollow look to them.

The portraits are firmly attached to the wall.

You can see nothing behind the pictures.

Above the fireplace, you notice a picture of Colonel Dijon in his younger, more vital, days. On the
opposite wall, you also see a picture of a little girl. Funny, the girl's eyes have a strange,
hollow look to them.

They're not your clothes.

The clothes you're wearing are fine.

They're not your style.

There is nothing special about Lillian's clothes.

The clothes are the same ones you packed.

Lillian isn't going to let you look in her suitcase!

You're on the wrong side of the bed to do that.

Your suitcase lies on the bed to the left of the doorway while Lillian's lies on the bed to the right.

You'd look silly carrying a suitcase around with you!

Parlor
You have entered the parlor of the old mansion. Against the back wall you notice a sculpted, marble
bar, and in the corner a parrot swings from its bird stand.



You better not while others are in the room.
Even though you know where it is, you can't see it.
You don't see one.
You feel uncomfortable sitting at bars, especially considering prohibition.
There is nothing there.
The secret panel closes behind you and leaves no trace!
You give a cracker to the parrot.
Ouch!! It bit you!
PO  "AWWKK! Cracker!"
PO  "AWWKK! Gonna tell him...tell him. Racehorse scam. A WWKK!"
PO  "She's after me! AWWKK! So afraid!"
PO  "AWWKK! I'll teach her! AWWKK! She can't break up with me!"
PO  "Jeeves! Kiss me again! AWWKK!"
PO  "AWWKK! I can't find her! AWWKK! Where's Gloria?"
PO  "AWWKK! Sleep tight, my pretties. AWWKK! In the basement...the basement."
PO  "Gotta get the gun...get the gun! AWWKK!"
There is nothing you would be interested in behind the bar.
The sculpted, marble bar sports a beautifully finished, ebony countertop.
Upon it, you notice an empty glass.
Upon the countertop you see a decanter of cognac.
It's much too heavy for you to move.
A marble statue of a lovely, Greek maiden stands in the corner.
You can't see behind the picture.
You see a beautiful girl and casually wonder who she might be. Funny...her eyes have a strange,
hollow look to them.
The picture is firmly attached to the wall.
It doesn't open.
The eyes in the picture have a strange, hollow look to them.
You don't need it.
A delicate figure of a horse decorates a small table.
You don't care for liquor...remember?
The decanter is half-filled with cognac.
Looks like fine cognac.
The glass is empty.
You don't need to carry around a glass.
Picking up the glass, you use Wilbur's monocle as a magnifying glass and notice a faint fingerprint.
You can barely make out the fingerprint on the glass.
As you look at the empty glass, you notice a faint fingerprint on it.
You see an empty glass upon the bar.
The French doors lead outside.
Please specify what you would like to feed the parrot.
The box of crackers is empty.
The parrot doesn't seem too interested.
A colorful parrot swings merrily on its perch.
The parrot cocks its head quizzically.
PO  "AWWKK!"
PO  "Polly want a cracker!"
PO  "Pretty Polly... AWWKK!"
That wouldn't be a good idea!
That's not a nice thought, Laura!



Rudy and Clarence's room

This appears to be another guest room that Rudy and Clarence are sharing.
You better not while others are in the room.

Even though you know where it is, you can't see it.

You don't see one.

The secret panel closes behind you and leaves no trace!

You can't see behind the picture.

The picture is firmly attached to the wall.

It doesn't open.

The eyes of the woman have a strange, faraway look to them.

You notice an interesting picture of a woman and child. Oddly, the woman's eyes have a strange,
faraway look in them.

They're locked.

You notice three suitcases next to the beds. They must belong to Rudy and Clarence.

You'd look silly carrying a suitcase around with you.

It's a plain old dresser.

There is nothing of interest in the small desk.

You see a small writing desk against the right wall.

Secret Chamber

You see nothing special on the ceiling.

Upon examining the walls of this secret chamber, you notice two close-set holes in each of two
opposing walls. You can also see two secret panels, one in each wall.

You see a small, raised platform in the center of the secret room.

A step leads up to a small, raised platform in the center of the room.

The small platform seems to be centered right under two sets of two close-set holes in the walls.

You notice two secret panels in the chamber walls.

There is nothing of interest in the billiard room.

There is nothing of interest in the library.

There is nothing of interest in Gertie and Gloria's room.

There is nothing of interest in the Colonel's room.

You have found a small hidden room in the house!

You notice a faint aroma of perfume.

Just look through the holes.

What picture? You don't see any pictures!

You see two secret panels, one in each wall.

Someone has left an old cane behind.

Someone dropped an old cigar butt on the floor.



You see the back of the clock at the hidden room's entrance.
What clock?

You see the back of the armoire at the hidden room's entrance.
What armoire?

Try facing either set of holes.

The secret panels are already closed.

You closed the clock behind you. Walk to it to open it.

You closed the armoire behind you. Walk to it to open it.

Oh, no! There is somebody in the room!

You bend over and pick up the small cigar butt.

An old cane lies on the floor.

A cigar butt lies on the floor.

There is nothing of interest in the parlor.

There is nothing of interest in the dining room.

There is nothing of interest in Rudy and Clarence's room.
There is nothing of interest in your room.

There is nothing of interest in the Colonel's room.

You don't see anyone, but you hear someone moving around.
You have found a small hidden room in the house!

You notice a faint aroma of perfume.

Just look through the holes.

What picture? You don't see any pictures!

You see the back of the mirror at the hidden room's entrance.
What mirror?

You see the back of the armoire at the hidden room's entrance.
What armoire?

You can't see those rooms!

You notice a dusty bootprint on the floor.

Someone has left an old cane behind.

Someone dropped an old cigar butt on the floor.

Try facing either set of holes.

The secret panels are already closed.

You closed the mirror behind you. Walk to it to open it.

You closed the armoire behind you. Walk to it to open it.
You bend over and pick up the small cigar butt.

You can't get a bootprint!

You examine it with the monocle, but don't see anything interesting.

Stairs
The grand stairway leads up to the second level of the mansion.
From here, the stairs lead downward.

A grand stairway leads down to the first level of the mansion, while another smaller staircase goes

upwards.
This railing looks mighty old and rickety!

Study

This appears to be the Colonel's study as a large desk dominates the room. Upon the desk you
notice a small glass case. At the back of the room two large cabinets also catch your

attention.
You see a stuffed alligator on top of one cabinet.



You see a stuffed eagle on top of one cabinet.

The leaded glass cabinet is wide open!

You see a fancy cabinet with leaded glass doors.

This is a large cabinet with plain glass doors.

You wonder about the Colonel's strange fascination with weapons.

The French doors lead outside.

A huge rhino head hangs above the fireplace. Two African spears cross beneath it.

There is nothing of interest on the fireplace mantel.

There's no reason to move it.

The glass case is locked.

You might cut yourself on the glass shards if you tried that.

You can't. You don't have the key.

It's already broken.

You were never good with weapons!

You wouldn't know how to use it.

It's gone!

You don't know how to use a rifle. Anyway, they're not loaded.

You can't. The glass case is locked.

Gee! You feel a little dizzy now!

LP "Stay out of there, Laura! Those weapons belong to my uncle!"

LP "Leave the weapons alone!"

It looks like an average boomerang!

It sure looks sharp!

The mace looks rusted. Quite usable, though.

The handle is inlaid with beautiful mother-of-pearl.

Cautiously, you peek inside the open door of the cabinet. Not surprisingly, part of the Colonel's
weapons collection is housed there. Within the cabinet, you see an Australian boomerang, a
steel cutlass%s a mace, and an antique crossbow.

None of the rifles are loaded.

You carefully open the glass door of the cabinet and look inside. Stored within it is the Colonel's
rifle collection.

There is nothing in the rhino head.

You couldn't get that down!

You don't want to carry that old thing around with you!

It's too heavy to move.

You see nothing there.

It's just an empty globe.

You see a large globe in the corner of the study.

It's too heavy to carry.

It is already spinning .

The crossbow looks several hundred years old!

Pretty feathers hang from the handle of the tomahawk.

You wouldn't know how to use a spear.

Two African spears hang crossed above the fireplace.

There is nothing you need in the desk.

The large, oak desk sits in the center of the room. Atop it, you see a small, glass case.

The large, oak desk sits in the center of the room. Atop it, you see a small, glass case which has
been broken.

It's much too heavy.

It would look suspicious if the derringer were to suddenly disappear. Better leave it there.

There's nothing there.

It would be too heavy and conspicuous to carry around.



You might cut yourself carrying around a piece of glass.

You look through the small, glass case and notice a little, silver derringer mounted upon a blue
velvet backing.

Oh, oh! Someone broke the glass case and took the silver derringer!

The small, silver derringer is inside the glass case.

Wilbur's Room

It doesn't appear that this room has been used in a long time! However, it currently seems to be the
guest room of Dr. Wilbur C. Feels.

Broken shutters mar the elegant French windows.

Several pieces of unused furniture have been covered against dust and cobwebs.

There is only a bed in the closet.

It's just your average armoire.

It's just old furniture! There's nothing of interest there.

There is nothing interesting under the covers.

There is nothing of interest in the armoire.

You can't. The doctor's bag is on the bed.

You see an old dresser in the corner.

The crates are tightly sealed. Besides, there's nothing you would want in them.

Several old crates have been piled in the corner.

The boxes are much too heavy to move.

There is only dust under the bed.

The bed has been put away in the wall.

The Murphy bed has been pulled down for Dr. Feels to sleep on. Upon it, you see his black doctor's
bag.

The Murphy bed has been pulled down for Dr. Feels to sleep on.

Since it belongs to Dr. Feels, you should leave it alone.

It is Dr. Feels' bag.

Outside Locations

It's real creepy and dark out here! You shiver at the thought of venturing outside alone. Perhaps you
ought to go back inside.

You attempt to peer in, but can make out no details.

A once-grand plantation house sits in the center of this lonely bayou island. You can imagine the
family that once lived here: the parties, the farming, the hustle and the bustle of a thriving
plantation, but now, no more. Now the estate has been reduced to a mere fragment of itself
while the big house and outbuildings have been allowed to deteriorate.

Many elegant French windows grace the old mansion.

You may enter the house through several French doors.

The front door of the house is well lit by porch lights.

Beautiful grecian columns add splendor to the old mansion. You imagine how wonderful it must
have looked in its hey-day.

A wide, two-level veranda fronts the house.

The windows don't open. Why not try a door?

Just do that yourself.

There's no reason to do that. If you wish to enter the house, use a door.



You're NOT that agile!
There's no need to knock. Just go in the house.
The lights are already on.

Once this was a large plantation near the bayou country of southern Louisiana. In decades past,
however, the level of the swamp rose and flooded the low-lying areas creating an island of
the immediate grounds around the main house. Sadly, the once vast estate was reduced to an
isolated remnant of itself, cut off from the world by the spreading bayou.

The bayou spreads in all directions from this isolated island it has created. Without a boat, it would
be impossible to leave as the swamp is too dangerous to swim in.

The grass is overgrown and unkempt as is the rest of the grounds.

Mud puddles, dotting the wet ground, remain from an earlier rain storm.

The ground is wet and soggy from a rain storm earlier that day.

The full moon in the night sky casts eerie shadows as you make your way through the darkness.

Vestiges of a passing storm still edge the night sky.

Stars twinkle as passing storm clouds ring the night sky.

The full moon casts an eerie light upon the ground as you walk the estate grounds.

Occasionally lightning, accompanied by loud claps of thunder, brightens the sky from behind cloud
remnants of a recent storm.

You can't look at thunder!

Stately oak trees, Spanish moss dripping from their branches, surround the old mansion. Among the
oaks, you also notice various other trees, some beautiful, some unexplicably bare.

The estate, once beautifully landscaped, has unfortunately been allowed to grow wild and unkempt.

The few flowers around the run-down estate do little to brighten up the pervasive gloom.

A low hedge borders the walkway to the house while unkempt shrubs surround it and various
outbuildings.

The Spanish moss clings precariously to the branches of the old oak trees.

Scraggly weeds have invaded a good part of the once-beautiful, original landscape.

An old, gravel driveway, left over from the days before the bayou flooded the area, circles the front
of the mansion.

There is only the wall of the house behind the shutters.

The window shutters are badly in need of repair.

From here, you can barely see the old mansion.

Although you can hear birds, all you can see is an occasional owl.

You see rocks of various sizes here and there.

Fireflies flit erratically while other unseen insects pierce the night air with their calls.

Although these trees DO look like great climbing trees, you really have more important things to do
right now!

The somber yard can use all the flowers it can get; just leave them be!

You see no plants that interest you.

Even though the Spanish moss looks interesting, you can think of no use for it.

Why would you want ugly weeds?!

They are much too hard to catch.

You're not thirsty.

You don't want to carry around a heavy rock.

It's not important to catch bugs.

You have no need to carry water.

You can't get that.

There is no need to do that.

They're already open.

You have no digging implements.

There aren't many flowers to smell!



You can't see any insects, but you can definitely hear them.

You hear the wind blowing between the trees.

Ominous-sounding thunder rumbles when occasional lightning flashes.
You don't hear anything special.

A cry of pain and anger, from inside the old mansion, rends the night air.

Back Of The House

Out the back door, a garden path encircles a small statue, then continues on through a lovely rose
arbor.

You see a lovely rose garden in the distance to the north.

Grecian columns enclose the small back porch. From here, you can see a lovely rose arbor.

Behind a weather-beaten fence, you see the old, unused sugar cane fields. The fields look as if they
haven't been planted in years.

The garden path circles a small statue, then goes through a lovely rose arbor.

Here, you see the back door of the house.

An old, weather-beaten fence partitions off the remaining vestiges of the plantation's once-vast
sugar cane fields. Now all that's left are long-ago plowed furrows and old dead stalks.

You don't see a gate here.

Beautiful roses grow upon the rose arbor.

You see no need to carry around a rose.

The fence is too difficult to climb. Besides, you don't care about those old fields.

The roses smell wonderful in the night air.

There are two garden benches here.

There is nothing but grass under the benches.

You don't feel like sitting around.

This is an exquisite statue of a dancing satyr.

The statue is firmly afixed to its pedestal.

The statue doesn't move.

Grecian columns support the back porch.

Bell Tower

You see a rusted, iron bell at the top of an old, bell tower. A rope dangles a short distance beneath

the bell while a ladder runs up the tower's side. Behind a weathered fence, you also notice the

remnants of the old plantation's fields.

A rope dangles a short distance down from the tower while a ladder runs up the tower's side. Behind
a weathered fence, you also notice the remnants of the old plantation's fields.

The rope dangles a short distance above you.

The rope dangles a short distance above you. Higher up, you see the old bell.

A path travels by the old bell tower.

Behind a weather-beaten fence, you see the old, unused sugar cane fields. The fields look as if they
haven't been planted in years.

An old weather-beaten fence partitions off the remaining vestiges of the plantation's once-vast sugar
cane fields. Now, all that's left are long-ago plowed furrows and old dead stalks.

You don't see a gate here.

All you see is the old, rusted bell.

You can't see into the bell tower from here.

You see a rusted iron bell at the top of an old bell tower. A rope dangles a short distance beneath the
bell while a ladder runs up the tower's side.

The fence is too difficult to climb. Besides, you don't care about those old fields.

You're not in a position to do that.



You have no way of doing that.

The bell has been oiled.

Oiling the rusted bell may have loosened it.

Reaching up with the cane you hook it onto the short rope's iron ring and PULL...

...Nothing happens. Oh! The bell's too rusted to move!

Uh, oh!!

Look out! It's falling...!

Whew! That was close!

You reach up and try to grab the ring attached to the end of the rope...
...but the short rope is too high for you to reach the ring.

Okay. Thinking it might be useful, you remove the crank from the bell and take it with you.

You see nothing there.

You cannot look into the bell from here.

You don't see a crank here.

You could never carry around that big bell!

You can't ring the bell now!

That would not do any good.

You need to pull on the rope to ring the bell.

What's that attached to the bell?! Hmmmm. It's some sort of old metal crank.

It's just an old, rusted, iron bell.

Dusty cobwebs cover the old bell that over years has rusted in place.

A short rope hangs slightly below the old bell tower. There is a rusty, iron ring attached to the
bottom of it.

You scared away a bat!

You don't want a bat.

A rickety ladder runs up the side of the old bell tower.

Billiard Room Exterior

This is the southwest corner of the mansion right outside the billiard room.

She's not around here!

Stone steps lead up to the billiard room door and to the front gallery.

You look upwards at the second-story windows of Gertie and Gloria's guest room.

Bridge

A broken, arched bridge crosses a large stream at the swamp's edge.
There is nothing but water under the bridge.

There is only more swamp on the other side of the large stream.

A broken bridge crosses the large stream.

The bridge is broken. You can't cross it.

You can't quite reach it.

You can't jump that far.

Carriage House

You peer through the gloom of the old carriage house. Parts of a decrepit carriage lie in the right
corner and a small rowboat, named MINNOW, rests in the left corner.

The floor is very dusty.

You look carefully at the walls around you, but see nothing special about them.

You look up at the ceiling but see nothing of interest.

You see nothing but darkness out the windows.



The carriage house has many large windows.

You see two, large carriage doors.

There is nothing of interest under the table.

There is no reason to do that.

The windows do not open.

The door is already open.

You peek inside the old carriage but find it empty.

You look inside the decrepit carriage and find a crowbar. Thinking it might come in handy, you take
it with you.

You have no use for an anchor.

An old anchor hangs on the wall.

You see an old horse harness.

You have no use for a life preserver.

You see a life preserver on the wall.

There is no reason to climb into a dirty old boat.

There is no way for you to take the boat.

You see nothing there.

You look in the small rowboat but do not see anything of interest.
There is a small rowboat, named MINNOW, in the left corner.
You can't see any oars.

There is nothing you would want in any of the boxes.

The crates are too big and heavy to carry.

You see old boxes here and there.

You have no reason to get into the old carriage.

There is no way for you to take the old carriage.

You see parts of an old carriage in the right corner.

You see an old oilcan sitting on the workbench.

There is an oilcan on the table.

There is only dust on the table.

Carriage House Exterior

You have come upon a run-down carriage house. Old crates have been piled before one of the
doors. For obvious reasons, it has not been used as a carriage house for some time.

A small, dirt driveway leads to the old carriage house.

They're just old crates. There's nothing of interest inside them.

The crates are much too heavy for you to move.

They are very difficult to catch.

You have frightened off a little squirrel.

It's a large, carriage house door.

The windows do not open.

Why do that? Just use the door!

You peek through the window, but can't make out any details.

You see some large windows in the carriage house.

A couple of old crates are piled in front of the carriage house.

Celie's House Interior
Celie's place looks quite cozy and comfortable. She's managed to make a home out of a little old
shack.



That's a nice picture.

There is nothing special on the walls.

Tattered curtains frame the small windows.

You look up at the ceiling but see nothing of interest.

There is nothing of interest on the floor.

You don't want to take Celie's picture.

You're not hungry for gumbo, even though it smells so good.

You are sitting already.

You are standing already.

That's Celie's bed, not yours.

A small fire burns in the wood stove, warming the place. A pot of good-smelling gumbo simmers
atop it.

A pile of wood waits by the wood stove.

There is nothing of interest in the dresser.

A small dresser rests in the corner.

There is nothing under the pillows.

A couple of pillows lie on the bed.

You don't need a mirror.

A small mirror hangs on the wall above the dresser.

There's nothing you need in any of the jars.

There are some strange concoctions in those jars!

Various odd-looking jars fill the shelves.

A single carrot on the kitchen table captures your attention.

There is nothing that interests you on either one of the tables.

There are two old chairs near the dining table.

CE  "Go on. You kin have it if'n you want it."

Before taking the carrot, you look at Celie for permission. She nods her approval. With that, you
take the juicy-looking carrot for yourself.

The gumbo in the pot atop the stove fills the cabin with a wonderful odor.

The windows don't open. Why not try a door?

There's no reason to do that. If you wish to leave the house, use a door.

As it's dark outside, it's difficult to see out the windows.

Tattered curtains cover the windows.

There is only the floor under the rugs.

Two rag rugs lie on the wooden floor.

Only the floorboards are under the bed.

An old quilt covers Celie's small bed.

Celie's House Exterior

There is a poor, but clean, shack here at the edge of the old sugar cane fields. Nearby, you see a
small chicken coop.

Behind a weather-beaten fence, you see the old, unused sugar cane fields. The fields look as if they
haven't been planted in years.

An old, weather-beaten fence partitions off the remaining vestiges of the plantation's once-vast
sugar cane fields. Now, all that's left are long-ago plowed furrows and old dead stalks.

You don't see a gate here.

The path leads to a small shack.

In spite of its poor condition, the shack looks homey enough.

You see Celie rocking on her porch on this warm May night.

Celie's old rocking chair waits for her on the little porch.



There's no need to do that; she's right here!
The fence is too difficult to climb. Besides, you don't care about those old fields.

There is nobody here.

CE  "Jestasecon'."

CE  "Whut you want, Missy?!"

CE "l ain't got time fer you right now, Missy. 'Scuse me."

CE "My necklace! I wuz wunderin' where it got to! Well, Missy Laura, why don' you come in
an' visit wid me awhile?"

CE  "Nice ta see you agin, Missy Laura. Won'cha come in?"

CE  "What you doin' here, girl?! Can't you feel the evil in the air?! There's somethin' real bad

'round here and I'm stayin' put in mah cabin behind locked doors. You git yourse'f on back to
your room, hear?!"

CE  "Go away!! I'm not unlockin' this here door anymore!"
CE  "Go 'way!! I ain't openin' this door!"

CE  "Leave me 'lone!!"

CE  "Get 'way from my door!! I ain't comin' near it!"

CE  "Please!! Leave me outta this!"

CE "l ain't unlockin' this here door!!"

CE  "Go 'way!!"

You cautiously knock at the door of the old shack but receive no answer.

This is not your house!

It's just a plain, wooden door.

It's not nice to enter people's houses without being invited.

You try opening the door, but discover it's locked.

You can't get that.

The rocking chair is already occupied!

You don't feel like sitting around.

Celie s sitting on her rocking chair enjoying the night air.

The two chickens scratch and peck within their chicken coop.

Celie has already fed the chickens.

The chickens belong to Celie. Leave them alone.

This isn't King's Quest III!

You see nothing there.

Through the rusted wire of the coop, you can see the feathered forms of the two chickens that Celie
keeps.

That's not a nice thing to do!

You peek through the window, but can't make out any details.

The windows don't open.

Two windows flank the front door.

Cemetery

This is an old, family graveyard behind the little chapel. Set among the various family graves and
monuments, you notice two large tombs.

You must enter the tomb to do that.

The tomb door is sealed. You can't enter it.

The tomb door isn't locked.



There is no keyhole, or handle, to the tomb door. It is sealed from the inside.

The tomb door is firmly sealed. No matter what you do, you cannot open it.

One tomb has the name DIJON carved over the door and CROUTON has been inscribed over the
door of the other.

Each gravestone is dedicated to a member of the Crouton family.

A path leads to the chapel from the cemetery.

You don't really believe in ghosts, do you?!

1You see several graves and monuments on the ground.

The graves and monuments belong to various members of the Crouton family, ranging from the
large monument of patriarch, Francois Crouton and his wife Claudette, to the simple grave
of Sarah Crouton, who was 17 when she died in 1871.

Granite slabs form the tomb doors.

A rusted, wrought iron fence surrounds the old, family cemetery.

There is a gate leading into the cemetery.

The small chapel accompanies the old cemetery.

The graves all seem to belong to the Crouton family.

None of the gravestones move. They are firmly planted in the ground.

Be serious! This is no time for a seance!

The fence is too difficult to climb.

The gate seems to be stuck in place.

Cautiously, you look inside the tomb.

Currently, it's just an empty tomb. One day, this will be the final resting place of Colonel Dijon.

You knock loudly on the tomb door and wait...

No answer.

It looks like a new metal door.

That looks like a wisp of mist from the bayou.

Chapel
This is the old plantation chapel. Above the pulpit you see a beautiful, stained glass window.
You are momentarily startled when a floorboard sags slightly as you step upon it.
The floorboard has been pried open exposing a small niche in the chapel floor.
You notice some sagging floorboards near the pulpit.
Why don't you get closer?
The poker won't fit in the crack.
The cane won't fit in the crack.
The cross is merely a part of the stained glass window.
The cemetery is out back.
You look up at the ceiling but see nothing of interest.
You look carefully at the walls around you, but see nothing special about them.
Inside the niche, you see an old leather-bound Bible.
Why don't you get #closer to the pulpit?
After removing the brittle old Bible from the opening in the floorboards, you carefully open it.

Written inside the front cover you see...

Francois Pierre Crouton Born - 1787 Passed away - 1832

Married Claudette Marie Tourte - 1815

Claudette Marie Crouton Born - 1796 Passed away - 1856

Thomas Simon Crouton Born - 1816

Claude Francois Crouton Born - 1819

Thomas wed Mary Frances O'Neil - 1848
Mary Frances Crouton Born - 1827



William Thomas Crouton Born - 1851 Passed away - 1851
Sarah Marie Crouton Born - 1854

Upon further searching through the old Bible you notice a strange notation on the last page. It
says...
Sarah,

Our end is near. The bell will ring solemnly on our final night, and then will sound no
more. Sir Lancelot will forever salute us. Do not weep for us, my child. We will watch over you. We
love you. Do not ever forget.

Mama
With a sad heart, you tenderly close the fragile Bible and reverently place it back in its hiding place
under the chapel's floorboards.

Except for some marks in the dust, the floor looks undisturbed.
Although the floorboard is loose you can't seem to budge it with your bare hands.
Suddenly feeling pious, you kneel at the pulpit and pray.
The statues belong here.

Each alcove shelters a small statue of a religious figure.
The candles are firmly afixed to the wall.

You don't need to do that.

You notice candles on the wall.

The back door of the chapel leads into the small cemetery.
The chapel door leads out front.

You see a front door and a back door.

You see a gorgeous, stained glass window.

There is nothing inside the pulpit.

You see nothing special about the pulpit.

There is no reason to do that.

The windows do not open.

You see nothing but darkness outside.

You notice other windows around the chapel.

You don't feel like sitting around.

There is nothing but dust under the old pews.

You see four pews in this small church.

Chapel Exterior

At this end of the island there is a small, quaint chapel. Behind it, you see an old family cemetery.

An old cemetery hides behind the small church.

A rusted, wrought iron fence surrounds the cemetery, while another fence sections off the old sugar
cane fields.

There is a rusted gate leading into the cemetery.

Behind a weather-beaten fence, you see the old, unused sugar cane fields. The fields look as if they
haven't been planted in years.

A path leads to the chapel. Behind it, another goes into the cemetery.

Wide steps lead up to the door of the chapel.

There is a small porch on the front of the chapel.

An old cross tops the chapel.

The graves are in the cemetery.

There is only the wall of the chapel behind the shutters.

You couldn't reach it.

There's no need to knock. Just go into the chapel!



The fences are too difficult to climb.

Just do that yourself.

The gate seems to be stuck in place.

You notice a door at the back of the chapel.

Simple French doors front the chapel.

You peek through the window, but can't make out any details.
Windows surround the small church.

The windows do not open.

There is no need for that. Just use the door.

Dock

You are standing at the south edge of the bayou island looking towards the great old plantation
house. An old road runs alongside the plantation's front wrought iron fence.

A stone path runs toward a interesting statue and then on to the mansion.

All you see under the dock is swamp water.

A weathered dock runs out into the alligator-infested bayou.

Porch lights highlight the mansion's front door.

Smoke wafts up into the night air from the mansion's two chimneys.

Go ahead. Just enter the water.

The old sign is firmly attached to the gate.

The rusted sign on the front gate reads "Misty Acres." That must be the name of the old plantation!

You can't read a sign from behind it.

The eagles are for decoration only.

A pair of iron eagles decorate the top of the gate posts.

You can barely see the statue from here.

A weather-beaten dock extends from the island's edge out into the alligator-infested bayou. Toward
the center of the island you can see the old plantation house.

You could never lift those heavy crates!

There is nothing you would want in these old crates.

All you see under the dock is swamp water.

Old crates are piled at the end of the dock.

Many frogs and turtles live in the bayou.

You have better things to do than to worry about the little swamp creatures.

This isn't King's Quest!

What do you think this is...King's Quest?!

You'd have to catch them first.

Vicious 'gators inhabit the swamp surrounding the island.

These alligators prefer fresh meat. Heh, heh.

You MUST be kidding!

You can't be SERIOUS!

'Gators don't talk!

Be reasonable!!

You couldn't hurt a big 'gator.

Driveway

You are standing at the west side of the circular gravel driveway leading to the old plantation house.
A stone path leads toward the middle of the circular driveway.

You can barely see it from here.

You see an old playhouse in the distance to the north.



What a wonderful view of the old plantation house! From here you can almost imagine what it must
have been like during its glory days.

A stone path leads toward the house.

Porch lights highlight the mansion's front door.

The statue appears to resemble the Colonel in full officer's regalia.

You can't get the statue.

It's too heavy to move.

It doesn't turn.

You are standing at the east side of the circular gravel driveway leading to the old plantation house.
You don't see anybody here.

It is already up.

You'll have to wait until the handle stops turning.

It is already down.

A stone path leads toward the middle of the circular driveway.
There is a rope attached to the bucket in the well.

You notice the cellar door outside the kitchen.

A porch light illuminates the kitchen door.

You can barely see it from here.

You see a doghouse by the kitchen door.

The rope belongs to the well.

It is firmly attached to the well.

The rope is securely attached to the bucket. You can't take either.
You're brighter than THAT, Laura!

The leaky, oaken bucket barely holds water.

You look into the well, but as it's deep and dark, you can't see much.
There is an old, deep well just off the driveway.

You can use the crank to raise the bucket.

What? Are you crazy?!

The bucket belongs to the well.

Front Door

You are standing in front of the old plantation house right by the front door.
Cracked stone steps lead up to the front door of the mansion.
You see the boards that make up the porch.

You look upwards at the second-story gallery.

You cannot remove them. They're firmly attached to the wall.
The porch lights help to brighten this dreary house.

The front door of the old house is badly weathered.

Why, thank you, doctor.

There's no need to knock. Just go into the house!

Those are a couple of ghoulish-looking doorknockers!

You wouldn't want to carry that old thing around!

There is nothing under the doormat.

It's just an old doormat.

Gate
A partially-rusted, wrought iron fence fronts the property.
The wrought iron gate is broken and hangs by one hinge.



The iron gate is closed and locked.

An old, rutted, dirt road runs alongside the estate's wrought iron fence. At one time carriages and
wagons used it, but in the intervening years, the level of the bayou rose, flooded the road
out, and turned the old plantation into an isolated island estate.

The gate is already open.

The gate is broken; you can't.

Why would you want to? Just go through the front gate!

There isn't a gate before you.

Gazebo

This quaint gazebo looks like it was once a nice spot for quiet reflecting. Looking north you see
some tall hedges.

A dirt path leads to the gazebo.

The rickety steps lead into the gazebo.

You see the wooden floor of the gazebo.

You see the roof of the gazebo.

Just climb them yourself.

Clarence seems to be sulking about something.

CS "Please, I'm not really in the mood for conversation."

You notice some unusual, tall hedges to the north.

You see nothing but dust inside the gazebo.

There is no way of looking under the gazebo.

Though now in disrepair, the old gazebo still looks peaceful and inviting.

Hedge Garden

This hedge garden is very strange! In the center you see a small fountain while a nearby statue
overlooks it. Perhaps, at one time, this was someone's place of quiet contemplation.

The arched gateway leads outside.

Dirty, green water fills the little fountain.

A tall hedge completely surrounds this small garden area.

The rickety stairs lead into total darkness.

You don't see anything!

There might be a passage down there.

There is a metal valve handle attached to the valve stem at the base of the statue.

The small, square shaft attracts your curiosity.

The crank doesn't fit on the shaft.

The crank doesn't fit the shaft.

Turning the valve handle in your hand you see the other side of it.

It is already on!

You don't know how.

It is already off!

You reach into the fountain, but don't feel anything special.

The fountain doesn't move.

There is no need to do that.

The gate is already open.

There is no reason to get your feet wet!

You have no reason to carry water.

The metal shaft can't be taken.

The metal shaft doesn't move.

The metal shaft won't turn by itself.



You don't need it anymore.

You already have it.

What are you talking about?

You're not thirsty.

That won't help. It's not rusty.

Using what? Rudy's hair tonic?!

The shaft isn't loose.

With your bare hands?

Upon turning the valve handle, you hear a click and the fountain comes to life.

The fountain flow subsides when you turn the valve handle back.

The metal valve handle is now attached to the valve stem at the base of the statue.

You grab the statue and find it turns easily. As you turn it, you notice a hidden trapdoor in the
ground opening simultaneously.

Turn the statue to close it.

What?!

You see steep rickety stairs leading down into...darkness!

You see an open trapdoor in the ground.

You can't carry around a statue!

Despite your bulging muscles, you cannot move the statue.

A statue of a dancing nymph overlooks the fountain.

What's this? You notice a small, square shaft protruding from the base of the statue.

The urns are much too heavy to carry around.

Even your bugling muscles couldn't move those heavy urns.

The urn is empty.

You spy two marble urns in opposite corners of the garden.

You see nothing but dirty, green water in the fountain.

The fountain sits forlornly in the center of the garden.

Hedge Garden Exterior

This is an odd-looking place! It seems to be a private little garden completely surrounded by a large
hedge. You wonder why.

It's rather dark in there. Why don't you just go into the hedge garden?

The hedge seems to enclose a small garden area.

A stone path leads to the entrance of the hedge garden.

You see a little shack in the distance to the north.

There is no need to do that.

The gate is already open.

A large, arched opening leads into the hedge garden.

Kitchen Exterior

You are standing at the northeast corner of the house right outside the kitchen. Beside the kitchen
door you see a doghouse and a cellar door.

There is a small fence at the back of the house.

You notice a path behind the house.

Stone steps lead up to the kitchen door.

You look upwards at the second-story windows of Ethel's guest room.

You don't need to do that. There's nothing there.

There's no need to knock. Just go into the house!

Well, well, look who's home! Beauregard!

You peer into the dark interior of the doghouse and look around. What's this?! Why, it looks like a



necklace of small amethyst and quartz stones! Beauregard must have found it someplace and
brought it here. You quickly grab it and take it with you.

You peer into the dark interior of the doghouse and look around. Currently, it's empty.

You knock loudly on the cellar door but get no answer.

JE "Is that you, Fifi?!"

There appears to be a cellar door here.

You don't have the key.

It is not locked.

You try opening the cellar door but, alas, it is locked!

The porch light is firmly attached to the wall.

A porch light shines outside the kitchen door.

There is a large doghouse outside the kitchen door. You see the name BEAUREGARD written over
the doghouse door.

You see nothing there.

You don't want to go in the doghouse. It's dirty and smelly in there!

The dog dish is empty.

You don't want to carry a dirty, old dog dish!

Parlor exterior

This is the southeast corner of the mansion right outside the parlor.

Stone steps lead up to the parlor door and to the front gallery.

You look upwards at the second-story windows of Rudy and Clarence's guest room.

Playhouse

You are inside a leaky old playhouse.

The little door leads outside.

Little round windows adorn the playhouse walls.

You notice a chalkboard with seven tally marks on it.

You don't need to fool around with the chalkboard.

There is no reason to open them.

A small, child-sized table sits in one corner of the playhouse.

Two little chairs accompany the small table.

Two little chairs accompany the small table.

You have better things to do, Laura!

The dolls look like they've been hanging around here for a long time! You wonder who they used to
belong to.

The dolls don't belong to you!

You have better things to do, Laura!

You see a small chalkboard on the wall. Strange, there are seven tally marks on it.

The chalkboard is attached to the playhouse wall. You can't take it.

LP "We have a visitor, darlings. Sit up straight now."

LP "Rock-a-bye, baby."

Lillian is acting VERY bizarre! Not only is she playing with the old dolls, but she's treating
them as if they were alive! She barely notices you.

LP  Lillian is caught up in some fantasy world with those dolls! She's not listening to you.

LP Your friend is too involved with those dolls to really notice you.

LP "Our visitor is talking to us. Pay attention now."
LP "What? We don't want any visitors?"
LP "Oh! We don't want anybody to know our secret. Our visitor will have to leave."

LP "You'll have to go. We don't want to play with you right now."



LP "Maybe if we ignore her, darlings, she will go away. Hussshhhh!"
Lillian is lost in her own world. She doesn't seem to even notice you anymore.

Playhouse exterior

You have come upon a ramshackle little playhouse. Hanging from a nearby tree you see an old rope
swing. Seeing these long-ago playthings makes you wonder about the children who used to
live here.

A little, stone path leads to the door of the playhouse.

The rope belongs to the swing.

You rap lightly on the playhouse door.

You hear a muftled reply.

"Is that you, Laura? Come in and join me."

Gingerly, you sit in the swing.

How embarrassing!

You rap lightly on the playhouse door. There is no reply.

They are very difficult to catch.

You have frightened off a little squirrel.

It would be silly to push the swing with nobody in it.

You broke it!

It would be silly to carry around an old swing.

The broken swing hangs from a nearby oak.

A charming, old swing hangs from a nearby oak.

Force will not work on this strong little door.

It's already unlocked.

You can't. You don't have the key.

You attempt to open the playhouse door but discover it's locked.

You'll have to stoop to get through that door!

You peek through the window, but can't make out any details.

It would do you no good as the windows are very small.

The windows do not open.

Little, round windows adorn the playhouse.

You see the bell tower in the distance to the north.

You see the little chapel in the distance to the north.

This is an old playhouse that some long-ago children played in.

Rose Garden

This is a wonderful little garden. You wonder who planted it; certainly not the Colonel!

A garden path leads south through a beautiful tunnel of roses.

From here, the garden path goes south through a lovely rose arbor.

Roses surround the little, heart-shaped garden.

An old, weather-beaten fence partitions off the remaining vestiges of the plantation's once-vast
sugar cane fields. Now all that's left are long-ago plowed furrows and old dead stalks.

Behind a weather-beaten fence, you see the old, unused sugar cane fields. The fields look as if they
haven't been planted in years.

You see no need to carry around a rose.

The roses smell wonderful in the night air.

The fence is too difficult to climb. Besides, you don't care about those old fields.



Even your bulging muscles couldn't move those heavy urns.
There is nothing of interest under the urns.

The urn is empty.

The urns are much too heavy to carry around.

Upon two marble pedestals sit matching marble urns.

There are no trees here to climb.

There is nothing but grass under the benches.

You don't feel like sitting around.

There are two garden benches here.

Stable

There is only one stall in this old stable. As there is an old, broken-down nag in the stall, you
deduce this must be Blaze.

The door leads out front.

You see an old, sway-backed horse in the stall. Behind the horse, hanging on the wall, is a lantern.

You see an old, sway-backed horse in the stall.

The stable floor is littered with hay.

A lantern hangs from the wall inside the stall.

You look carefully at the walls around you, but see nothing special about them.

You look up at the ceiling but see nothing of interest.

The cane is not quite long enough.

The horse might bite you if you tried that!

The windows do not open.

There is no reason to do that.

You hold the carrot in front of Blaze's nose who begins to cautiously sniff at it. He then gently takes
it into his mouth and eats it. He looks at you and whinnies softly as if in friendship.

You gently stroke Blaze's soft nose. He seems to like that.

As you stroke Blaze's velvety-soft nose, his eyes open wide and his ears twitch uncontrollably.

The saddle is very heavy. Besides, you've never been fond of horseback riding.

You see an old saddle hanging on the wall.

Why, that's Blaze's drinking water!

The bridle doesn't belong to you. Besides, you've never been fond of horseback riding.

That must be Blaze's old bridle.

Go ahead! Just open the stall!

You can't from here.

A gate leads into the stall.

Blaze must have once been a beautiful stallion, but now, with many passing years, he has been
reduced to an old broken-down nag. You guess that he must be the Colonel's horse.

This isn't King's Quest [V!

You already fed him.

Blaze is tired of hay. He's not interested.

You don't have anything to feed to Blaze.

Blaze isn't interested.

A horse is a horse of course. But Wilbur is just imaginary.

The horse doesn't understand you!

You gently speak to Blaze. He just looks at you with his big, brown eyes.

You don't like to ride horses, remember?

Blaze seems happy right where he is.

You yell at the horse and he twitches his ears.

You plant a big kiss on Blaze's nose. He looks at you curiously.



That's not a nice thought, Laura!

You have to move closer to do that.

Not that water!

You have no need to carry water.

There is only water in the trough.

You don't want to carry hay around!

It's just hay, nothing more.

Bales of hay have been haphazardly piled around.
You can see the dark night out the stable windows.

Stable exterior

On the west corner of the island, you see an old dilapidated stable surrounded by an empty corral.
You can't. The door is closed

You see the little chapel in the distance to the nor