p=

- BRERW

PuZzle

and
HiNtS
BoOk

With over 50 diabolical new
puzzles from Dr. Brain!

€\ SIERRA T

06 F:|||| 101




Castle of

FR- RiY

..i.-__

PiiZzLe
and
HiNtS

BoOk

With over 50 diabolical new
puzzies from Dr. Brain!

£SIERRA T

== F=|||| 101



Cast/e o

P

PuZzLe and HiNtS BoOk




d‘ - | o - =
&, ontents , ~/he Castle
. . j/it;f Dr. Brain

The Castle of the Incredible Dr. Brain....... 4
How to use this Book ......ccccocvieemmierinenranss 12
F

Neww PUErles. T i v i ans e aal 13 ¥

Game Hints New Puzzles!
Dr. Brain's Castle Door.......ccvecvsnsees 37
FIOOT XM vsiviaviviisavsiniiisasrasnsretanssnnn 38 That's right. You'll find the section of
F100L TWO oooeeconsroee B o evosns ess s 43 . brand-new brain-teasing puzzles right
F100T TREG. ......cccorevrrettersesssssssnrrsnnes 51 in the front of this book just before the
THE BOSBIMETIL.. . ..ol e ynnn snsaama s ns 58 ame Hints Section.

B 1a L (e e e S et 63

Stone Elevator Maps ...c.cccvvivevevnnnnncnne 8

Answers to New Puzzles...................... 71

L)




r

-

.-"/-
The

Ccistle
of

th_e__

R e T

Incredible

The NAME OF Dr. Thaddeus Egghead Brain, believed
by many to be the greatest living eccentric
mathematical genius to date, has remained
relatively unknown in the game community until

now. Dr. Brain's Puzzle and Hints Book not only L
 includes insightful suggestions and complete
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solutions about solving each of the puzzles from the’
game, but also a selection of brand-new puzzles.
You may use this book to guide you through some of
the toughest mind-benders you'll find in the game
and then tease your brain all over again!

Not too far from Sierra On-Line, hidden in the




Early versions of Dr. Brain

mountains, is an ENORMOUS CASTLE! And this is from within the castle and see strange glowing

no ordinary castle either, such as a king or queen lights through the windows. Dr. Brain has lived
might live in. No! This castle happens to be owned there for many years and no one has ever been
and designed by the greatest, wackiest inventor allowed inside. That is, until now. As you begin
and scientist that there has ever been. Just playing The Castle of Dr. Brain, you'll get a chance
imagine it! And such a tremendous, wonderful _ to see it from the inside with your own eyes. What
place it is too! If you sneak up its secluded road, *  kind of man could have created such a place?

you can hedar strange whirring sounds coming deep




Well, Dr. Brain is an extracrdinary little man with
white hair, beard, and mustache. Rarely will you see
him without his lab coat. He has devoted his life to
creating wacky inventions. In fact, at a very young
age he realized that he was not like most kids. While
other children were learning their addition and
subtraction, he was tackling algebra, trigonometry,
calculus, and studying the laws of physics. He also

had a strong interest in astronomy and chemistry.
While other children played outdoors, he stayed in
exploring mechanical devices—gears, pulleys, levers
and cogs. Then there were numerous electronics
experiments! So very early on, he began designing the
most astonishing and clever inventions you'll ever lay
your eyes onl

This is where you come in. B‘,' winning The Castle of




many separate pleces tha
are explored and refined.

Dr. Brain, you will get to meet a genius face-to-face,
work with him on future projects, and hopefully
discover a few of his secrets. Most importantly,
perhaps you'll explore and discover a genius inside
you!

As Dr. Brain said, “In this little game you will be
able to keep yourself busy with a few of my witty,
mind-twisting puzzles. [ hope you'll have hours of fun

Scenes in the game begin as

Painted and
scanned

saparately, they
wiork together to
create the acticn
and adventure
that make Sierra
gomes grot

and challenges too. But this is by no means the most
exciting thing that's going to happen to you! After
you become my assistant, I am preparing so many
other surprises to delight, intrigue, astonish and
perplex you beyond measure. In your wildest dreams
you could not imagine that such things could happen
to you! Just play and seel" Good luck!




] How to use this Book

some sound strategies to solving every puzzle in Dr.
Brain. How you go about using it can be very

importamt to the quality of your gaming experience.

There are two categories of hint cnswers in this book.
In the first category, the cnswers of the hint questions
care anranged to reveal a little bit of each puzzle
solution each time you uncover one. The final,
complete answers are preceded by asterisks (°).
Therelore, you should only read these if you're
completely stumped and have absclutely given up
on the puzzle. In the second category, the answers
are best represented by a picture of the completed
puzle.

Please Don't...

Although it's frue if you read dll the * answers or
lock at the solutions illustrated, you'll know the
solution to these puzzles. However, you won't
- have had the satisfaction of solving these puzzles
-+ yourself. Youll also get through the game very

| ' problems tease your brain for a while before
e peahngqttha‘mmwersmglmmingutme‘ﬂa
Carefull” pages. And only then take just a quick

. peek. 2

.
Hﬂsbocfmntmnsemﬁrmlswermﬂtthewwlde ;

“ quickly. Where's the fun in that? Let the .
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Non-Magic Square ' Texas-Sized Magic Square

Convert the magic squcre below to a non-magic square. The following mammoth square contains the
This means that no rows, columns, or diagonals add up numbers 1 through 64. Each column, row, and
to fifteen. diagonal is supposed to add up to 260. However,

four double-lined boxes have been left blank.
Complete the puzzle by filling in these four areas.
The missing numbers cre 53, 52, 45, 44, 39, 38, 35,

34, 31, 30, 27, 26, 21, 20, 13, and 12.
3 6

(solution on page 72)

Prime-Number Magic Square

Fill in the magic square using only these prime numbers,
1, 7, 13, 31, 37, 43, 61, 67, and 73. (Each row, column,
cmnd diagonal will add upto 111.)

- |
.
i (solutlon on page 73)

(solution on page 7Z) i
14



Find the following twenty-five items from your favorite

BUCKAZOIDsCAT COOKIEsCROWBAR«CROWN=DIARY » DINK HAIRPIN

SITARsSLIMEsUNSTABLE ORDNANCE

Sierra and Dynamix Games in the word secrch puzzle,

DOVEsFALAFELeFLUTEsGOLDEN BRIDLE#GOLDEN RING=GRAIL

GREEN FURsHACKSAWsHANDCUFFe HANDEKERCHIEF o HINT BOOK«LANTERE  L'BER EX DOCTRINASLOCKET«LUTEsMAGIC ACORNsMAGNET
MANDRAKE ROOT« MARIONETTE= MONOCLE« MOSQUITO NET=ROSE
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Acrostic Puzzle

The following puzzle is an acrostic puzzle. An acrostc
puzzle contains words in which a particular letter in
ecch word is used to spell out a hidden word in the list
below, count the number of letters of each word. Next,
lock for one of the columns with the same number of

blemk boxes. Now insert a word into that column.

For

instance, since Grail has five letters, place it in one of
the columns with five blank boxes. If you comectly
place each word, the bold vertical boxes in the middle
of the puzzle will spell the name of a familiar Sierra

character. Good luck! (sclution on page 76)

1. necklace Z.chief 3. monocle 4. Grail 5. bunny
6. marionette 7. crowbar 8. buckczoid 9. cat cockie

]

Dot to Dots
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The following puzzle is made up of ten phrases that read the
same both frontward and backwards. When you've
completed the puzzle correctly, you'll form another
palindrome (reading vertically) in the bold boxes in the

= NIAGARA, O ROAR AGAIN! » OOH, A YAHQO
» ABLE WAS 1ERE I SAW ELBA » [N A REGAL AGERANI!
» TRASH? EVEN I INTERPRET NINEVEH'S ART

Palindromic Acrostic Puzzle |

middle of the puzzle. To help make the placement of th
phrases easier, the nurmber of words in each phrase is listed ©

the far right side of ecch line. Also on exomple phrose
been filled in for you. The phrases you'll use cre as follows:

*» DRAW, O COWARd » NURSE, I SPY GYPSIES, RUNI
« MADAM, I'M ADAM = NAME NO ONE MAN
= GODI A DOG

(7 WORDS)

(3 WORDS)

(3 WORDS)

(BLANK LINE)

TRASH? EVEN | I |INTERPRET NINEVEH'S ART | (5 WORDS)

(3 WORDS)

(BELANK LINE)

(4 WORDS)

(& WORDS)

(3 WORDS)

(4 WORDS)

(5 WORDS)

{solutlon on page TT
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Hidden in the Picture

teacup * music note » key » candle * pencil = cap
toothbrush » baseball » ruler = kettle » snake » comb
spoon » pipe

Find the following itermns hidden in the picture.
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