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Welcome to THE COLONEL'S BEQUEST, a “Laura Bow Murder Mystery."

The hero, or should | say, heroine of the story is Laura Bow, a young college
student majonng in journalism at Tulane University in New Orleans. Having been
invited 1o spend a “family reunion™ weekend at the isolated bayou estate of a
friend’s rich uncle, she is suddenly and innocently caught up in a terrible series of
. murders beginning that first night.

While endeavoring to keep herself from becoming a victim of some maniacal
killer, Laura, being a courageous, intuitive, and very curious girl, searches out
clues, asks guestions of remaining guests, and keeps her eyes open for any or all
unusual happenings in an attempt to determine who might be doing these termible
deeds. Can Laura not only find the killer but possibly apprehend him or her? |5
there more to the estate than meets the eye? Is escape possible? Can she not only
stop the murderer but save lives as well? Could the Colonel’s will have anything
to do with the murders? Well...these are indeed awesome questions. So pul on your
detective hat and supply the help and encouragement that Laura will necd 10
determine the answers! .

The whole story of THE COLONEL'S BEQUEST occurs inone long night, bur i
is NOT a timed game. Therefore, feel no rush to solve it. It has the feel of a pla,
and is actually divided up into eight separate “acts.” The acts will proceed
according to what you DO and will not only help to determing YOur progress, bui
will move the story along as well. Be very observant, look for clues, and save your
game OFTEN. Once you've got the hang of it you'll find that being a “sleuth” can
be fun and rewarding!

Upon playing the game you will quickly notice that THE COLONEL'S BE-
QUEST does not have a score system. There are no “points”™ you can cam.
There is no “maximum score.” [t was felt that a score system would detrac
from the story and make THE COLONEL'S BEQUEST look too “game-like.”
We wanted the player to concentraie on the STORY rather than on winning
POINTS. So..without a score system, how would a player's progress be
gauged? That question had us 5lum|:l-cl:l for awhile, too. The answer i in two
parts: First, moving on to a new “act” will help to determine }'ul.lr[lﬂ'ﬂ-'l":
and, second, the game will review what you KNOW and what you-Ls
KNOW at the end of the game, and if you wish, supply “hints" to Steel

the right direction upon re-play of the game. The game will then “rank™ you as to
your detecting skills.

To play an adventure game is 1o enter a fantasy world where YOU are the hero or
heroine. You will be Laura Bow. You will guide her. You will think for her. Unfior-
tunately if you are not careful, you will die with her. As Laura, throughout the game,
you will encounter obstacles and puzzles designed to thwan you. Many times you may
feel that all you need is a little hint in the right direction to get going again, Other times
a puzzle may have you soconfounded that you require the answer! Hopefully, if you're
stumped, this hint book will put you back on track again.

How to use a hint book

If you feel you're stuck, look for a question that most resembles your problem.
The hints usually progress, from top to bottom, from a mere hint or “nudge” to an
outright answer to the problem. To uncover an answer to a question, simply place
the see-through red “adventure window™ over the first box. Seemingly by magic
the answer will appear! | feel it’s best 1o solve adventure games without looking
al too many answers. At first, try 1o get by on just a small hint. ONLY if you're
REALLY stumped should you go for the answer.

How NOT to use a hint book

| have NOT created this book with the intention that you should sit down and read
it through before playing the game. Rather, the opposite is true. | would feel most
proud to have you use this book as little as possible. That would show great
integrity and perseverance on your part. If you must have help, read only those
hints pertaining to your particular problem. To be a bit sneaky, though, |'ve
included some fake hints to throw you off the path. If you see a question regarding
an heirloom brooch, don't necessarily assume that an heifloom brooch even exists
in this game!

If you've finished THE COLONEL'S BEQUEST

If you've “won" the game but did not make the rank of “Super Sleuth,” I'm sure
that we can entice you to play again to better your rank. If you did not make “Su pér
Sleuth,” there are things you did not do or see. Start the game over from the
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beginning. Be more observant. Try to “get” everything you can, In some situations

: Greneral Questions
try doing things differently than vou did before.

All I do is wander around! There must be more to an adventure game than
this?!

I've included a section toward the end of this book called *Afier the End of the
Game.” Do NOT read this section unless you feel you've tried everything and
cannot seem (o obtain the rank of “Super Sleuth.” This section will tell you which
items you might not have gotten, things you might not have done or seen, or
alternate ways of doing things. Again, do NOT treat this section lightly. To see it
teo soon could ruin the game for you.

If you have enjoyed this game, I'm sure that you will like our other animated
adventure games: King's Quest I, Il, Ill, and IV: Space Quest 1. 11, and III;
Police Quest I and II; Leisure Suit Larry I, I, and [1l; Manhunter | and II
Hero's Quest I; Codename: ICEMAN; Conguest Of Camelot; The Blach
Cauldron; Gold Rush; and last but not least, Mixed-up Mother Goose for the
little ones.
Good luck on your adventure, and 1 truly hope you enjoy THE COLONEL'S : : b Lo Y -".':' .';__‘:' g
BEQUEST! 4
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Yes, there is. You're not OBSERVING what’s around you. “Look™ at every-
thing, especially something that catches your eye or looks unusual or con-
spicuous. Look under things, or on wop of things; try to “talk™ to other
characters. USE the exploration process 1o your advantage.

This is the time to explore and map yvour world. Imagine that vou are
Chnstopher Columbus and are discovering the New World for the first time.
Columbus didn’t know his way around; he had to map his way as he went and
OBSERVE what was going on around him. YOU are like Christopher Colum-
bus. Adapt your thinking to the land you are currently exploring. What
WOULD you do if you were really here?

Most of Sierra’s animated adventure games have the capability to speed up or
slow down. Look at the menus and choose “Speed.” The “Speed” option will
help you set a comfonable traveling speed. However, sometimes it is helpful
10 be able 10 “slow down™ or “speed up” in some game situations.

By pressing the “Tab Key"” you can see a list of the items you are carrying.
You can “look™ at the item by either choosing it from the inventory screen, or
by typing in “look at the (item).” If you're not clear on how to view an item
from the inventory screen, check your THE COLONEL' § BEQUEST manual
for directions.

Unce you acquire an object, it's not necessary to drop or let go of it; you never
know when you may need it. However, items may go away as vou use them
up, or give them away.

One mistake people make all the time is to not SAVE THEIR GAMES! That
is the first lesson to leam. Save your game OFTEN!
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What some people call a “failure™ others call a “leaming experience.” How
can you leam unless you sometimes “fail?” Use your mistakes to your
advantage. Leam from them. You cannot always know what will work or not
work unless you take risks,

Before going into a questionable situation, SAVE YOUR GAME! In fact, it
doesn’t hurt to save your game periodically as you never know when some-
thing unexpected may happen. While playing an adventure game, you NEED
lo sometimes “fail.” Your mistakes are what help you to leam and advance in
the game. Fortunately for you, you have the option of saving your game before
making mistakes. Use this option - OFTEN!

The same place Bruce Wayne puts his clothes when he changes into Batman!

Old, frail, southem Colonel. Due 10 an old old war injury is confined o a
wheelchair. Eccentric and distrustful of people, he prefers to live a life of
seclusion on an isolated bayou island.

The Colonel’s younger sister and Lillian’s mother. Besides being whiny and
whimpery she drinks way too much. Has never been a good mother to Lillian
and won't do much to help herself.

Laura’s college buddy. Ethel is her mother and the Colonel is her uncle.
Rebellious, she dresses like a flapper, smokes, drinks, and dates several young
men. She is also a very insecure, unhappy girl.

Gen 'u.-lis the widow of the Colonel's younger brother. She's money-grubbing,
snobbish, and bossy, and has an annoying habit of playing with her many
strands of pearls. Her two grown children are Gloria and Rudy.

An aspinng Hollywood actress, Glona is a glamorous platinum blonde. She
loves the Hollywood lifestyle, money, jewels, and rich boyfriends. Gloria is
the Colonel’s other niece.

Gertie's son, Glona’s brother, and the Colonel’s nephew. Having never
worked an honest day in his life, Rudy 15 a worthless gambler and womanizer.

The Colonel’s sneaky attomey. He manages all of the Colonel's business
affairs and accounts using highly questionable business practices.

The Colonel’s long-time personal physician, Dr. Feels is really more of a
lecherous old quack than a reputable doctor. It's rumored that he may sample
his own “wares"” from time to time.

The Colonel’s butler. Besides being a very imposing and solemn man, Jeeves
15 not very frendly or helpful. In fact, it’s very hard to determine exactly
WHAT Jeeves might be up to!

The Colonel’s sexy French maid. Fifi is a delightfully friendly and vivacious
young woman...though, perhaps a bit TOO friendly! What ARE Fifi's primary
duties, anyway?

The Colonel's black cook. An older, overweight woman, Celie has worked for
the Colonel since he bought the old plantation twenty years before. It is
rumored that she dabbles in voodoo.

Not liking people much, the Colonel has turned his affections toward animals.
He has his faithful dog. Beauregard, an old bloodhound; his trusty horse,
Blaze; and for “conversation,™ his parrot, Polly.




General Exploration in the Mansion

| found a skeleton in the closei! Eeeececk!!
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I found a tortoise shell comb! What do I do with it? Should I wear it in my

I want to go into the elevator bul the
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Is there a skeleton in a closet? | don’t remember there being one!
There IS a skeleton, and there IS a closet, but [ don’i think they are together.

I like the idea of 4 skeleton in a closet, though. I'll have to remember that for
the next “Laura Bow Murder Mystery.”

I think you have probably caught on by now that this is a trick question. There
is no skeleton in a closet.

Just because a question has a lot of answers doesn't necessarily mean it's a
real question. It can STILL be phony.

Why are you still READING this?! You're not supposed to be indiscriminate]y
reading answers! You might as well just sit down and read the whole book
before playing the game. I'm not going to make this easy for you, though. You
won 't know which are the REAL answers and which are the FAKE ones. Even
a long answer like this could well be a fake, Therefore, get back to the game
and quit reading the answers!

Don’t walk UNDER i, silly!

The Colonel won't let vou enter his elevator when he knows you're in his
room.

The Colonel can only know that you're in his room when HE'S in his room.
Therefore, the Colonel must not ALWAYS be in his room.

Keep going back to the Colonel’s room throughout the game. You will
discover that sometimes he's there, and sometimes he's not.

You're night. It WILL go up to the attic. There is something vou need in order
1o do that.

You need a KEY 1o be able to take the elevator up to the attic.

There is a key in the Colonel’s room. This key enables the elevator to go up
to the attic.

The key to the elevator is hidden in the barrel of the miniature cannon on the
Colonel’s fireplace mantel. This key enables the elevator to go up to the attic,

NO! You cannot go down it safely... EVER!

There is never a way you can go DOWN it safely. However, there is a way
that you can eventually get to the bottom of it!

The chute ends up in the basement below the house. By finding your way 1o
the basement, you can find the bottom of the chute.

It's not your bag (no pun intended).

There is no reason for you to take the doctor’s bag. It is only there for you 1o
NOTICE. There are many things to notice in this game and not necessarily
lake.

Sure, if you want o!
On the other hand, | don’t think that’s possible.
It's not possible because there is NO tortoise shell comb in this game. Gotcha!

There are actually TWO ways to get inio the attic. One way is starting from
the third act, but the other way you can’t do until the eighth act.

The elevator will take you up to the attic starting from the third act. In the
eighth act, you can find a skeleton key that will unlock the attic door,

You need to find a KEY in the miniature cannon on the Colonel's fireplace
mantel. (However, you can’t get this key until the Colonel leaves his room in
the second act.) This key will enable the elevator to go up to the attic. In the
eighth act, you can find a skeleton key on a dead body that will unlock the
attic door.




I suspect there is ﬂl least one secret passage or room, in this house. Am I nl!'.ht"' What can I do with the dog? He just lies there!
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I think lhure s something special with the playver piano but I can’t find
anything!
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I try to “talk™ to the parrot but all he does is either “squawk™ at me or ask
for crackers! Would crm}-.eri help?

| discovered some weapons in the study. | would like to arm mysell. How can
| do that?
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Right, you are! There is at least one... maybe more!
Actually, there are FOUR secret passages in the house,

Oh! You want to know where they are?! Well, I'm not going 1o tell you THAT!
Oh...okay. Read on.

The entrances to the secret rooms are to be found in the upstairs and downstairs
hallways.

Notice the grandfather clock in the downstairs hallway? Don’t “open™ it;
“push™ or “move” it. The whole clock will open to reveal a hidden room. The
same with the mirror on the opposite wall.

Notice the armoire in the upstairs hallway? Don't “open” it; “push™ or “move™
it. The whole armoire will open 1o reveal a hidden room. The same with the
ammoire against the opposite wall. USE these rooms 1o spy on the other
characters and to exit into other rooms more quickly.

There is something QUITE special with them! Have you noticed anything
unusual with the eyes?

Don't you think the eyes have a hollow look 1o them? Maybe they ARE
hollow!

The eyes in the pictures are hollowed out. They 're excellent for spying.

Arming yourself won't do any good. Just be careful.
You don't need any weapons 1o arm yourself with.

The only ime you will need a weapon is at the very end of the game. At that
nme a weapon will become available 1o you.

Nothing. It's just a globe,
There's nothing you can do with the globe. It's just part of the scenery.

Yep. That's what he does best! There is only ONE time when you would be
interested in doing something with the dog.

Starting from the third act and going on through the fifth act you can entice
Beauregard out of his doghouse with a bone, While he’s out of the doghouse,
look inside it. You will find something.

You can find a bone in the icebox. Give it to Beauregard anytime between the
third act and the fifth act. He will come out of the doghouse to get the bone.
Al that time, look inside the doghouse and discover something he has found.

You're wrong. There's nothing special with the piano except that it plays some
mighty fine music!

The piano plays music. That's it. It's just part of the scenery.

If you read the message the game gave you, it said that you don't know HOW
to play billiards. Take the game’s word for it.

You don’t know HOW 1o play billiards. There's no reason for you to play
billiards. You can't play billiards. Period.

You bet! If you can find some crackers the parrot might be more talkative!

There IS a place where you can find crackers. For the price of one, the parrot
may give you a nice tidbit of information.

You can find seven crackers in Jeeves' room in the cellar. (You can't enter
Jeeves’ room until the second act, though.) Give a cracker to the parrot. He
will tell you something you might find interesting. Don't get overanxious,
however! If you give him more than one cracker per act, you will waste them!







