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You're running. The 

storm howls and 

crashes. Branches 

snap with a sound like 

breaking bones. Rain / 

whips across your / 

face, stinging, 

cold, blinding. 

You are chilled 

to the bone, but 

you cannot stop. \ 

You don't dare. \ 

Lightning strikes, a x. 

blow from the hammers of 

Hell. Right behind you, a tree 

explodes. The storm wails, a 

demonic hunt, and you can feel 

the breath of the ravening hounds 

on the back of your neck. You 

stumble, you nearly fall. You 

open your mouth, gasping for 

breath, and the rain fills it and 

you choke, you can't 

n, breathe, you turn 

H \ your eyes toward 

\ Heaven and you 

see them. A pair 

of lights, yellow 

/ as cat's eyes, 

I glimmering in the 

/ distance. Windows. 

You run. The storm is 

right behind you. Branches 

claw at you like the bony hands 

of the dead. The roar of the thun¬ 

der deafens you and the lightning 

fills your eyes with blinding fire 

and you scream, reaching out 
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/or t/oe impossible hope of salvation. You touch a 

face so twisted, so grotesque that it could not possi¬ 

bly be human. Your hand slides into a leering 

mouth lined with dripping fangs. You try to 

scream, but your throat constricts and 

your legs betray you and you are falling. 

As your vision dims, you expect the 

razored teeth to close on your hand but 

they do not. Your fingers slip down the 

wicked chin and close over a ring of 

cold iron. A doorknocker. You sag 

with relief. Wild laughter bubbles 

over your lips. It was just a door¬ 

knocker. You stand up, and pull 

the great ring back. Once, 

twice, three times it booms on 

the massive wooden door. You 

wait, shivering, as the storm 

rages around you, hungry 

and savage. You hear a 

shuffling footstep, the £ 

sound of a bolt beina ^ __ _ 

thrown. Slowly, the door 
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begins to open, with a sound like the shrieks of the 

damned. There is someone in the entryway, some¬ 

one you can't quite see. Eyes glitter in the dark¬ 

ness. "Welcome," it says, in a rasping whisper. 

You take a step back. The storm howls its triumph, 

ready to pounce. You have no choice. You step 

over the threshold, out of the rain. Into the dark¬ 

ness. Into the unknown. Into the mind of 

Roberta Williams. 

Say what? 

Could Roberta Williams, the cre¬ 

ator of the beloved, lighthearted 

fantasy game series King's Quest, 

have possibly created Phantasmagoria, 

the most terrifying game ever to 

scare the CD-ROMs out of 

you? Yep. 'Fraid so. How, you 

may ask, did this happen? 

Where did Roberta ever get 

the idea that she'd like to 

scare the pants off of people? 

Let's ask her, shall we? 
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■* v 
K * * 

In 1993 and '94, I had the 

honor and privilege of 

working with s' 

Roberta Williams / . 

on King's Quest / 

VII. We worked 

closely together 1 

every day for \ 

months on end, and I \ 

got a good look at the 

charming imagination that 

has entertained millions of King's 

Quest fans for years. I also got 

to see her take slightly wicked glee 

in the creation of the Boogeyman, 

the Coroner, and the many other 

spooky characters that invaded 

King's Quest this time 

around, so I knew she 

^ had a dark side. I 

\ guess I just didn't 

know cjuite how 

) dark, until I got a 

J look at the script of 

Phantasmagoria. 

Once I could sleep with 

the lights off again, I decided 

to ask Roberta what could have 

inspired (or possessed) her to create 

such a hair-raising, nail-biting, 

cold-sweats-and-nightmares kind 

of game. 
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AN INTERVIEW WITH ROBERTA WILLIAMS 

LORELEI: Okay, here it is. The 

question everyone is dying to ask 

you. Why did you decide to 

write a horror game? 

ROBERTA: Because I 

really like the horror 

genre. I've wanted 

to do a horror 

game for years. At 

least six or seven 

or eight years. I 

designed a couple of 

horror games, but 

they never panned out. 

Horror has to scare you, and it's 

my opinion that up until a few 

years ago, the computer just was¬ 

n't capable of scaring you. 

Pixilated characters, tinny music, 

slow seek times - those don't 

exactly add up to nail-biting ter¬ 

ror! I always just held off until 

CD-ROMs were faster, and we 

could use real actors. In my opin¬ 

ion, you need real people for a 

horror game. The protago¬ 

nist has to be very real 

to the person watch¬ 

ing the movie, 

reading the book, 

or playing the 

game. The player 

has to empathize 

with the character or 

it isn't going to work. 

You have to feel for them, to 

like them, to relate to them. If 

you don't sort of bond with them, 

you won't fear for them. If you 

don't fear for them, you won't get 

that feeling of terror. 

LORELEI: You won't get into it. 

ROBERTA: Yes. You won't get 

into it. That doesn't mean it 

...up until a 
Few years ago, 
the computer 
just wasn’t 
capable oF 

scaring you. 
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wouldn't be fun, or have a good 

storyline, but the real issue is 

being afraid. To do that, you 

have to fear for that charac¬ 

ter. 1 felt like you 

wouldn't get that feel¬ 

ing until you had a 

real person on the 

screen. 

LORELEI: What 

was your favorite 

horror movie as a 

kid? 

ROBERTA: Ironically, when I 

was a kid I didn't watch horror 

movies. I was afraid of them. 1 

was scared by a horror movie 

when I was four years old. 

Deathly scared! My dad took me 

to see it. Every Friday night this 

theatre near my house used to 

show horror movies, and my dad 

was into it and he went every 

week. I remember asking him if 

he would take me. I was very 

intrigued by him going every 

week. It's so interesting; I 

was only four, but I 

remember that whole 

evening so vividly, 

because it was so 

traumatic for me. 

(Roberta shakes 

her head.) 

LORELEI: What was 

the movie? 

ROBERTA: I just found out a 

few months ago! It turns out it 

was called The Horror of the Black 

Museum. I remember begging my 

dad, "take me to the movies! Take 

me to the movies!" and he said, 

"No, no, this is horror, and you'd 

get scared!" And I said "No, no, 

no, 1 won't be scared, I'm a big 

girl! 1 saw King Kongi” So some- 

...I wanted to 

sleep with my 
parents, but 

they wouldn’t 
let me. I 
screamed 

all night. 
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how, I managed to convince him 

to take me, and he really should¬ 

n't have. 

LORELEI: Persuasive even at that age. 

ROBERTA: (laughs) Apparently, 

because he took me with him. 1 

was so full of myself! 1 remember 

thinking, "Me and my dad! We're 

going to go somewhere and leave 

my Mom and my little brother at 

home!" I was so excited. But this 

movie...My recollection, as a 

four-year-old, is that it was horri¬ 

ble. The things I saw in it were so 

far beyond my four-year-old 

mind that it just totally, severely 

traumatized me. It was very 

graphic for a 60s horror movie. 
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People died in horrible ways. It 

was about all these torture imple¬ 

ments in the Black Museum, you 

know, Scotland Yard's crime 

museum. It had all these imple¬ 

ments that were used to kill peo¬ 

ple. 

LORELEI: Like how? 

ROBERTA: Somebody 

had killed someone 

in a tub of acid, 

and it was there, 

and somebody else 

sends his victim a pair 

of binoculars that 

would stab you through the 

eyes and into your brain...I don't 

remember them all. I guess it was 

all true, and that made it even 

worse! I went home screaming 

and I wanted to sleep with my 

parents, but they wouldn't let me. 

I screamed all night. For the next 

ten or eleven years, I had to sleep 

with my head completely under 

the covers. 

LORELEI: So now you're going 

to return the favor to people 

everywhere? 

ROBERTA: I know, isn't 

that weird? I wouldn't 

even go near horror 

until I was seventeen 

or so, but then I 

started watching it 

again. 

LORELEL Do you 

have a favorite horror 

movie or book now? 

ROBERTA: I thought Halloween 

was really good. I like Stephen 

King—The Shining, and Carrie. 

LORELEL How did you get into 

the horror frame of mind when you 

were working on Phantasmagoria? 

ROBERTA: I started reading and 

...I guess I 
was trying 

to Find out 
what the ele¬ 

ments oF 
Fear really 

are. 
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watching everything I could get 

my hands on. I spent six months 

reading horror novels, watching 

scary movies, reading books on 

how to write horror, books on 

how to write horror movies, 

everything. I just saturated myself. 

LORELEI: That must have done 

something exotic to your frame 

of mind! 

ROBERTA: It did. It started 

creeping into my everyday life. I 

even asked people to tell me 

scary stories...! guess I was trying 

to find out what the elements of 

fear really are. I started having 

nightmares! I would wake up 

screaming.. .1 finally had to stop 

with the horror stuff. 

LORELEI: Was it hard to work on 

King's Quest and Pbantas at the 

same time? Did you find them 

bleeding over into each other, so 

to speak? 

ROBERTA: Not too badly. I tried 

to work on one or the other at 

any given time. There was that 

one time period when you and I 
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were working together on King's 

Quest VII, and I was trying to fin¬ 

ish the Phantas script at the same 

time. That was pretty hard. 

LORELEI: That was around the 

time we thought up Ooga Booga 

land for King's Quest, wasn't it? 

ROBERTA: I think so. But I really 

did try to keep them separated. 

LORELEI. No elves or fairies in 

Phantasmagoria? 

ROBERTA: Nope! 

LORELEI: It.must have been tir¬ 

ing to work on two games at 

once. 

ROBERTA: It was. Usually when 

I work on a game, 1 practically 

have it memorized. I'm not hold¬ 

ing these two in my head as 

clearly as I usually do. 

LORELEI: What do you like best 

about Phantasmagoria? 
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ROBERTA: I think the special 

effects. Some of them are really spe¬ 

cial, in a grotesque sort of 

way. 

LORELEI: I loved 

'em. 

ROBERTA: (laughs) 

You would. They 

were really fun. I 

think they're going 

to be truly horrifying. 

LORELEI: What was it 

like working with actors? 

ROBERTA: I found it to be a very 

enjoyable experience. I went into 

it thinking that I would run into a 

lot of huge Hollywood egos— 

you know, "We're so great, and 

you're just a bunch of computer 

nerds"-but I didn't find that to be 

true at all. They were very pro¬ 

fessional, easy to work with, ded¬ 

icated, and hardworking. I 

learned a lot from them. I got to 

learn about props, sets, costum¬ 

ing, cinematography, all 

sorts of things. There's 

I heard there 

were people 
running For the 

doors during 
the Filming oF 
some oF these 

eFFects. 

so much involved in 

directing actors. I 

think it was a very 

valuable experi¬ 

ence. 

LORELEL Do you 

have any fun filming 

anecdotes to share? 

ROBERTA: We had an ani¬ 

mal day. That was great. There 

were two dogs, a cat, and a rat. 

An animal trainer came up from 

Hollywood. The cat, who was 

supposed to be Adrienne's cat, 

was very cooperative with his 

first three shots. A very profes¬ 

sional actor cat! (laughs) But the 

last thing we wanted him to do, 

well, he just wouldn't do it. We 
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had to let him calm down, take a 

break, and wait a couple of hours 

before he felt like working again. 

LORELEI: So your most 

temperamental actor 

was a cat. 

ROBERTA: Yes! 

Some of the special 

effects days were 

really funny. 

LORELEI: I heard there 

were people running for the 

doors during the filming of some of 

those effects. 

ROBERTA: Yeah. I don't want to 

get too graphic, but we had some 

blood. There were things that 

had to be done to some 

heads...so we had fake heads 

made up. One lady's head had to 

be split open, and it took hours 

to set it up. I was surprised at 

how realistic it looked. I guess it 

was a little disgusting! After the 

head was split, we put it back 

together and took a picture of 

Tori with her head! 

(laughs) Let's see, what 

else. Oh! One of the 

actresses, who plays 

a comical character, 

was going to do a 

seance, to call forth 

a spirit. She had never 

done this before, and did¬ 

n't expect it to work, but the spir¬ 

it comes, and it manifests itself as 

ectoplasm. 

LORELEI: For those of you who 

don't know, that's gooey ghost slime. 

ROBERTA: Right. We mixed up 

this stuff, and then we were try¬ 

ing to figure out how to make it 

look like it was coming out of her 

mouth. There was a lot of it! 

LORELEI: What was it made of? 

One lady’s 
head had to be 
split open, and 
it took hours 

to set up. 
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ROBERTA: Cellulose, I think, 

and water, and green food color¬ 

ing. 

LORELEI: Nasty! 

ROBERTA: It was. Very. It looked 

like that green slime that kids 

play with. 

LORELEI: How did you end up 

doing that? Did you have a big 

hose by the actress's head or 

something? 

ROBERTA: We sure did! (cracks 

up) She was sitting there at the 

table, and we attached the vacuum 

cleaner hose to her shoulder 

(cracks up more) and the end of 

the hose was by her face. The 

camera was on the other side, see? 

The hose was about eight feet 

long, and it was full of that stuff. 

LORELEI: That's a lot of green slime. 

ROBERTA: And guess how it got 
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into the hose? Mark Seibert, our 

project manager, sucked it in 

there! He just stuck the vacuum 

hose into the bucket grabbed the 

other end, and (slurp! Disgusting 

sound effect)! 

LORELEI: Oh my gosh! 

Siphoning slime! 

ROBERTA: The hose was full, 

and it was really heavy. After we 

got it attached to her, Mark 

climbed up a ladder with the 

other end. The director said 

"Action!" and Mark just went (dis- 

gusting slime-blowing sound 

effect, then cracks up), and it just 

went "BLEHl" onto the table. We 

were all trying not to laugh! 

LORELEI: Did you get it in one 

take? 

ROBERTA: We didn't. 

LORELEI: Oh no! Poor Mark! 

ROBERTA: Yeah, he had to do it 

again. But it's going to look great! 
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I'll tell you, though, as soon as 

the director yelled "cut," we were 

all rolling on the floor laughing! 

LORELEI: What was the hardest 

aspect of making Phantas? 

ROBERTA: Getting the camera 

angles calculated and coordinated 

with the blocking of the actors. 

You had to have the props 

there—everything had to be 

ready for the shoot. Sometimes 

we'd get all ready, then realize 

we'd forgotten something, and 

have to start all over. 

LORELEI: Some of these scenes 

took several hours to set up. 

ROBERTA: They did, and we're 

talking about at least 600 scenes. 

The average was about an hour to 

set up, so some were shorter, and 

some were much longer. 

LORELEI: It must have been hard 

being away from your family for 

so long. You were filming in 

California for the whole summer. 

ROBERTA: Yes, but I would do it 

again. I learned a lot. 

LORELEI: Do you think you'll do 

horror again? 

ROBERTA: Probably not. It was 

fun, and I'm glad I did it, but it's 

not really my area. I'll leave it to 

you and Jane. (Jane Jensen, 

designer of Gabriel Knight.) 

LORELEI: Do you know what 

your next project is going to be? 

ROBERTA: I think it'll be King’s 

Quest VIII. Or...it may be some¬ 

thing totally new! 

Whatever it is, we're all looking for¬ 

ward to it! As soon as we work up the 

courage to crawl out from under the 

covers, that is. 
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How This Section Works 

The whole point of playing 

Phantasmagoria is to explore 

its mysteries for yourself _- 

solve its puzzles, and / 

cause the terrifying 

story to unfold. 

However, some 

puzzles may be so \ 

well hidden that you \ 

don't know where to \ 

begin. If this is your first Xs^. 

experience with an adventure 

game, the whole thing may seem 

strange and baffling to you. If 

you feel you're really stuck at 

any point, look through this book 

until you find the question that 

best describes your problem. 

Think of this as your complete 

reference to Phantasmagoria. The 

hint answers are arranged so that 

the first statement you read will 

usually be a subtle hint, 

n. and the last will be an 

\ \ outright solution. An 

\ answer with a red 

1 cross [ ] beside it 

I will be very specific, 

/ often giving you the 

/ exact actions to perform 

in order to solve the puz¬ 

zle. We recommend you read 

only the hints you need and 

avoid reading the last answer of 

each question unless, of course, 

you're completely stumped. If 

you read every bulletted answer 

in this book, you'll complete the 

game very quickly, but you'll 
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miss the challenge and excitement 

of exploring this world of terror 

and solving its puzzles for your¬ 

self We strongly recommend 

that you wait to examine the 

Object List, the Click-Through, 

the “Did You Try" section, and 

the maps until AFTER you 

have completed the game. 

Some General Advice About 
This Adventure Game 

Read your documentation. 

f Sierra games open new 

worlds to you, and it's up to 

you to explore them. Walk 

around and explore by click¬ 

ing the play cursor where 

you want to go. 

fMove your cursor over the 

play screen. When the cur¬ 

sor highlights, that means 

you can click on that object 

and something will happen. 

f Interact with every charac¬ 

ter you meet every time 

you meet them, and always 

listen to what they have to 

say. It could be important! 

flf the solution for a puzzle 

doesn't seem to be found in 

the region where you're cur¬ 

rently playing, go back to 

the regions where you've 

been. Things can change 

while you're not looking. 

flf you find you're really stuck, 

you can access the Official 

Hint Keeper who will pro¬ 

vide handy playing tips 

throughout the game. Click 

on the skull on the left and 

listen to what he has to say. 
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CHAPTER 1 HINTS 

All right, I’m tired of just wandering around. 
What should I be doing? 

• Check out everything carefully. Pass your play cursor over the screen 

in every room, and click on anything that highlights. 

ft 3X3M. 3X01U MV3\ 0} 

ua\o\ jvdoj 3Cj\ 0}ui 3aup usep 'spunoxfi syjnjsa 3cp \no osnocf 3jocjcn 3cp 3uoj4xg 

Okay, I think I’ve explored everywhere, but I still 
don’t know what I’m looking for. 

• This is a strange house, right? Find something mysterious that piques 

your curiosity. 
ft 'JiJqs poo(j v sjvcfjp cjCjsiPj sxoop p32fooj jCuv punoj 

I found this door, but I can’t seem to open it. 

• That's because it's locked. 

• There are several locked doors. You need to unlock one of them, 
ft '^aiJJVCj ajytj 3$uv\\s ;vcp j~o pw 3cp \v xoop 3cp\ xoJ'Xjij v puif 0} p33U noj^ 
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Where can I find a key? 

• Not on the owner, he's been dead for a hundred years! 

• Go to the local town and look for someone who can help you. 

• Who usually has all the keys to a house when it's for sale? 

ft 
jsnocj acp jof/Cay fruissiui v svcj apj jojjim acp jisia puv umo\ o\m aauQ 

All the stores in town are closed except for the 
realtor's office, and he's no help! 

• Well, it's Sunday, you know. Most businesses are closed on Sunday. 

• Actually, the realtor CAN help you, but there's something you have 

to do first. 

I? asnoci 9cji uof sAa^ fiuissm 

A.uv uofjojjfflj dcj\ ysv uvd noK. auofiq asnocj acji ui xoop payjoj v xaaojsip oj paau noj^ 

How do I get to the local town? 

• Here's a hint; it's in the driveway. 

• In your car! 
ft ucno\ o} aaup oj uvd xnoX. uo spip puv suoop juojfacj} jno 
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Why can't I open the carriage house doors? 

• That is weird, isn't it? 

• Do you think Carno might have any secrets locked away in there? 
n\(\vcQ ut uwfiv xCxj^ '} x3\(\vcq ui tu3Cf} usejo jwro \snf no^ xCxxo$ 

I walked outside, but I can't find my car. 

• Then you didn't walk out the front doors. 

• You walked out the side door. That's the one in the dining room. 
=5* xCvmsaixp xvpnoxp 3Cji ut xvo xnoxC 

puifjinoj^ ssvoxtvfs jnxicjs fricj sejf oi ;x3u \u\fi\x sxoop 3jcjnop 3Cj\ 3xv sxoop ;uoxf3Cjj_ 

I'm in town. Where's the realtor? 

• Oh, come on. Stop reading hints you don't need! 
ft’C X3\<\VCQ UI Utvfiv jCx± '} X3}<JPCQ Ut 

lU3Cp U3(jo } UVD ]snf nOy[ jCxXO^ iSufilS 3Cff pU3}j X3fU3 UVO HO/C ScJoCJS 33XC[1 3XV 3X3CfJp 

The realtor told me something about keys, but he 
didn't give me any. 

• Look for yourself! He won't mind. 

3Cf) P2pj 0} If UO ifOfJJ \3UfCjV0 frutjlf 3Cf} UI ijOOJ 
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How do I get back to the house from town? 

• The same way you came! 
if 3lU0Cf ofi 0} }1 UO ifDip puV JVD JinOjC 01 HDVCJ mVj\\ 

Hey! I got the key, but I still can't open any doors! 

• Not THAT door. 

• There's another door that's locked 
ftoiutQ 

fi) }WJJJOCj 3Cj) yCc] 'Xtjmjjvq 9j}}IJ 3^UV3\S 3Cj} fo pus 3CJ\ \V JOOp 3Cjf UO jCsy 3Cjl 3Sfl 

Okay, I'm in the library. What should I do? 

• Explore! See if you can find anything interesting. 

• See if you can find something that isn't what it seems. 
^c30Vj43Ulf 3Cjl UO ifOip WOlC piQ 
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Uh-oh. I accidentally knocked a brick out of the 

fireplace, and now there's a hole. What should I do? 

• Don't worry, you won't get in trouble. It's your house! 

• Did you look through the hole? Maybe there's something back there, 

ft dp ?,MS30P 
'ifOS puv pjo fo pui2j syooj uppoiu IVCjjr S^DUCj 3Cfl fo }S3U 3Cp 3(lOW3i 0} p33U M0J[ 

I want to enter the room behind the fireplace, but 

I can't get there. 

• You need to enlarge the hole by removing more bricks. 

• This is not a time for brute force. Try using something sharp. 

• Something with a thin blade, that you can use to loosen the mortar 

between the bricks. 

ftc3U3Cj punoxv 3U0 33§ '£p30lU ijXOOl pjHOOl X3U3(lo uspsj y 

Where do I find something with a thin blade? 

• In this very room. 

• Just check around, and you're bound to find something. 
ft '3X3Cjl U3U3(fo U3}}3J V S3X3CjJ^ 2jS3p jCxVXqij 3<jl U0 yOOJ 
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I found a weird little figurine on the library desk. 

How can it help me? 

• Examine it carefully using the interface eye. See anything strange 

about it? 

• Do you see something on its head that looks like a button? 
=5* U3U3(i0 

X3\\3J }UV}SHJ '3U3Cj} UO^nCj V S3J3CIJ^ •3UUnfi}f 3 Cjl fo pV3Cj 3Cjl HO 2p/Q 

I found this old, abandoned chapel. What should I 

do now? 

• Oh, come on! Explore it! 
1}cxv;\v 3Cji jnocjv aioj^ csnouno [juicp/Cuv 33s noA oq 

There's a strange box on the altar in the chapel, 

but there's a very large Bible on top of it. What 

should I do? 

• Admit it. You really want to look in that box, don't you? 

ftisuvp 

no/C fi •' xocj 3C(} spism ijooj aiopj 3}icj juocn jj xocj scp\ fo c/oj no iuojfsjcjiq 3Cj\ 3aoy\] 

Game Strategy 



I found a lovely old Bible, but I can’t take it. 

• That's right, you can't. It's too large to carry around. 
ft puif uvj hojC 3pv4 $u\\s3X3\u\ wo ssxdcpp effinoep 'sjqtg sej) pvsx pjnoo noj[ 

Is there something else I should do in the chapel 

besides look at the Bible? 

• Uh-huh. 

• There's something else of interest on the altar. 
ft • • '3X3Cj) Ut i/OOCJ $U\)S3X3\M jQdd V pUlf JJHO^ 'XV\pO 3Cj1 UO XOCJ 3Cj\ U3(Iq 

Chapter 1 just never seems to end! 

• I'll give you a list of things you have to do to finish the chapter, but 

only read them if you're really stuck! 

• Are you really stuck? 
ft ft! xspun 

XOCj 3Cfl U3(Jo pup 3JCjig 3Cfl 3001U ‘p^VCfO 3Cj\ X3\U3 ‘3DPJ(JsXlf 3C{1 UO X3U3(io X3\\3J 3Cft 

ssn ‘\no sc/o(| sppjq x3U3(fo X3}j3j 3Cj} os jCxo^usaui m suunfrtf sej} sutmvxs ‘suixnfiif 3cj) 

putf'30Pj(l3Xjf 3ZjPf 3CJ} puif'xoop xCxPXCjlj 3C\\ U3(Jo 'X0)JP3X 3Cj} MOXf/Csif 3CJ} \3§ pUV 

ucno\ o\ saixp ‘xoop psyooj K.uv puif o} oapcj noxC ‘xs^vejo scji cjsiuij" oj_ usep 'Xy^Q 
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CHAPTER 2 HINTS 

Why is Don yelling at me about the stupid drain 

cleaner? 

• I guess he's having a bad day, huh? 

ft \}Jio Milcf 4pq puv 

\cpnop sep Jo jifiuaq sep Xnfi uoo4 sop saip pjnops hojC sqjCvyy \vup syp si 3pvmvy\] 

What should I do now? How do I spend my day? 

• You don't want Don to stay mad at you all day, do you? 
=3* U3UV3JD 

uwxp suios Ancj op puv }no micj c/pjj A.vpo\ psm fruipsfiou suoq 

Where do I find some drain cleaner? 

• If it were in the house, Don wouldn't be asking you about it. 

• You have to go to town to get drain cleaner, 
ft jsuvsp uwxp srnos xCnq puv sxo;s sop o) op) 

Game Strategy 



But I don't have any money to purchase anything. 

• Oh, there's probably some money lying around somewhere. 

• Did you check out your bedroom? 
ftxuooxpsq xnoxC ui sxscnvxp fo jsacp 3cp ui sxvpop xaif puif uvo no^ 

How do I ask for the drain cleaner? 

• Stop it! You're just reading hints for the heck of it! 

ft •UilCj o; yjP} 0\ XS^Sdif 9X0}S 3Cj\ UO ifDlJJ 

How do I purchase the drain cleaner? 

• This is a small town, but it doesn't rely on the barter system! Try 

some cold cash. 
ft 'X3(f332j3XO]S 3Cfl UO Jjjq M\\0p 30lf 3Cf} 3SJ] 

The storekeeper mentioned some old guy named 

Malcolm. Where can I find him? 

• Like the man said, Malcolm lives out of town. 

• Not very far out of town, though, 

ft •pXVxC 3Cf} W loop p3X34lU3}-pvq 'fiiq 3Cf} 

opten 3uo 9up 'aiouy no^ ■uono\ fo sptsino vxxv fiwyxvcl sop jCq 3snocj \vvp ui S3aij spj 
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How do I get past that dog? He looks like he wants 

to eat me! 

• He does, but he might like something else better. 

• Can you find something that a dog would really like somewhere in town? 
ftc3J0}s jvnusfi acji luoufjuocj v fnocjv cnojq 

I got back with the drain cleaner. What should I do 

with it? 

• You're not going to make me tell you, are you? 
ftiHOQ 0\ )1 3aiQ iZ33Q 

Where can I find Don? 

• He's someplace you haven't been before. 

• Try the carriage house. 
ft'3Jlf(juWD 3Cff UO yitJJ cUilCj pUtf }UV3 

Game Strategy 



Chapter 2 never seems to end! 

• Okay, heres the list of things you have to do, but only read it if 

you're really, truly stuck, okay? 
ft 'uijcj mien (fn symu o} Xj; oj iCvavCuv 

moouijuvp 9m o} ofi 'ssnocj sfivuxvo scji ui micj oj p savfr noL fj uoq 0} \3uv9p 

tump dcji daifi puv ssnocj dfivmvo 9cp oj op smocj zfovcj souq nump uimp 3Cjj 

UOfy(V4 °1 SUUJJOp SaifjCf} yj3p 9Cp\ 9aip ijU9p 3X0}S 3CfJ OJ '3U0}S JVX3U3fr 3(j\ oi 

o(j puv umoi of 3au(j 'luooxpsq unoeC ui sx30\vxp Jo )S3Cfo 9Cjj ui jjicj xvjjop 9aif3Cj) putj 

CHAPTER 3 HINTS 

Well, Don's in another fine mood today. What 

should I do to occupy my time while he mellows out? 

• Explore the house some more. Look for more hidden things, 

ft 
■jCx;UV4 9Up UI (jupS3A3}M fruiCf}3M0S S9i3C|J_ 
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I've looked and looked, but I can't find anything 

interesting. Help! 

• Did you look in the pantry? 

• Did you look under the rug in the pantry? 

ft jCx;uv(J 3Cji ui frnx 3cp xspun xoop<\vx\ v xxaoosip mm no^ 

The trap door is really stuck. How can I open it? 

• This time, brute force is definitely in order. Use a tool. 

• A large piece of iron would work . Something you could use as a lever, 
ft moox frump 3vp m 3uo puif ii nOy[ cxayocf sjvjcisxif v inocjv mopj 

What do I do with this fireplace poker? 

• You can stoke the fire with it. 
ft sfruiCfl 33cp0 fruoiuv-X00p<\VX\ V U3<\o yG(f 0} }l 3SH OSJV pjHOD ttO^ 

I opened the trap door, but Adrienne won't go 

down there because it's too dark. 

• Would you? 

• She needs something to light her way. 

ft scfi ui xsonvxp sc/j ui 3iuos putf uvd no^ ifDixf sep op pjnom satpjypy 

Game Strategy 



Where do I find a light? 

• Matches would work. 

• There are some matches in the kitchen. 
ft 3]^} U3Cj3}lij 3CJ) 0} }X3U SXSCUVXp fo }3S 3JU}J 3Cf) III 3XV S3Cj3\VXU 3CjJ^ 

How do I light the matches? 

• You don't. Adrienne does, 
ft 3uu3upy no S3ip\v\\i 3cp 3sp 

Okay, it's really spooky down in the basement. 

What am I looking for? 

• Anything useful. Explore everything. 

• How about another tool? 

• Do you see any item of interest on the floor? 
ft XOOjf ;U3lU3SVq 3Cjl UO X3lUUlVCf 3Cfl 

I went into the carriage house, and there was a 

funny lady stuck in the loft! How can I help her? 

• You have to find a way to pull her out of the hole. 

• Do you see anything hanging around that might do the trick? 

ft ;foj 3Cji xv3u fiuifiuvcj puv sclox sep ssn o) save/ noj^ 
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How do I get up to the loft to help the funny lady? 

• Levitate. 
ftppppj 9Cf} ssf[ iXjjis pui3<j sxno^ 

I tried, but I can’t reach the pulley. 

• You need something to extend your reach. See anything nearby? 
ft 7(pjp(/ 3Cj) Xof CJ3V3X 0} yX0fcj3]t(j 3Cjl 3SJJ 

Okay, I rescued the funny lady and talked with her 

and her son. What should I do now? 

• Some more exploring would be in order. 

• Have you totally explored the carriage house? 

• Did you notice the woman's britches tearing as you pulled her out? 

• Look in the hole in the loft. 
ft \l paw jjnojL }foj 3Cjl Ul 3J0Cf 3Cj} Ut JWU V S3X3Cfj[_ 

How can I open the locked door on the third floor? 

• Did you look at it carefully? 

• Did you look through the keyhole? 

Game Strategy 



• It seems that the key is in the lock on the other side of the door. 

• You need a thin, pointed object to push the key out of the lock. 

'u* c’Joop 9Cji xspun uioxfjno xCxq \df) hojC jjtai onoq :\wcn ;nq ‘qxocn pjnom pvu y 

Where do I get a nail? 

• You can often find nails around broken flooring. 

• Especially flooring that was recently broken. 
ft '2pnjs sven pixxvpq dxaqcn ssnoq sfivixxvo xq\ ui ajoq 3cp jpsep 

I found the nail. How do I get it loose? 

• How would you get a nail loose in real life? 

• Use a hammer! 
ft -\U3W3svq aq\ ui xaumvq v puif uvd no^ 

OK, how do I get the key out from under the door? 

• There are two ways to do it. 

• Either push the key out first, then use a tool with a hook on one end. 

• Or push the key onto something, then drag it out. 
ft 'Sjp/g uacfcn jCsq 3cn 

o? xoop 3q\ xaprn xacjvjsmsu aq\ apijs xo ‘xCsq 3q\ fxvus oj xsqo4 sovj&x)faqi asjq 
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Okay, I finally got up to the fourth floor. What am 

I looking for? 

• Just look around! You'll figure it out. 

• Did you discover another room? Looks like a bedroom.. .in a tower! 

• Look around the room. Look on top of the dresser. 
ft 1! 32j£>J_ nsssjp 3CJ] Jo (lo) UO ijOOCj V SI 3J3CJ 

I found a cool book. What should I do with it? 

• Reading it would be a good start. 
ft(cnaioj Jo 3p\s\no S3aij ocfcn uviu 

PJO )VCj] 3Cf JMSjJ jMJOOJVyy 0} OUUVJ lUOjfsil vOojMPMMl Ml yoocj 3Cf} P3(/SMJ 

I found the book, the trapdoor, and rescued the 

funny lady. What now? 

• Make good use of that book, why don't you? 

• Who does (or did) it belong to? 
ftiyovcj p 3avcf 0} 32ji] pjnoai iujoojvja/ sqjCvy\[ 

Game Strategy 



I went back to town, but I still can’t get past 

Malcolm’s big dog. 

• Maybe you should give him something good to eat. 

• Check the store! Maybe they've got something the dog would like. 
ft-pop 3CfJ 0\ }1 3(lift puv 3X0\S Y>X3U3p 3Cft Uj pXXVCj 3Cft lUOxf SUOCj (f«OS V 

I knocked on Malcolm’s door, but his housekeeper 

Ethel won't let me in. 

• She doesn't know you. If you let her know you had legitimate busi¬ 

ness with Malcolm, she might be friendlier. 

• You have something to give to Malcolm. Show her the reason you 

came. 
ft 'pc{0} poocj stujoojvyy cnocj$ 

I talked to Malcolm, and I'm thoroughly creeped 

out. What now? 

ft cpuvcjsncj xnoxC 

cpicn icfpif pip v aavcj puv ‘xvpxx ‘diuop op noxC fuop xCcjj\\ xCvp pnf v pvp aanoj^ 
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Chapter 3 never seems to end. 

• Here's a list of the things you must do to complete Chapter 3: 
AjjnpJVO ifOOCj 3Cf) 3UIUWXJ JOOjJqfjnof 3CJI UO SJSOlVjp 

fo JS3CJD 3Cjf Jo 40} UO ifOOCj 3Cf) puij J3)U3 0} JOOp 3Cf) UO Aj}f 3Cj} 35fl AjlJ 3Cj) \if) 

0} JOOp 3Cf) UO U3(iv4scn3U 3Cjl JO J32jO(J 3Dt?J(j3Jlf 3Cff 35fj JtlO Ajq 3Cf} CjStuJ 0} JOOp 3Cf) 

UO 2J00J 3CJ} UO Jim 3CJ) 35J) JOOp p3iJ00J 3CJ} fV qOOJ JOOjf pjllfl 3CJJ\ 0} Of) TfJttfS 5VO\ 

fSUJVpq 3J3CJOI 3J0CJ 3CJ] lUOjf 3S00J JWU 3Cf} Jjnrf 0) J3UIIUVCJ 3CJ) 3Sfj jGjJmJ 3CJ) CfllOl 

fSUJVJJ 3aft )3fr Of XjJJtul 3Cff UO ijjojcj0ft4 3Cff 35fj }JJ0jcf0)l4 3CJf 3qVj_ fjoj 3CJf Of 

J3ppvj 3Cjf CJUilQ 3SnOCJ sfivujvo 3Cff Of Of) J3UUUVCJ 3CJf pUlJ 5ilVf5 3tjf UOlOp ofi noA 

3JICJOJ 335 Of S3CJOfVUl 3Cjf 35 fj U34o J00p4vjf 3Cjf ALl4 Of J3ifo4 33Vpfaj\JJCjf 3Sfl AlfUv4 

3Cff Ml fitU 3Cf) CjfV3U3q JOOp 4VJ\ 3CJf pUIJ J33J04 30Vj43J\J 3CJ) f3f) '53CJ3fVlU 3CJf fOf) 

CHAPTER 4 HINTS 

What should I do first today? 

• Explore the house some more. There might be some new things for 

you to see or do. 

• Remember, you hired Harriet in Chapter 3 to help you out with the 

housework. She'll want to know what her duties are. 
-} noA joJ fiuifivm sq jjiai fsuuvpq '5Jtvfsumop o(i no A. Jj 

I’m wandering around, but I can’t seem to find 

anything new to do. 

• Are you actively exploring? 

• Think on multiple levels. Explore all of the rooms in the house again. 
aoojJ' qfjnof 3q) uo op Of jofijof noA $u\qx»uj05 53J3qf 3jqi55o4 s fj 

Game Strategj 



I'm on the fourth floor, but I have no idea what to 

do. I already took the book. 

• Just explore the room with your play cursor. There's bound to be 

something interesting to look at. 

• Why don't you check out the view? 
ftisuofecj fiutppnq \vvp uaas naau aano/C ‘Xspj jno yooj o\ cnopuicn sq} uo sp/Q 

How can I get to that weird building I just spotted? 

• Hmm, I don't know. I don't live around there. Ask somebody who does. 

• Not your husband. He's in a foul mood. What a surprise! 

• Ask Harriet about the building. She can give you some help, 
ft 9ux\\ icjfiu 9cj) \v uiicf ysv hojC - noX 4pq pjnoj smjCj 

Cyrus wasn't much help. He just ran away. 

• Maybe you caught him at a bad time. 

• Try coming back a little later, 
ft 9p4poocn 

9Cji 0} ifJVCJ 31U0D noK. 31U1} }X3li L13(1 3CJ) pOOCU pUj44oCj3 S3C| U3CJCT1 UilCj 0) ijjL’jp 
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I think I’m on the path that leads to the building, 

but it’s washed out! Now what? 

• Do you see something that could work as a makeshift bridge? 

• That tree looks promising. I'll bet someone really strong could push 

it over the gap. 
ft poom s3j-{ (fpcj xof sm/Cj z/sv oq 

I talked to Cyrus when he was chopping wood, but 

he just ran away again! 

• What's the matter? Don't you know how to play follow the leader? 

ft }no pscfsvcn si cpv4 3cp 3X3c\cn noX xof fiui\wan si snxxCj 

I found a telescope near the old greenhouse, but I 

can’t get it to work. 

• That's because there's a piece missing. 
ft ’3(foaS3pj 3Cf} Xlf 01 3JCjV 3Cj ftttoX ft/ pulf ttoX jj '333/(fSM3| 3Cji SJJ 

Where can I find the lenspiece? 

• Don't ask me! Find it yourself! 

• It's on the trail, okay? 
ft;<fti)/ zfjij 3snocfU33xfr 3cj; puv 3fipixq 33X\ 3Cj} U33cnpq jivx; scp uo sjj 

Game Strategy 



I have the lenspiece. How do I fix the telescope? 

• You mean you didn't find the owner's manual in the secret cave, next 

to the bear? 

• GOTCHA! You're reading hints you don't need! Admit it! 
ft/qsaa^ ocfoasppj 3Cjf uo saaitfsusj 2c\\ qotp ;snf 

Hey, I looked through the telescope and saw anoth¬ 

er window on the fourth floor! Is there a hidden 

room up there? 

• Hmm. Could be. You should probably check it out. 
ft1 ■ ’2U3Cj) fiuicft3iuos 3q pjnoj cfiuipuvj xoojf cmnot 

3Cfi uo ppvcn p2]3UV(\ (jiq \vcp 3Di}oj\f csxom 3iuos xoo^f c/pinof 2tp 3xoj(Jx3 noX ^ uop Xqy\\ 

I'm on the fourth floor, but I still can't find the 

hidden room. 

• That's because it's been covered over. Look around, and you'll find where. 

• Notice any suspicious-looking walls up here? 
ft if puicjsq 3ov<is mojjocf v ssuscj; sqij srnss 

}/ (juipuvj xoojf cfjxnof 3cp uo $u\puv<{ c/yacp 3cp q\\cn jjvm quvjcj 'frq 3q\ uo qoiij 
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How do I get through the fake wall? 

• I wouldn't recommend using your hands. You'd ruin your nails. 

• I'd use a tool, if I were you. 
ft'ljvcn ucnop qv99q oj jmuwq 9u\ 9sj) 

I found the creepy hidden attic. What should I do now? 

• Explore the room. Look for new items or clues. 
=3‘iff u9(fo ‘ip/W cMJqi ut qum} v 99$ 

Chapter 4 just never seems to end. 

• Here is the list of things you must do to complete Chapter 4: 
=3* fj9S9noA uoq q\\cn iqfif v 9avq puv ‘uvm 9uocj4 9Cf) cfjtcn uoq 99S ‘smv\s 

-ucnop qovq of) puno9V qooj puv o\\\v U9ppiq 9cp 99\u$ ucnop p qoouq o; jjvcn 9q\ 

uo u9unuvcf 9cp 9SQ 9qvf sjt naoosip ‘pven quvjq 9<q\ uo qotJJ ihupuvj uoojf cpjnof 

9q\ 0} sjw}S(Jn of) 9snoq 9q\ o; qovq ofi puv 9snoqu99u(,19q\ 9av9) p qfinouqi qooj 

0) 9(j0DS9J9} 9Cjl UO 9091^9^ 90) 9SQ '(/« }l qDIcJ pUV 909l(JsU9l 9Cj) pUQ U92j09C] S)I 99 

-aoosip puv 9(Joos9]9) 9cj} cffrnouq) qooj 0) Arp 'acfoasapj 9Cj} puif puv 9snoqu999ti sqi oj 

Of) UoA 90$ 999\ 9CJ1 UC70p SifDOUif 9Q 999q\ SwAj 99$ U0)09S \n0-p9CjSVCn 9q\ Cj}tcn 

pv9} 9Cjj pu/j 9snoqu999fj9Cj} \nocpv smAj 0} qjvj_ £ 99\({vcpj Uf }l op \up\p noAfi 

‘cnopuicn 9q\ \no qooj puv 900jf q}9nof 9q\ oj c/n of) \9\99vpq o] qjv) puv S9iv;siunop of) 

Game Strategy 



CHAPTER S HINTS 

It’s another lovely evening on the charming 

Carnovasch estate. What should I do first? 

• Don't you have a social engagement to attend? 

• A SPOOKY social engagement? 
ft 33U.V3S spuxvYl pn,9\\v puv asnocj afivmvo avp o} oq 

I attended the seance, and I got my hair to stop 

sticking straight up, hut I'm not sure how to pro¬ 

ceed next. 

• The spirit of Carno gave you several clues during the seance. 

• He wants you to go to his secret chamber, remember? 

• Didn't he say something about a dragon? Where did you see one of 

those? 

• You saw a dragon on a strange object in the conservatory. 
ftj/jws '^OQ StVp J3}U9D 3Cj} 

°i paaoui X]snou3}sXm imej s vcj iu9]iwj no (imp aftumis 3Cjj_ Ajo}t?ax3suoD 9cp o; o<) 
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How do I find the dragon in the conservatory? 

• Hmm. We need to shed some light on this question. 

• Perhaps some illuminating information involving lanterns? 
ft/jpm dcj\ uo uopvxp p3\vum 

~njjt uv smcji 'ux3\uvj pifiviU" scji uo uxnjp fcpvsxpo ssyoficffrij ptcfnp cffrnoujj 

Now that I’ve seen the dragon on the wall, what do 
I do next? 

• Search the wall. Notice anything unusual? 
i}ij3uv<l pxjss v psxsaoosip 3anojL iVjioy[ aval xcp \v xCpsop xCxsa yooj 

I’ve made my way into some secret passages. What 
am I looking for? 

• Don't ask me! Just start looking! 
ft 013U 3X3CjOl3MOS MOxC 3^V\ JJlCn \VCft SXO\Va3J3 pUV S|3MP(f )3XJ3S 3Cf} pU/J 

Game Strategy 



I'm in the theatre, but now I can't get back 
through the secret panel! 

• You're right. You can't. Better find another way put. 

• How about through the main doors? 
ft £vcn \vcji )no \a(j uvd noj^ 'aptsui acf) moxf sxoop uwux acp yDojun fsnp 

Chapter 5 never seems to end. 

• Here are the things you must do to complete Chapter 5: 
ft xojxv4 acp ui ;no passvcj uoq puif oq aavsj puv aptsui 

3Cjl lUOXf Sxoop 33\V3Cj\ 3Cjf ifDOfUJ'] 'UI ofi pUV 3X\V3Cf\ 3Cff 0} SpV3] \VCp\ J3UV(j \3XD3S 

3Cjf pUIJ 'S3&VSSV4 133D3S 3Cj\ X3\U3 pUV JJVOl 3Cj\ Uf ]3UV(\ Uapp/Cf 3C{\ puij UX3JUVJ 

UOfivxp acp U0 UJHjP • £.X0\VaX3SU0D 3Cf} 0} op) asnocj afiviXXVD 3Cp Uf 3DUV3S 3Cj} pU3})y 
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CHAPTER 6 HINTS 

So many terrible things haw been going on. What 
can I do to get more information? 

• There's someone you talked to early on in the game who might be 

able to help you. 

• Remember the old fellow who lives just outside of town? 

^■w/oappY °0 

Malcolm's housekeeper won't let me in. How can I 
get past her? 

• You have to show her something to let her know how serious the sit¬ 

uation is. 

• No, not the book. Didn't you find something else that would be sig¬ 

nificant to both Malcolm and Carno? 
^ ouuvj puv MjoDjVjAj fo cj({t>ufro;ocj4 v ncj moejs 

What should I show Malcolm's housekeeper, and 
where do I find it? 

• Look somewhere you just discovered in the last chapter. Like the theatre? 

Game Strategy 



• Look in the makeup room behind the theatre, 
ft 3i\omv 

9Cj) Ul ‘lUOOJ (JmijVUl S?X\V3(\\ 3Cj) Ul SI lUJODJPJ/y yiw OUXVJ fo ci^vxfioiocjcl 9CfJ^ 

I went into the theatre, but I couldn’t find the 
photograph. 

• Did you explore the whole theatre? 

• I didn't think so! Go through the stage left door to the makeup room. 

See anyplace it might be stored? 
ft uioox (jnsijtmt sen Jo sxtoutxu jefj ui yooj 

Malcolm just scared me to pieces with a story about 
evil on the loose. I don’t know what I should do! 

• Well, you could hop the next plane to Fiji... 
ft •o) (jn si uoq \vcyx\ 33s puv suiocj opxs;pej p no^ no/ jop apy 

I ran into the nice phone man in the parlor. He 
seems to think Don is a wacko. 

• Well, yeah... 
ftcjM/0(j xno/C spajfy 
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'• ■ v* 

Chapter 6 never seems to end. 

• Here are the things you need to do to finish Chapter 6: 
^ UVIU 3UOCJ4 3Cj) 0} 'JJVCf UOfl^DSJ 3CjJ 0}UI ofi pUV 3Ul0Cj ifOVCI SOUQ 

lujoojvyy 0) ifjv) puv spisui oq uacjssifssnoci sicf o\ cj4vxfioiocj4 sep cnocf$ 3snoc( 

siujoDjvyy o) ofi puv ueno; oj souq xCpvsxjv jusavc/ no/Cf; ‘3x\V3cp sep puicj3q 

UlOOX (flOjpiM 3CJf Ml 3M0UUV 3cp Uioxf OUUVJ puv lUjOOJVJ/y Jo ep\vxfio\ocp\ 3Cp \3pp 

CHAPTER 7 

I'm totally freaked. I don't know what to do next. 

• Find something in the house that's different. 

• Look for an open door which has previously been closed and locked. 
uiooxijjvp usfio-cnou sen o\u\ op) 

Hey! You told me to go into the darkroom, and now 
Don is trying to kill me! 

• Ain't I a stinker? 
^ mou sej j]3cn sv )Cffiiy\[ auiipmos uoq tuoxfuoo o; pssu nc^ 

Game Strategy 



Don is about to kill me in the darkroom! What 

should I do? 

• You're going to have to use the first weapon you can get your hands on. 

• Like, the one just in reach of your hand. 
ft/Mici\v if onoxcn puv (usuvsp Hitup] ppv junfjns Jo sfffoq acji qvxQ 

I stopped Don from attacking me in the darkroom 

but he still gets me when I try to take the spellbook. 

• Maybe he isn't done reading it yet. 

• You probably didn't lead him far enough away from the darkroom. 
ftyoo(ffld4s 

dCfl f9 fi pUV ZfDPCJ 91U0D U9Cfl 'UlOOXifXPp 9Cfl UlOxf jCvOlV X9CjlXVf UllCf pt>9] U9Cf\ 

'oon\ xo ui9if \HVixo(\ui\ uv (jutssiui jjfis oxv noxC Jj ‘xoaomoyp 92ft>} o; hoq xoJ~uoipv 

91Vlx4ox44v 3Cjl SI SlCjl U9Cj\ '9lUVfi 9Cjl mUflUOD 0\ p99H HOjC fruiCf}Xx9a9 9(lVCf HOlC Jj 

Where should I run to? 

• You might be safer if you're not so obvious. 

• Out of sight, out of mind 

ft ajqissocl x9a9U2cpcn sxfivssvcl \9x02s scfi 0} yoflS 

PHANTASMAGORIA 



Don catches me when I use the secret elevator 

between the third and second floors. 

• Why did you let him do that? 
ft/MOX S}3& 3CJ 3UOj3Cj X0\VC13\3 3cp jjo (Jiunf 

Don keeps catching and killing me! Am I still miss 

ing something important? 

• Do you have the cameo brooch? If not, you'll need something else 

that's sharp. 

• Where in the house did you last see broken glass? 
ft J00lf3Cf} UO ifOOJ 'jCxSSmU 3Cj} Ml SJJ 

Don catches me in the nursery too! 

• Think sharp! 

• No, I don't mean use your cutting wit on him. 
ft uoop 3cp puicp^ XOOjfsCf; UO SSPjfifo pXVCjS 3cp CftlOl UllCj C\V\^ 

Game Strategy 



Am I supposed to just keep running and hiding 

from Don all night? 

• No. There's something really important you need to get. 

• Something Malcolm told you about, remember? 
■Q* '^OO^p^S 3Cj} p33U noj^ 

Where is the spellbook? 

• Don probably found it, don't you think? 

• It was right under your nose a minute ago. 
^ '3\OpO\ \3\U33 3CJ} UO IfOOJ UiOOXXWp 3Cfl Ul SJJ 

I got the spellbook but Don caught me again in the 

darkroom. 

• I know he's your hubby, but you're going to have to whack him. 

• Got any good whacking objects in your arsenal? 
ft pupqsncf psfiuvnp 'psaopcj xnojQ\v A3uimvcj scp atoucfjp 

I'm getting worn out! Anything else I'm forgetting? 

• You need something holy (and 1 don't mean a donut). 
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• If you don't already have a religious item, then think gargoyl 
ft CfUlOf S3UVJAJ Jo ffo spvsq jClVSOU 3Cj) 3ijL>] JUUV 3C[) Of OQ 

es. 

I hid from Don in the crypt, but he came in and got 

me anyhow. 

• You need to defend yourself when he comes after you. 

• Try pushing something heavy on top of him. 

T'Nil# U0G °luo V Hsn(l 3C\\ wo jpjp 

Don used to be such a nice guy. Is there anything I 

can do to appeal to his better nature? 

• Something sentimental might do the trick. 

• Something very special to the two of you. 
ft puvcj fv 3sojD fusmvuuo sviufsucQ uvuiaious 3c/f savcj noX. suns 

Where is the snowman? 

• It's in Don's vest pocket, but not on his person at the moment. 

• I suppose you want to know where Don's vest is now. 
ft iuoou (ins^fvm sejf Jo uoojf 3cjf uo sfj 

Game Strategy 



Don's coming into the makeup room! What should 

I do? 

• Hiding might not be such a bad idea. 

• Hey, don't have so many hang-ups. (Yes, that's a clue!) 
ft ■3A10UUV 3Cjl m 9piJ-[ 

Don caught me in the makeup room, but making 

up was the last thing on his mind. 

• If you have a chance to defend yourself, take it. 

• Give him a good poke! 
ftcojpcf v }nq fruii/orf iojftsn noY ppnocn asp \vc\j 

Don caught me and strapped me into this horrible 

machine, and now he's going to kill me! 

•Uh-oh. You'd better make one last ditch appeal to his good side. 

• Show him something to remind him of happier days when he was sane, 
ft cuviumous \vcp (/n pa^p/c/ noY pwfi noA \ u3\v mojy 
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I showed Don the snowman but he smashed it and 

killed me! 

• Too slow, Adrienne, too slow! 
ft/jajsiy ■ suit} uoiu 3uq 

It looks like the snowman did the trick. Don 

appears to be mesmarized. 

• Now it's your chance to get back at him for all that attitude he's been 

showing. 

• It looks like you really have no other choice... 
i> UlVCfO 3Cj} UO 3903J 3C\\ JJUrf UlijS UCUO MXOjC 3UVS 0} UllCf JJlij 0) 3(lVCj 0) fiuioft SXUOJ^ 

Don is dead, but now this horrible demon is after 

me. What should I do? 

• RUN! 

• Head for the secret passages. See anything different down there? 

Anything broken? 

ft nquivcfo pjD9s souwj oj suw}s 3Cff ucnop unj puv 34}4 u3yo3cj 3cj\ ssonv CjUllJJ 

Game Strategy 



I got inside the secret chamber, but the demon 

came in and killed me. 

• Did you forget to do something? 

VWOOCIHUXIOS'm 

I'm in the secret chamber and the door is bolted, but 

I don't think it's going to hold. What should I do? 

• You have to get the demon back into the spellbook, remember? Like 

Malcolm told you? 
ft '\v\\v am uo uaiop yooqjpcls iwj 

I put the spellbook down, but I don't know what to 

do now! 

• Look around you. There's something in here that you need for the 

spell that will capture the demon. 

• I should say, someBODY has something that you need. 

• Take the talisman from Carno's corpse, 
ft 'yoocjj^S scfi uo utnusijv} sotuvj 

PHANTASMAGORIA 



The book and the stone are in place! What now? 

• You need something else to start the incantation. 

• Something that belongs to you. 

*'<30078 

How do I draw my own blood? 

• Use a sharp object on Adrienne. 
ft SSVjfifo pXVCJS 3Cf} XO cpoojq f>9U9(lo 9Cf} X3Cf}l9 3Sfl 

Okay, I’ve got the book, the stone, and the blood. 

What now? 

• One last thing! A symbol of all that is holy! 

• You need a powerful religious item. 
ft }fOOCJl]9(is 3Cf] 

HO SpVSCj xCxVSOX 9Cfl XO ‘3X0\S 9n\)\\HV 3Cf} UlOXf XlfpttXD 33SH UVD HOj[ 

I think I’m doing everything right to call the 

demon back into the book, but I keep getting killed 

anyway. 

• Take a deep breath, and then... 

ftiJSVd Puv 2f00T/3(^s uo fiu!c/ly(J3a3 lnd 

What? This is the way it ends? My husband is DEAD? 

ft'snoiuA^uouy uoisssssoj diuoiusq §u\pus\\v puv ‘fiw 

-xsffns 'satjv \ou S9Cf }sv9j }y xCvai sicf) ji fo yutcjc}i {usi ‘xswuincj v yfj ssmpuiop 

Game Strategy 



MUST-DO” CLICK THRU 

CHAPTER 1 - SUNDAY, OCTOBER 16TH, 9:00 A M. 

It's your first morning in the house. You and Don have just finished drinking 

coffee. Don has gone upstairs to work on his darkroom. You sit at the 

kitchen table trying to figure out what to do next. You decide to go explor¬ 

ing. 
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^ Stand up from the kitchen 

table. 

^ Search the house and find 

ANY locked door. (This will 

trigger Adrienne to ask the 

realtor for any additional keys 

to the house.) 

^ Walk out of the house to the 

driveway. 

® Drive the BMW into the vil¬ 

lage. 

^ Walk to the realtor's office. 

^ Talk to the realtor and ask him 

about any "additional'' keys to 

the house. 

^ Open the file cabinet in the 

realtor's office. 

^ Select "Donald Gordon's" fold- 

© Walk back to your parked 

BMW. 

Drive back home again. 

Go into the house. 

Use the key to unlock the 

locked library door (the door 

at the end of the little hallway 

off the reception hall). 

Enter the library. 

Look closely at the fireplace in 

the library and discover it is 

fake (by accidentally knocking 

out a brick in the back of it and 

opening up a little hole). 

Look through the hole in the 

fireplace and see a hidden room 

behind it. 

Lind a black onyx figurine on 

the desk in the library. 

Look closely at the black fig¬ 

urine in inventory, see a but¬ 

ton on it and press it. Discover 

the figurine is really a letter 

opener when a blade pops out. 

Game Strategy 



^ Use the letter opener to 

loosen the crumbling mortar 

on the loose bricks in the fire¬ 

place. Remove the bricks to 

enlarge the hole. 

^ Crawl through the enlarged 

hole to enter the hidden room. 

Discover a small chapel on the 

other side. 

^ Walk to the altar at the oppo¬ 

site end of the chapel. Notice 

a wooden box on the altar. A 

very large Bible rests on top of 

the wooden box. 

Remove the Bible from the top 

of the wooden box and place 

it on a nearby Bible stand. 

Now open the wooden box. 

Oh, oh! It seemed like some¬ 

thing. . .awful.. .came out of 

the box! Could it have been 

your imagination? You hear an 

alarmed shout from Don 

upstairs! You momentarily for¬ 

get the box and run up to 

make sure he's all right. 
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CHAPTER 2 - MONDAY, OCTOBER 17TH, 10:00 A M. 

It's the next morning. You are happily typing away on your computer in 

your bedroom. Don comes in and yells at you for not buying drain clean¬ 

er like he had “told" you to do yesterday. You don't remember him “ask¬ 

ing" you to buy any drain cleaner. Indignantly you stand up and tell 

him so. A small fight over the issue ensues. At the end, Don stomps out of 

the room while you stand there fuming. 

Game Strategy 



Open the dresser drawer in the 

bedroom and find a five dollar 

^ Take the five dollar 

bill from the dresser drawer (if 

you haven't already). 

^ Walk out of the house to the 

driveway. 

^ Drive the BMW into the local 

village again. 

^ Walk to the general store. 

Talk to the storekeeper about 

buying some drain cleaner. 

^ He sets a bottle of sulfuric acid 

on the counter and charges 

you $4.75. Give him the five 

dollar bill. He gives you a 

quarter change and the drain 

cleaner. You automatically 

drop the quarter in a "Help the 

Helpless" donations canister. 

The storekeeper will now 

engage in* a short conversation 

with you in which he will 

mention Malcolm. 

^ Walk back to your parked BMW. 

^ Drive back home again. 

^ Go into the now-open carriage 

house and talk to Don who 

will then leave and go back to 

the house. 

® Walk upstairs to the second 

floor. 

Knock on Don's darkroom door. 

Don will reluctantly answer the 

door, but will not let you in. 

You will have a short conversa¬ 

tion with him: You ask him 

about dinner, and he will tell 

you to go make it. At the end, 

before he shuts the door in 

your face, you will automatical¬ 

ly give him the drain cleaner (if 

you hadn't already given it to 

him in the carriage house). 
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CHAPTER 3 - THURSDAY, OCTOBER 20TH, 12:30 P.M. 

You and Don are having a picnic hy the gazebo on this beautiful autumn 

day. Don is still in a grouchy mood and you're trying to cheer him up. 

Suddenly his head begins to pound with a bad headache. He abruptly 

cuts short the picnic, and then staggers to the bedroom to lie down. As you 

begin to pick up the picnic items, you suddenly see a strange figure peering 

at you from behind a nearby tree. 

Game Strategy 



Walk to the nearby tree to 

check out this strange person. 

Meet Cyrus either behind the 

tree or near the carriage house. 

He tells you that you need to 

"come to the barn to help Ma." 

He then runs off toward the 

direction of the carriage house. 

Before going to the carriage 

house, go back into the house. 

^ Get the poker by the fireplace 

in the dining room. 

^ Walk to the kitchen. 

^ Open the drawer by the 

kitchen table and find a book 

of matches. 

£jp Take the book of matches. 

^ Go into the pantry. 

^ Turn on the light in the pantry. 

^ Remove the rug from the floor 

of the pantry and reveal a trap¬ 

door. 

^ Use the poker to pry open the 

stuck trapdoor. You see a set of 

steep stairs going down into 

darkness: 

^ Use a match to light your / 

way down the dark stairs. At 

the bottom of the stairs you will 

automatically light a lantern 

hanging on the wall. The lantern 

light will reveal the basement. 

^ You see an old hammer lying 

on the floor. Pick it up. 

^ Go back up the basement 

stairs to the pantry. 

£jp Walk out of the house to the 

driveway. 

^ Go into the carriage house. 

^ See Cyrus looking up at a 

small woman stuck in a hole 

up to her waist in the hayloft 

above the stables. She is 

yelling for help and Cyrus is 

wringing his hands. Climb the 

ladder up to the hayloft. 

« 
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^ Take the pitchfork you see 

leaning against the wall in the 

hayloft. 

^ Stand at the edge of the 

hayloft and use the pitchfork 

to help snag the pulley rope 

dangling just out of reach. Pull 

the rope toward you with the 

pitchfork. You will grab the 

rope and then attach the pulley 

hook to the woman's trousers. 

You will then have Cyrus pull 

on the other end of the rope 

from where he is standing 

below the hayloft. Pulling on 

the rope helps haul the woman 

out of the hole. Unfortunately, 

she rips her pants on a nail on 

the way out. She stands up, 

brushes herself off, and then 

introduces herself and her son 

to you. They are Harriet and 

Cyrus Hockaday. She then 

climbs down from the hayloft, 

leaving you standing alone 

there. 

^ Look into the hole where Harriet 

had previously been stuck. See a 

large nail in the hole. 

^ Use the hammer to pry out 

the nail. Take the nail. 

Climb down the ladder 

from the hayloft. 

^ Talk to Harriet some more 

and eventually hire her and 

Cyrus to help with chores 

around the house. 

^ Leave the carriage house and 

go back to the house. 

(jp Walk back up to the third 

floor hallway. 

Use the nail to poke the key 

out of the closed and locked 

door. Then retrieve the key in 

one of two ways. 

^ If you have the newspaper and 

not the poker, you need to put 

the newspaper under the door 

BEFORE poking the key out of 

the lock. 

^ The key will fall to the floor 

on the other side of the 

door.. .out of reach of your 

hand. 

Game Strategy 



paper under the door, 

you can now pull the key out 

with the newspaper. 

^ If you have the poker, use the 

"hook" part of the poker to 

reach under the door and get 

the key. 

seen before. It seems to be on 

the other side of the island. 

Leave the' tower room and go 

back downstairs. 

Go out to the driveway. 

Drive the BMW to town. 

Walk to the general store. 

Take a bone from the compli¬ 

mentary soup bone barrel in 

the general store. 

Leave the store and walk back 

to the parking lot. 

Use the key to unlock the 

door. Go in and discover 

another set of stairs going up 

to a fourth floor landing. You 

will see a door there. 

Open the door in the fourth 

floor landing and enter a small 

tower bedroom. 

See an old book lying on top 

of the chest of drawers. Take 

the book. 

Examine the book closely in 

inventory. Open it and notice 

that the book once belonged 

to Malcolm. Look out the win¬ 

dow and notice a building not 

Walk toward a house you can 

see in the distance from the 

parking lot. 

Open the mailbox and notice 

a letter addressed to "Malcolm 

Wyrmshadow." 

^ Give the bone to Malcolm's 

dog. The dog will now take 

the bone and go away. 
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© Open the gate and enter the 

yard. 

^ Knock on Malcolm's door. 

^ Give Malcolm's book to the 

housekeeper and tell her you 

found it at the Carnovasch 

Estate - your house. Tell her 

you must talk to Malcolm 

about the house. 

^ She will then let you in to talk 

to Malcolm. Malcolm will be 

very mysterious, and won't tell 

you much. When you are 

through talking to Malcolm, his 

housekeeper will escort you out. 

^ Walk back to the parking lot. 

Drive your BMW 

back to the house. 

After you pull into 

the driveway and get 

out of the car, Don 

will walk up and 

demand that you not go 

to town again. He tells 

you that he wants you to stay 

here, and to not talk to those 

"stupid townspeople.'' You 

argue with him about that, and 

tell him that he can't order you 

around. As you walk away from 

him, he mutters under his 

breath, "We'll see about that." 

will open the door, but will 

not let you see Malcolm. 

Game Strategy 



CHAPTER 4 - FRIDAY, OCTOBER 21ST, 7:00 A.M. 

It is early morning, and you are in the bathroom brushing your hair in 

the mirror. You are still wearing your nightgown. Don comes in wearing 

nothing hut boxer shorts. He begins to kiss you lightly on the neck and 

acts as if he wants to make up. You would like to make up, too. You've 

been worried about him, he just hasn't been himself for several days. You 

begin to react to his caresses. However, as nice as this is, this romantic 

bliss won’t last for long. A minute later, a terrible look comes into Don's 

eyes, and his tender caresses turn into a primal, animal lust. This is no 

love scene. It turns into a vicious act of sexual aggression. 

A little later, you finish dressing in the bedroom. You feel hurt and con¬ 

fused. Don has never been like this before! You don't know whether to be 

worried for him.. .or frightened of him. 
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^ Go downstairs and meet 

Harriet in the reception hall. 

You will automatically give her 

some chores to do around the 

house today. 

^ Leave the house through the 

dining room door. You will 

notice Cyrus poking around 

the woodpile teasing your cat. 

Admonish Cyrus for that. 

^ Cyrus runs off and leaves you 

standing there. Wander 

around the grounds or go back 

into the house. When you 

come back outside, find Cyrus 

at the woodpile chopping 

wood. 

^ Talk to Cyrus and ask him 

about the little building you 

saw out the tower room win¬ 

dow. He will tell you that he 

knows how to get there. He 

will run off and tell you to fol¬ 

low him. 

^ Walk south of the crypt, to the 

place where part of the trail 

has been washed away. You 

will find Cyrus waiting for you 

there. He will automatically 

knock down an old dead tree 

to cross the gap between the 

trails. He will then hear his 

mother calling for him and run 

back to the house. 

^ Carefully cross the old tree to 

get to the other side of the 

trail. Continue along it. 

^ You will come to another part 

of the trail where you will see 

something small and metallic 

glinting in the sun. Pick it up. 

You will see that it looks like a 

lenspiece or something. You 

carry it with you. 

^ Continue along the trail and 

discover the little building that 

you had seen from the tower 

room window. It is an old 

greenhouse. Behind the green¬ 

house you see a brass tele¬ 

scope pointing toward the big 

house. 

^ Look through the telescope 

and notice that it's missing its 

lenspiece. 

Game Strategy 



^ Put the lenspiece that you 

found into the telescope. 

scope, but find that it's 

rusted in place. 

Look through the telescope 

and see the rooftop portion of 

your house. You see the tower 

room window where you were 

before. But wait! There's another 

window up there next to the 

tower room. But you didn't see 

another room up there... 

^ Head back to the house. 

Automatically hear the sound 

of a car pulling into the drive¬ 

way as you near it. 

^ Go into the house. See that a 

telephone man has arrived and 

is installing your phone in the 

reception hall. Talk to him. 

^ Go upstairs to the fourth floor 

landing. 

^ Look at the big paneled wall 

on the opposite side of the 

tower room door. Press in on 

the wall. Notice that it feels 

hollow in the middle and 

moves in a bit. 
% 

(jp Use the hammer on the 

paneled wall to tear it 

down.. You will discover a hid¬ 

den door behind the paneling. 

Go through the now-uncovered 

door and discover the attic, 

^ Once you've explored the attic, 

go back downstairs to the recep¬ 

tion hall. 

As you come down the front 

stairs you will see Don hassling 

the telephone man and accus¬ 

ing him of flirting with you. He 

will warn the telephone man to 

stay away. The man will be 

denying Don's accusations and 

trying to leave. You attempt to 

get Don to apologize, but it's 

too late,- the telephone man 

hastily leaves, and Don walks 

away after giving you a nasty 

look. 
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CHAPTER 5 - FRIDAY, OCTOBER 21ST, 8:30 P.M. 

You had gone upstairs and laid down on your bed after that last argu¬ 

ment with Don. You were so upset you didn't know what to do! After 

shedding a few tears over your recent ordeals with Don, you had fallen 

fast asleep. You now dream that a trickle of blood runs down your face. 

Waking up in fear, you cjuickly scan the room, making sure everything is 

all right. Okay, slow down... it was only a dream. You look at your 

watch and see that it's 8.-30 at night. Looking out the bedroom door, you 

wonder where your husband is. 

Game Strategy 



^ Leave the bedroom. 

^ Go downstairs to the recep¬ 

tion hall. Cyrus will come in 

the door and say that his 

mother wants you to come to 

the carriage house for a 

seance. He will then leave the 

house. 

^ Leave the house and go to the 

driveway. 

^ Go into the carriage house. 

^ Attend the seance with Harriet 

and Cyrus, and enjoy a super¬ 

natural experience with Carno, 

the magician who lived in the 

house a hundred years before. 

He will give you a clue, say¬ 

ing. . ."the dragon will show 

the way." Hmmm. What does 

that mean? 

^ After the seance, leave the car¬ 

riage house and go back to the 

house. 

® Go up the stairs to the third 

floor. 

^ Walk to the conservatory, the 

room opposite your bedroom. 

^ You will notice that a strange 

lantern-like device has "magi¬ 

cally" been placed on the dais 

in the center of the round 

room. (Previously, the device 

had been on a table by the red 

couch in the same room.) 

Click on the lantern-like 

device. It will suddenly light up 

and project an image of a drag¬ 

on on the wall by the door. The 

dragon will flicker momentarily 

and then the lantern-like device 

will go out. You cannot turn it 

on again. 

^ Walk to the wall where you saw 

the image of the dragon. Click 

on the wall and a secret panel 

will open. 

Go through the secret panel 

into a secret passage. 

^ Follow the secret passage to a 

lift. Go down the lift to a sec¬ 

ond floor secret passage. 

^ Follow the new secret passage 

to another lift. Go down this 

second lift to a first floor 

secret passage. 
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^ Follow the first floor secret 

passage straight ahead until 

you see a button on the wall 

^ Press this button on the first 

floor secret passage wall. 

Another secret panel will open 

up. Go through it. You will find 

yourself in a new place.. .the 

theatre! Unfortunately, the 

secret panel door quickly closes 

behind you and you can't figure 

out how to open it again. 

^ Go to the theatre door and see 

that it can be unlocked from 

this side. Good. Unlock the 

door and leave the theatre. 

You now enter the reception 

hall where you hear some 

strange snoring sounds coming 

from the couch by the fire¬ 

place. You go over to investi¬ 

gate. Ugh! There's Don, dead 

drunk on the couch, his hand 

touching an empty whiskey 

bottle on the floor. Totally dis¬ 

gusted, you decide to just 

leave him there and go on up 

to bed for the night. 

Game Strategy 



CHAPTER 6 -SATURDAY, OCTOBER 22ND, 9:20 A M. 

The next morning, while getting dressed, you think about Don's drunken 

state last night. You decide to go downstairs and check on him. You find 

him sitting on the same couch where you had left him, his head cradled 

painfully in his hands. He looks terrible, but yet, seems small and vulnera¬ 

ble this morning. Suddenly—you can't help it—you throw yourself at his 

feet and beg him to leave this place... to just get out of here. Them's fightin' 

words. He jumps up and raises his arm as if to strike you, but is stopped 

by a knock at the door. He goes to answer it. It's the telephone man. He's 

come back to finish the job he started yesterday. Reluctantly Don lets him 

in, telling him to “hurry up and do the job." Don then shoots you a warn¬ 

ing look, and goes back upstairs. 
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^ From the reception hall, walk 

to the theatre. 

^ Go through the door to the 

left of the stage. You will now 

be in the make-up room 

behind the theatre. 

^ Open the armoire in the 

make-up room. You will see an 

old photograph in the 

armoire. 

^ Take the old photograph. 

tograph in inventory. 

You will see that it is a picture 

of Carno and a young boy. 

On the back of the photo is 

written, "Carno and Malcolm, 

1897." 

^ Leave the theatre. 

^ Walk out of the house to the 

driveway. 

^ Drive the BMW to the village. 

^ Walk to Malcolm's house. 

Knock on Malcolm's door. 

The housekeeper will answer. 

Give her the old photograph 

of Carno and Malcolm. Tell 

her that you desperately need 

to talk to Malcolm. She makes 

you wait at the door while she 

shows the photo to him. Then 

she comes back and lets you 

in. Malcolm has decided to 

tell you everything. 

^ Malcolm reveals all that he 

knows. He tells you that an 

evil demon exists in the 

house, conjured forth by 

Carno long ago. You tell him 

that Don has been acting very 

strangely lately. Malcolm 

thinks that Don must be pos¬ 

sessed by the demon, just as 

Carno had been. Malcolm 

tells you there might be a 

chance to save Don, but he's 

not very confident about that. 

Fie tells you how you can 

conquer the evil demon with 

the spellbook you found in 

the chapel. 

^ Leave Malcolm's house and 

walk back to the parking lot. 
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^ Drive your BMW back to the 

house. 

Go back into the house. As 

you enter the reception hall, 

you will see that the telephone 

man is just finishing up. He 

tells you that the phone is now 

working. You thank him and 

he leaves the house. Beyond 

your sight, out in the drive¬ 

way, the poor phoneman is 

now axed to death by Don, 

who has totally snapped. 
% 
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CHAPTER 7 - SATURDAY, OCTOBER 22ND, 3:30 P.M. 

The telephone man has just left, and you're up in your bedroom. You 

remember what Malcolm told you about the demon. You're inclined to 

believe him and you're scared. You don't know if you have the strength or 

the courage to follow his instructions. You grab a suitcase and begin to 

pack your clothes. Hurry you've got to get out of there! Suddenly your 

eye falls upon a photo by the bed. You pick it up and look at it, tears com¬ 

ing to your eyes. It was taken a year ago, when you and Don were vaca¬ 

tioning at the lake. You were so happy then, so much in love. A new deter¬ 

mination washes over you. You can't leave Don like this,- you've got to do 

what Malcolm told you to do. 
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^ If you do not have the cameo 

brooch in your inventory, go 

directly to the nursery. 

(|) Notice the glass shard on the 

nursery floor. Pick it up. 

^ If you do not have the crucifix 

in your inventory, walk to the 

chapel. 

Once in the chapel, walk to 

the right of the door. Feel 

around on the wall-there is 

another button for a secret 

panel there. Good, you found 

it! Go through this new secret 

panel. You will now find your¬ 

self in an underground tunnel. 

£p Follow the full length of the 

tunnel. You will come to the 

end of it and suddenly find 

yourself in the crypt. 

? Look closely at the sar¬ 

cophagus nearest the 

door. You will notice some 

rosary beads on top of it. 

Take the rosary beads. 

Now head back through the 

underground tunnel. See a 

button on the wall at the end 

of the tunnel? 

Press the button, and the 

secret panel will open. Go 

through the secret panel. You 

will find yourself in the chapel 

again. 

(jp Leave the chapel. 

(jp Walk to the theatre. 

(p Once in the theatre, go to the 

make-up room. Notice Don's 

vest lying on the floor. 

Look closely at the vest. You 

will notice the little Christmas 

snowman still in his pocket. 

Take it. 

£p Leave the make-up room and 

the theatre. Go upstairs to the 

second floor hallway. You will 

see that the darkroom door is 

wide open. An eerie red light 

shines out through the open 

* door onto the hallway floor. 

^ Go into the darkroom. 

The whole place is lit up by a 

red light. You will notice a 

mess of torn photographs of 
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yourself stuck haphazardly to 

the wall. While you look at 

these photographs, a bright 

light suddenly turns on in the 

room. You whirl around to see 

Don--he is totally berserk, with 

make-up smeared all over his 

face! Don grabs you and begins 

to choke you. You fall back 

against some shelves, trying to 

get his hands away from your 

throat. You notice the open 

bottle of drain cleaner within 

reach of your hand. 

^ Hurry, grab the bottle! Throw 

the acid in his face! 

^ Now, while Don is trying to 

rub the burning acid off of his 

face, you can take a second or 

two to look around. You will 

notice the spellbook on the 

center table. 

^ Run out of the darkroom and 

up to the nursery. If you don't 

already have the piece of glass, 

pick it now and hide behind 

the door. 

^ When Don comes in, stab him 

with the glass shard and run 

back to the darkroom and pick 

up the spellbook. 

^ At this point, since you have 

everything you need to end 

the game, Don will automati¬ 

cally get you.. .but that's okay! 

That's supposed to happen 

once you have acquired the 

Christmas ornament, the spell¬ 

book, an item to draw blood 

(the brooch or the glass shard), 

and a holy item (the rosary 

beads or the crucifix). 

The next thing we see is Don 

putting you into the torture 

chair in the theatre. He has 

manacled one wrist and is now 

working on your ankles. 

However, you still have one 

hand free. Hurry and show 

him the Christmas ornament 

before he grabs your other 

wrist! 

Don takes the Christmas 

ornament and stands up with 

it. You can see the pendulum 
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blade of the chair in a cocked 

position behind his back. You 

tell him you love him, you 

plead with him, you try to get 

him to realize what he's doing. 

It will be for naught, though. 

During the time that he is 

standing up and looking at the 

ornament, pull the lever of the 

chair with your free hand. This 

will cause the blade to come 

down and kill him. If you don't 

do this, he will kill you. 

Don is now lying on the floor 

dying. You quickly unmanacle 

yourself and go to him. He 

seems himself now. He says 

your name before he dies. You 

begin to cry. There's not 

much time for grief, 

though, for now the 

house trembles and 

shakes, and Don's body 

falls through a large 

crack in the floor. Then up 

through that same crack a hor¬ 

rible being arises.. .a demon! 

The demon turns and looks at 

you wickedly. Now run to the 

now-open theatre secret panel 

and go into the secret passage. 

The demon will follow you 

into the secret passage. You'll 

find the first floor lift blocked 

with fallen timbers. Your only 

choice is to go down those 

ste^p stairs and deal with the 

large hole. 

Once at the large hole, you 

will notice that a water pipe 

broke during the trembling 

and shaking of the house. The 

broken water pipe crosses the 

large hole and it is now within 

your reach. Quickly jump up 

and grab it and cross the large 

hole. 

Once on the other side of the 

hole, run down the stairs to 

the bottom. There you will 

find a closed door. 

Once inside the room, close 

the door quickly and bolt it. 
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^ Now you may turn and look 

around. You are in Carno's 

secret chamber. You notice an 

altar in the middle of the room, 

and Carnos corpse near it. 

^ Place the spellbook on the 

altar. Open the book and turn 

to the proper page. You will 

begin to haltingly translate the 

spell. The first thing you need 

is a talisman. 

^ Take the malachite talisman 

from Carno. 

^ Place the talisman on the open 

page of the book. 

^ Now you need blood from a 

living person. Who..You are 

the only living person in this 

room. You need something to 

cut yourself with. Use either 

the pin of the opened brooch, 

or the glass shard to draw 

blood from your index finger. 

Hold your bleeding finger 

over the book. Let the blood 

drip freely onto the talisman. 

^ You now need a holy item. 

Use either the rosary beads or 

the crucifix and place them on 

the spellbook. You hear the 

demon pounding at the door. 

The door is now splinter¬ 

ing. Before long, the beast 

will burst into the room! 

While you are reciting the 

incantation, the door suddenly 

explodes open and we hear an 

unearthly scream. The demon 

is literally being drawn toward 

the open book. It tries to fight 

it, but it can't. The talisman, 

the blood, and the demon are 

sucked down into the very 

bowels of the book. Then sud¬ 

denly, it slams shut and all is 

silence. It is over. You open 

the front door of the house 

and walk down the driveway, 

your face a blank mask. You 

leave the house behind you. 
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DID YOU TRY... 

CHAPTER 1 

Did you... 

look in the dining room mirror and notice that the reflection of 

the portrait over the fireplace is different from the portrait itself? 

go behind the bar in the reception hall and notice the bottle of 

absinthe? 

pet the cat on the couch in the reception hall? 

get your first fortune from the fortune-telling machine in the 

reception hall? 

play the player piano in the reception hall? 
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lie down on the bed in Carno's bedroom? 

open the wooden jewelry box in Carno's bedroom and see Carno's 

ruby ring? 

open a dresser drawer in Carno's bedroom and notice the cigarette 

case containing three cigarettes? 

^ open the vanity drawer in Marie's bedroom and see the letter writ¬ 

ten from Marie to her lover Gaston? 

have various conversations with Don in his darkroom on the sec¬ 

ond floor? 

turn on the water in the darkroom sink while Don was underneath it? 

examine the strange contraption in the collectibles room and 

notice a wierd electrical arc emanating from it? 

examine the small "cloud" hovering above the crib in the nursery? 

try to get the teddy bear in the nursery? 

look more closely at the small painting lying on the floor of the con¬ 

servatory? 

examine the large painting on the easel in the conservatory and 

find nothing but streaks of paint? 

look in the large vase on the floor of the conservatory and find a 

blood-stained gardening apron with a large "H" embroidered on it? 

notice the strange lantern on the table by the red couch in the 

conservatory? 

notice your laptop computer open and turned on in the bedroom? 

use the various toiletries by the sink in the bathroom? 

try to enter Carno's tomb from the outside? 

try to open the locked carriage house door? 

open the mailbox in front of Malcolm's house and notice a letter 

addressed to "Malcolm Wyrmshadow?" 

Game Strategy 



open the desk drawer in the library and notice a letter written 

from Carno to his friend Jeremiah? 

open the old magazine lying on the library table and read an arti¬ 

cle about Carno's magic show? 

open the Bible in the chapel and notice Carno's family tree? 
% 

CHAPTER 2 

get your next fortune from the fortune-telling machine in the 

reception hall? 

notice the dropping level of absinthe in the bottle behind the bar 

in the reception hall? 

check on the strange phonograph music coming from up in the 

collectibles room? 

check on the eerie baby's cry coming from in the nursery? 

examine again the large painting on the easel in the conservatory 

and notice more streaks of paint than there were before? 

give the drain cleaner to Don in the carriage house? 

enter the antique store? 

ask the proprietress of the antique store about Carno? 

look into the display case of the antique store and notice the cruci¬ 

fix? 

go into the realty office and notice the realtor with the slinky 

blonde? 

knock on the door of Malcolm's house in this chapter? 

open the wooden box on the altar in the chapel and notice the 

bizarre spellbook within it? 
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CHAPTER 3 

talk to Don while he was lying on the bed with a terrible headache? 

look more closely at the monitor of the laptop computer in the 

bedroom and notice the strange text? 

notice again the dropping level of absinthe in the bottle behind 

the bar in the reception hall? 

get your next fortune from the fortune-telling machine in the 

reception hall? 

go down into the basement and hear the sounds of a woman sobbing? 

examine the large painting on the easel in the conservatory again 

and notice even more paint streaks and daubs? 

talk to Harriet while she was sitting and peeling potatoes in the 

carriage house? 
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talk to Cyrus while he was sitting and skinning the rabbit in the 

carriage house? 

give the tarot cards to Harriet while she was sitting and peeling 

potatoes in the carriage house? 

use the newspaper to catch the key when you poked it with the 

nail in the third-floor hallway? 

read all five of the articles in the scrapbook of old newspaper clip¬ 

pings that the proprietress of the antique store showed you? 

go into the realtor's office and talk to the realtor about the tele¬ 

phone man coming to your house the next day? 

CHAPTER 4 

examine the large painting on the easel in the conservatory again 

and notice that the painting is now becoming more complete? 

look in the mirror in the collectibles room and notice a terrible 

vision of Carno murdering his wife Regina? 

examine the gold necklace that "magically" appeared in Carno's 

bedroom and then hear the voices of a man and a woman arguing 

about it? 

pet the cat on the couch in the reception hall in this chapter? 

notice again that the level of absinthe in the bottle behind the bar 

in the reception hall has dropped even more? 

get your next fortune from the fortune-telling machine in the 

reception hall? 

give the tarot cards to Harriet when you first meet her at the bot¬ 

tom of the stairs? 

give the tarot cards to Harriet while she is washing the dishes in 

the kitchen? 

notice Harriet cleaning in various places in the house? 

PHANTASMAGORIA 



talk to Cyrus in the carriage house after Harriet is through clean¬ 

ing in the house? 

enter the old greenhouse at the end of the trail? 

pick up the trowel lying on the greenhouse floor and then see a 

horrible vision of Carno murdering his wife Hortencia? 

look in the large clay pot in the greenhouse? 

talk to the telephone man in the entryway of the parlor? 

ask Lou, the proprietress in the antique store, some more questions? 

try to see Malcolm again in this chapter? 

look in the mirror in the attic and notice an odd shimmering of the 

strange wooden contraption behind you? 

look closer at the portraits of four women in the attic? 

open the trunk in the attic and look at the various items within it? 
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CHAPTER 5 

look closer at the monitor of the laptop computer in the bedroom 

and notice the odd text? 

examine the large painting on the easel in the conservatory again 

and notice that the painting is becoming ever more complete? 

look in the mirror in the attic and see an awful vision of Carno 

murdering his wife Leonora? 

open the dresser drawer in Carno's room and notice one cigarette 

missing from the cigarette case? 

notice again the ever-dropping level of absinthe in the bottle 

behind the bar in the reception hall? 

get your next fortune from the fortune-telling machine in the 

reception hall? 
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look in the mirror in the dining room and see a horrific vision of 

Carno murdering his wife Victoria? 

look closely at the fishpond in the yard and discover the dead 

body of your cat Spazz? 

pick up a red rose that "magically'' appeared by the gazebo in the yard 

and then see a vision of Marie and Gaston plotting Carno's death? 

discover the secret panel leading into Marie's room from the secret 

passages? 

discover both secret panels leading into the chapel from the secret 

passages? 

find a recently-discarded cigarette butt in the secret passages? 

discover the underground tunnel leading to Carno's crypt? 

eventually make your way into Carno's crypt? 

notice the names inscribed on all five sarcophagi in the crypt? 

use the poker to pry open the lid of "Carno's" sarcophagus? 

use the poker to pry open the lid of Marie's sarcophagus? 

examine the strange chair sitting on the stage of the theatre? 

CHAPTER 6 

look behind the bar in the reception hall and notice that the 

absinthe bottle is now gone? 

get your next fortune from the fortune-telling machine in the 

reception hall? 

talk to the telephone man in the reception hall? 

look closely at one of the wine casks in the basement and see a 

horrible vision of Victoria's corpse bobbing around in the red wine 

in the cask? 

look into the flip-card machine on the stage in the theatre and see an 

unsettling vision of Marie trying to kill Carno with his torture chair? 
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^' look into the mirror in the make-up room and see a ghastly vision 

of Carno with his disfigured face? 

notice the broken laptop computer on the desk in the bedroom? 

^" examine the large painting on the easel in the conservatory again and 

notice that it is almost complete.. .but you still can't tell what it is? 

take the cameo brooch from the old trunk in the attic? 

look into the vanity mirror in Marie's room and see a mysterious 

vision of Carno attacking Gaston? 

find the empty absinthe bottle in the secret passages? 

talk to Harriet and Cyrus in the carriage house and find out that 

they are packing up and leaving? 

trade the cameo brooch for the crucifix in the antique store? 
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CHAPTER 7 

examine the large painting on the easel in the conservatory for the 

last time and see that the painting is now complete and is the por¬ 

trait of a demon? 

take the shard of glass from in the nursery? (You can only do this 

if you don't have the brooch.) 

^ get the rosary beads lying on top of Marie's sarcophagus in the 

crypt? (You can only do this if you don't have the crucifix.) 

try to open the front door of the house and go outside but find 

that the house won't let you leave now? 

try to open the dining room door of the house and go outside but 

find that the house won't let you leave now? 

try to use various "weapons" on Don while he is chasing you around 

the house,- i.e. the hammer, the poker, or the shard of glass? 

try to go through the secret panel into Marie's room while Don is 

chasing you around the house and find the body of the telephone 

man? 

go into the theatre and discover dead Harriet while Don is chasing 

you around the house? 

run into the underground tunnel while Don is chasing you around 

the house and find Cyrus's corpse? 

run into the crypt and hide in Marie's sarcophagus while Don is 

chasing you around the house? 
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OBJECT LIST 

OBJECT FOUND USAGE 

Cameo Brooch In the trunk in the attic Trade for crucifix in antique store. 

Use to draw blood during spell. 

Christmas Ornament In the theatre make-up room Use on Don to try to save yourself 

from him. 

Crucifix In the antique store Use with the spell to send the 

demon back. 

Doc Bone In the general store Use on dog at Malcolm's house. 

Drain Cleaner In the general store Given to Don. Use as a weapon 

against Don. 

Five Dollar Bill In Adrienne's bedroom 

dresser drawer 
Use at the general store to buy 

drain cleaner. 

Glass Shard In the nursery Use as a weapon against Don. Use 

to draw blood during spell. 
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OBJECT FOUND USAGE 

Hammer In the basement Pry nail from hole in hayloft. 

Knock down the false wall on the 

fourth floor landing. Protect 

yourself from Don. 

Lenspiece On the trail to the 

greenhouse 

Use on the telescope to fix it. 

Letter Opener 

(Black Onyx figurine) 

On the library desk Use to remove brick from library 

fireplace. 

Library Key At the realtor's office Use to open the library door. 

Malcolm's Book In the fourth floor tower 

bedroom 

Shown to Malcolm's housekeeper. 

Given to Malcolm. 

Matches In the kitchen drawer To light up the basement. 

Newspaper In the reception hall Get the 3rd floor stairwell key out 

from under the door. 

Photo of Carno & 

Malcolm 

In the armoire in the theatre 

make-up room 

Shown to Malcolm's housekeeper. 

Given to Malcolm. 

Poker By the dining room fireplace Pry up the trap door in the pantry. 

Get the3rd floor stairwell key out 

from under the door. Opening 

sarcophagus lids. Protecting 

yourself from Don. 

Rosary Beads On top of Marie's sarcophagus Alternate holy item to use with the 

in the crypt spell to send the demon back. 

Spellbook In the darkroom Use to make spell in secret chamber. 

Stairwell Key In the stairwell door keyhole On the stairwell door. 

Talisman In the secret chamber Use with the spell to send the 

demon back. 

Tarot Cards In Marie's room Given to Harriet. 
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MAPS 

Carnovasch Estate Island 

/ fath to 
Greenhouse 

FormaTGarden © 

(Sate to 
Garden 

Driveway 
larriage 
House 

Carno's 
Island 

Bridge to 
Mainland 
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The Town - Nipawomsett Island 

Path to 
Malcolm’s 

Malcolm's 
House 

rdf Parking Lot 
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The House: First Floor 

% 

Library Stairs T 
Downward 

Ritual 
Chamber 

Kitchen 

Stairs 

Part of Crypt That 
is Above Ground 

Entrances to Secret Passages 

Chapel 
Lift to 2nd 
Level Only 

Stairs Down to 
Ritual Chamber 
Hallway 

Crypt 

Secret Passage 

Secret 

Passage 

Pantry 

Entrance to < 
Secret Passage Reception Hall 

Makeup Room 

Theatre 

Dining 
Room 

Entry 

Front Doo' 

from 
1st floor to 2nd 
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The House: Second Floor 

Lift to 3rd Floor 
Secret Passage 

Stairs from 
Ground Floor 

to 2nd 

Uft to Pint 
Floor Secret Passage 

Secret Passage 

— 
Collectibles 

Room 

Carno's 
Bedroom 

^arkroom 
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The House: Third Floor 

■> 

Stairwell to 
4th Level 

Nursery 

d Locked 
Door 

Hall 

Stcret P<uag« 

Don & 
Adrienne's 
Bedroom 
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The House: Fourth FLoor 
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thing like the art in this 

JL game. The house in 

Phantasmagoria is one of the 

most fantastical, incredible, 

beautiful and frightening sets 

ever created. Every angle, every 

ou ve never seen any- detail, every gargoyle, cherub, 

and demon is a work of art in 

and of itself. This is the product 

of a powerful imagination, a dri¬ 

ving vision. That vision belongs 

to Andy Hoy os. 
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THE LOOK OF HORROR: 
AN INTERVIEW WITH ANDY HOYOS 

LORELEI: How would you 

describe the look of Phantasmagoria? 

ANDY: The look of Phantasmagoria, 

I would say, is very filmlike. 

Specifically, I guess you'd call it 

imaginative realism, a la Tim 

Burton. It's very real, very flushed 

out and rich, but it has a fantasy 

edge. 

LORELEI: Tim Burton was one of 

your inspirations? 

ANDY: Yes. I looked at tons and 

tons of movies—specifically hor¬ 

ror films, but even other related 

films, like Batman, when we first 

started the project. Batman was 

wonderful for its lighting and 

sets, and the imaginative edge 

which Tim Burton created for it. 

That feeling was what we wanted 

to capture for Phantasmagoria. 

Other inspirations were Ridley 

Scott's work in Alien, Clive 

Barker's Hellraiser - the moody feel 

of that picture was great. 

LORELEI: How is it different 

designing for a Silicon Graphics 

environment? 

ANDY: The difference is, we're 

truly building sets, even if they only 

exist in the computer. It's a real 

three-dimensional environment. 

The island and the house which are 

the primary environments of the 

game are completely fleshed out. 

They exist as sets in the computer. 

You can move freely through them, 

around them, into them. 

LORELEI: Verging on virtual 

reality? 

ANDY: That's right. 

LORELEI: Do you have a favorite 
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section of Pbantas? 

ANDY: Well, it's different from 

King's Quest-we don't have 

specific "lands" or any¬ 

thing, the look is 

pretty consistent. I 

would say the 

whole of the story is 

my favorite thing. 

There's no one area 

that draws me to it more 

than others. 

LORELEI: Do you think this 

game is scary? 

ANDY: Yes, I do. Very! 

LORELEI: Roberta tells me that 

you came up with most of the 

horrifying deaths in Pbantas. Is 

that true? 

ANDY: Yeah, I guess that is true, 

(laughs) I had fun. I'm not exactly 

sure why I found that fun. I guess 

that says something about my 

personality...! think very theatri¬ 

cally. In coming up with the 

deaths, which were some of 

the more horrifying 

aspects of the game, 

it was fun to come 

up with somewhat 

fresh approaches to 

murder. I enjoyed 

thinking about how I 

could make them differ¬ 

ent. 

LORELEI: There were actually 

mockup torture devices made by 

local craftsmen, right? 

ANDY: Yes, they were scale mod¬ 

els of the machines. 

LORELEI: What did they think 

about that? 

ANDY: They didn't know what to 

make of what we were doing. So 

far as I know, they just followed 

the blueprints and didn't say too 

...we’re truly 
building sets, 
even iF they 
only exist in 

the computer. 
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much about it. They knew of 

Sierra On-Line and knew we were 

doing high imagination products. 

At least, I hope they knew. 

LORELEI: I just wonder what the 

barroom gossips say those devices 
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were really for. 

ANDY: Well, there was talk that 

Ken was using them in his employee 

incentive plan...(both laugh) 

LORELEI: What scares you? 

ANDY: What scares me? That's 

dcwrfia. /ne&rtA/ism, • 

/t&O Mafe- 
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tough to say. That takes some 

thought. I think what scares me 

is what scares everybody else: 

fear of the unknown, fear of 

what might be waiting 

around the corner... 

even fear of what 

one is capable 

of. I guess I 

could point 

to a film and 

say "this scares 

me" and "that 

scares me," but 

all those things 

come right down to the 

unknown. That which exists on 

the fringes of our consciousness, 

in the shadowy areas of dreams. 

That's what scares me. 

LORELEI: What was the hardest 

part about designing the look of 

Phanta s? 

A/ecic =vo 

ANDY: Trying to come up with 

a definitive scale for the envi¬ 

ronments our actors had to 

interact with. We didn't have 

the actors at first, and I 

think the most dif- 

to? ^artsumvel ficult thing was 
(to BREAK- 

coming up with 

SSHpm the objects 

and the envi¬ 

ronment so 

that they 

would be com¬ 

patible with 

human characters, 

while maintaining real¬ 

ism. When you're dealing with 

cartoons, like King's Quest, you 

can cheat that a little bit, but 

when you're dealing with a real¬ 

istic 3-D environment, it 

becomes very tough. It has to 

be believable. 
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LORELEI: What was the most fun 

about working on this project? 

ANDY: Being able to work with 

Roberta while we were coming 

up with the storyline. Having 

input at that embryonic stage was 

probably the most exciting thing. 

I was really able to immerse 

myself in those as yet imaginary 

environments and characters and 

move around in them. It was real¬ 

ly amazing, (smiles) 

Really amazing is a good way to 

describe the Phantasmagoria experi¬ 

ence... along with scary, creepy and 

sometimes downright terrifying. I 

think Andy's vision will stick with 

you for a long, long time. 

The Art and Music 



THE ARCHITECTURE OF FEAR: 
3-D THRILLS AND GORY GRAPHICS 

From left to right: Brandee Prugb, Kim White and Brian Judy 

Like the set of any horror movie, the Phantasmagoria house had to he 

built, but not with a hammer and nails. This haunted mansion was con¬ 

structed entirely in the computer. First there was the skeleton of the house, 

made not of wood but of virtual wire. Next came the skin of the animal. 

The lush textures, opulent wallpaper, gothic carvings, Victorian furni¬ 

ture—it was all created with a fantastic piece of software called Alias, by 

fantastically talented artists. I talked with Sierra computer artists Kim 

White and Brandee Prugh about the 3-D process and the 

Phantasmagoria experience. 
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LORELEI: Could you tell me a 

little bit about the 3-D rendering 

process? 

KIM: We built all the furniture 

and rooms of the Phantasmagoria 

house in a computer using Alias, 

a 3-D software package. When 

we say 3-D, we mean that the 

computer handles the informa¬ 

tion we give it as if it were three 

dimensional. After we finish 

modeling the objects, we place 
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textures on them. Then we illu¬ 

minate the room choosing from a 

wide variety of flexible "lighting 

sources" that the software offers. 

The computer has a camera 

inside it that we can move around 

the virtual room the way one 

moves a real camera around a real 

room. When we're through, we 

set the computer to "render," or 

generate, a final image of the 

room from the chosen camera 

angle. The image becomes one of 

the many backgrounds in the 

game. 3-D was ideal for 

Phantasmagoria because the man¬ 

sion is filled with so many unique 

and individual items. 

LORELEI: It sounds like a lot of 

work! What did you find to be 

the most challenging aspect? 

BRANDEE: Considering this was 

my first game, it was challenging 

in many respects. I needed to 

take into account the live actors 

that would be interacting with 

the virtual environment. 

KIM: Creating computer generat- 
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ed backgrounds for video cap¬ 

tured characters was new for me 

as well. We always had to be con¬ 

scious of the fact that these 

images were being made for 

actors. First Andy (the art direc¬ 

tor) would design the room. 

Then we would build the space in 

the computer. Next Jerry (the 

director of photography) came in 

and showed us how he wanted 

the camera angles to be set up. 

We used mannequins that had 

been created in the computer as 

stand-ins for the actors to help 

him position the shots. Finally we 

rendered the finished images, 

always being careful to light 

them correctly for the video cap¬ 

tured actors. It was a very long 

process. 

LORELEI: I see a lot of 3-D ren¬ 

dering in the movies and on TV. 

Where else is it being utilized? 

KIM: Well, th e most obvious 

place you see it utilized is on 

commercial television, as you 

said. Often, though, computer 
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graphics are implemented in less 

obvious places. Designers of vari¬ 

ous kinds can manipulate an idea 

in the computer with ease before 

a physical model is ever cre¬ 

ated. This process is 

used in the manufac¬ 

turing of a lot of 

items, from shoes to 

cars to airplanes to 

product packaging. 

Architects use 3-D to 

generate a representation 

of their building for presentation 

and design changes. Once the 

geometry is in, a computer cam¬ 

era can be set to do a "fly 

through'' of the space. Even fine 

artists are incorporating these 

tools in their work, not only in 

video and animation but in flat 

and interactive pieces. 3-D graph¬ 

ics are being used for medical 

imaging to aid in many aspects of 

health care. Scientists use it to 

explore everything from mole- 
% 

cules to weather patterns. Finally, 

it is used to recreate acci¬ 

dents to be used in a 

court of law. 

LORELEI: Wow! 

BRANDEE: Pre- 

med students would 

have the benefit of 

various animated 3-D 

computer generated mod¬ 

els to explain complicated body 

processes and general workings of 

the human anatomy. Other sci¬ 

ences like microbiology, physics 

and chemistry could also use it to 

explain complicated reactions on 

a molecular level. 

LORELEI: What was your favorite 

part of working on Phantasmagoria1 

BRANDEE: My favorite part of 

3-D 
graphics are 

being used For 
medical imaging 
to aid in many 

aspects oF 
health care. 
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creating the world of Phantas was 

that we had to do a little bit of 

everything. It wasn't just model¬ 

ing or lighting, it was all of what 

it takes to create a scene, and 

more. It was wonderful to work 

with the cinematographer. 

KIM: My favorite part was mod¬ 

eling some of the rooms. Seeing 

the objects come together as a 

complete space was a lot of fun, 

especially after the actors were 

added. 

These are two modest and extremely 

talented young women. The world 

they've created is nothing short of 

astonishing. And scary. Very very 

scary! 
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DANSE MACABRE: 
MONSTERS AND MUSIC 

Jay Usher Neal Grandstajj Mark Seibert 

You're walking down the hall of 

the mansion. Every nerve is on fire. 

IT could jump out and get you, at 

any moment. IT could he any¬ 

where. The music is ominous, 

unnerving. The tension is unbear¬ 

able. Your terror mounts... hey, 

where is that music coming from, 

anyway? Why, it came from the 

minds of talented Sierra composers 

Jay Usher, Mark Seibert and 

Neal Grandstaffl 

LORELEI: How would you describe 

the music of Phantasmagoria? 

NEAL: It's eeeerie and creeeepy! 

Melancholy, chilling, frightening, 

and truly cinematic. 

MARK: It's your basic Rock/ 

Gothic/Classic horror style 

music, (laughs) 

JAY: We based a lot of the under¬ 

score on the opening theme. We 

go into the game and look at the 

various scenes, adding a stinger 
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here and there when we need it, 

creating an ambiance, a musical 

feel for the game. When some¬ 

thing shadowy comes up behind 

you, we're building up the ten¬ 

sion with the music. We depend 

on silence quite a bit. In 

order to get a "pounce" 

effect, on something 

that "gets" you, you 

have to have silence 

to throw people off 

guard. It makes your 

heart pound. In fact, 

in some of the chase 

scenes, we have drums and low 

strings in the background that 

simulate a heartbeat. It gets loud¬ 

er and quicker as the danger 

mounts. 

LORELEI: Cool. By "underscore," 

you're talking about the music 

that occurs when the player is 

exploring, as opposed to the 

scored movie scenes, right? 

JAY: Right. The underscore itself 

touches on the main theme quite 

a bit, but it evolves in its own 

way. When the tension starts 

building up toward Chapter 

7, we're bringing in the 

big guns, (laughs) 

People are going to 

be jumping out of 

their seats. 

LORELEI: It seems 

to me that a good 

score is a vital part of any 

horror story. 

JAY Actually, I kind of feel that 

without the music and the sound 

effects, it just wouldn't come 

across as well. Our job is to cre¬ 

ate the tension and the fear that 

you don't see. We create the 

emotion. There are places where 

It’s eerie 
and creepy! 
Melancholy, 

chilling, 
Frightening 
and truly 

cinematic. 
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PHANTASMAGORIA 
Pray It's Only A Nightmare 

music by Mark Sierbert / Jay D. Usher 
© Sierra On-Line Inc. 1994 

Conductor 

you don't know if you're going to 

be attacked or not. We sometimes 

give you a false sense of fear, by 

building up the music. You're 

thinking, "Oh, no, something's 

going to happen,'' and then when 

it doesn't, you just sag with relief. 

Then we really get you, when you 

don't see it coming! (laughs) 

LORELEI: Is this score different 

from the music of any of Sierra's 

other games? 

MARK: Yes. Most of the music 

for the major scenes will be 

recorded live, rather than created 

in the computer. 

NEAL: Our scores get better and 

better. This one is the next step 
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up in the growth of film style 

music's infusion with the computer 

gaming world. In short, it kicks! 

LORELEI: The scored movie 

sequences are something new 

to Sierra, aren't they? 

MARK: Yup. We 

would take the 

movie sequences 

into the studio on 

tape, then compose 

the music while 

watching the tape play. 

This allows us to hit certain 

cues, and stay synched all the 

time. It's the same way they've 

been doing movie music for 

years, but it's new to the comput¬ 

er game industry. 

LORELEI: It all sounds wonderful 

to me. Do you have a favorite 

piece or section of music in the 

Pbantas score? 

MARK: I really enjoy the open¬ 

ing piece with the choir. It was a 

real kick to write, perform, and 

then go to the studio and work 

with the choir. 

NEAL: It would be hard 

for me to pick a 

favorite piece. 

Everything seems to 

work so well. 

JAY: This game has 

been in production 

for some time, and that's 

allowed us to achieve a quali¬ 

ty that no one ever has before. 

There's an awful lot of effort that 

went into the music of 

Phantasmagoria. I think it's going 

to scare people witless! 

Go on, turn down the lights. Darker! 

What are you afraid of? Turn up the 

volume on your speakers. I dare you! 

Our job is to 
create the ten¬ 
sion and Fear 
that you don’t 

see. 
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Part oj the terror of Hollywood for their director. 

Phantasmagoria is Tinsel Town veteran Peter Maris 

due to the fine acting was just the man for the job. 

and supsenseful direction. Sierra With his arrival, classic movie 

wanted to produce a game with magic met cutting-edge technolo- 

Hollywood-c/uality movie gy, and the results are incredible, 

sequences, so they went to 
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DIRECTOR OF DREAD: 
AN INTERVIEW WITH PETER MARIS 

LORELEI: What were your duties 

as director of Phantasmagoria? 

PETER: Well, being a director for 

a game is a little different than 

being a director for a 

movie. Basically, I 

designed the camera 

angles and dealt 

with the actors,- 

working with them, 

rehearsing them so 

that they delivered the 

performance we needed. 

We had to get the right angles 

and the right performances to tell 

the story well. Of course, the 

technical aspects made it unusual. 

The computer imaging makes it a 

very different process than film¬ 

ing a movie. The sets weren't 

there,- they only existed in the 

computer. We filmed entirely on 

a blue screen. 

LORELEI: Was this your first 

experience directing a game? 

PETER: Yes, it was. It was 

extremely fascinating. I 

learned a lot. I guess 

I have an advantage 

now over other 

directors in 

Hollywood who 

have never done this. 

LORELEL Was it some¬ 

thing you'd want to do again? 

PETER: Without a doubt. 

LORELEL What was it like, 

working with the blue screen? 

PETER: Well, there are certain 

restrictions you have to deal 

with-you can't get close to the 

walls, because you might go right 

...you can’t get 
close to the 

walls, because 
you might go 
right through 

them. 
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through them! If the preproduction 

is done carefully and thoroughly 

enough, though, 

it isn't a problem. 

LORELEI: 

Wh at movies 

have you directed 

before this? 

PETER: Oh, I've 

directed twenty- 

some pictures. 

LORELEI: 

Which are your 

favorites? 

PETER: Hmm. 

They were all 

fun. There was "Viper," 

"Diplomatic Immunity'' and 

"Hang Fire"... those were the 

ones that the trades liked. They 

were mostly action and drama. 

LORELEI: Have you done horror 

before? 

PETER: Sure. Some of my earliest 

movies had a lot of blood and 

gore, (laughs) 

Yeah, I've done 

them 

before...but 

never any-thing 

like this! This 

experience was 

so different for 

all of us, espe¬ 

cially the actors 

who came from 

Hollywood. We 

found our-selves 

being constant¬ 

ly suprised and amused and hav¬ 

ing moments of fun. It was great! 

You'll have moments of fun and hours 

of terror with Phantasmagoria/ 

Peter Maris with Tory Morsell 
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TECHNOLOGY AND TERROR: 
AN INTERVIEW WITH BILL CROW 

Phantasmagoria is one of the 

most technically advanced multi- 

media games ever produced. 

Combining state-of-the-art com¬ 

puter graphics, live human actors, 

stunning special effects, and an 

interactive storyline, it made 

demands on gaming technology 

that had never been met before. 

How was it all pulled together? 

With a lot of effort, imagination, 

and the talents of Sierra studio 

manager Bill Crow. 

LORELEI: What all do you do as 

head of the filming studio? 

BILL: Well, I'm responsible for 

everything that takes place here. 

Since this was the first project we 

ever did using this new studio, 

Phantasmagoria essentially started 

with the design and creation of 

the studio. It was built for this 

game. 

LORELEI: Really! 

BILL: I was responsible for the 

design and construction of the 

studio, and all the electronic 

installation, which we did our¬ 

selves. 

LORELEL Amazing! What do 

you do during the actual filming? 

BILL: I did a little bit of every¬ 

thing. I basically was the produc¬ 

tion coordinator, so I facilitated 

on the stage a lot. I was what you 

could also call a second unit 

director. I was the director for the 

scenes that involved stunts or 

other special effects that required 

us to coordinate animated 

sequences wi th 1 ive action. 
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Basically, I dealt with all the more 

technical scenes. The dialog-ori¬ 

ented shots were all Peter Maris's 

responsibility. To manage the 

shooting process, we built a 

bunch of computerized tools. All 

the software we used to digitize 

the video into the computer, that 

was all created for this game, so 

this was kind of the beta test for 

all this stuff. We were building 

some of it as we went. We would 

build new tools as we identified 

the need for them. 

LORELEI: It's all Sierra propri¬ 

etary technology? 

BILL: Most of it, yes. 

LORELEI: What was the average 

filming day like? 

BILL: The average filming day for 

PHANTASMAGORIA 



this project started at about 6:30 

in the morning. We'd come in 

and get the place opened up, get 

the equipment up and running. 

Talent would start showing up 

between 7:00 and 7:30 for 

makeup calls. Then we 

usually had a pre- 

production meeting 

which I managed. 

That started usually 

about 7:00. It would 

run about an hour, and 

we'd go over what we were 

going to shoot that day in detail. 

We'd make sure we had all the 

right backgrounds, props, that 

kind of thing. By about 8:00 we 

were into our first shot. We'd 

shoot until 6:00 or 7:00 at night. 

LORELEI: Was it hard to line up 

the actors with the virtual back¬ 

grounds? 

BILL: It's an acquired talent. 

There are a lot of tricks we 

learned along the way. Working 

with 3-D objects—tables, chairs, 

things like that—that was a little 

tricky. Stairs were the 

hardest. We'd have to 

construct blue stairs 

that matched the 

rendered stairs in 

the picture. We were 

pretty good at it by 

the end of the shoot. 

LORELEL What was the 

most interesting thing that hap¬ 

pened during the shoot? 

BILL: There were so many! Well, 

in one shot, a roof is collapsing. 

All these beams and huge chunks 

of debris are falling all around the 

actress. To get the shot, we built 

all these lightweight beams that 

were really just hollow card- 

We would 
build new 

tools as we 
identified the 

need For 
them. 
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board, things like that. We nor¬ 

mally had just two grips on the 

set, but to get the shot, 

we needed about five 

or six grips. All this 

stuff had to fall in 

the right sequence, 

so we needed 

people to perch 

in the rafters and 

drop it. I had 

friends in from out of 

town, so 1 put them all to 

work! There they were, sitting on 

ladders and boxes and scaffolding 

holding fake pieces of concrete 

and beams, waiting for their cue 

to drop them. They had a good 

time! Another time, Tori, our lead 

actress, was supposed to be 

crawling along this water pipe, 

which breaks. We had three 

hoses running through it, and 

water sprayed everywhere. To 

avoid ruining our equipment, we 

built a giant plastic box to 

film in, with a huge 

plastic tray under¬ 

neath. It was pret¬ 

ty surreal. The 

box worked well, 

but we still had a 

big mess on our 

hands by the time 

we got the shot. 

LORELEI: How do you 

think Phantasmagoria is going to 

stand up to other multimedia 

products? 

BILL: We've got the best quality 

full motion video anyone's ever 

seen. We have high-caliber act¬ 

ing and a great script. I think 

we'll blow'em all away. 

Me, too. 
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SEVERED HEADS AND SLIMY GREEN STUFF 
SPECIAL EFFECTS 

Let's face it. No horror movie is 

complete without scary special 

effects, and Phantasmagoria has 

some of the very best. To get the 

spookiest scream factor possible, 

Sierra sought out the talents of 

professional 

effects house 

The 

Character 

Shop. I 

spoke with 

senior creature 

maker Rick 

Lazzarini about 

his work on the 

game. 

LORELEI: What kind of work 

did you do for Phantasmagoria? 

RICK: Let's see. We provided a 

whole bunch of assorted body 

parts, a burning head, and a head 

that gets ripped in half. Also, we 

did effects for a girl who gets 

stabbed in the mouth with a 

trowel, two rotting corpses, a guy 

impaled by a pole, skinned rab¬ 

bits, a dead cat, um.. .hey! 

What else am I forget¬ 

ting, guys? 
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LORELEI: This was your first 

interactive multimedia game. 

Was it very different from work- 
% 

ing on film? 

RICK: Yes, it was much more 

cooperative. Everyone worked 

together to get it done. There 

was much less margin for error,- 

most effects were done in one 

shot, with no cuts. Because we 

were working on such a tight 

schedule, we weren't doing multi¬ 

ple takes at all. 

LORELEL You 

mentioned a 

burning head. 

How did you 

achieve an 

effect like 

that? 

BACKGROUND VOICE: An ax 

in the head...a broken wine bot¬ 

tle through an eye... 

OTHER VOICE: A hammer in 

the head...burn makeup...and 

exposed brains! 

RICK: Right! We also did some 

body prosthetics, and a whole lot 

of blood. Gallons of it! 

LORELEL My, you guys reeled 

off that list with remarkable good 

humor! 

RICK: (laughs) Yeah, I love my 

job. 
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RICK: It was a replica of the 

actor's head. We took a cast of his 

face, head, and body with a plas¬ 

ter material. We then duplicate 

the cast in soft rubber to simulate 

human flesh. There's a lot to take 

into consideration, like skin color 

and body hair. Of course, if the 

body's going to burn, we have to 

treat it so it doesn't put off a lot 

of black smoke like a tire! 

LORELEI: There are some truly 

horrible burn effects in the game. 

How did you do those? 

RICK: Well, we start by making a 

sculpture of the wound itself, and 

then we mount it on a rubber 

appliance. The rubber appliance 

is then glued to the actor. 

LORELEI: How many people 

worked on the Pbantas effects? 

RICK: There were three people 

at the core of the team: Michael 

Esbin, Bill Zahn, and me. 

LORELEI: What was the most 

interesting part about working on 

Phantasmagoria? 

RICK: (gleeful) It was a return to 

good, old-fashioned gore! That 

was a lot of fun. When I was first 

starting out, I worked on 

"Slumber Party Massacre," things 

like that. Lately, we've mostly 

worked on more reserved movies. 

This was a real flashback. I think 

we produced some effect that are 

going to scare people silly. 

Yeah, I guess the special effects are 

pretty cool. Pass the mousse, 

would you? My hair is still stick¬ 

ing straight up! 
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CREEPY CRITTERS: 

PHANTASMAGORIA’S ANIMAL ACTORS 

Not all of the actors in this tale of 

terror are human. For the first time, 

Sierra decided to work with living, 

breathing heasties. Who did they 

get to wrangle the deadly 

Doberman, the cunning 

cat and the rascally rodents? They 

sought the help of Dave 

Macmillan and the other trusted 

Hollywood animal handlers at 

Worldwide Movie Animals. 
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LORELEI: What kind of animals 

did you provide for Phantasmagoria? 

DAVE: A Doberman Pinscher, 

two cats, several rats and a beagle. 

LORELEI: Did you handle the 

animals yourselves? 

DAVE: Yes, we came on set every 

day and coached the animals to 

do what they were supposed to. 

It's a real skill. 

LORELEI: I'll bet it is! I can't get 

my rats to do anything I say! 

What did the rats in the game 

have to do? 

DAVE: The rats just ran along the 

wall in the basement. It was a 

pretty easy shot. 

LORELEI: How do you train 

rats? 

DAVE: With food. They're really 

greedy. 

LORELEI: Mine are total pigs! 

DAVE: They all are. You just 

train them to come to a buzzer 

by giving them a treat, and they'll 

go anywhere you want them to. 

You can get them to do more 

complex things, too. They're very 

clever, very trainable. They're 

good at figuring out how to accom- 
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plish tasks. That's probably why 

they've been so successful over 

the ages! (laughs) 

LORELEI: Cats are notoriously 

independent 

and willful. How 

did you get the 

Pbantas cat to 

cooperate? 

DAVE: Actually, 

it was two cats. 

Just like any 

other animal, 

you can train 

cats to do things 

for treats. They're 

more picky 

about what they 

want to do, 

though. That's why we work with 

teams of cats. We'll bring the cat 

who likes to run, the cat who 

likes to be held, the cat who 

yowls the best, you know. They 

all look the same, so when it's all 

edited together, it looks like it 
% 

was all done by one really talent¬ 

ed cat! We 

brought a really 

calm old guy for 

the shot where 

we drop the cat 

onscreen from 

the top of the 

frame to scare 

the actress. He 

didn't mind a bit. 

LORELEI: What 

did the Doberman 

have to do? 

DAVE: He just 

barked from 

behind a fence. It's really easy to 

train a dog to bark on command. 

We use different hand signals— 

one for barking, one for snarling, 
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one for whining, and so on. 

LORELEI: Was animal wrangling 

for multimedia any different than 

for film? 

DAVE: Placement was a lot more 

important. We had to make 

sure the animals stay 

within the boundaries 

of the set. The rats 

kept running through 

the walls! 

LORELEL Yikes! 

Ghost rats! 

DAVE: That's just what it 

looked like. 

LORELEI: Did anything funny or 

unusual happen during the filming? 

DAVE: There was this one rat 

who kept running the wrong way. 

We just couldn't convince him to 

go with the group! We started 

calling him Wrong Way Rattigan. 

(laughs) 

The rats 
kept running 
through the 

walls! 

LORELEI: What was his prob¬ 

lem? 

DAVE: Who knows. Animals just 

get in moods sometimes. 

LORELEL Would you want to 

work in multimedia again? 

DAVE: I would love to. 

Everybody at Sierra 

On-Line was really 

great. 

It's nice to know there 

are caring professionals 

like Dave Macmillan around. 

Especially because I've written 

three alligators, seven hyenas, and 

an armadillo into the script of 

Phantasmagoria II... 

The Production 



WILD TALENT: 
PHANTASMAGORIA’S PHENOMENAL CAST 

At a glance, it's easy to see that 

Phantasmagoria has some of the 

finest art and special effects ever 

produced for any entertainment 

project, much less any multimedia 

game. But all that wouldn't have 

meant much if it weren't for the 

incredible performances delivered 

by Phantasmagoria's wonderful 

cast. They brought the terror of the 

script to living, breathing, scream¬ 

ing life. The horror isn't just believ¬ 

able, it's in your face and there's 

nowhere to run. I had the opportu¬ 

nity to speak with some of the 

leading players about their experi¬ 

ences during filming. 
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Victoria Morsell 

"Adrienne” 

LORELEI: You played the role of 

the heroine, Adrienne. Could you 

tell me a little bit about that char¬ 

acter? 

VICTORIA: Adrienne Delaney is 

a successful novelist, married to a 

photographer named Don. At the 

start of the story, they're very 

much in love. Adrienne's a pretty 

strong person. Because she's a 

writer, she's very inquisitive... 

and if the player plays her right, 

she's a hero. If not, she dies, 

(laughs) 

LORELEI: I get the impression 

that she is in no way a typical 

ditzy horror movie heroine. 

VICTORIA: Not at all-she's very 

smart. She doesn't do incredibly 

stupid things, you don't see her 

screaming in her underwear. The 

character isn't about decoration. 

She's a very real person. 

LORELEI: How refreshing! 

VICTORIA: Isn't it? (laughs) 

LORELEI: What was your experi¬ 

ence prior to working on 

Phantasmagoria? 

VICTORIA: I've done quite a bit 

of TV,- mostly sitcom work. Most 

recently, 1 was on the new 

Wayans brothers show. I had a 
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recurring role on "Martin" for first 

season. Oh, and I just finished a 

film called "The Random Factor." 

LORELEI: What a great title! 

What genre of movie is it? 

VICTORIA: I guess you'd call it a 

sci-fi/drama/comedy. 

LORELEI: Sounds like fun! 

Speaking of science fiction, what 

did you think of acting on a vir¬ 

tual set with the blue screen? 

VICTORIA: I've never done any¬ 

thing like it. It was weird! You 

sort of feel like you don't know 

where you are. There's no set at 

all. You place yourself in the 

environment by looking at the 

monitor. You get used to it, but 

it's like being in limbo at first. 

LORELEI: There are a lot of spe¬ 

cial effects in this game. Were 

you in many of those shots? 

PHANTASMAGORIA 



VICTORIA: Not as many as you 

might think. Most of the really 

extreme effects at the end of the 

game were filmed with models of 

my head and body. Unlike David 

(Homb) and Robert 

(Miano), I didn't have 

to wear too much 

makeup, either. At 

one point 1 had to 

get all muddy and 

wet...that was kind of 

gross! It was really weird 

to get the plaster cast of my 

face done. The special effects guys 

kept saying 'you might panic once 

your face is covered', but I said 

'Nah, I'll be fine.' Yeah, right. 

When they put that last layer over 

my face, it was an awful sensation, 

like being buried alive. To tell you 

the truth, it was pretty scary. It 

made me get all paranoid, (laughs) 

LORELEI: Had you worked with 

animals before? 

VICTORIA: I had never worked 

with animals before, but I have 

three cats at home. The movie 

cats were great. There 

were actually two of 

them, playing the 

same cat. One was 

better at jumping 

and leaping around, 

and the other was 

really mellow. 

LORELEI: Did you work 

with the rats much? 

VICTORIA: No, I didn't have to 

work with the rats directly, but I 

used to have mice, so I wouldn't 

have minded. I saw them in their 

cage. They were pretty cute! 

LORELEI: Was working on a 

multimedia project very different 

from other acting experiences? 

I Found it 
challenging, 
because it 
was more 
physically 

constrictive. 
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VICTORIA: In ways it was really 

filmlike, but it was more techni¬ 

cal. I found 

it challeng¬ 

ing, because 

it was more 

physically 

constrictive. 

You had to 

stay within 

the shot or 

you'd find 

yourself 

walking 

through a 

couch. It was 

strange to do so many different 

versions of some of the scenes. 

LORELEI: Did anything happen 

during the filming that was par¬ 

ticularly memorable? 

VICTORIA: Oh, there were so 

many...(laughs) This one time, 

Stella Stevens, who played the 

antique store owner, was standing 

offstage 

watching 

while I filmed 

a scene. We 

both had our 

microphones 

on. She looks 

at me and 

suddenly just 

yells across 

the stage: 

"Dear, are 

you wearing 

a bra? You're 

crooked! Pull up your bra strap!" 

(laughs) I didn't know what to 

say, so I just stared at her. Then 

she said "Well honey, someone 

had to tell you!" I just cracked up. 

LORELEI: Ah, the glamour of the 

silver screen. Other than offscreen 
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kibitzing, what did you find the 

most challenging about the project? 

VICTORIA: When we were film¬ 

ing the final scene, and I'm 

strapped into that chair pleading 

for my life. It was a difficult scene 

to start with. I had to work 

up a lot of genuine emo¬ 

tion—and then we 

had to film several 

different versions. It 

was hard to keep 

that up for take after 

take. 

LORELEI: I'll bet! What 

are you working on now? 

VICTORIA: (laughs) I'm taking a 

break. I have lots of things in the 

works, though. 

LORELEI: So, I've heard rumors 

of an offscreen romance wi th 

your Phantasmagoria co-star, David. 

VICTORIA: That's right! We just 

hit it off from the very start. 

We're together now. 

LORELEI: That's wonderful. Is 

there anything you'd like to add? 

VICTORIA: Just that I had a 

great time working on this pro¬ 

ject. Cindy (the on-set 

makeup artist), David 

and I were like the 

three musketeers. 

We all had a lot of 

fun. The Sierra 

people were all so 

nice. It was better 

than working on a film. 

There was much less ego. 

LORELEI: Would you want to do 

another multimedia project? 

VICTORIA: Yes, definitely! 

It was better 
than working 
on Film. There 

was much 
less ego. 
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David Homb 

"Don” 

LORELEI: What projects have 

you worked on before 

Phantasmagoria? 

DAVID: I've had a lead role in 

seventeen different movies, and 

I've done some guest starring on 

TV, and quite a bit of theatre. 

LORELEI: Which of your movies 

is your favorite? 

DAVID: "Street Soldiers," I think. 

LORELEL Tell me a little bit 

about the role you played in 

Phantas. 

DAVID: Well, I play a photogra¬ 

pher, the husband to Adrienne. 

We buy this incredible house in 

the country, and she happens to 

let out a bit of a bad spirit. It 

takes me over, and I go from a 

loving, nice, hardworking hus¬ 

band to an extremely dark, sinis¬ 

ter, manipulating villain. 

LORELEL Was that a different 

kind of role for you? 

DAVID: Yeah. I'd never done 

anything heavy like that at all. 

LORELEL You'd never played a 

bad guy before? 

DAVID: No! 

LORELEI: What did you think of 

working on a multimedia project? 

DAVID: It was wonderful. It was 
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one of the best experiences I've 

ever had in the entire entertain¬ 

ment business. 

LORELEI: Why was that? 

DAVID: Working in a 

new medium, first of 

all. Second of all, I 

had a lot of freedom 

with the part. 

Roberta and the 

director Peter gave 

me a lot of freedom. 

And of course, since the 

game has different pathways, 

sometimes we'd film four differ¬ 

ent responses to a question from 

one of the other characters, rang¬ 

ing from polite to psycho. That 

was a lot of fun. 

LORELEI: That must have been 

different. 

DAVID: It was. It was very tech¬ 

nical. Even more technical than 

It was one 
oF the best 
experiences 
I’ve ever had 
in the entire 
entertainment 

business. 

film, with the blue screen and all. 

We'd be in the middle of a scene, 

and they'd yell "Cut! David, your 

arm is going through the living 

room wall!" (laughs) 

Keeping that stuff in 

mind kept you on 

your toes. 

LORELEI: What are 

you going to be 

working on next? 

DAVID: I'm going to be 

co-starring in Orion's next 

picture, then I'm going to Texas 

to star for six weeks in a medieval 

action-adventure. 

LORELEI: How wonderful! So, 

would you ever want to work in 

multimedia again? 

DAVID: Oh, absolutely! 

LORELEL Was there anything 

else you wanted to add? 

DAVID: Just that I really enjoyed 
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this whole experience. Roberta 

and everybody were really, really 

good to work for. I'm looking for¬ 

ward to playing the game! My lit¬ 

tle sister said, "So, when we play, 

will we be able to kill you?'' And I 

said "Oh, sure, several ways!" and 

she said "Well, good, Bubba!" 

(laughs) 

LORELEI: That's great! 

DAVID: You'll have to catch me 

first, though! 
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Robert Miano 

"Carno” 

LORELEI: What did you think of 

working on a multimedia project? 

ROBERT: In terms of the envi¬ 

ronment, it's very different, but 

the work is the same. Working 

with the blue screen was differ¬ 

ent. I had worked with it once 

before, but not to the extent that 

I did in Phantasmagoria. 

LORELEI: Have you seen any of 

the video clips? 

ROBERT: I did. I saw the trailer, 

and I thought it was very excit¬ 

ing. The sets are amazing. I think 

it's a wonderful project. 

LORELEI: Tell me a little bit 

about your character. 

ROBERT Carno is a turn-of-the- 

century illusionist who becomes 

involved with the dark side of 

magic, and loses his soul. He gets 

obsessed with power and greed, 

and unleashes a demon which 

possesses him and causes him to 

do terrible things. 

LORELEI: Was he a bad guy to 

start with? 

ROBERT: Not really. He just 

made some bad choices. In the 

end, I think he redeems him¬ 

self...but 1 can't give the whole 

thing away! 
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LORELEI: Had you played bad 

guys before? 

ROBERT: That's primarily my 

thing, (laughs) I've been doing it 

for over twenty years. I would say 

that ninety percent of the time, I 

play the bad guy. 

LORELEI: What are some of 

your favorite roles and projects? 

ROBERT I was in the original 

''Death Wish.” 1 was in "Serpico," 

and recently I just finished doing 

a film called "Opposite Corners” 

with Cathy Moriarty. It's an inde¬ 

pendent film, and I think it's 

going to be well received. 1 play 

the bad guy; my character is the 

killer. 
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LORELEI: Do you ever feel a lit¬ 

tle typecast? 

ROBERT: You know, I'm seen as a 

certain type, and that's okay. It's 

what I do well. It doesn't really 

bother me. 

LORELEI: Was there 

anything in particular 

that happened dur¬ 

ing filming that 

stands out in your 

memory? 

ROBERT: There was a 

lot of makeup required 

for this role. At one point, I 

had to go to L.A. and get a body¬ 

suit made, because they were 

going to set me on fire. 

LORELEI: Oh, my GOSH! 

ROBERT Well, they set a model 

of me on fire, anyway. They 

made a body that looked like me. 

The process was really intense. 

You have to sit in this chair for 

hours while they put this plaster 

all over your body and your face. 

You're tied down,- you can't move 

at all. All you're breathing 

through is straws in your nos¬ 

trils. It was pretty 

unnerving. I almost 

would have rather 

been set on fire! 

LORELEI: Yikes! 

ROBERT You said 

it. So, my character 

Carno survives the fire, 

and later on, he's in the hos¬ 

pital all wrapped up in bandages. 

You can see one eye, and there's 

stuff leaking through the ban¬ 

dages—it's just really grotesque. 

So I'm lying there, all wrapped up 

and nasty-looking, and some¬ 

thing just got into me. I sat up 

and started singing A1 Jolson 

The sets are 
amazing. I 
thing it’s a 
wonderful 

project. 
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songs. Everybody just busted up. 

That was kind of a highlight! 

LORELEI: (laughs) What are you 

doing next? 

ROBERT: I just got a starring role 

on "General Hospital." The char¬ 

acter's name is Joe Scully. He's a 

smooth, classy operator. 

LORELEI: That's great! Is there 

anything more you'd like to add? 

ROBERT Just that it was a plea¬ 

sure to work with Peter Maris 

again. I've had the pleasure of 

working with him on several 

films, and he's a wonderful direc¬ 

tor, and charming, and just a kind 

human being. Mark Seibert was 

wonderful, and Roberta, and Bill 

Crow, and all the technicians— 

everyone that worked on the pro¬ 

ject was so helpful and so caring. 

LORELEI: I'm glad it was such a 

positive experience for you! 

Would you want to work on an 

interactive project again? 

ROBERT Of course! 
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V. Joy Lee 

"Harriet" 

LORELEI: Everyone says your 

character, ''Harriet,'' was one of the 

most colorful in the game. Could 

you tell me a little about her? 

V. JOY: Harriet is sort of a 

vagrant, I guess you'd say She's a 

little nuts. She is interested in the 

occult, foretelling the future, all 

that sort of thing. That's very 

much her forte. She's a little 

pushy, (laughs) She tries to get 

what she wants when she wants 

it, but she's goodhearted. 

LORELEI: What was your acting 

experience prior to working on 

Phantasmagoria? 

V. JOY: I'm mainly a stage 

actress. I've done a lot of theatre 

in Atlanta and Seattle. I was in an 

episode of "Northern Exposure" 

recently.. .I've done a few indus¬ 

trial films, too. 

LORELEI: What was your 

favorite production? 

V. JOY: Let's see... there've been a 

couple. One that I just did on 

stage for Christmas was "The 

Salvation of Iggy Scrooge," which 

was a rock 'n roll version of "A 

Christmas Carol." I played Mrs. 

Cratchett. 

LORELEI: Cool! 
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V. JOY: That was a lot of fun. I've 

also done a stage project called 

“Hamlet: The Musical," where I 

played Ophelia. That was fun. I'm 

really interested in music stuff. 

LORELEI: Do you sing? 

V. JOY: 1 do. I play 

the piano and the 

drums, too. 

LORELEI: A woman 

of many talents! Any 

interesting anecdotes 

about the filming of 

Phantas that you'd like to share? 

V. JOY: One thing that was really 

fun was shooting my death scene, 

(laughs) I get killed in a really 

grisly way—1 won't give it away, 

but Cindy, the makeup person, 

had to put a cap over my head, 

and then cover it with mortician's 

wax to make it look all bumpy. I 

was getting mortician's wax out 

of my hair for the next two 

weeks! Anyway, I have this very 

funny picture of myself lying on 

the ground, in my full death 

makeup all covered with blood 

and a big grin on my face! 

LORELEI: Anything 

else you'd like to add? 

V. JOY: The people 

were great. What a 

fun group. Also, it 

was very interesting 

learning to work with the 

blue screen. I'd never done 

that before. It was very different 

from stage acting, that's for sure! 

LORELEI: What are you current¬ 

ly working in? 

V. JOY: I'll be starting rehearsal 

on a play called "Mr. Universe" on 

March 13 (1995). I play the crazy 

lady next door...kind of like 

Harriet! 

Harriet is 
sort oF a 
vagrant, I 

guess you’d 
say. She’s a 
little nuts. 
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Steven Bailey 

"Cyras” 

LORELEI: What have you 

worked on prior to this project? 

STEVEN: I've been a working 

actor in Seattle for about three 

years. I've done mostly stage 

work, but some commercials, 

television, and independent films. 

I also did some industrial films for 

the Navy. 

LORELEI: Tell me a little bit 

about the character you played. 

STEVEN: He's this great big 

vagrant named Cyrus, who lives 

with his mother in Don and 

Adrienne's barn. He's not the 

brightest guy around. In fact, he's 

pretty dumb, (laughs) I had a 

great old time doing that. 

LORELEL What were some of 

your favorite things about play¬ 

ing the character? 

STEVEN: I got to work with the 

anima Is, and that was great. 

There was this cat—actually, it 

was played by two cats—and 

Cyrus was fascinated with it. 

There were some scenes where I 

was supposed to be teasing the 

cat,- poking at it with a stick, 

things like that. I'm the biggest 

animal lover around, and I didn't 

want to do it! I was worried about 
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scaring the cat or something. It 

was being supervised by profes¬ 

sional trainers, though, and they 

kept assuring me that the cat 

wouldn't mind at all. As a matter 

of fact, he didn't! We were still 

buddies after the shot, (laughs) 

LORELEI: Your role was pretty 

physically demanding, wasn't it? 

STEVEN: Yes. Cyrus is supposed 

to be almost superhumanly 

strong. There was this one scene 
% 

where I was supposed to be 

chopping wood, just to show off 

Cyrus's potential strength. Well, 

technical things kept going 

wrong with the shot, and we had 

to do it over and over and over 
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again! I chopped wood almost all 

day long. After a while, it was 

almost comical. Boy, was I sore 

the next day! 

LORELEI: Had you ever worked 

with a blue screen before? 

STEVEN: No, that was 

really different. It took 

some getting used 

to. I mean, you're 

supposed to be 

looking at some¬ 

thing in the back¬ 

ground, and you're 

looking at nothing at all! 

It was weird to be supposedly sit¬ 

ting in a chair, but really sitting 

on a blue cube. In a lot of scenes 

we were supposed to be in a for¬ 

est, surrounded by trees, but we 

were actually in this blue void. 

We just had to imagine the 

woods. There was a screen set up 

where we could see ourselves in 

the virtual set. That was pretty 

cool. 

LORELEI: What are you working 

on now? 

STEVEN: I'm continuing my 

education at the American 

Conservatory Theatre 

in San Francisco. 

LORELEL Would 

you want to work 

on another multi- 

media game? 

STEVEN: Sure! As 

long as there isn't any 

wood chopping involved... 

(laughs) 

...we were 
supposed to 

be in a Forest... 
but we were 

actually in this 
blue void. 
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WEB OF FEAR: 
PROGRAMMING A NIGHTMARE 

All that amazing acting, music, art, and special effects don't just put 

themselves together. Much like Frankenstein's monster, they must he 

stitched together. But the programmers don't work with anything so crude 

as flesh and blood and hone. They use code, intricate spider wehs of math¬ 

ematics and logic that pull the game together as if by magic. I spoke with 

veteran Sierra programmer and project manager Mark Hood about the 

experience. 
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LORELEI: Can you tell me what 

it's like to lead a programming 

team on a project this size? 

MARK: The lead programmer's 

position for a product like 

Phantasmagoria is more organi¬ 

zationally intensive than 

that of any game 

Sierra has ever pro¬ 

duced before. Most 

games have 

between 80 and 

100 background 

pictures, while 

Phantasmagoria has 

well over 1,000. Each 

"scene" in the game, which is 

like a scene in a movie, is coded 

into what we call the script, which 

is a complex sequence of actions. 

Each script is triggered by the user 

interacting with the game. 

LORELEL That sounds like a 

painful amount of work. On top 

of all that, you had to deal with 

CD management issues, right? 

MARK: Yes. The CD resource 

management is a major factor. 

Many of the scenes in 

the game could hap¬ 

pen in any of a few 

different chapters,- 

thus, to prevent 

the user from hav¬ 

ing to swap CDs, 

the video elements, 

background, and 

code will often have to 

exist on several different 

CDs. 

LORELEL That's a major differ¬ 

ence between this game and 

some other CD products out 

there. You'll never have to swap 

Most games 
have between 
80 and 100 
background 

pictures, while 
Phantasmagoria 

has well over 
1,000. 
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CDs in the middle of a chapter. 

MARK: Right. We worked really 

hard to achieve that, but we 

thought it was important. 

However, we found that we did 

have to do a separate disk swap 

in the middle of chapter 7. 

LORELEI: (laughs) I'm sure 

everybody who remembers the 

bad old days of floppy disk swap¬ 

ping will be eternally grateful! It 

must have been hard to get all 

that video down onto the disks 

you had available. 

MARK: It was. This game 

required a lot more polishing and 

fine tuning of positions, because 

of the number of video elements. 

There were over twenty two- 

hour Beta SP video tapes that had 

to be edited down to fit the 

actions of the game. Also, the 3-D 

rendered objects had to be put 

into the video files, sometimes 

frame by frame. Choices had to be 

made between desired frame rate, 

data transfer rate, and desired res¬ 

olution of the video elements. 

LORELEI: Sounds like a 

headache to me! 

MARK: Yup. Especially because 

timing was so critical due to the 

movie-like nature of the scenes. 

We had to make use of times 

when the player wasn't interact¬ 

ing with the game, like when they 

first walk into a room, to quickly 

load up the next likely scenes. 

LORELEI: Wow. Was it all worth it? 

MARK: Just take a look at it. You 

tell me! 

Well, since the end result is an eye-pop- 

ping gorgeous, tense, dramatic, and 

downright petrifying game unlike any¬ 

thing you've ever seen before, I guess it 

was worth it! 
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TAMING THE BEAST: 

THE PROJECT MANAGER’S MONSTROUS TASK 

PHANTASMAGORIAS IN-HOUSE PRODUCTION TEAM (Standing left to right) Yana Baker, 

Mark Hood, Daryle Smith, Robin Bradley, Ken Prugh, Doug Oldfield, Robin BraZe-Phanco, Chris 

Carr, Travis Leonard, Adam Bentley, Dave Artis, Desi Hartman, Darvin Atkeson, Bryan Waters 

(Sitting left to right): Brandee Prugh, Andy Hoyos, Dana Moody, Maria Fruehe 

Creating a multimedia game is like performing a symphony. Every element 

of the orchestra is as important as the next. But in order for the music to 

come out in a perfect tapestry of sound, someone has to hold it together, 

coordinate the instruments, and make sure everything happens when it 

should. In the symphony, it's the conductor. On a multimedia project 

team, it's the project manager. This is what Phantasmagoria project 

managers Mark Hood and Mark Seibert had to say about their roles in 

the game: 
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QUALITY ASSURANCE TEAM: (left to right) Scott Howell, Bill Davis, Jr., Jillian Leonard, John 

Cunney, Dan Wollard, Doug Wheeler, Mike Pickhinke, Sharon Simmons, Mike Jones, Steve Deckert 

LORELEI: You've both managed 

projects at Sierra many times 

before, but I get the feeling that 

Phantasmagoria was something 

entirely new to you. Am I right? 

MARK H: Yes. Managing 

Phantasmagoria has been much 

more of a technical and managerial 

problem-solving job than I ever 

envisioned. When you're dealing 

with innovations like you'll see in 

this game, you never know what 

to expect. There was also a fair 

amount of managing outside 

resources, which, up until this pro¬ 

ject, had been a pretty minor con¬ 

sideration. Keeping outside art 

contractors up to time schedules 

and keeping the studio on track 

have both been very large tasks. 

MARK S: Phantasmagoria was my 

first experience dealing with out¬ 

side resources. The scope of the 

project was so immense that we 
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FOLEY AND SPECIAL SOUND EFFECTSRick and Kelli Spurgeon 

realized early on it could not be 

done entirely in-house. Learning 

to deal with Hollywood agencies, 

actors, directors, animal handlers, 

special effects houses, etc. added 

a whole new level of complexity 

to the project. 

LORELEI: This project is so dif¬ 

ferent for Sierra in so many ways. 

Were there technical and produc¬ 

tion issues you'd never dealt with 

before? 

MARK H: We had to think 

through a lot of tools issues deal¬ 

ing with making video into a 

computer game. Cleaning up 

halos and editing the original 

video footage were actually the 

small jobs. Mixing in, frame by 

frame, the rendered images of 

doors, drawers, chairs, etc. into 

the video footage was a very 

large task. We have over 100 

scenes where that was necessary. 
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Managing the team's twelve 

artists was a challenge. Each artist 

has his or her own specialty. 

Tracking and coordinating their 

efforts was a major deal. 

MARK. S: Phantasmagoria was the 

first Sierra game that we scripted 

like a movie. Converting our 

standard adventure game script 

into this more familiar format was 

difficult but it paid off. because 

the outside movie and TV people 

we dealt with ended up with a 

script that they could read and 

understand. 

LORELEI: Was it difficult to try 

to merge the world of software 

entertainment with Hollywood? 

MARK S: Yes. Bridging the gap 

between Hollyw’ood inactive to 

Sierra interactive was a learning 

process that happened to all par¬ 

ties involved. It was a little rough 

at first but* by the time we were 

four weeks into shooting we (the 

Hollywood people and Sierra 

staff'' had come to find a common 

language and had a greater 

understanding of the process, 

(smiles'* And each other. 

And thenr you hare it. Art. actors, 

film makers, music, programming, pro¬ 

ject management — the elements that 

make up Phantasmagoria. The skele¬ 

ton, if you trill,- the flesh, blood, vis¬ 

cera, and skin. But which of these, 

you're irondering, is the heart of the 

creation? All of them. The heart of 

Phantasmagoria is the combined 

efforts of an army of talented people 

the sweat, the tears, and the lore of the 

industrys 'rest. 
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SELECTED EXCERPTS 

FROM. THE DIARY OF 

ZOLTON CARNOVASCH 
This, the only authenticated 

personal journal of the 

famous 19th-century illu¬ 

sionist, was discovered at an 

antique store in London by 

Dr. Winston Wolfton of the 

Leyendecker Museum in 

1929. Dr. Wolfton, a professor 

of abnormal psychology as 

well as French decadent lit¬ 

erature, stated that "This 

journal is the most tragically 

explicit illustration of a 

man’s descent in to madness 

ever put to paper.” On the 

other hand, noted demo- 

nologist Professor M. 

Marano has declared it to be 

proof of the existence of 

demonic possession. The 

Carnovasch journal has been 

the center of controversy 

between metaphysicians and 

scientists for the past 65 

years, but there is one thing 

that remains a mystery to all 

parties. No one has yet to 

discover the origin of the 

enormous bite marks on the 

journal’s leather cover. The 

dentition is certainly not 

human, nor does it match 

any know creature of the 

earthly animal kingdom. 
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<3*4f y J^oA^/y^CC^ ^/2&£&£*tc^, sk&h' 

Xfeeiz xyA^zced^ AyZe&i&n/x.’/zte/ 

f & fi£'7fot‘ffte'iui£ /noJyjsO J&if' ay <zA S^e jz§22^ (?/ 

S&wfezMA&z SkyAasuty. 

i J&AAy, A*^Uc/ak^AyHtA 

Ad^iA AA /Gy, yxetft^mX^yt^MzJA^t^ 

s/M&urxAx St>yj szfefrt xAz. 

xJeoAs, ~^a^U*t<^y>yv^'Xy^y sOfbs/JAtAivy/aftAe) 

XAei4 J?xfac/y4ydr^ '//GMi&y xinn*: o/xAu 

Juty SXrtlnSf^A, yUftt&Z yfuA-, yl&rtS -Ji^y/s^/. sAnA 

JA*n Afet# AOitif^y/xtAc^t, . 'A^yX?>UjUy^lf> -ClA/)*^, 

si+uAAeJAy^nd Atd 

xJiidAy-/u*?X ■ '’Mtu/ yJ', ‘'Aps&uc/. ZMast/'y/??' 

jiA M zrxrf'yrnaftc As&teaXs- A^df j&Af • &kft 

i j&^MJiy/tnaA/ JgiHtatt ? ffitH' S/iHtsuaAs1 

At a jtw//■*/XttoArj ? <tt%z,n y/(Atasuyyt*}*^ & 

joite,^z*uA/itcAxyz^ ? A£". yAXoyrtrtt/fnaye 

Ay&tsAottrt *yfy(4 JsjUZ/zfarH. 

IAGORIA 



J&JU'S/frt&yr/ fa?, //// 

i CS/Ad dldfd d/tlMAf, faSXlrtJlofsd£^ S& am/ 

V AAd^AnX^dfaxA^dX AlUnAcff ^a*V<^UA. j/SdAZdd? 

a/iAamzSA^ay, stadAj&m/dint/ a A/azety', 

Aow&'t-f' d^A</,dc/dcA i^sU/Aj^fa^AtA^l/tMAde-' 

^Musu/af jtAf AUdAd/cHtKf AdlPjAldylrLyid^^Ad^ 

of fat* fa*od. </n ortdzsdo aoMxc An^ fafad/Ztt?^ 

fafa/ttuXdt^Atde AM A fax??Zd<dJA*A/teOH, -/&& 

\ Jfary A^fay/yd/ Ax^zd^AwdcA xoesjfrd&fao/AMad 

fAtAd-Ayfa fawfax/udifa^iMmak#* fa fat/ 

^jrniAeudes- 

fad* Afa/A^fayoxfa ?mtf Adfat fafabi fa 

x^a/fadt'// Z^fat^ faoAi? jdukAxk^ faAfty'Attm 

faijpxxotd fad^ ^AitM ■ /fafa&s fafatga, dadAsxyfa 

xtdtxjfa. AdHO^A/At^jAddfatiAd- faff S&Mffau/ 

ArttiAsA fajsfa faiMdtg?fafafaAc /t?ArfyfafAfa/i?>. 

</7AaX/ /cAjwu&z ^Axt^a/<?e/A /tifaffa^xoiZdAdtd 

Add /fat fa idfxtma. ■ AaotZX />ifa?dyfau/fa 

Amfjdf, /tit A fadotlOAefa At/dy XZA dfafado/es d? 

faotf ytuudxttp/#zy feu/?- faAUMxtsfafacd^# 

ALtrttd XoM An*, oAfa/Vf/t Andf faoytALf'OdAtA 

amM faux’tfa'Afad Aet d/idfatdfa Aoafa faAs 

uscu/fa fad/vuf /AmAxJ, xud/faf'AAt "fataa Ato/Aet* , J 

in Am Mf'/dcej*ifawtl<f AAoictd Axxtd Atdte ,yead<4 

ofadfauA fax d/dXz/dfC ALedS/CSrdA^ faA*/l#'doatAidi 

AXadtofattxd, a?a> Cjfat/afaditXdA.. 0A?s*tay'Arty' 

Selected Excerpts 



6jAdrdhdt#'*xdMt, /-Ajdd></afv^jA^dd^(d' 

do APtf dJtad ^o? ^dustSsd dodrjkd^d^^- d'UdJd 

yKM^fy do A^ls. ■ 

^/XP/ntdd? 2-0, dfff 

yUy ddzfJf/tr7^otd rOwdtnsOSd- 

/Udda^d^H^ Arvdd&e .c^dA^y^adt^^d^ 

/ld<rt/(dU<y/z<t A/U*Pf stmt. doydojdlAod^fyi. 'dfa&xd?* 

d<> dzaodt dwn sdofrte jn&fdz, stftu^r 

>otuddz^&dtt, 4t*Ut/ d^iUtudd^'^do^d^dA*u/ 

| dau^/d a. dcmfedo d^nAAMscAdefdtdcA. 

jvoa d^difddud/u>n^ 

JLnc, du/std&rt JudndA* 

AvOnd/yudd*t du<? * d^dka^rtttddd^ dtdsd 

/fpjyt^ry?t2^>/^d'do /At dt^d /tAu/sddcdf 

rfAddiddks, dud dx^ddd^ditfiLdA^ Autdpiudt 

s<d£fi/t sdUa/zfttdrtdvt&tf • dd /tV'&'/rurf A*ad/M*ip* 

<f jJuwdMm. tU&dje^Ad 4xd£/. </Jefarrd* 

jUssJ ^A^d ddte d&tf- AvfdduMKtsf' 

yrvuf */atUe* dfdda^'ctyme, AiAdd^^ri^^eaito 

d^J/ddsdiAytudj stUnue ddzsddut. dtAad-s*** /* 

dr? 

'0/ 

1AG0RIA 



4 

"/fff 

-/Ay?rr <r?U' 
rf/Wf' ^a jfastenS'- 

/</-fafak 

yfjUdA/?U*rl. C^SsoAx/ZO^t J&&/WS srtturf 

m^/3> 

Art '/oi Ms m3 . <fcfe£m<f 

-A<z<7 /tew/' stride) 

AaW'Sfr&)t‘—y'y^siAaiZf? 

*fa£s~'/JiwJc/ -/hzof tf sC&&wAz^. 

y'/teay^Af/M^ /frt^Ae^zszS' iZetpas? 3c 

sjzcu*^- </Aa^M’ ■ J^y 

A4 A&<r& 0/s/a<W 

3c Je/ 36s 4>n*es#z*// 

3fis <23y&t^^/?ria*t 3e~~ 

Jko^n ytAejc^tz^/ &y>/n/<z<^c, y,crzc€e ,* &Jfof zfo 

^wsjrtJaA uirtstnjuy^Uafy', AuySj&s 

/t^i^icLC. yynp^ci3yJLz^r^y / 'ty<f 

/O^ smaqi^y 3/^s&wdAAuz^Jt^ 

l& 3& /*ruf Ao^t^c^^C^t, 

3& yCCrnfeMi. 

Selected Excerpts 



daslZ/O/M' /<f, //// 

dayo duf dJkkJc ^/Ae^u<zA>/ -d&tA, yUtW 

dJs stAsrtqtf ^y?rU^A^'a&sMAAsift 

jksOf sfan*J<>4 ^ ^ 

stems' A&fett&de c>f 

sjS&TH. A<M£A^>ujL/TrtXL^C^^ ^ 

Shl&te U/^yC^Ud// A# A*yd£t*tS, s*^t<Z4UAf '//?**/ 

£e^j ^Ps^zJ? 

ZAs <sl6ifKifoc#rtS, 

SA*rt AuhxS, aAaJs ^s4u^ xiteasups ■- 

/yiAdJ yz*u»//My^Axsecdrrj At/wd^,tc>izzt^tead/d^ 

j/XjaMfatrt j£, Auf y^/fA* -tAe A>cty//£4*i&f/0/> 

/mYd^y.dAut/'^ /tdd<sy?^. yfy/ffatAtf yfa SAvz* 

Ames* srt&t/s* /U>zwri£*dyfAf £&4sd£y slA^^zaU s>ne*7, 

4*t dAy? %/tey>? 

Atlb&sM&id, yfs&jaa 

A/zm, Ay yzn^^yMxt-tiJ# £tc*xn* 

£3?>*vfe/klje s&y scAedAtA^ && Acu/d# apAt/Af ^Aed/S: 

4n Accsm^n^ s&ty stortA zdy 

stru^A/J><U>0>rL* y&- Shrtfe&de ^x*i^s2A*cA,j6utt 

4#.'&pAjtetisM*+y* yya^ya. yt&dy*t^,y^^eyAzA^t<yAz^ 

dt&z&f -My XAatdA^t? 

dh>r>A y7yicfA-f ^>y dAy ^^c^Sad^cm • 

GORIA 



\ 22, /fff 

I 2/ZO^d/f/tty fa£?l<7xJ /z£jk/y'jfo /fry 

'CZ/JMS fo?' 2Zfa2 y^i>^Ay^^>4^ *22y22?Z/6&4' 

Jis>£> t 24^Az^xd4^j^^^a^. 

2/**y ays, 

yCdtp&ts, /cA^Ze /my s<>w^sd>^ 

yuM^Jlsn+ri*. 

muy J22^r2, 4*cc/ </ 

MfAs&f farm d&Tt^'sd&ryt / 

^ajus/zssy 2^., 2222 

^ay'22ad /^&^20/*&ji2' 

/nte 2h 2 

s^2n//yJ?y//jUdm fodjMf 2&z?2/, /$UT 2 

'U$i2, J2i /fzt.2c£^^ 2c^y<2^e 23 -^2^22~- 
£4t/tr?S/tf.2~. £^<3£/Udc2f y>&U>ds> . . - 

Selected Excerpts 



CJ$£' yCdrftr/fJxatt'4?/’ 

Aiw/tiwjiy &'JkrtfM€Ct0£'dofa£', 

MJfAA AfrsAf; 0/l,M/fa/rtrfs/t*4*' 

debts, AWsAetefSstf/ 

/tmt&A wt/abt, f/wAAWf 
(A^A/moJAaa^aA </fou*uC /nzp' 

MtiiSjett'Aoz/sn/ziy mxaA ^AtatwaA Aotk e/s/Ats 

/mMXMtas. 

'*fi/& agxte#/4fia a J£a/& />//mJMLa^t Ac /wsjA' 

fit/J/tzn&t AJl* /erAf/rA Ak/crte Afc 

ffiytid. MXKi jkAMt&if' 
Ave J//n£ At /udz/cts/jiUte /ufotj/efso//*U o/ 

{//Am 

//At a Jktac/vn, A/uzf 

Atxdc 4X> 'Airf&rt <f A^Actu/sfiS' 

dAW/wtoA sf //&P2'' Aaso<4 s&fAA/Az4d sUrfA^ 

AXA/AAmzrA'. 'W^MsfisycfeMSAt A&aAAfart, jrta&trr#' 

Me An a /MA/rt^/tneAcAftcze^ 

Jlc* y/ettd ^^aA/AcAJ mhAA 

/iJu>t/>. 1tfeMsad /A*k Atu/a,/eaAfAAeu/<?uA 

of Aid/W&^/idft lAfe 

A#a/as zA/AA,/ntidesta/Ae yCetcAAc A/Ur^^oAu^A 

jefa AAU of/z zfa?yc/snort. A^*to 

4*td AAkA&ki/A actuAAuA ^AtAoAstSfi/e^AAAAcA. 'A/f 

\ sto#fc£<?C /KofA AA/AzAzA/U Ata^t^s^i^'/>tay^ 

AjAnAAs/nan A/aA A'^^^u^A^seazAAp 

1AG0RIA 



stayd- 

aAs Atxd W/a/xft&zf tvtwtA&rt &x>} 

4/aAA az /maAdAZAd JkrJ?/ Az^rt a^Am^AA^ efsz 

yfzdzodsdd dfsszouAA. 4dddd'. y0z£* 

dAe ddrtu flrfATt^ArtA^dte&di, Aa^a/s^mz^zaZ aajoa 

y/tdz jrfeajrjt. fflsJyt£w^4zf#?ZsC£ 

AtW/tys ^As A&tyAs, <z^a/rtsdzAAAi^rzA'Ad Ak/df&c. 

Ar?S& Aod.A/& At4?AZAfadstrtSy 

Af4z Azz^jza ^ MttX^-foz& ,Od / 

aftmed dAs/Ado-A aws/d/yjkzrt/Ad Asod. d^AAddzdrt' 

also* <vrfihdC. dtrfoutfAS' A/nijyA/'Ao 

/Az^A^4^ /dSArtAAAX^At^. P&A&f, '/^4>t7A yfZAt. AfadAxAy 

/dee* Artdssd /r&Addds M€su6j .. 
AtffjAMf AM^dd & £&AZZ+tSyp/ /Y’AA2AASd4d^y/As 

/fatAubd fe^zYA Ao^A^iyddA .sd^ toouAd 

AIMAKS'd&US srtZAZ^G /HUIaAA&yddArtdAoAYAA/s#tA>Z 

/Art* aAa dztJ^dd-SfddSy^^ 9te?ATs&uWArtt 

tAad'4Ys?rtjWd<9 aAyAcA jddo sd&grtU&A', /aAzj 

dc^ypiAH Sao/ Ay'ArtdsAdddonS' dstrAAMA^AAAza*L& Ad 

AAAf/M/'AZnd/Jkd^StesrtiadyOstdAd/ dtrtdAtnd 

Adj AydAfAOtAZT ,dYZ4A4Z^Ad^^ dfeAdzd, 

OlAA/€A dadoed AoaA. AUtA dAOtt/c/sKzd. A/*<&&/ 

Art* t&C /tnsyiAsy', odUcA AsddfA d*A?rL ArtSOd A*f 

//vets dcO^AoJ Atad"eA/ Adm, dzJtdyy Amazj a>/ 

AcAirtSz Jdz /As dbdzajf/zA/zf f^ujA: dd^dyrto/sday/ 

fot ddiAM, Af Atiotd o fads fit/s^csoAs^ aAv/cAsaA 

Selected Excerpts 



tfa/yyuf/cAs/df; tzttddffaaa yACActrdy'aa d 

/XuJd. 1 aoa/dfadfaSA*dad 'A deadsyd A^ufa 

yyny'AfaztC , AZ^ut^AA^nedcrifr d/a/t^ZA fadAad 

falA SAAAfasdA? AQUAS’ s(fafafaaC . 

dd# /ndA6tna**t>dana<dt fa/nay fafafatrianej 

dAf fadotadt-^'day'• dAocnddtiAAnzfaAt/Ms#* 

aaA&nuUoa, ca*faAd*Ky'jHy dadA'AftOe /daks -/Vkadbu/y 

^ddaut d^AOm. fadoaua/’ 'A act/caoa /*rz*n,tc- sa+td 

■fay*ktfindny', 4*dti a*t ad fatzafac, dcjfaAa&art 

M/tUct? /t/u Axanod devoufadddu d*.Msd*?A*A/.1 

acuAd A^aAcefa A&za £> ^o-atcjr ■ 

fa/Zur dor* faartc yOfa^n. vfayfavufa Azdyc^z 

■td fad, dftd(/y^trt afate.. dffadad,/UvAAfa 

tfad Aoozdti, /Atd4 /t/ifAofarAnan^dafa' daanany 

donda ova zdu. daw, atahcz dadaxtiaAc/'Aafd 

AJfafatd- AfadM faofau, Madded ado//, aadd 

fafafaa ynK . dd d-atfae Aodtr aAc fayus&M of 

dJaeJz/n&iA aa t&yiAdJc amta uan/matAedAcid. df/x£P, tfa 

Juaa ofAJ&d JiAtatdiedyA d> a. ddioytft a^ceUddzc 

'zpfaarn, fafa* Afa afzfac , dOtrt. Afrrtfa&d> fayftdfa 

X&rifded> &rzd, far aas Ajfaaytf/, AAzd 

Afad-A./mO' * 

GORIA 



V 

//// 
/6fy dw#. iZ/zwsMrt/y of 

/ticftiAe y?yu//t/yA&z?ud^^ 

\ /U^Jy ^ytm/kA/ JM*ot/jiri/>? (7 

few/,, /Ztryf <fj</iAA Aertot A^it, ifo/inys/vM. JAad 

#/? jAsS'dazs, y/0^,/jp/yXtyfy 

cuxx'/rfe#/', ^A?fc&n£o6Mfr#4€/oi(M ttuotA^attoC fotmcl' 

/nufiTafafjtfJMs. ^^x^****^^ az&tfeo& 

U2*<^y /ma^yc ^^fftAoAo yz^y^A^yk^^ 

\ /Uotfayes, 

ywA/fcfatHj- C4f^ /tmfifot' fzJky&fyytAki 

Mrftdy fxMW, (ffcM/dcf/tHaaisiJ, j>Mtt'#Aaw 

A&& gyfgd/M, ytyrys/mcAotrt 
/Man//Mj^/6'xAor/r^ 

sfr/urtzct/M#, ?<oa«>fao^ /fayf/sjto&fJuz£ 

i M Me/Moffiwyt o/fajtAy; ArtMctfix&f, ymyvtA/, 

fiohfyoa/&ty- wyd£A/c4tt>'/rt0M£'cfiAyj. 

/M£'rfrfx^M/rtyCO&r£fa' /k'dtatMkd' fy'jA&j&yH& 

of oUi/jM’ty'', ff/C'sOfa£ry*J&' yymo^y^^c^yy^ 

/rwfrjfatud' jf. <JfxfroAr/t£k^/' <7/rjkyfy&#AafxiAe' 

/d&edMcytJ-faw//wry fsow& aJ^yfo: y&ytf 

/MJc^yyrud/'MsfistJ, -/fat; 7 

JziO^y^a^y^^yyy^/yy a/ #<)£/ntoyyn/Ary-. 

\ 

Selected Excerpts 



~fat£/ JtfldSatuA' - TTa/t/td dfas 

/fJU7j&?? /KM&Zs J&fa?' — 

^fstvt?/Jfa0& 

atwOJovcfy' /Uttabiy 7Aat* 

<ffiJjlM4/U4 46, /#<9S 

T/cm^Ast. 77o?ii^77: (/Jia^fy 

4euy ToT&fxTbi/zfA A#A£Mtw7A*ay^'M& 4 
'ktlUG Stfeti;, 

Tolwl /mfaatecC TAssms 

7&"fajyi /tws/to/k fanxs/istjf 7#7i7cfpjjtA- "Tlfa&J 

TfiaTko- J Taw 7^jTAym^/7j77rJWyf 

^/uu^A^st&env, jadt^/wU'- 7Au&foM 

7&W, ^/TLa^^Jce//xs<7& 

ax^ij^t j7^T^7y- ‘TTM^ "A£fJsM<7, 

7 A/W-&. 7J(MJ^w7&0?/mys 

JuMSomT/. " 7i777T7u^m>?x7L' Aum(/t^^ny4ff^ 
-fiMtt, 7mA77j7/#7 aTcum, 7b 

d/rfTim^. 'T'tT&tt 7MacAsttrtT/es^sJjfa 
a/77w&/ma^<7/7r*c. 1 

PHANTASMAGORIA 



4f, iff# 

h/fartJt4U itAjtfeuuck ic /rtte? t^^nki J rsuk/ 

AUtUftifas- iAmiii, AfiJil . Maj friai+p twutdMrttA 

fjCMt'. 4d&rlAmStl, At^i^itA^CtC/OL'/tidf^tkCe /CfdMiClffc/ 

ike £hc& <m ike /cAamScz, ftoois, 

MtyAot&i /iktutAfo jecUtwile ic wduit ikatyfia. 

tfay^ ytrwjAtmteA'M'. tAiau^njkct. dblAfakysAfa 

aUa/r^ri Alik ike sAtic^cfSfanl/, /met /ScneuPU^ 

j*cUt fifjAr MMt'Aonyiibu s^cin, aj^s A^6ei4wttA 

JHactv stndqic AtftnSuld JVhiMx>uf£tuf 4if24rn.£fi<L^Jfc 

t&uaaL /matte jkm/t&e Stack,, fim/Um- loctca of 

L frjy fttl&rl' AA/tyirtJ 1 sUsn&mShi; Jiuffi/tinj/tAe Stack 

atuL t&esmtjMh'j ffttatfdruf M tfa Settee SeecjeetsU 

fiHt ike irztaite cf a atyinp'a^et. 4A£0uai-6oi 

ctantuto, Mxa iwjawiatio?? a 

awvi Xkt/unAdUj Semt 

“ Ccr** ieCfo ikt» talidseian t t 

AccMteteerpeeptqae, a#stfitSi4iH 

ifattAVtikt yaueAayf.,. * 

L ^aa/t /SatCd kcCy, iJte 

m Mtf/koudd 4Stegatr fo teeentte, tutiiWJ 

cAc^ntui, Jw-d-M aaet icuaSe/i^dtltf. 

“cptfitaitk ycua Mi£fa4a!id4s<^ci'j... v 

<?r /vaft&ts, Aaorictatneut e^/£aur;l^anytrAides 

.jjACw/ iietatrk. J4y kawtAam m£4Ju4M>tkat / 

yitotufktli MAuclct Oaf? fd/Tfnsayws citedt. 

t4/ljeje/Hct.afcud^ yiaqis Admits, *.v 

Selected 



fflviC' AvKj AVoJLcfundid, s/Adandfeuf 

aids syiavc. 'dAty deface Acdedtc a/s dc/wantd, 

<J *shM Jkt/rsJy/ Jf*4*/r /wty/tdf over Ads 

JwtoMAa <rf dte AuMjA vAnd- 

*y&rte/jzoiAXM4AviMdeJMcmc. d cwnmcnd 

W" , / 
AHad Asuddutty AAms/UxU JtJkd, /xjtdsudfet/y, 

and MwdAna /tna/n^JUanu. <Tftw dtnvied 
/th/Ad fdzdutey fox/vn /*r7/^ duddexat'Mu^fadruvrid} 

Ahd/Mxxdtdif Ai idyf /moHAdurfjtti - Ad/Aa/fAnfa* f 

Siid cfdif /rfuiu^ ; fodf Jdj? dodexJ, /Ua£uf 

/wjeyfi£m^ /d?Af} /tx^y/ijdd»x 
yV%sy /can '/t 4 AS/me*nJ&* drt Up A ? (JjxOtlA 
/JtMf, /tifSsc/Jy Jkfete Mi*, andsHxyJd/tA 

aa4 /duvkett Ac dn JxyunMtAicnd *»ALGV6t*Jtf *nv 

JUfk 4tad d fett /dud?ddf AucAJm4tecl,AxicX 
/mtt/idx/tcuJ /tAe^e. ad Mna^aeiA^ ftfrri Add 

'&&uJj>A< X&ma Htfio'ttsmt .djfot&ynusori/iAidfacm 

/Mu /yiftdy iMjtidM*V. frG$*u>, J>4 A*duAfu*xd. t 
“y/lfahJuiVf <td*wr-.> ” t 

devcl Ms fi/utd Jtutujed prryme. 

0 APsfnestiJkA d^MCuxurt aA*A>^ tijrfsd fdorn 

/my Atwondso d AtcoiAed- ‘Ahem i/tf/mendeM 

/tooduna. d aMJcrAotsd At dir dtfadie, d-tsfane 

ovt~Aixujj jkke a dfixudkaAd. <J%£ fAMt'dJuny. 1 ftdA 

amlA feaM, m MVCAjfdifjtf, AS^dny/fade At/my I 

PHANTASMAGORIA 



L JuaeL. j j/mzh/Au/ fewn, xyiqxny 

filt fert /fzz/Zzzxuzz. J&et7 /feuz/Mz/zmzz/me?s. 
] pjf/McJ?ZtncCcut. /svcvrif.l*> 

6at 4fetf J ziwsuvesr &x£ea^sa*}<wi - Wfcctt./omC 

yjeConf ? Wl&Ztf Juu*/ JM#ne ? 

xtlfetcj 'AUfjftCttl /fattened, f^T &af>£4, 

A*W Jafa/KUi£j{/y*i4 9 

^yPia/izA *), 1888 

'^tVAzaz AAcry/r <wc^ sst/wsJ 

/xws^MSt9&jAtr*te&. 

^//fayxxw/t/' AJuwc /r^drfez^Ms/i4Syfoy 

//uK8/AS4i//t*UfiMA'j9c^ /Zasst 

A/zmzxjZ/Ism^ /f^zizifeferZfz/fe^ i/rz 

mfesz/zt^a/ MA^AAjidAzpv&zrtz a/*dfe?//tf 

A/& zzl/jA/A/zi/t zy^Az>^/t/AOJtMAf>i^zM^ 

ACt/vifr/jyMrf4^ - 
z?/?c*s£^ sMzpd/zzfe, Afzt? 

(/AAz>Uy/MZ*iZ'/Az<Z?JyZ^/z^ OssHJ^/UZfMrtf < / <Z*H/ 

’/Xzptrp 

Selected Excerpts 



XvdrfyXvMG*cfa 

jiim a faic^fa /Akwsod' JusHi/ci/c$a^M i^ t/faduzn 

uutf&Hrtjj . /its Mtfiufss/fatfX> Ar ccu&t tifadc 

Xt^tfiatAid faye^d mMum falcnq tuoufa'. ’/l/fif tf / 
Jwidtd d# faa&fi sit/sM 'Ac^ted^ina ,fJdjy, fa- Jk^atL 

tv cJujs, j\£ 'i\?an tb//& &tfou^-.4jP/xJ) Ml/rfa * 

'/ Jwfod affaw, sztu/fat fcdttf&fafa, '?M&*tfad 

fafafaii^Jun** Jscw /i^t^/Mc/i^ 

fad' 

jfafaAcf ficur'/fatMU fa ytrr/y a fad 

k /mf'Xo pfafaec#^ fam/owt'dUk^/ fa 

/p+jMUUuj ayuu^Jfa7fa JxR^7 jf’/Ud -^ 

dfc&fa/fy/xd * Jfayi yt-~fafafaf & &u/42au | jfyMfsu fa Mvt fafaafai^ cfxfaof? faUdfa*, 

M/Ase^ fa . *' 

rf uMd i*t 4Z jfaM4l^sC^Jtfa4Jf J foutt/ 

sffajfrajUjts, zinc/, 'f jijufa/ttc A&fafa, fajwitfaxyzfrMtf 

uxfa, /wtiUisnx} Xrtirt, *AAi+i?>t-'tftfafa 

SufalC^ , fa 4 fatu, fau+1 rifaafa/fiufjecf /U> faJ tnn 

fa'in ; J fa/tifd faA./*oc&et~. 1fafa /Juid a* mh ~ 

CCryftAW&n A&iM 4tt~Ttfo /P€'tduiZ./ A A&W d^fauty oj^U 

A&«M tkats»uxd£ me fafamjjfati /uucccmM mfa. fa 
Mcke mdj faasrfa. Jianuis 
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Jfaei xtatcf j wa4 ffxcui utlc ih 

SyshUj cuxff fcu/iv^ * (JP<;u>^,£#u£cL ft* A*, 

(f tPwnk j urouf-ci /{uusf Awf/fan a 4xtv^uJm4 

Af. a MMunw /yuhutuLf; J 

Hcuitp 'Afuid i4U. yreat- yxn>c/^tfuris is azfimfzf ?b 

yicJi/zfa jyotfad 

awzaJm x/H/iidnijjb. €^/C0UAJst As 

Jffi£4J wiU J*s>tA/*iy *Aa4JAC4y?S/>CJUd jwy£e jyf, 

sflu/tu+tvCfj JAut/L Marts AJMMtt,AjMfaat 

Atif . A*bzAt/t Affart ifat/t/tty Arts sstfa> ztftf yc&cx, Jtrd&cfr 

OlS A*1*S Mlkd A-y£c^SsdArt* ,4*^1 Af^/W 

Ac fasMy/r strit;, 

GPs; and/ hat /*u?ifSM, iwitAw/a/, wcHstofuA/jy /uhccms ^ 

AKnAsbruif ybuwp rrf sit/tfounm Accome* my famx/y . 

4iy At/iC^family <4bt~ f/frsmtysnOOAcZ st/uC'dMfo^ uAe 

Jjtf~~/WSs . * /m^fAmAfpXyfayfu^^OtimfaA 

Ja4 xwtl MvilA^/swab^ Ib^/Yc^Mm/ 

SMUcJt ,ef tfasiwa . jsxiKtw&Jjtfuvt MaSSsittzS 

f/wl*</ft Irwt/yA Xi> ssnlsnae /rt^rysny Afan^sfcacC ansi 

s/tOHsiny dtlm/syr f /fay My^t/ief/facy stu&, iwMfadtf 

/fay he siifxL/tH/sny f^^Ai^slAsfacy- ^/tsniidwdz 

kavf asifi(tl'fcl/a/fsts/r ys^zdestfa . - 

*J xtAfc you, sd/Ak yifaXcc&ri^ A/wt’ ltd Aaffes^anu. 

/UicA■ AnMyiujtofd'', JsioA dfatjArfufcj ? »4b4?Jock xi/- 

yfafcefarU faxfj Zfs/AUulxsy/y 'utf/lfi/Aui/at, Ma/y 

sfitl'ducA * MrityA*4ifxmy6ts. 

1 

Selected Excerpts 



ifa'A sM^aiuty/ faA/A^ /&?/&*. 
s?ff?a/fsA Afcwfi/y 

?r ^7*s£j£ ciOrtP#**4 jfojtuifAedfntd' 

7 sxyu/tUt 'T^A^y* TctMy'*^, (aA'Jiastdj • f faff" 

jt# fi&tn AM^'<Aa24 * fa&jMSnj 

fa# #> Jxutfa**j rnaifa 

d/fatrt **u7 rtyafai sm/j/ S&y7$<7, fawj 

P*4* AfayfajMfA/jtu&i- 

4fa MMSA AtiAtfAitfM'SttJ' Cfa&dds«rtwan// 
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(Jw, io, m# 

\ 4 dt/jCTsm/jl cf J)./dfojvctJ 
'dfefXtfanq' AHf. 

MXwtft/yyMtC sfoj/j}, -fa/S JAWfoCtf '/qitijtC' 

tfwfotA/&si<6 4e*s. 4/mwj ^jfA^AwiecsMWX' 

avo&i^, 'M/fow S/r^ao/Sw/ 

fcfyAf/?, jjy 4%Z?i/Afifds, jPjAfjxAcridj? zif/imo&f. / 

tj&y, Jfa^jjisrtnjrdy yjasuM 

I /y^uvcici 

I mi Xtis dy?J-y n+f^nsJn 

j£t sJiJijtff, /lt£m/$ Id &Ju4Jhy&ty 

'WMidyed/j scfi^tdAicn 



JtM Acf, ,ic MslfJtJudly/ fust! 

day f6jj^tyM«J,AottA,£ut' C/atnjfaf>au/ 

■*A*f*f. ^GrVtemUa. r 

H*+£, / 
' t**u*?' j 

ZS?£TX,.±r’- . 
%TJ' ^ 

f 
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s 

3, Jtff 

at>£- dh« Atruifa ff/ditJ <«7jf * 
i TfuM<*'^4rTj 

l *r.** 
'^•y r^jt^^L ^ aent™**h. 
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I 6c:toM iz JZSS 

< uetwvits 

^nj 4at***dJ7 
,«£*****w‘« 

'***, 

I 

* 
* 
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c&fi rJ fiflow ivM-' AvfMify 

tti“*T*4i. tuak^ 

1. 

def* ^y.^t fat fa 

^,-^^^7’4474/n 

/LC4^f7^^ ^**<U*4*^Ld/su 

7**-&*~*^£ 
^tZf 

jyr 
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ny wy 

'*ne-"tC£J 
WAt*v&£ # 

-4* 

'tJ /*^''t*'&. 

"*7' <42?*^ 

r 

4*. ^ 

, **•.-„, 

_..’’l ■£___ 
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Designed and Written by 

Roberta Williams 

Story by 

Roberta Williams 

Andy Hoyos 

Director 

Peter Maris 

Producers 

Mark Seibert 

J.Mark Hood 

Roberta Williams 

Art Director 

Andy Hoyos 

Game Directors 

Roberta Williams 

Andy Hoyos 

Mark Seibert 

J.Mark Hood 

Lead Programmer 

Doug Oldfield 

Musicians 

Jay Usher 

Mark Seibert 

Movie Sequences Scored By 

Mark Seibert 

Opening and Closing Themes 

Consumite Furore (Opening Theme) 

Written by Mark Seibert 

Performed by Mark Seibert 

The CSUF Concert Choir 

Conducted by Dr. Gary Unruh 

Take a Stand (Closing Theme) 

Wrtten by Mark Seibert 

Performed by Mark Seibert 

Mike Berkowitz - Bass 

Paul Thaxter - Drums 

Jacqueline Goodwin - Lead Vocal 

Both recorded at Maximus & 

Engineered by Jeff Hall 

Choir on Movies 

"The Esoterics" 

Additional Music by 

Neal Grandstaff 

Quality Assurance Lead 

Robin Bradley 
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Video Production 3-D Environments 

Sierra Studios 

Video Production Supervisor: 

Bill Crow 

Lighting and Camera: 

Randy Littlejohn 

Assistant Lighting and Camera: 

Robert Ballew 

Craig Denny 

llltimatte and Video Engineer.- 

Robert Koeppel 

Stage Manager.- 

Robert Ballew 

Property Master-. 

Craig Denny 

Best Boy: 

Chris Williams 

Cinematographer 

Gerold Wolfe 

Video Post Prodlouction 

Sierra Studios 

Video Post Production and Visual 

Effects Supervisor: 

Bill Crow 

Video Editing: 

Peter Maris 

Additional Video Editing.- 

Bill Crow 

Assitant Video Editors.- 

Robert Koeppel 

Ron Lawson 

Video Compositing and Effects: 

Bill Crow 

Digital Compositing and Effects: 

Robert Koeppel 

Additional Digital Art and Effects -. 

Linda Lubken 

Designed by 

Andy Hoyos 

Modeled by 

Kronos 

Kim White 

Brandee Prugh 

Brian Judy 

2-D Adaptations 

Dana Moody 

2-D Art Coordinator 

Ken Prugh 

SGI Animations, 
Renderings and Effects 

Kronos 

Kim White 

Brandee Prugh 

Brian Judy 

Cast 

Victoria Morsell as Adrienne Delaney 

David Homb as Don Gordon 

Robert Miano as Carno 

Taylor Bernard as Marie 

Steven Bailey as Cyrus 

V. Joy Lee as Harriet 

Stella Stevens as Lou 

Hoke Howell as Harv 

Douglas Seale as Old Malcolm 

Devon Myers as Young Malcolm 

Lillian Chauvin as Ethel 

Christine Armond as Hortencia 

Holly Chant as Victoria 

Wanda Smith as Regina 

Dana Moody as Leonora 

Karl Neimiec as Mike 

Credits 



Kronos 

Producer - Stanley Liu 

Art Direction - Albert Co 

Entity Modeling and Animation - 

Albert Co 

3-D Motion Control Composites - 

Francis Co 

CG Modelers / Animators 

Stanley Liu, Albert Co, 

Mohammed Davoudian, 

Francis Co, Lisa Kim 

Dallas Good, Andy Koo 

Darrek Rosen 

Software Support - James T. Tomasko 

Aj*t and Video 
Post Production 

Dana Moody 

Darvin Atkeson 

Maria Fruehe 

Desi FJartman 

Robin Braze-Phanco 

Travis Leonard 

Ken Prugh 

Daryle Smith 

Frankie Powell 

Richard Powell 

Don Waller 

Tony FJernandez 

Barry Smith 

Animation Editing 

Ken Prugh 

Travis Leonard 

Daryle Smith 

Robin Braze-Phanco 

Programmers 

Doug Oldfield 

Dave Artis 

Vana Baker 

Adam Bentley 

Chris Carr 

Carlos Escobar 

Bryan Waters 

Additional Programming 

Sean Mooney 

Steve Conrad 

Michael Lytton 

Kerry Serge nt 

J.Mark FJood 

QA Configuration Testing 

Michael D. Jones 

Steve Deckert 

John Cunney 

Sharon Simmons 

Douglas Wheeler 

John Trauger 

Lynne Dayton 

John Ratcliffe 

Bill Davis Jr. 

Roger Clendenning 

Scott FJowell 

Mike Pickhinke 

Jillian Leonard 
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Additional Audio Additional QA 

Robin Bradley 

Dan Woolard 

Mike Brosius 

Joe Carper 

Marsha McCarty 

Cindy Romero 

Paul Trowe 

Dan Peters 

Mark MacKay 

Scott Conventon 

Michael Chong 

Scott Multer 

Off Site QA 

Dave Steele, Dynamix 

Gary Stevens, Dynamix 

Andrew Binder, Dynamix 

Scott Gilbert, Dynamix 

Dan Hinds, Dynamix 

John Wolf, Dynamix 

PCTest Incorporated 

Beta Test & Coordination 

Gary Brown, Technical Support/Beta 

Beth Quintanna, Technical Support/Beta 

Foley/SFX 

Rick Spurgeon 

Kelli Spurgeon 

Mark Seibert 

Latin Translations 

Bruce Thornton 

Audio DNR 

Tim Loucks 

Maria Fruehe 

Desi Hartman 

Daryle Smith 

Bill Davis, Jr. 

Jay Usher 

Movie Special Effects 

The Character Shop 

Animals Handled by 

World Wide Movie Animals 

Motion Control 

McCloud Productions 

Makeup Artist 

Cindy Jordan 

Movie Audio 

MacDonald Recording 

Systems Programmers 

Larry Scott 

Ed Critchlow 

Dan Foy 

Ken Koch 

Terry McHenry 

Chris Smith 

Greg Tomko-Pavia 

Mark Wilden 

Casting Agencies 

Rothfield, Ryan and Roth 

Bressler and Associates Maximus Studios 



Casting Directors 

Peter Maris 

Mark Seibert 

Special Thanks to 

Chris Braymen 

Steve Conrad 

Neil Matz 

Sean Mooney 

Robin Kleeman 

Sunny Maris 

Micrografx® for Picture Publisher® 

Fresno Flats FTstorical Society 

Strategy Guide 

Written by: Lorelei Shannon 

With Additional Materials by 

Susan Frischer 

Roberta Williams 

Designed by: Lori Lucia 

Carno's Diary Calligraphy: 
*• 

Lorelei Seifert 

Special Thanks to: 

Leslie S. Balfour 

Stacy Mangum 
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Within these pages lurk solutions to the toughest puzzles, tricks to escape the 

most dangerous traps. The Official Sierra Insider's Guide features: 

1j* Detailed hints and solutions for every puzzle 

H* A complete walk-through of the game 

z} A catalog of inventory items and where they are found 

U* Maps of all the regions of Phantasmagoria 

A "Did You Try" section so you don't miss a single fright 
y 

PLUS: Special extras you won't find anywhere else! 

■j* An interview with Roberta Williams 

Interviews with the stars of Phantasmagoria 

') A behind-the-scenes look at the game's incredible production process 

7 Photos, early sketches, original, never-before-published fiction, 

and much more! 

The world of Phantasmagoria is beautiful and terrifying, rich and 

complex. Only with The Official Sierra Insider's Guide can 

you be assured of experiencing it all. If it's more than 

you can handle, don't say we didn't warn you... 
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