Ingrid’s Back!

INGRID'S BACK! CLUES. COPYRIGHT (C) 1988 LEVEL 9 COMPUTING

This clue sheet starts with alphabetical lists of things from each
of the three parts of "Ingrid's Back!"

Each part has General Hints, Objects/Creatures/People, and Places.
Look down the appropriate list to find what you want to know about,
then turn to the entry whose number follows, in brackets.

If you want to find something, use the number after "where". For
details of it, use the number after "dtl" (details).

For example, if you want to find out about the Petition in part 1,
look at its entry, 91. For details, look up the number after "dtl1l"

and turn to entry 702. This gives some information and refers you
to 526 for more.

General Hints for Part 1 124 Cottage. sp¥2%€§ (125), dtl (659).

where (121), dtl (542).

Orders to peop

73 Jumbo Butter t 794
Scoring for part 1: 6&6) Rere (133), atl (457). T [Zgi} dtl 2

128 Dunrollin: where dtl (749

74 Lancelot: where (485 dtl (799). :
75 Landing Pad: where(66§) dtl(??%)_ 130 Gnettlefield Farm:

1 Beglnnlng the game; (630) . 70 Ingrid: where (158), dtl (565%

¢ Einding TLhings: (54 96 71 Invitation: where é? 1eS 1963 " 123 Doomladen: where (655), dtl (639).
3 FlnlShlﬂQ part 0). 72 Isfrunt: where (70 dtl (760). 126 Dribble: where (5 dtl (786).

g Going places: 155 (53 127 Dribblemouth nghthouse

6

7

Signatures: (526).

. : h 644 dtl (765
Objects/Creatures/People in Part 1 76 Sanosi Ok okbuih: i%% 8“°mebafét wwﬁgge((55g5 dt1l 2534
10 Arback: where (451 dtl (601). : nomebridge R
1) AR it inete (820)  atl (434). PRSP, WERITIN ¢ a Gadd adkRiYREESC(660) . TEtl (771)
oo aT® whereo(551), atl (642). 89 [adder. Shoi:where(486).dt1(770): 134 G shomh hhetstabs) 2t {736)
- adaer ort:wnhere . 134 Grocers op: where(
13 Aunt Halfyard:where(125).dt1(652).
15 Bag: where (134), dtl (528 O N hacy (685, arl (10 133 Hall, Village:where(463).4t1(332
16 Bed: where (120), dtl {453;- 83 Millie Watts: where(646).,dt1(761 137 Him E?reZ?-'wgeﬁﬁe 559) .dt1(797
g
17 Belirope: where {1413, dti (602). 84 Mirror: where (699), dtl (715). 138 Institute: where (685), dtl (656
18 Boat: Whergt(53g)- d%eo) '3tli619) 85 Miss Farthing:where(152),dt1(456). 139 Lighthouse: where (704). dt1(79%4
3 ont ahaee | gS?reét% %5521 ' 86 Mistress Spritl: ..3). atl (613). 140 Mill Track: where (464). dtl(671
- ' where : i rac e ;
21 Bottomlows: where (13 {* at §700)' 87 Mrs Tackhammer: 141 Mill Yard: where (é456 dtl (602
44 REIQIS: where 454;- dtl (76 b where (12 0) dtl (734 142 Ridley's End: where (7 5).dt1(556
23 Brid 9? where (489), dtl (639). 88 Mrs Underlay: where(551),dt1(642 143 Molehills: where (561), dtl (719
34 Someds ek, fidl; o5k el
ushes: where ’ ' 90 N... See Gn... 145 N... see Gn...
30 Carpet: where (685), dtl (593). 91 Petition: where dtl (702). 146 Parkland: where (705), dtl (530).
%% Egigﬁggg :gggg é%%%}. g%i ;gég} 3% glfs ¥h§rek(65g) %%%457 éi(730) 147 Ploughgnome ﬁane:(796) dtl (667)
: ile of Sacks;where : where .
33 Council: where (553), dtl (757). 94 Planning Permission:
35 Dog Brasses: where(604l dt1§651) where (716) dtl (785). igg ElVﬁr Dribgle w?§g$§537gld%% 3?6).
' ' ooke where
g% Eémfiﬁs Ea§§e3(351)’ dtl (483). 95 Rabbits: where (160; dtl (459} e
g whe%e (153 dt1l (603) 96 Red Plge where (52 s dtl (487). 152 Sh : where (463% dtl 740) .
38 Doors: where 5640) dti (701). 97 Rollo utter ere (60 dtl (641). %gg gml hg tgherg (i 3) dtl (603).
o ottom Fie
9 Dusty Haltitere (asa). avy (e0s). 33 Rook: where (151} "gb (783). 155 spat: where 21 L3EL (952, (5%)-
: ope: where pit: where
45 Estate Agent: where(554).dt1(758). 100 Sacks: where é764)(1g§% (780) 11 156 Tack's Farm: where(766), dt1(770).
alesgnome: where : ree Mole Hi
3? gfg;g;ﬂgwﬁéﬁg ngg?(lg% ?§%£4?6)' 102 SeamugnSosmaﬁl : 15& ach 703] where (561). dtl (719).
48 Flora Butterpat: 103 Short Ladder: where (486 dtll??o . 158 Village Hall: where(463),dtl(535).
e e 1 Moo s TRk ST ok dese: gt (1507, 4%1 (88,
ilas Crawley:where , , arren: where
So Onat Teckhemite qign . ani geom. 105 SpEife: Rpsekosnerersoo) 161} 183 BMaBRM."iSR ) o ter)
32 gﬁgﬁﬂiggheﬁgefﬁs %iaééldi%asg%z)' 108 Surveyor: wiReE® £333). dtl (613). 162 Windmill Yard:where(645).dt1 803)
53 Gnoggln where ) B8 483). '
gg ggg¥§3 wgggge 3%55).6351(428?{- 110 Tackhammer, CGnat: 5
gg gggggggngggikwgogre(eoej ,dt1(594). 111 Tackhammer,wgﬁg? (493) » GEtX (603). General Hints for Part
where (454). dtl (556). 112 Tomato: whe?gefgﬂé}zoéfld%%6§¥34)' 1“?1“ arilz
58 Gnotice, Mill Lane: ' ’ . eatin ro S
where (140),

dtl (453). .
59 Gnotice, Ridley's End: 113 Underlay., Mrs:where(551),dt1(642).

where (142), dtl 556).
60 Gorilla: where (454), dtl (66 w;ﬁdggbewhgggr?l %¥U)dt%t16£438)
W

61 Grandma Gnutson: ndow Panes: where(788), tl(&SB).

Flnlshlng part
Going places:
Orders to peop e

2
56
(i?i
n ding things: %6%
(68
Scoring for part 2: (
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7
1)
7
767)
T T ryggroe ghgge (351) dtl (483).
rea un alfyar . |
where (125 dtl (652). Objects/Creatures/People in Part 2
63 Groceries: where (152 dtl (528 Places in Part 1

' : 180 Ambul: where (768), dtl (787).
120 Bedroom, Tack's Farm: .
65 Halfyard, Dusty: where ;615&, dat1 §793)_ 181 Arback: where (6265 dtl (61&)
6 fyard, Gwhegea(424) dtl (608). 121 Bridge: where (48 €1 (639). 182 Bane: where (772). dtl (782).
i gﬁgre 3225 dtl 5652). 122 Cawing Road: where(557), dtl(789). 183 Blue Telellly w? 5&(4321,655§736)
67 Hermit: where (45 dtl (643). 123 Cottage., Doomladen: 184 Bottle: where ( ) & ( )
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Brake where
Brlc - w ere

E y: where
Bus es: where

Cask: where (?
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Chugg: where
Collar: where
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Dam: where (27
Deeds: where (
Dimple: where
Doldrum: where

Electricity: w
Ergot: where (
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Flops where
FerE Yw here 6é
Fuddle: where (

Gap under Door:

e Q0 s B L= e & S e
b

T

Green Telelily:
where (490), dtl
Guinea Pigs: where(261), dtl1(80

Handbag where 1283% dtl é452)
Hook: where (804), dtl g
Hurdles: where (261), dtl (839).

Ingrid: where (277)., dtl (565).
Lever: where (267% dtl (848
15

Llpstlck where dtl (}13)
Loaf: where (242) dati (809).

where (277&. dtl (800)
Gates: where {261 , dtl (810).
GCnoah: where (265 gl (721).
Gnoggin: where éﬁ 0), dt ée 3)
Gnora: where (2 5&. dtl iﬁ 3%.
Gnotice: where {4 4), dt 453
Gormley: where (801), dtl (829
Grandma Gnutson:

where (620), dtl (66

7

Millstone: where (274). dtl (491).

N... see (Gn.
Perfume: where (215). dtl (713).
Pile of Turnips:

where 664%. dtl (820).
Plans: where (235& (468;
Postcard: where ( 35) dtl (722).
Root: where 282]. dtl (720
Rope: where (804 dtl (848
Sack: where i267) dtl (491).
Seamus Sosma

where (469), dtl (723).
Silas Crawley:where(236).dt1(805).
Steamroller: where 230 ,dtl(781).
Stone: where (274), dtl (491).

Telelily., Blue:

where (490), dtl (736).

Telelily, Green:

where (490 l. dtl (736)
Table: where (265), dtl (452&.
Trapdoor: where §465). dtl é 18)
Trolls: where (236), dtl (7 7&.
Turnips: where (664). dtl (820).
Well: where (492)., dtl (507).

Places in Part 2
250
251
252
253
254

255

Barn, Behind: where(512).dtl1(662
Barn., Inside: where 622).dt1(566
Bedroom, Grandma

Bedroom, Ingrid's:
where 5257é, dtl 5307)
Burrow: where (28 tl (724).

Cellar: where (515). dtl (811).

Farmhouse: where 5223) dtl (765).

Farmyard: where ( gL (727) .

Grandma's Bedroom:

where (257)., dtl (556).

Guinea Pig Sty:

where (493), dtl (803).

Home: where (257)., dtl (257).
Ingrid's Bedroom:

where (257), dtl (807).

Kitchen: where (257). dtl (666).

Mill Room: where (513), dtl (836
Mill Yard: where (624), dtl (836

Pen: where (278), dtl (839).
Pleughgneme Lane:

where (568), dtl (667).

Quarter Acre Field:

where (567)., dtl (453).

River Dribble:where(471),dtl (694

Ruins of Mill:where(258).dt1(453).

Sandybottom Field:

where (672) ati (725).

Soggybottom Field:

where 54965t1dt1 5840).

Stairs: where é &
Sty: where (493), dtl (80

Track: where (472), dtl (6713.
Trapdoor: where (465), dtl (81i8).

Warren: where (680),
Well: where (492) ., ?

556 )

Windmill Room:where
Windmill Yard:where

General Hints for Part 3

Beginning the
Evg nceg

i gahgnth nge

Going p lacee
Ordera to peop
Scoring fer part 3

?ame' (569).
: (529)
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Objects/Creatures/People in Part 3
where (370),

421).
42) .

dtl (501).

625).

TN
514).

(6963

Accounts:
Anawerlng Mac ine:
where
where (
laria Budblast:

where
Artist: where (41

Blotting Paper:

dtl
dtl (

dtl

Anti
Armi

ues .
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56?15E1

where (321
26)
4045,

(501).
(57&)

dtl (571).
(816).

bi (539
dtl

where (301).
Record:
where (301).

Cake: where (685)
Cassette where
Chandeller where
Chimneys: where (4
Cheque Stubs: where
where (423
Curtain: where (410)

23)

where (4
where (
Button, Playback:

Button,

Books:
Butler:

dtl
dtl

g?s

Cook:

- where
Desk: wh ere (
Diamond
Drawer: where (
Dustbins:

Dalsy
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where (
(511).
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Evidence:

axofile: where (341),
Fireplace, Bedroom:
where (421),
Fireplace, Kitchen:
where (423)
Fireplace, Readin
where

Flag: where (685),

RES
w
W

atl [(D9l).
dtl (730).

dtl {631) .
0
?44

e
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Gardener: where
Ghost: where
Gnoah: where
: where
Greenhouse E
wher
Hole: where (428
eeper where
where (418)

Jacket: where (392),

Jasper Quickbu
wher

Jewel: where (3

Knocker: where (434),.
(475

Gong

Hous
Ingr

dtl (452).
837).
1561527

448
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dtl

dtl (632).

(453
dtl (50

82(73
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Latch: where dtl

Letter: where (73

Machine, Answerln
where
Manual: where (39
Masterplece where(41
Meacher:
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where (497) .,

456
457

where (257) dtl (556).

W
n
n

see Gn.

ﬂa. where (675).
lot

Photograph:
Pitcher: where (63
Playback Button:

where
Pocket: where
Police: where
Portrait: where
Pot: where (423
Potion: where

Record Button:wh
Rubbish: where
Rulf: where (41

i498). dtl (84

where (474
where (44
where (384

r: where (68

of Chequea.

where (5
where

dtl
dtl

Paintin
Paper. ting
where (3

458
where

459

39iét

460

joF
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Safe: where
Seamus Sosmall
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Secret Door:
Shadew

3tubB®

Sun Lounger:

e: where (301),
ephone. Bedroom:
where (421)
Telephene, Office:
where
Portab
where 341
Tree: where (445
Turnips: where (

Underlay: where (500),

Wallet: where
Wardrobe: where
Window: where (447).
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(684).

dtl (634).
dtl (634).
dtl (576).
%46)
(520).

452&
8) .
dtl (508).
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i422)
Telephone,

(503
dtl (

dtl

dtl
dtl

%53

%)

tl 6724)
§i3(5a31'336 :
624;:dt15836;: Places in Part 3

Attic: where (521), dtl (580).

Balcoogh where (54 % tl (750
Ballr where (50 5 dtl (58 )
Bedroom, Jaeg

ere (?56), dtl (842).

Central Gallery:
nging Reggegﬁe£g4%6 dg é?igl'
chs {) 5£1 81).

mneys: where (44
Drive: where (499)., dtl (509).

East End of galle( at1 (846
where -
Entrance Hall: where(s;é) dtl(851

Fireplaces: where (502), dtl(751).

Gables: where (441), dtl (698).
Gallery Central:
where (541), dtl (677).
Gallery, East End:
where (479) dtl (846).
Gallery, West End

where (525 dtl (852).
Garret: where Té &tl 5 )

Gate: where (6 3) dtl (7
Gnew Corridor: where(547) dt (756) .

Jasper's Bedroom:

where (756), dtl (842).
Jasper's Office:
where (584), dtl (844).

Kitchen: where (635)., dtl (853).

Ledge: where (647 dtl 759
legary where (4&6) %9%
Sdtl 3).

lerary Court: whereé )

Loft: where (477) tl (518)

Main Gallery: where 541;.dt1{677}.
Ridley's End: where(649).,dtl1(859).
N... see Gn...

Office: where (584), dtl (844).

Porch: where (523), dtl ;632
Pool: where (546), dtl (753)
Pump Room: where (637), dtl (648) .

Reading Room: whereé 79) ,dt1(845).
Roof: where (856) t1 (847).

Secret Room: where (588),dtl(673).
Servants' Yard:

where (544%. dtl (592
Swimming Pool:where(638).dtl1(753

Tree Court: where (482{ dtléBBS).
Tunnel: where (685) (858).

West End of Gallerg:
where (525), dtl (852).

Yard: where (544), d4dtl (592).

Answers

Environment Secretarx
Probably ear Gnettlefield (130).
Examine it and use its contents.
Baalcallg just scenery.
West of Ploughgnome Lane, between
it and Deomladen
Beught by Dustx to defend his
M1l frem now-who. Chase
off everything but (462)
Peinte out the Greeerlea. take
them. Offer her the Petition.
Co-owner of the Green Gnome:;
currently busy for the first
time because of all the extra
uests, Offer the Petition.
ives in a cave in the Molehills.
To get her to sign, see (467).
Keeping clear of Ingrid. She
gnever gets to meet them.

Either flghlng in the Dribble, or

drinking in the Green Gnome. He
is stil ot recovered from the

unfortunate time when, totally

€1x1e1ate he got mixed up and
ried flshlng in the Inn, and
then drinking.

Ingrid shuddered at the thought.
In the dunes. West along the High
Street and then south.

Fleps¥ Get her to go east from
the (140

South of the High Street.

East of Ploughgnome Lane, between
it and the Mill Yard

Gnorthwest corner of the Farmyard.
Just out31de the Farmhouse.

She is avoid 1n% Ingrld See (476) .
Ingrid gneeds to get these but 1is
not quick enoug See (481),
rrives brlefly te warn Ingrld

Downhill frem Ploughgneme Lane
Gnorth of eggy bot field

East of the Farmyard

Rules the Kltchen Refuse any food
that she might offer.

Hiding in a tree beside the Drive.
Wave and he will climb down.
Hallway:ground floor of the Manor.

6 Drop the Petition in the Cave, go

out and then return to get 1it.
At the top of the stairs which
lead up from the Kitchen.

Jump on the Bandwagon.

East of the Centra Gallery (404).

West of the Reading Room.
Tell Flopsy to get them.
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549

Gorth of the Banquettinﬂ Hall:
out orth from the Ritchen.
ne of ing 's relatives. Offer

the on for a signature

Insi e his Windmill ee (495).
Available from Level 9.

In the barn of Tack's Farm
Fashionable srchltectural style,
which brightens dull brick
buildings by painting gutters and
metalwork in primary colours.

Open it and look inside.

East from the High Street.

Grows in Sog gybottom field afte
it has been gere See (194
Hea object. See (243).

In the middle of thg Farm ard.
To find what is de see (507) .
South of the SW Fa

Feed him the Loaf.

Dusty s a bit suspicious of
Ingrid, seeing as she demolished
his last Mill, so see (510).
Southeast of the Farmyard.
Gnowhere any more.

Move the Portrait (363).

Gnorth from where part 3 starts.

r
)

wanders around the Manor.

E¥1 ence against Jasger.See (9511) .

Kitchen, Jasper's Bedroom

Reading Room

Examine it to find something.

East and gnorth from the Pool.

Gnorth of the Entra nce Hall

Theory that the Bli increase

in carbon di oxide n the air 1is

ruining the climate.

In the old dags people knew that

Atom bomb tests caused variations
in the weather, See (516).

Drog anyth ng into the well and

alls to the bottom. To go

here, see (522)

Open and go out to the Ledge.

Go gnorth to the Manor.

Drop the Groceries, with the aim
uring him out, and pull the
Rope. See (524).

There are gnine bits of Evidence:
300 {305 314 (322) 6842)
345), (542 358 é
north of andybottom 1el

In and up from the Mill Yard.

In this part, simply defends her
arden and cannot be passed.
elow the Trapdoor.

Some say that forests produce the

world's oxygen (despite 1t ein

used up again when trees eca¥

and these are being cut down to

make room for grass which
pparantly doesn't.See (531).

ose the Shutters

Look throu the Hole to see the

room bey on 5417)

East of the

Wanders around the house,cleaning
and arguing with Daisy.
At the top of the secret stairs
from the Hole in Tree Court.
Use magical transport, see (240).
Gnorth end of the Drive.

Hide in the Bushes and see (538).
West of the Central Gallery.
To get a signature, either sign

the Petition or show it to someone
Rrepsre to slgn See (536).

11 over the place.

Ta e to Dusty Halfyard (495) .
Try e.g. "Find something".

On the far side of the River
Dribble 1126)

he resulting increase in carbon
dioxide has slightly warmed the
air, causing events as wide apart
as extra rain in the dry parts of
Africa (floo 1n? Khartoum)and the

e

trapping of s in the arctic
ice. See 5540)
Flopsy the Rook are the only

onei who take orders in Part 1.
Inside Ferry Cottag See (542).
Area of an outstanding kK of
gnatural beauty. where bu lding
1s restric
Official v llag meeting place;
often deserted becsuse gt could
gnot compete with the rival
attrictions of the Green Gnome.
Er gneeded signatures from
all the gnomes of Little Moaning.
but gnot Jssper s employees who
31gned in se gnames and
devalued the petitions. See 3548).
Flowing below the broken Bridge.
Jump out when Dusty emerges.
Read the Books repeatedly.

Based on such pseudo-science, some

ressure groups are worried about
-term effects and want gou to

sen them Eour moneﬁ See (549).

Above the Entrance Hall

Knock on the Door.

West of the Ledge. _

East and Gnorth from the Drive.
Briefly let down by Millie when
anyone leaves.

Due gnorth of the Tree Court.
Gnorth from the West End of the
Galler
The twent omes

19), (24
52) . (53) .,
70).,(72).
and (102

But, to be serious, the only

cumm*<

601

602
603

certain result of more carbon
dioxide in the air is to mak
plants grow better. And
certain result of sending money
to pressure groups 1s more
icity - and more trees
chopped down for the paper.

(which
e,se,
ere,

pub

Enter comgsss directions

can be ab

complainling

use for such thin
In far-off Gnomebrgd

Gnot in this game, tgou gh it
can't be long before every other
shop is an Estate Agent's.

s list of

igneee

Just scenery, but may give a hint

All over the place. For
local gnome who Ing ri
for her Petition, see

for later.

Gnorth from Ploughgnome Lane.
8 Area around Gnomebridge and

h Little
all.

Wear the Rubber Ring and swim.

Little Moaning.

Running east-west throu
Moaning., gnorth of the

Gnorth of the Parkland.

Bening the D?or may seem a bad
1 the time, but remem er

%ie d.
et th1s
ree"?

ea a
what happens. Then see

There werif gnone 1n Gnettle

I wonder Ing ri will
1nstalle uring "Gnome
Our heroine.

Where the Bittomlows are trapped
s part of the

West of Soggybottom Field

of the Win 1ll and south of

later in th

Sandybottom Field.

West of the Track and also west

of the Windmill Yard.

Go to the Porch and knock on the
nd Daisy. who

door. Then go and fi
will help. See (579 )

Gusrds Jasper's office. To lure

him awa see 977
Push, Ken ( 5

lon i Gnoah around.
Hidden in t

and see (583

Carried by Jasper so that he can
run his businesses. Gno use to

Ingrid in this game.

The Butler answers the door when
an one knocks. So see (587).

Bu rid would never do this

Aat

hersel See

Gnext, collect Ev dence

that Jasper is a crook

Remove the Drawer.

Go to the Steamroller (2
block its progress. See
South of the entrsl Gal

ast the Bgtlei é
omethin dden, See (384).
Where Jasper flees in the endgame.

See (596).

Tell Daisy to go to the Porch and

knock, wait (the abbreviation is
z). knock, z, etc... See (597).

Be ond the West End of the

see (595).

Daisy to search it.

Wait for the "ghost":; see (599)
To So bottom fiel? wait for

n get rid

of 3% permsnentlg means of the
the Then

see (598).

floor.
bitants of the Dribble

Galle To get there,
So te{Y 9

the S eamroller aga

(194) and then
to give Ambul the slip,
Go west to the Kitchen.
For hiding holes in the
Former inha

Valley., so it is said.

There's gno direct way. but look

around and see (393).

If the door is locked and there
1s gno obvious way to get at

Jasper, see (312).

When the Butler goes to answer the
door, Ingrid can sneak in
Go to the Warren and see
Turns out to be Rulf. Follow

Signa

Bresented to the Counc1l
orker (but it's ot "work"
know 1t) at GCnettlefield. Offer

him the Petition.

Pull the Bellrogg to summon Dusty

Halfyard. See (

To drive the Carriage.
and move as gnormal.Rea
Gnettlefield Journal (

its use, Or see (614

On Mantel ieces everywhere; but

not in t game,
ffer him the Eetition
on sitting
&ust ignore him
no longer around.

Ingrid mistskenly believeszg%m to

be Rollo Butterpat. See

the only

reviated to n.ne

S,Sw,w.nw) or try Go Somewh

Follow Someone or Find Something.

Wandering around Litile Moaning.
ngs.

The Little Mosn ng gnomes had gno

o a0e 00 e Y0 N0 NG 8
bt e b et i
O OIS

sto
eas

the Tape is in the
Machine, to hear its contents.
Alas, uch luxuries did gnot last

he Desk. See (582
Examine the Rubbish. See (578)
When Ingrid can, go down into the
Kitchen and take what i

s there,
e.g the 223; Then go outside

(511
so t
he can gnot carry out his plans.

Rumoured to be haunted. See (590).
Go down to reach flues and ducts.

and

15&1

223) . 657
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When Ingrid's

glll'l'l.

Hav1ng completed the Petition,

ures (526) take i1t to be
see (62)
as we

ooy OO
oNONONONY OO
oo wW

et inside
rid's
provi
with the game) for a hint about

669

Insists
he Carriage, but

NOVON
NSNS
W

Will sign the Petition, if only
Ingrid can_ find him to give it to
him. See (141).
On top of the Lighthouse. To fly
there, see (98).

Revolting vegetable, fed only to
ile and kids in school.

Vls tor to Little Moaning. Will

gnot sign the petition sensibly.
hool mistress who tried to

teach Ingrid ev rIthin she knew.

Wife of Boney Hi Petition.

Can jum the Bridge see (627).

Beyond the Window. (626

West of the High Street.

South of Dunrollin in the Dunes.

Exceptionally useless gnome.

Will s gn the Petition, once

Ingrid has returned his Boat.

Initiallx wandering ?round the
Farm. Later, trappe n the Barn.
To get past him, go to the (22)
and see (628).
So th of the Farmysrd. Later in
part, Ergot i he way.
ere Ingrid star s h s part.
Nest from Sog gybottom Field.
Used to recor one of Jasger “
calls as evi nce See (6 g
p ngri can go 1n through
: see (81).
In t e carriage.go to the hi hest
point of Plou hgnome Lane. T
o to the Bridge an go East .
nce e s tangled in the Briers,
? can continue to Doomladen.
1l to start the windmill.

Make sure the Tape is inside,
wait until the Telephone rings
and press Record.

Gnot much use, but see 329).
Knock to summon the Butler. which
could be useful. See (30 7%

Leads to the West End of the
Gallery. To get to it, see (393).
If you like, answer when it rings.
To use such 'phone messages as
evidence, see (301{

West of the Servants' Yard.

West of the Ball Room.

In Bath, I believe.

Gnorth of the Tree Court.
Broken, but can be crossed. The
Gnettlefield Journal, supplied

ith the game, provides a clue.
See (627)

In many g laces.
Ingrid thinks the Gorilla is him,
dresse up in furs. See (621).
Emplo ee of Jasper's. Don't get
o sign.
E7) gneeds her signature. See

ast of the orth end of
Ploughgnome Lane.
East of the Mill Track., protected
by the Chickens, see (45 &

Inside the Lighthouse (139).
Qutside the Window, (508).
Gnot in this game.
Where this part takes place.

Examine euer e. Thin examine
everyi if
ke hen o gnorth twice to
he bar of the reen Gnome. Gnext
see (657).
Harness ornaments for cart dogs
Local councillor. Offer her t
etition to sign and see (665).
not in this part.
Scene in the Green Gnome.
West of the gnorth end of
Ploughgnome Lane.
Ingrio s wide store of knowledge
of science and engineering was
learned at the Institute of Gnome
Economics. Her success can be
measured from the fact that her
teachers all agreed that Ingrid
must graduate as soon as possible.
Assuming Jumbo is around, start b
enterin "offer petition to Jumbo

an con nue to collect signatures

K i g much the same with all
the Little Moaning gnomes - but
not out 1ders And see (668).

nknown in Little Moanin

Where Great Aunt Hslfyarg'lives.

East of Ridley's End.
Hauin? dealt wit h the Steamroller
and all the Trolls ( 171), tackle

Silas Crswley é 69 . a.
are Sappe

ull the Brick and see
ne of Ingrid's useless relatives

Fall out onto the Stairs if anyone
opens Ingrid's door

Bring it back when it's complete.

Take anything takeable.
Main Road to L ttle Moanin
The gnomes don' exactlghtrust

Ingrid, so gnot all of em are

easy to reach. You gneed twenty
gnames and, to make getting the

ast ew a bit easier, examining

the petition changes to tell zou
the missing signa ures once
almost complete.

Wait
Stairs and then act. See (683).

until he leads Ingrid to the

Repeat until the Barn collapses
and traps Ergot.

Leads east-west to the windmill.
Gnorth of Quarter Acre Field.
The Antiques were reported as
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etclen but in fact hidden are
here. Examine them to find some
Egﬁtable evidence.
€ many manuals, says only what
ou a read know.
1l over the place.
Well-known accountant whc is so
keen on the freedom of t e media
that he keeps eulng I
Outside Jasper's Off ci
;ee (584) he Chandel er 1e
ntereetlng too, see (688
West of B Attic; see details of
this (580) to get there
Inside the Front Doo but gnot
easily accessible this way. From
the Kitchen, go u,out,w.

Down Eelcw Sandybottom Field.

Guard nE her gardens to the gncrth

of the Ballroom and Conserva

Cannot be bypassed.

Already summoned bg Jasper and on

their way. See (690).

Remember  the Turnlpe See (692).

Evidence against Jasper, once

recorded. See (301).

Gnot in this game.

You score 12 points per Signature
for reachlng4verlcue laces

I;%?!i 25) (}41) 6% 8r
th art. Total 30

inishing
Bad e aturee eern penalt es.
pert Flopsy and Gnoah

gillifclhcw orders and are gneeded
(o) nis

Yntle the Chandelier to swing down
nto the Ballroom.

Exemine them. The intereeting ones
are in the Garret (352) and
Portrait at the East End of the
Gallery (410).

Ingrid's maid disguise didn't fool
anyone, d Jas er employed her
because he gnee a scapegoat to
blame for t rcbbe
Flopsy's collar and evldence of
her sad fate.
Put the Deeds in the Gap under
the Door. Silas opens the door to
et them back and.
not installed 1n Little Moaning.
Look et the Dam 194&
Daisy will hel in this part,
Fcllcw h1m e his Masterpiece
as evi i
Hlll t t Ingrid's dainty foot?
Go down the Chimneys.
Strangely., there are gno mirrors
surviving in Gnettlefield farm.

Gnomes of Gnettlefield Farm. See
24) ,(36).,(52).(53). (55) eng 70)
ome gnomes are less than wil

to meet Ingrid. For exam 1e. t ey

are lurkin behind locked doors

ear (124 (123) (156A end (162)
how it to for them

sign. See ( 26 fcr elgneturee

enter

the petition to
The Eighthcuee is cn the S it The
way in is from above,via t o) .
On the east bank of the Dribb e
Lives in Dunrollin. See (714%
You score 10 points for reaching
each of: Behind the Barn, Down
the Well, Mill Room and River
Dribble. And see (717).
In rid's Dog, who can be given
ers. She ie especially ueeiul
n eclv1n8 the puzzles involv
{228) ) and 2341
ots of Gnomes live 1n end about
the Dribble Velleg Ingr gneeds
signatures from (526)

Gnognome has seen him yet, but he
seems to have arranged to flatten
Little Moaning for building land.
Feed it to the trolls. The welght
will slow them down.

Contains Green Gnome scrumpy. Do
not dr nk: but offer it to (192).
ngr can wear the Lipstick and

Perfume tc be even more stunning.

Then eeg

If Ingrid knccks on the front

dccr. he runs awa out of the

back door. See (726

For some reason, these don't last

for ve icng with Ingrid around.

Jeeperrau uck seems to have it.

Plus 20 points for each cf the

5zlee eeecclated with 223;
iz 7). (194). (223) . And see (729).
cen even be used to transport
ec e. Have a play. but the main
uee s to solve the puzzles
connected with (246).
Where the Hermit lives. See (458).

Bite, or hit/ettack this and it

breaks. f 1&

Ingrid's b ded y. Surprisingly.

he turne cf to be usefu (733?

Ree to learn Jeeper s plans.

Heed h s words of wisdom.

Someone could ?et trapped down

here. See (230

Visit the Warren.

F ret tell Flcpeg to go to the
E and wal

Se the ndividual locations and

objects fcr deta 1s.

Big encug to hide behind.See(735)

Plus pclnte for deellng with

each Trc l, later in this part,

see (171). And 40 points for

defeating 35135 at the end: a

total of 3
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u
ggcepthis is done, anyone in the
gnnel below is trepped See (738
With the cther Rubbish. See (574
Passive resi tance can work better
when the resister is too heavy to
move See (741)

Ingrid ha o idea what was goin

cn? Eut offgged her the Pet?tg .

gn _anyw ax

ga%t and wetc Jasper with the
afe.

Descen ed ércm the Telelilies in
"Gnome Ranger" and work in much
the same way. See (744).

wendere ercund the manor, as if

e owned he lece
gpey elg E Ambul See (743).
nts a thousand words.

Ieke the CGroceries to Uncle Dusty
n his Hindmlil See (484).
Tell him to lie on the ground in
front cf gteem cller
f Jasper f1n dence lying
bcut he brings here for safe
keep g
Tell Flopsy to weit wait and
attack the Roo Then go down, up.
Put ecmething (gr on etc) one
of the lilies and appears from
the other. Or you cen put the lily
on/over ecmet 1n 718) .
Given to Ingri eemue
Ingrid elmcet 1cc ed forward to

the end of i e week, when she
would be paid h r wages

Jasper le ev s his Faxofile here

o ewlmm ng.

Helpe Ingrid, espec ell with the
uzzles ccnnecte w th( ; 67)
sfrunt Garden's home. See 14).

Go inside

S )
See [327-329%
Traditional haunt of artists. ake
the Masterpiece.

Look at Jasper while he's swimming.

What do you gnotice? See (762).
In the case of Little Moaning, any
carbuncular buildings that he
designed could only imp rove 1t
Works in much the ieme as the
Carriage (603). ack to
make Bone Sprett happy
Jasper's Bedroom is gnorth of the
Gnew Corridor, but the door is
lccked Find a way in via the Roof.
rcuB f elected officials who run
the Dribble Velleg
Fine peten ing businessman whose
ob is to send people details of
ouses which are as different as
possible from those which they
actually want to buy.
Go west.

Ingrid gneeded h%e signature. To

- meet him, see

Offer her the Pet
Where has he left h e Fex file?
The thorns were covered with
tufts of hair where wild creatures
had snagged egainet them. Thze
ave Ingrid a dea; see (60).
eft in the Mill Yard, after
Ingrid meets Dusty.
Ingrid's home.
Gnorth of Hampton Road.
Stop the Steam clle (781% then
deal with the n 1v1dual rolls.
See (230). (234£ (250) (246), (243
(261) if one th e prev1cue Troll
traps doesn't work for you, (215)
and (190}
Follows Ingrid when the
Steamroller is destrovyed.
Beloved of amateur gardeners and
which 1t is said, "Never in the
eld was so much done by so many
to grow so few"

Drcp the Ladder in the farmvard
ack's Farm and see (77B¥
Goes gnowhere useful.
Just outside the Firmhcuee
Used to clean turn
Guardln? the Barn, efter the
Steemrc er is destroyed.
Examine 1t
Give him the (1901
The way into the lighthouse. To
(o) there, see (98).

hrough the Window.
Neet ef the Entrance Hall.

Leave alone. Just offer the
Petition to Dusty.

Stop 1t with Gnoah's help (741).
Then go to (276) to finish it off.
Fancies Ingrid. See (79)5).

Pour it into the Poo

Onlg get signatures from locals.
Authorisation to build hcuses

To cross the Rlver. g e use

the remains of the Bridge (639),
To escape him, go to the Warren
and see (724

Ther are gnone in Gnettlefield.
In d can get ontc the Rook and
te l it to Ily to p aces.
Especially to the 75) or (139).

Surp rieingix good, but useless.

F as Eneer the end.
Hide herf antil The Trolls lsave.
In the Kitchen, after the
Steamroller has been destroz

Enter the Lighthouse (704) to get
Millie's signature.

She must become even more stunning

bct eople.
Game based on the Morte D'Arthur.

Look thrcugh it., I think, to see
that Ingr
Turnipe At the very end of this

Steamroller
What's wron u

Look at its s
Can be opened to release,or

Flret put one of th
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by wearing the (222) and §226).
Gncrthwee

ic ncrt and eeut
In gr

frcm the Hi treet.

o idea what was gcing
but ccl ected signatures Irom

Bedroom is full of

ert ee (692 l
andering a u after the

ST Hogers:

The Guinea gs are cg
creeturee n very fr in 1¥ but
have a t of tramp he

gecple z cuddle up tc. Trolls
o gnot like them at all.

ee (813
gnce(the)Windmill is running.

ush an

pull the Lever.
teal his

Plans, see (463) To

escape et the end of this part,
use the Deeds (195)
Use the Telelilles. Sge

You don't want to here.
guppcee Flcpe§ climbed onto the

(814).

the worst moment.
ze. See (81)5).

teamroller a

artly
release, the Gulnee Pigs. See(803).

r
for reaching

Trap a trcl Ee eee (243)

You score

each of (434) (423) (425) (441).
And the same for each plece Sf
Evidence (511) fcund Blue 10 each

for evidence cerr 1nelly.

there 1s 1 fcr r1n ngl

Potion and 40 f nle
When chased,

into the Sty end go
se,w.w. The troll will try to
follow, but fail. Then see (8231
em in 1
and drop the other. See (

When the Steemrcller 18 bcgged

d ., See (8
PE:E ig when tne Telephone rings.

Removg

Open it. Then, when followed by a
Troll ueh him. Finally. see(825
When he escapDes ntc the Ballroom,

follow via the (312).
Anyone trapped in these could gnot

esca

i pzt to flood Soggybottom Field.
Tlming is critical, see (834).
Stand on the one on the ground.
take the Handbag and repeat the
proceee to eecege Gnow, to trap

Troll, see (8

pen the Gate to releeee the Pigs

nto the outer Sty Gnow the troll
cannot leave with out paselng them,
so leave him trap and go ne.,n.
Cannot be eeeed c deel wlth him,
o to (2502

lose rapdoor and put

gg?eghengoagexy ?nstogl eg KASEF

Tell FlepeH to wait for a while
and pull the Lever.Then go outside
and ettach th Hcck to a Troll.
Pick up t put it over the
Troll ang drc 1t n the Well.

When he 1s following Ingrid, use
the puzzle associated with any of
the following to tra h1m See
(284) ., (246) ., ?243) en (261).

Find all the Evidence (511). wave
to Jasper and Seamus and hunt
down Silas. See (819).
Use to lure the Cook awa
Rumoured to be in the Attic.
Do as Gnoah and Seamus_ say.
Wait until the Steamroller is
there. Afterwards, use (223).
Slide it.
Pull the Brake to start the mill.
then push the Lever to lower the
Heck See (327)

pgzz es connected with
433) (370) (3261 (31 z
here 1e no choice bu tc drink
Part of the Guinea Pig . 3
can be used to trap a trc 1 (B 37,

an be flooded. See (194).
ontains evidence, but can only be
opened with the c bznatlcn There
1s a Curtain op see (728).
se the Anewerlng Macﬁine and look
n the Wardrobe.
To cgtwit Silas,put them in (205).
ne the Desk cerefully
See the Fireplace i
The Portrait(363) hides something.
Go down chimneys.
The Rope and Hook can be moved up
and down by means of the Lever 1in
the Mill Room. See (B36g
Wave the Flag and see what happens.

Ingrid can hide behind it in order
to get behind Jasper_ to the
Changing Room, See (326).

Central Room in this part. If
Jasper has just escaped, see (312).
It seems there is a Secret Room to
the West. Use the (393

Don't eat anythin

Ingrid can hide hére. See (17).
lee it tc the Butler.

In th rcug the Flreplece and up.
Examine the B

Leads to Jesper eecret lair.
Where this Eert takes place.
Copyright (C) 1988 Level 9.




