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l RDER BY DESICN

Think vou've got the makings of a grean
amateur detective? OF course vou do,
otherwise you wouldn 't be plaving LAURA
BOW: THE DAGGER OF AMON RA. Then
again, here you are reading the hinthook, so
mavbe those amateur detective skills are NO/'T

quite all they re cracked up 1o be,

In the pages of this hintbook, we introduce
vou to another twisted tale of murder and
mavhem: “Murder by Design.” Here's an
opportunity for vou to assemble the clues,
examine the evidence, and solve a most grisly
and unfortunate erime based on ACTUAL
events. Loosely based on actual events, Well,
all right, based on events that could just as
well have been actual, had they, in fact,
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ere’s the scoop: twelve members of the
DACCER-QL AMON RA team have been found
dead. Fortunately. the game hasalveady shipsped.
Indications aré that eleven of the twelve were
murdered, then the murderer commireed suicide,
Your job: look at the phiotos of the deceased. read
abiout whatever evidenee was found at the scene.
thén =cour the hints in the hinthook.  “But.” we
can hear vou whine, “the hints in the hinibook
are about the GAME. not about “Murder l"."
Design.” “Wrong.” we crv, “we've scattered hints
about “Murder by Design’ throughout the
hinthook. Your familiarity with the gaime should
help vou determine ecasily which hines apply o
the gawe and whieh apply 10 *Murder by
Design. -

.;;1

Ly Lact, vou'll need o be very fnmalise with the
e, hetnse wir vie hiddena l:ﬂl:lpll_' clues to
M ek h} Dis=ion” i THE DAGEER OF AMON HA.

Ouee you think you've gova handle on the
situationg ity 1o solve the'ero=sword puzzle
elsewliere i this himbook. Oneeit's completed.
the puzzle will tell you not only the name of the
murderer, but what possessed the murderer o
commit these crimes in the first place!

-
- =

Good lnck. Don't panic. don’t lase your nerve,
don't be put off by the graphiec scenes of

devastation on the following pages. Should you
decide that “Murder By Design” is just too wugh,
you'll find the solution in the back of the
hinthook. on page 81. Remember, . we're counting

on vou, becanse until this nasiy little mystery is
solved. the fate of the nexi Laura Bow Iy ATeTy
hangs in the balance,
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m he following crossword puzzle questions deal with the ghastly murders that

wiped out the LAURA BOW team at Sierra On-Line. Some of the questions refer
to clues found in this hinthook, while others refer to the game itself. Within the
game, for example, vou will find the office of Olympia Myklos, whose blackboard
contains a long phrase written in Egyptian hieroglyphics. When you have
translated this hieroglvphic phrase into English, you will have deciphered some
of the answers 1o questions in this crossword., Onee this erossword has been
completed, vou will learn the identity of the Sierra murderer (#4 DOWN), as well
as what |.||r.=~||.'--:u|ﬂ|| that person 1o kill the Sierra employees (THREE WORDS IM
#10 ACROSS). Good luck. and let justice be your guide.

o
i

D o w N n....

-

1 Which lake does Ha snil over?
A Whai's ihe room vl emier W lihowi leavimg ¥

T What was the murder weapen ased on Dennis
Lewia¥

# Where does Ra sail across the lake?

10 & hieroglyph was feund with eech of the
murdered Slerrm siall members. Transloted smd
soried inio their proper arder, they spell ol the
reason for the murders, s well as he gubding farce
behind ihe murderer. Whai are these three wordsT

12 A murdered person could be referred do ws o

COrjse OoF & .

13 Im ihe Pharaoh's proyer e the gods, he was
mainly eoneemed aloui ihe welfare of wha?

16 Who was ll-].ll'lp':l.ilk'il wiih o lava lurlﬂ[l?'

17 Whai Irﬂ|mr|-nl wriifned did Fipgin Carter
discover in ihe Temple of Amon Ha¥

18 Wha killed Cimaly Godi?

2 The dead Pharash would pay homage io ihe Lords of

3 Whai would you eall ihe type of investigation that leoks inte the murders
of the Sierra sinll?

& Wiheir wis the Lead Programmer?

9 What was Sieve Conrmd's eeenpation?

10 What was Don Willer's sceupathon?

!

11 What killed Lorelel Shannon?
14 The hieroglyphie phrase on (lympia’s blackboard is from the *Egypian Book of the .7

15 The Pharaoh would pray thai his mammy not be bami, consumed, ar .

(CrossworD SoLumion ox Pace B1.)
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OMICIDE INVESTIGATION TIPS

The following is excerpted from Laura Bow's textbook, “The Fine Ar
of Criminology,” by Boris Lotus, Ph.D.)

I'he extent of a homicide investigation will be determined by the
type of death being investigated. Whether a death can actually be
termmed a homucide ey ol b known untal the tral, =0 a thorough
investigation must be performed in every case,

Unless the case is very cold and the body is in such a state of
|Jr|'ur|l||l|-iliut| ||I.e|| 3.-:|IJ are I:-II--I”'.!' rE||-|'r- i- i |'||;||||.'|' |||. |ii|'_ I||1' Lir=n
and most important step is o approach the body. Be sure not to desiroy
any evidence,

EXAMINATION OF THE VICTIM

First, determine if the victm is dead, I any siem of life exisis, take
immnediate steps Lo sAVE thiat life if |'"--ihi~‘. Also be aware that a victim
who regains consciousness for even a moment can supply valuable

information about his condition.

In some cases, the canse of death can be deceptively easy to deduece
from the nature of the wounds or the condition of the body. In other
cases, where a blow to the head miay seem to be the cause ol death, the
% il'lill!l 1I:|.'1:|. iri ‘I';“_ I. |I:|".l' I":'I'IE |||.lj-l:|||4'1]. ].Ill-\- i- -"H|I|I'||Ii1|:_" |I|i|.'| ".'|.||]
have to be determined by the coroner's post-mortem (autopsy)
examination, although subtle clues on the corpse may become apparent
to the diligent person who discovers the body.




Pay particular attention to the types and locations of wounds. as well
as the presence or absence of weapons which could have been used to
cause death. The relative location and position of the body in relation
to the instrument of death and all other physical features of the scene
are of the utmost importance, A careful examination may also reveal
that the body was moved after death, even though the killer may have
disguised the fact.

A thorough search for evidence may determine the:

* Approximate time of death

*Exact cause of death

*|dentification of blood stains

*Type and kind of weapon used

*Presence of foreign matter on clothing, in blood, ete.

Further evidence may be gathered for lab examination, such as:

*Foreign hairs and fibers
*Scrapings from victim’s fingernails
*Powder burns

*Blood traces

*Tool marks

*Tire tracks

*Footprints

Areas around the crime scene must also be protected. There may be
footprints, signs that objects have been dragged, blood spots, objects
dislocated from the victim's body, or indications that someone tried to
erase any clues,

BLOOD

The blood stain is one of the most common clues to be found at a
murder scene. The victim’s blood may be carried in trace amounts from
the erime scene on the clothing of the murderer. If a blood stain
[ii?‘il_’.{l\-'l,':ﬂ'.ll on A4 !"il,.l!\'llﬂ:l':l 1% Ur t]:ll,'. SHITHE Illm]fl gr{:ull HAh llll:‘ IIl'_HH_I l_lr llli.'.
victim, but different from the suspect’s own blood group, it gives a
stromg, but not conclusive, indication as to its origin.

Blood possesses a limited value for identification. Tests can show
that it is human blood, and that it belongs to one of four major groups,
Under favorable conditions, tests can show that the blood belongs to one
of many subgroups. However, blood undergoes a rapid change with the
passage of time. Clotting and drying begin almost immediately on
exposure to air, which is handy for a living person with a cut, bui
inconvenient for the investigator when that same person has just been
murdered. Blood also decomposes quickly, causing the specimen to lose
its identity.

ESTABLISHING A MOTIVE

Htucly the conditions under which the hn-d}' was found. Locate and
notice the number of wounds inflicted on the victim. f-.u&mpr L
reconstruct the erime based on the evidence at the scene.

The type of wounds and the way they were inflicted may suggest
sadism, jealousy, or revenge. However, avoid drawing premature
conclusions about the killer's motive. Follow all possible leads
regardless of your theories. Conclusions and theories often suggest
motives and leads, but avoid distorting facts to make them fit a theory.
Instead. allow the facis 1o establish the theory.




The whole point of playing THE DAGGER OF AMON RA is 1o

investigate the mystery, uncover the subplots. solve numerous puzzles.

and spend some quality time with your neglected computer. However,
some puzzles may be so well hidden that you don’t know where 1o
begin. Or this may be vour first experience with an adventure game,
Or mavbe you just enjoy reading hint books, In any case. if you feel
that vou've got a problem, and thoughts of revenge on the designers are
lurking in the dark recesses of your mind, look through this hint book
and find the question that best deseribes your pre ihlem. Read the
associated hints, calm your mind, enjoy the game. and forget any urges
vou may have had regarding physzical violence on Sierra employees.

Think of this book as vour complete reference 1o THE DAGGER OF
AMON RA. The hint answers are arranged to progress from a slight
hint to a complete solution for each puzzle. In fact, an answer with a
star (*) beside it will be very specific, often giving you the exact actions
vou need to solve the puezle. We recommend you read only the hints
vou need and avoid reading the last answer of each question unless
you're completely stumped. In fact, if you read every answer [one alter
another) in this book, you'll complete the game very quickly, but you'll
miss the challenge and excitement of the game. not 10 mention feeling
completely humiliated. You get the point, right? Please use this book
with diseretion.

NOTE T0O BEGINNING
ADVENTURERS

If you've never played a Sierra 3-D Animated Adventure Game. here are
some tips to help get you started:

1) Remember to save your game frequently. especially whenever
vou're about to try something that could be risky, If you mess up, you
can restore to your previous position and try something different. Your
game manual has more details on saving and restoring games.

2) Pay attention. Look at everything, with vour eye and your
Magnifying Glass. Talk 1o everyone who isn't dead, then Question
them some more. Pick up anything that’s not nailed down. You never
know where you might pick up a valuable object or clue.

3) Try anything. Anything you try might be the solution to a game
situation. Just remember to save first.

If You Have Finished The Dagger of Amon Ra

The last section of this hint book entitled, After You're Completed the
Game, contains an object list, a list of things you may not have tried in
the game, plus some other interesting detailed information. 1f you've
plaved through and want to see how to improve your score or see what
you might have missed, take a look. Thank you for purchasing THE
DAGGER OF AMON RA.  We hope you have a: much fun playing it as

we had creating it.




CGENERAL QUESTIONS

Before reading the hints here, please take a look at the game click-
through in your DAGGER OF AMON RA game documentation.

Laura moves too fast! Laura moves too slow!

% Stop your whining! Un your leon Bar you'll find a control panel icon
with a slider bar. Choose it to bring up the control panel. You Il see a
slider for adjusting the animation |.||r|| If your game still runs too
slow. adjust the animation detail slider down until vou find an
LL!I'I“J' || ."-Ell!ll ||Hi || -|1||.|‘1l'!

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

Check out the leon Bar at the top of the sereen (press EsC or place the
TsEe CUursor al |h| VT 1|||| ||| Ihl ST L0 s6e 1||.| || il H._!I y ”Il L
ions represent ; all |m~~|h|uc rame activities,

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

Examples:

l'o eneaze in small talk with someone, click the talk cursor
exclamation point in a word balloon) on him. {With the kevboard,
F" |-u||||||| |1|| IS i |§IIII| s |1| y ".Illil UL L1 "- ] 1|r|-| !ﬂl == I ﬁ"l | i |'IL

||| ||urL il S 1'||1||| i ||| |-. 1|L| EVE i W= Ol i, W irh |||- L1 1.]|u.|ll|.
||u-|1|||'|| I|‘|| CLET=0r O 11 U= ||'|II HHIr CIIM=Or LI 'n'- Hlil. |II!"'- I "'I-I] "

T'o look at something in greater detail after vou have your Magnifving
(lass, select the Magnilying G |.|~»-~ from your inventory with the arrow
CLrSor T ma |L- 1l vour Cachyve e |1Inn e, exil l|:|I v |lI-H"..




window, then click the .'lni-ﬂ.g‘nil'}'ilig Class cursor on whatever vou wish to
examine. In some cases, this Magnifving Glass will actually magnify the
image on your screen, but most of the time it will just give you a
idetailed message about significant objects, :

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

To hear conversations that may be oceurring behind closed office doors,
after you've picked up the Water Glass from the buffet table in the
Museum Rotunda, select the Water Glass from vour inventory with the
arrow cursor to make it your “active” inventory item, exit the inventory
window. then click the Magnifying Glass cursor on whatever you wish 1o
examine,

To take action on something or someone. click the hand cursor on the
person or thing. (With the keyboard, position the cursor on the person
or thing using your cursor keys and press ENTER.) This cursor
performs many different game actions. You will want to use it liberally.

I don’i undersiand how time progresses in this game. How long is an
act? How many acts are there? How do | know when an act ends?

The game is divided into six Acts. Each act is broken down into several
trigger events. Trigger events are actions you must take to make time
progress in the game. As you perform each event, a clock will strike to
show the passage of time. As vou complete the essential events of the
act, the story will progress to the next act. All events oceur during a
single 24-hour period. .

How do I use items in my inventory?

#* To use an inventory item, perform the following steps. First, seleet the

inventory icon from the leon Bar. This will open vour inventory screen.
Next, select the item vou wish to use from your inventory sereen. (Your
cursor will now change to the shape of the inventory item you selected.)
Finally, use the inventory cursor on an item in the room.

Here's a couple of examples. Suppose in Aet 1 vou wanted 1o use the
magnifying glass on the door of Lo Fat’s Laundry. First, select the
magnifying glass from yvour inventory. (Your cursor will change to the
shape of the magnifving glass.) Now use the magnifying glass on Lo
Fﬂt L.‘\i {ll_H'_lr Tik ]_‘I_':l_lﬂl SANETHE" TREEW jl] r{lnllﬂl i”l] :lh"lll l]'“\" 1'“1 ir. [‘.'I‘, !'il“i]'p'[l!"*t:
in Act 2 you wanted to use the water glass to eavesdrop through a
closed door. Select the water glass from inventory. (Your cursor will
change to the shape of the water glass.) Use the water glass cursor on
the locked door. If someone is walking in the office, Laura will then
listen in on the private conversation taking place behind the locked
door.

How do | use my notebook?

Simply select the question mark eursor from your leon Bar and elick it
on the person vou wish to interrogate. Your open notebook will appear
in the center of the screen. Use your hand cursor to select a subject 1o
ask that person about. When a subject is selected, it will be highlighted
in red. To confirm your choice, use the Exit cursor on the notebook 10
leave, Laura will then ask the question.

For example, o ask Crodfoller Rhubarb abourt the burglary at the
Levendecker Museum, follow these steps:
a) Select the question mark in the word balloon from your
lcon Bar,
b) Select the Misc. category from your open notebook,
¢) Select Burglary on the Misc. category page
d) Finally, select Exit by eyeling through the cursors.

Laura will now ask Crodfoller about the dagger burglary.







