| All-New Fornmaid®| |

CODE NAME: ICEMAN

INCLUDES COMPLETE WALK-THRU

INCLUDES ALL AREA MAPS
|

LIST AND LOCATION OF ALL OBJECTS

F

s ALL SOLUTIONS REVEALED

¥ v

HIDDEN ROOMS. LOCATIONS AND

CHARACTERS YOU MAY NOT
HAVE ENCOUNTERED

>
THE PERFECT GAME ACCESSORY

0 {0 o g
i_l 1 I}
4 =

20626)00258



CODE NAME: ICEMAN

HINT BOOK

€\ SIERRA

SIERRA ON-LINE. INC - COARSEGOLD, CASO814 « (206) 5E3-8989

T designates irademark of Sierra On-Ling, inc. @ is a regisiered rademark of Sierra On-Line, Inc
D 1880 Sierra On-Lina, inc. Printod in tha U.S.A

Ui | |

ety e MR
L ]



INTROINUCTIONN

%
Welcome to the U.S. Navy in the year 2110 with “Codename: Iceman.” | hope you
find your career as a Naval Commander both exciting and challenging. As in the
“Police Quest” series, we have attempted to put a sufficient amount of realism into
this game 1o give you, the adventure game player, the feeling of being in the
driver’s seat in a true-to-life situation, This game is quite different from Sierra’s
other adventure games because it contains a nuclear submarine simulator. In
“Codename: Iceman,” even when you are not sitting in the pilot’s seat the
submanne U.5.5. Blackhawk will continue along whatever course has been set
for it no matter where else you are and what you may be doing.

This hint book will allow you to complete “Codename: lceman™ successfully and
it also contains a complete list of all points in the game. In the unlikely cir-
cumstance that you have a problem that isn’t covered in this hint book feel free to
contact Sierma's automated electronic hint system at 1-900-683-KLUE, or our
Customer Suppon Department at 1-209-683-8989,

THE PURFPOSE OF THIS BOOK

The whole point of playing “Codename: Iceman™ is 1o discover its puzzles and
then discover the solutions to them. However, some puzzles may be so well hidden

that you don't even know where to begin. Or, perhaps this is your first experience
with an adventure game and you're not sure how 1o get started.

HOW TO USE THIS HINT BOOK

When you get stumped, look through this book and find the question that is closest
to your problem. Use the red Adventure Window that came with this hint book to
see the FIRST hint. Hints progress from helpful hints to strong clues, and finally
to actual solutions. It's best 1o read the hints individually as needed. Be sure 1o
read only the hints you really need!

HOW NOT TO USE THIS HINT BOOK

Don’t just scan through the whole book reading all the answers! Read only those
hints absolutely necessary and as few of those as you actually need. Giving 1oo
much away before you've had a chance 1o really try to solve the problem yourself
takes away a lot of the fun of playing an adventure game. Beware, because you
may find one or more gquestions about things that have nothing to do with
“Codename: lceman” in this hint book. Afier all, red herrings are pan of the fun.

IF YOU HAVE FINISHED “CODENAME: ICEMAN"

After you have finished the game, | invite you to check out the back of this book.
It contains a complete walkthrough and list of all possible points. But be very
cautious using this section! Don't even look at it until you have actually seen the
very end of "Codename: Iceman.”

Thanks for playing “Codename: Iceman!"
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GENERAL QUESTIONS ON VACATION IN TAHITI

How do | find out what's going on?
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I can’t get anywhere with the girl in the bar.
Which girl?
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Explore your Tahitian paradise completely.
Look at anything that seems interesting.

Read the documentation that came with the game. ' '-‘—FLI

LA
[

To rescue the American ambassador who has been kidnapped and get back home

alive.

Everyone dies many deaths playing adventure games. Bul doesn’t it feel g‘ﬂl'

when you succeed? &

You need to read your game documentation to find out how to SAVE ﬂ
RESTORE your game while playing. Adventure games are designed Whlﬂﬁ

e

periodically so you don’t have to start over at the beginning every time w
a mistake. :,1”

The game animation speed is adjustable. Look at the menu in the game b?«ﬁﬁ
the key or chicking on the menu bar with mouse or joystick.

Scenes with lots of animation may appear o run at “normal” speed mﬂlﬂnﬂl
you are in a “fast” mode. :

Typing “look™ will give you a description of whatever you happen to be ﬁﬂiﬂlll
the time.

Typing “look around™ will give you a general description of your surmoundings.
Tvpe “look table™ to see the table.
Read the game documentation included in vour game package.

The world news might give you a hint.
Have vou looked at the table next to your beach chair?
Read the magazine.

Do you have the key to your hut?
Go into the lobby and ask the girl for your key.
Look at the key!

Do you like volleyball?
Well, you can join the game if you like.
Play volleyball and find out.

You have to perform CPR.
The exact procedure is in your game manual,
Do each step in the exact order given.

The girl sitting at the bar is a lush. Forget her.

The blonde girl sitting alone is married. Forget her.
Have you checked out the brunetie at the table in front?
Dance with her and then buy her a drink and sit with her.

Well, you could compliment the band.
Maybe he's a secret agent!
Forget the band. They have nothing to do with the game.



I'm dancing with Stacy and 1 can’t stop! How do | get to the airport to leave the island?

IN WASHINGTON

Why won't the man in the lobby at the Pentagon let me enter?
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AT OAHU AIRPORT

How do [ get to Pear]l Harbor?
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How do | get aboard the USS Blackhawk?
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Don’t you like dancing with Stacy?

She likes dancing with you.
Oh well.... all good things come (o an end sometime. RO
Just type: STOP. o0 ol

Weren't you listening? She told you where she lost it.
Look in the sand owtside her hut.

Look at the glimmer.

Examine it. o
Open it 1_..tl'lh
Get the microfilm. &z
Buy a newspaper. Ty
What, you don’t have any money? s

Have you been to your hut yet? 20

Get the change in the dresser drawer in your hut and then buy a newspaper from
the machine outside the lobby.

Read the newspaper.

Go into the lobby.

Did you get the message from the desk clerk?

Get back 1o your hut and call General Braxion.
e , R

It's in vour address book. !

Your address book is in the pocket of your suit jacker. o

Open the closet in your hut and get the black book from your suit pocker.

s

Call for some transportation.
Use the phone in vour hut to call the dinghy service.

The phone number is on the sign in the hotel lobby.

Did you identify voursel?
Show your ID card.

If you don’t have it with you, you'd better restore to Tahiti and get it from the
drawer in your hut.

Listen carefully.
Giet the manila envelope on the table.

You could call a taxi.

On the other hand, it"s not a long walk 1o get there.
Do you really have time to go there?

Forget it. You can't.

The driver will take you there.
You have to show him your orders.
You did remember to get them at the Pentagon briefing, didn’t you?

Read about boarding protocol in your game documentation.
Walk up the gangplank.

Salute the flag.

Salute the officer.

Ask for permission 10 come aboard,



ABOARD THE U.S.S. BLAC R e 8t PR TR T WS P T

| keep getting killed as soon as [ dive!
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You sunk the Blackhawk.

Did you check the hatch indicator lights?
A hatch is open!

Close the hatch.

First make sure it's green!
Just type: “Green board confirmed.”

Read your manual carefully.

Listen to all the captain's instructions and follow them quickly and closely.
Enter the combination on the keypad. g7 -
What? You don’t have it? :
Well you're a high ranking officer and you're entitled to know the cnmhimmm
When you open the briefease just ask the captain 1o tell yvou the combination.

S e

Put your ID card into the slot.
What? It doesn't work?

Maybe it's not your [D card afier all.
Better examine it

The guard outside the briefing room at the Pentagon accidentally gave you G:nﬂll
Hood's 1D by mistake!

Restore back to the Pentagon and get the comrect 1D card.

Something is malfunctioning,
Did you remember to cycle the equipment in the torpedo room?

You need to repair the torpedo convevor before you will be able to launch vour
WEapOons.

Examine it.

Looks like you need a new cylinder, huh?

| guess you ought to go to the machine shop and make a new one.
Measure the sheared one first.

Measure the convevor as well,

Get the caliper from the drawer in your cabin.

Get a new 6" cylinder from the supply cabinet.
Measure it with the caliper you got from your cabin,

“You have 1o use the lathe 1o wum the cylinder down to a one nch diameter.

Use the drill to dnll a 1/4" hole in it.
Measure il again.

Did you measure the sheared one first?

Is the new cylinder the comect length?

Is the new cvlinder the comect diameter?

Did you smooth the rough edges on the grinder?

Looks as though you need a hammer,
Seen one anywhere?

Now where would you keep a hammer?
It's in the tool drawer in the engine room.

The new cylinder fell out of the conveyor belt.
Did you secure the new cylinder with a conter pin”
The cotter pins are in the cabinet in the machine shop.
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Well it could be one of several reasons.
Run silent, run deep.

Dive to 500 feet or more and be sure your active sonar is off and your speed is
slow,

Turn on your silent running.

If you ler him get night over you, he'll drop a depth charge and destroy Ihr.
Blackhawk.

Don’t let him get over you!
You'd better destroy him before he gets over you.

Watch for the top (while) line on your tactical display. When it appears, attack the
destroyer with your harpoon missiles,
"

The closer you are 1o him the bener chance you have of a kill.

Watch for the top (white) line on your tactical display and stant attacking whmﬁ
appears.

Watch the top line on your tactical display. When the destroyer appears, attack it

with your harpoon missiles.
You need to hit him three times in order to sink him.

Did vou remember 1o lock on target before you launched each of your harpoon
missiles?

Well, you need a code book don’t yvou?
Books are usually kept in bookcases.
It°s in the bookcase in your cabin.

Well, vou haven’t deciphered the codes correctly,

Use the Navy decoding book to determine the correct page number, line number
and word number, and then use the brown-shaded decoding boxes in your game
manual 1o find the primary and secondary words for the coded message and enter
those two words into the computer,

Have vou talked 1o :.-'mﬂ' radio man?
He's the guy sitting next to the sonar man.
Just walk over to him and type: “get messages.”

The ClA code is different from the normal Navy code,

You need to get into the secret compartment in the briefcase in the captain’s
quarters.

The decoding offsets are arranged according 10 the branches of the armed forces.
“N” means “Navy.”

Add 3" to each of the normal code numbers.

Remember ALL coded numbers are in the range 0-9 so if you seem to be getting
numbers higher than 9, you need 1o roll them over. For example: 14=4. The N in
the microfilm stands for Navy, use offset of 3 when vou come up with the numbers.
Say you have a series of digits from decoding: 84-3-9 (no digit can exceed 9), Add
the offset to each digit. 843 = 11, 44+3=7, 3+3=6, 9+3=12. Now look at the digits
again: 117-6-12. Remember NO digit can exceed 9, well 11 and 12 DO exceed 9
50 you must drop the 10s position from each. You then have: 17-6-2. Your page

is 17, line is 6, and word is 2. Now find the word in your manual.

Are you enjoyving yourself?

If not, then just stop playing boss dice.

There's nothing you need to win from the Old Sali.

But if you do keep playing you can win three things, two of which are helpful.
You can win the boitle.

You can win the electronic device.

You can win Flanagan's money (but you don’t need it).






