
WALKTHROUGH FOR "THE LONGEST JOURNEY"

This walkthrough is not a spoiler - if you read it properly.  Play the game until you get
stuck.  Read the walkthrough from the beginning until you learn something you didn't already
know, even if it means stopping in the middle of a sentence - you will, for example, be told the
location of the object you need to use before you are told what object it is, but in the same sentence,
and the location may give you a hint as to which object to use.  Return to the game and, using the
new piece of information obtained from the walkthrough, continue playing until you get stuck again;
then continue reading the walkthrough from the place you left off until you learn something else
you didn't already know, and so on until you finish the game.  Then, finish reading the walkthrough.

This walkthrough is not intended to make you play the game in the most efficient possible
manner.  Quite the contrary - it leads you through as many pitfalls as I was able to anticipate in
order to help you out of them.  You are never told to do anything until it becomes obvious that you
need to do it.  Occasionally something you need to do is not at all obvious until long after you have
already done it.  This is the downside of the new religion in computer gaming: thou shalt not let the
player get into a no-win situation.  Like all new adventure games, this game will not let you leave a
location to which you cannot return until you have done everything necessary to make it possible to
solve all the puzzles in the next location.  The way in which you are prevented from advancing may
not offer a clue as to what has to be done - for instance, a character who cannot be found until an
object that has nothing to do with that character has been obtained.  In this case, the walkthrough
offers a plausible reason to do what has to be done.  When you have finished the game, it may be
fun to replay it, this time as efficiently as you can.

Finally, I have attempted to make this walkthrough interesting to read in its own right; so I
have written it in the form of a story.  It cannot compete with the game, of course, but it is my fervent
hope that this walkthrough will, at the very least, not detract from the pleasure of playing the game.



THE STORY OF APRIL RYAN'S LONGEST JOURNEY

by Lady Alvane

PROLOGUE: A LION IS IN THE STREETS

This story, like all good stories, begins where it ends, in a tower, in a realm that is no more.
But I don't intend to begin the story at the beginning.  I have heard it said that one should pick up a
story the way one picks up a puppy: a little before the middle.  Instead, I'll pick the puppy up by the
tail and begin the story two weeks before the end.

Until that time, April Ryan had thought of herself as a typical country girl who had come
into a big city to study - perhaps more talented than most, certainly more strong-willed, but no less
naïve.  The first evidence to the contrary was a particularly vivid nightmare she had some two
months after her arrival in Venice.

She dreamed she was standing at the edge of a cliff when an enormous egg rolled out of its
nest and came to rest precariously supported by two roots overhanging the cliff.  It was too far away
for her to reach; so she snapped a forked twig off a nearly-dead tree - and suddenly the tree spoke
to her, promising to replace the egg in its nest if its water supply was restored.  A nearby mountain
stream was falling on the wrong side of a six-inch-wide chasm; April was going to have to divert it
to the other side.

In the nest there was a scale that was big enough to do the job - provided it was propped up
at the proper angle.  The necessary item was already in her possession: the forked twig.  Soon the
tree was greedily lapping up water - too greedily, in fact, to remember its promise, and she had to
give it a good scolding.  The talking white dragon who appeared and addressed April as her
daughter wasn't all that scary, but the vortex ... well, suffice it to say that she was thoroughly
unnerved when she awoke.

CHAPTER 1: PENUMBRA

She collected everything she could - like every good adventurer she made it her business to
examine everything, take everything, try everything with everything and talk to everyone about
everything.  After reading her diary she descended to the common room, talked to her landlady
Fiona, pressed a hidden button behind the screen to view an interesting animated scene and then
exited with the intention of going to the Venice Academy of Visual Arts to work on her painting.
Just outside the Border House she was accosted by an eccentric old coot named Cortez, who
somehow knew that she was having nightmares and predicted that she would soon have waking
visions.  It took her some time to extricate herself from the conversation with him, but she finally
managed to go to the Academy where she worked for a few hours.

Just as she was about to pack it in for the day, her best friend Emma appeared with a
message from Cortez - he wanted to meet her in a place where children visualize their dreams.  She
had no intention of meeting Cortez, but just after Emma left, her sculpture momentarily came to life!
A waking vision, just as Cortez had predicted!  She was going to have to meet him to get some
answers.  In the café she talked to her friend Charlie, who was tending the bar, and on his advice she
checked out the poster near the juke-box.  It advertised an exhibit of children's art at the Roma art
gallery - this must be the place where children visualize their dreams! - and included some
complementary student passes.

Entry to the exhibit might have been free but transportation to the gallery certainly was not,
and April had only one dollar left on her cashcard, not even enough for a single trip on the subway.
She had worked in the café several times during the past week and she was going to have to get paid,



but that wasn't going to be easy.  Her boss Stanley demanded to see her time sheet and April found
it where she had lost it - in her diary.  Then he tried to procrastinate and she had to threaten to quit.
Finally he asked her to work that night; she could have refused, but she decided that the extra money
may come in handy.

In the subway she bought a week's pass, waved her cashcard in front of the gene scanner,
boarded the next train, looked at the subway map, got off at the station printed on the student pass
and entered the gallery.  She found Cortez standing in front of a painting.  He identified the artist as
Warren Hughes and proceeded to give her an unwanted lecture about art.  He also invited her to
meet him the next day so that he could help her distinguish truth from illusions, but she paid him no
heed until that evening when, while working in the café, she saw a funny little man playing a musical
instrument emerge briefly from the juke-box - and everyone else saw him too!

CHAPTER 2: THROUGH THE LOOKING GLASS

a) Finding Cortez

The next morning she learned that Fiona and her friend Mickey had also seen a vision the
previous night - the Border House common room had briefly turned into a rain forest!  As much as
she hated to do so, she was going to have to meet Cortez again.  According to Fiona, the only person
who would know where to find Cortez was that repulsive creep Zack Lee who lived across the hall,
and to get that information, April had to agree to go out on a date with him!

Following Zack's instructions, she took the subway to the right station and headed for the
Mercury Theatre.  The door to the theatre was closed and so was the box office.  There was a door
leading to an alley behind the theatre but it was locked.  The fellow working in front of the theatre,
one Freddie Melon, might have been able to open it, but he had no such intention - he was too busy
sweeping the sidewalk when he wasn't pounding on the marquee with his broom to get it to light up.
If she could cut the power to the marquee he might be forced to open the door to get some tools.

There was a fuse box nearby but there also was a detective standing right beside it, and he
wasn't about to let her touch it.  She was going to have to get rid of him.  She talked to him until he
admitted to a craving for sweets.  In the Fringe Café or, rather, in the bar, she had found some
candies.  Perhaps he would look the other way in return for a treat.  But the detective turned out to
be a bottomless pit and was in no way appeased by her offering.  She was going to have to do
something nasty.  Pushing away a nearby trash can she uncovered a puddle of green ooze, and she
... suffice it to say that she now had access to the fuse box.

But there was a keyhole in front of the fuse box and she didn't have the key.  She
remembered having seen some sparks on the third rail in the East Venice subway station.  Yes, there
was a key touching the rail, but she didn't dare reach for it.  In front of the Border House, on a
machine to the left of the door, there was a clamp that might be adequate for the job, but it had its
own job to do - plugging a leak in a water pipe.  She was going to have to turn off the water first.
But the wheel that would turn off the water was impossible to turn because the water pressure was
too high, and the valve that would lower the pressure wouldn't work because it was powered by
electricity and the wire had been cut.  The two ends of the wire were too far apart to be joined; she
was going to have to connect them by some conducting material, but she had none in her possession
- except for the gold ring she had lost a few weeks previously.  Perhaps Fiona had found it.

She took a good look at the corkboard in the Border House common room.  Among the
various notices was a pink note attached to the corkboard by a pushpin.  To read the note she had to
take both note and pin, and sure enough, it announced that Fiona had indeed found a gold ring
under the sofa.  She gave the note to Fiona, got the ring and connected it to the wires, but the surge



of electricity threw four conductors, which had previously been horizontal, into random positions
and so the valve still wouldn't work.  They would have to be reset to their original positions.

There were two screws near the conductors: one turned three of the conductors clockwise by
45 degrees and the other selected one of the conductors to be prevented from turning.  She held the
second conductor and aligned the first one with it, then held the third conductor and aligned the first
two with it, then held the last conductor and aligned the others with it.  Now they were aligned with
each other, but not horizontal.  Holding each of the four conductors in turn and turning the other
three once would have the effect of turning all four of them 45 degrees counterclockwise; it would
take at most three repetitions to reset the conductors.  The valve now worked, the wheel could be
turned and the clamp was hers - but it was too short to reach the key.

She remembered having seen a clothesline outside of her window and she tried to grab it, but
it fell into the river.  A chain leading to the bottom of the river was within her reach, but it was being
blocked by a grill which, in turn, was being kept afloat by an inflated rubber ducky floating in the
river.  A nearby seagull could deflate the ducky provided she gave it a reason to do so.  In the café
she had found some fresh bread, and this she crumbled onto the ducky.  Soon the deflated ducky
was floating away, the grill had sunk, the chain was free and the clothesline was hers.  With the
clothesline attached to the clamp she could now reach the key, but she couldn't open the clamp
around it.  Something was going to have to be jammed into the clamp to force it open.

The rubber ducky, once inflated, would do the trick, and she found it near the entrance to the
café.  She inflated the ducky and jammed it into the clamp - but now the clamp wouldn't close
around the key!  The air would have to be allowed to leak out of the ducky while the clamp was
around the key.  Examining the ducky, she saw that somebody had patched up the hole with a
bandaid.  She removed the bandaid, and when she was in position, she inflated the ducky, jammed it
into the clamp and quickly fished out the key.  And yes, the key did open the fuse box.

One of the five wires in the fuse box was emitting sparks.  By pulling this wire she could cut
the power to the marquee but she didn't dare do so with her bare hands.  In a trash bin in the
Academy she had found a rubber glove, but it had a big hole in it.  Fortunately she now possessed
the item necessary to patch up the glove - the bandaid - and soon the door to the alley was open.
But the back door to the theatre was closed and there was no doorknob on the outside.  She was
going to have to get Freddie Melon to open that door for her too.

To the right of the door there was a fire alarm, and beneath it there was a trash can that
contained inflammable material - just the thing to get Melon to open the door - and on the coffee
table in the Common Room of the Border House she had found a matchbox.  Sure enough, Melon
ran out, but after putting out the fire he ran right back in again, closing the door behind him.  She
was going to have to find a way of making him stay outside long enough for her to run through the
door.

She noticed a shadow cast by a garbage heap.  It looked a little like the detective with whom
Melon had done battle, and he seemed to be carrying a gun.  In the closet in her room she had found
a toy monkey that said things a cop would say.  She put the monkey on the garbage heap, turned it
on and started another fire.  Melon heard the voice and looked at the shadow but then he re-entered
the theatre.  Apparently the shadow was not quite realistic enough.  Then she remembered that the
detective had worn a hat and she had picked it up.  With the hat on top of the garbage heap, the
shadow acquired the necessary realism.

And so it was that April Ryan finally managed to meet the man she had once tried so hard to
avoid.  He led her back into the alley and opened up a shift - a portal into another world - and
against her better judgment she passed through it.



b) First visit to Arcadia

She found herself in a dimly-lit temple adorned with murals.  At the far end of the temple
was a doorway she could not open.  There was a priest nearby but he spoke an incomprehensible
language.  Nothing she could say would make him speak English, but when she just listened she
made out a few of his words.  She continued to listen until she had mastered his language, and then
he identified himself as Tobias, opened the door and invited her to explore the city, which he called
Marcuria, and then return and ask him questions.

She found four people she could speak to - a cups handler and a maps merchant in the
marketplace and two sailors on the docks.  From them she learned that the land she was now in -
Arcadia - was a place where magic rather than science ruled, and that many of the inhabitants were
yearning to reunite their world with her world - Stark - as recommended by a political formation
they called the Vanguard.  Back in the temple, she received a history lesson from Tobias and then
quizzed him.  She was particularly interested in finding out how to locate Brian Westhouse, the man
Cortez had said could enable her to return home.  Tobias suggested that the maps merchant might
know where to find Westhouse, but the maps merchant had never heard of him.

Quizzing Tobias once more, she learned the name by which Westhouse was known in
Arcadia - the Rolling Man.  The maps merchant had no intention of revealing the location of his
customers, but after she asked three times she had a stroke of luck: a delivery boy approached the
maps merchant and was summarily fired.  She applied for the job and was given a delivery list, the
first map to be delivered - to one Captain Nebevay on the docks - and instructions to get a signature
on the list for each delivery before picking up the next map.  The second name on the list was the
Rolling Man; so all she needed was Nebevay's signature and she'd be on her way to Westhouse -
and home.  But Nebevay was reluctant to sign the delivery list and it took a lot of badgering before
she found out what it would take to make him sign - music!  He had given her an aren - this was the
unit of currency in Marcuria - and she had seen a merchant who sold musical instruments.  Soon
she had a flute, Nebevay's signature, a map for the Rolling Man and - most important - his location.

Westhouse knew Cortez - and the things he told her frightened her - but he didn't know how
to send April back home.  After obtaining his signature, she turned around to leave, but he called her
back and gave her a pocket watch he had obtained from Cortez.  It wasn't ticking because the
winding mechanism had been broken off, but on seeing the hole in the watch, she realized what item
could be used to wind it: the pushpin.  Another shift opened up, and she passed through it and met
Cortez back in the alley.  He evaded her questions about his identity; instead he told her that to save
both worlds she was going to have to locate the current Guardian of the Balance, whose absence was
reponsible for the weird things that were happening, the gateway to his Realm and the key to his
Realm, which consisted of four jewels and a stone disc that was broken into four parts.  But her
most urgent task was to bring Cortez information about the Vanguard, which was known in Stark as
the Church of Voltec.  Warren Hughes would know how to obtain this information, and Father Raul
in the Cathedral on Hope Street would know how to locate Warren Hughes.

All this would have to wait until tomorrow, however.  This evening was to be enjoyed with
her friends - in the café - until her conversation with Emma reminded her of the promise Zack had
extracted from her.  Afraid to make any enemies when she had such an important mission to
accomplish, she reluctantly kept her promise.



CHAPTER 3: FRIENDS AND ENEMIES

But Zack had become April's enemy anyway - mission or no mission, there was a limit to
what she was prepared to do to stay on his good side - so she might as well have stood him up and
enjoyed herself with Emma.  But there was no time to dwell on past mistakes: she had a mission to
accomplish.

Following Cortez' instructions she went to see Father Raul and, following his instructions,
she went to see Warren Hughes.  Warren was at first reluctant to talk to her but, once she mentioned
Cortez, he agreed to put her in touch with his contact - provided that she first do some errands for
him in the archives of the police station, where she might also find information on the Church of
Voltec.

a) Errand for Warren Hughes

Getting into the police station was no easy matter.  An actor-cop near the door told her that,
since the doors weren't working, only garbage trucks could get in.  She was going to have to hitch a
ride in a garbage truck - by climbing into a garbage bin!  There was a bin nearby and garbage trucks
were passing rather often, but they were being prevented from approaching the bin by a roadblock.
By examining both the roadblock and the two nearby street signs, she figured out how to move the
roadblock.  Then, one very unpleasant ride later, she was in the police station, but she could go no
further: the doors still weren't working.

By being honest with the desk sergeant, she discovered why the doors weren't working:
neither were the two repairmen.  And they weren't about to begin unless forced to do so by a work
order.  She asked the sergeant for one and was told she needed a number.  Near the repairmen's
toolbox she found a work order.  It was an old one, and the repairmen could safely ignore it, but it
had a number on it.  She asked the sergeant for a new one and gave it to the repairmen, but it wasn't
valid on Sunday.  Finally she got the right one and the repairmen opened up the panel, revealing a
broken wire.  But they weren't about to fix it and she couldn't get near it unless she found a way to
get them away from the panel.

There were two telephones nearby; she looked at the one with the working screen to get its
phone number, called it from the other one (after first calling home) and called both repairmen to the
phone.  Then she connected the wires and the door opened, but the sergeant stopped her from
passing through.  She was going to have to distract the sergeant for long enough to get through the
door.

On the farthest shelf there was an item about lewd behaviour.  She asked the sergeant to get
it for her, then reconnected the wires and raced through the door.  Inside she found a soda machine,
a locker room and the entrance to the archives guarded by a retinal scanner.  Since she did not work
at the police station, the retinal scanner would not recognize her own eye.

In the locker room she found six lockers, each with a name, and a very sick policeman in a
stall - eating green ooze can do that to you.  Impersonating the only woman among the six names on
the lockers, she talked to the fellow in the stall - Sergeant Minnelli - and he gave her the key to his
locker and asked her to give him his medicine.  Opening his locker, she saw his medicine, a
receptacle for an artificial eye, and a cracked mirror.  Removing the shard from the mirror she saw
that his password for his computer account was his wife's name and birthday.  So now she had to
find out his wife's name and birthday and to get ahold of his artificial eye to use on the retinal
scanner.



She gave him his medicine and talked to him, offering to buy his wife a birthday present,
until she got the necessary information.  At this point he started to sneeze and his eye fell out.  She
was going to have to switch it with another eye, but none of the objects in her inventory had one.

Then she remembered that she had left something on a garbage heap.  She retrieved her toy
monkey and removed one of its eyes.  But Sergeant Minnelli did have one good eye and he could
distinguish his artificial eye from the monkey eye - as long as there was enough light.  Fortunately
for her there was a switch nearby.

In the archives she found an antique printer and computer and a control panel.  She logged
on to the computer using the password she had extracted from Minnelli and then searched the data
base.  She found Warren Hughes' file and edited it to expunge his criminal record, as he had
requested, and then printed it.  There was no information on Warren's sister Erika, but her
colonization number was included in his file, and when she tried that number she got the necessary
information, which she also printed.  The file on the Church of Voltec contained the name of its
leader Jacob McAllen, but Minnelli was not authorized to access the file on McAllen.  Instead of the
information, four symbols appeared on the screen.  Punching those symbols in order on the control
panel yielded her a folder containing a data cube.  Her work here done, she returned to Warren
Hughes.

b) Errand for Burns Flipper

True to his word, Warren Hughes directed her to his contact Burns Flipper.  After a rather
unpleasant introduction, during which she had to admit to not being a virgin in order to discover
how he had lost his legs, he agreed to help her, but he needed data.  Fortunately she had procured
the data cube, and she obtained some very disturbing information about Jacob McAllen and his
right-hand man Gordon Halloway.  She also discovered where the Vanguard headquarters were
located - in the MTI building on Grendel Avenue in the upper levels of the city - but lower-class
types like her were not permitted to go there.  A fake ID would cost her 50 times as much money as
she had - unless she could provide him with an antigrav control unit.

She had seen one on a crashed shuttlecraft between the subway station and the police station,
but the cop wasn't about to let her near it.  The dust was making him thirsty and she had bought a
can of soda in the police station, but she already knew that cops would not be appeased.  She was
going to have to get rid of him.  If she splattered him with the soda herself, he'd have to leave to
change his uniform, but he'd probably shoot her first.  And then she remembered the paint shaker
outside of Burns Flipper's garage.

The shuttlecraft was protected by a laser fence, but she had the item she needed to break the
laser beam - the mirror shard.  She tried to take the antigrav unit with her hands but realized that
yanking it out of the shuttlecraft would damage it.  Fortunately she had taken the necessary item
before leaving the police station - a screwdriver that the repairmen had left near their toolbox.
Flipper was delighted with the antigrav unit and promised to obtain the fake ID the following night.

As arranged, April returned to the Cathedral to meet Cortez and overheard Cortez and Raul
discussing her.  She gave Cortez the information she had obtained.  They would check out the
Vanguard together the next day, he said, and the following day she was to travel to Arcadia.

On returning home she saw Zack standing by her door, apparently spying on her.  Once
inside, she met Emma and Charlie.  They wanted an explanation for her strange behaviour and she
promised to give it to them the next day.

She never got the chance.  She was awakened in the middle of the night by a blue light
emanating from her closet.  Opening her closet, she was drawn into another shift!



CHAPTER 4: MONSTERS

She found herself back in Marcuria, only this time she was outside the Journeyman Inn.
Cortez hadn't wanted her to go to Arcadia this early; so who had put that shift in her closet?  And
who would bring her home?

Unwilling to wander about the streets in the dark, she entered the inn.  There was a party
going on - the Festival of the Balance.  She talked to the innkeeper until they ran out of topics, and
then a friendly monster emerged from the back room and invited her to his home.  Soon she felt
tired; so she curled up on a chair and went back to sleep.  And she had another nightmare - of
Cortez locked up in some sort of machine!

a) Where to go next?

The next morning she was awakened by the innkeeper, and when she tried to leave the inn -
in her underwear! - she was given some clothes and asked to do some work; she agreed and
received some Arcadian money.  She went immediately to the City Green, home of the monster, a
Venar named Abnaxus, who told her, among other things, about a god who fell from the sky.  This
"god" was probably a dragon; to get one of the jewels she was going to have to find him..  Before
leaving the Green, she took a look at the flower bed, which had room for more seeds.  From the
upstairs hallway of the Border House she had taken an item she could plant there - an organic
plastic leaf - and a flower popped up and spoke to her!

She showed the delivery list with Westhouse's signature to the maps merchant and obtained
a map of the Northlands, to be delivered to Tun Luiec who was supposed to be staying in the
Journeyman Inn but wasn't there at the moment.  And then she went to see Tobias, who told her
about a library where the Scriptures of the Balance could be found and recommended a book about
the Draic Kin - the Arcadian term for dragons.  She went directly to the library in the Enclave.
Talking to the librarian, she was given a catalogue of three books and she could ask for two more -
thanks to previous conversations.  To get to see more books she would have to speak to more
people.  The old sailor had offered to tell her tales about the sea; she asked him about the god who
fell from the sky, listened to a tale about cannibalistic Mermen and then asked for a book on the
subject and discovered that they weren't really cannibals.  Westhouse knew nothing about the god
but suggested that she ask some flying storytellers.  She returned to the library and learned that they
lived on the island of Alais; so it was there that she decided to go next.

She went to Captain Nebevay and asked him to take her there, but he had three objections:
women were not permitted on ships, an alchemist named Roper Klacks had captured the wind, and
Nebevay's navigator had quit.

The first problem was easily solved.  The old sailor had done Nebevay a favour, and he was
prepared to cash it in and ask Nebevay to let her on his ship provided she got back his talking bird
from the cups handler.  She was going to have to beat him three times at his cups game, but he did
not allow magic and nobody had ever beaten him without it.

The coin to be placed under the cup was made of iron.  A magnet would make it move,
revealing the cup under which it was located, and one of the items in her inventory was magnetized -
the screwdriver.  She won a game and he gave her an old calculator and refused to let her play again.
Well, if he wasn't going to let her win a prize, she was going to have to scare him into parting with
one.  He was afraid that she may make her "magic wand" (her screwdriver) available to other
players; so she offered to trade it for a prize and he agreed.  She chose the talking bird and, after
naming him Crow, she returned him to the old sailor.  Now Nebevay had to let her on board,
provided that she could get him a navigator and free the wind from Roper Klacks who lived in the



Northlands.  He didn't tell her how to get to the Northlands, but in Arcadia such information
magically becomes available when it is needed; so on returning to the city she found the necessary
path and followed it.

b) The mole people

She passed though a farmland and into a forest where she met Crow, who agreed to come to
her whenever she played her flute, and then she continued walking until she came to a burned-out
bridge.  Unable to proceed further, she backtracked, and in the forest she met a very sad little fellow.
This was Ben-Bandu, one of the Banda, which means Little People, known by their detractors as
mole people.  This particular mole - er, little person was looking for his lost brother, and she
volunteered, or rather, volunteered Crow, to help.  Continuing on the path she met a scary old
woman who begged for her help in getting home and, being in the mood to do favours, she agreed.
The old woman then went out, locking the door from the outside - and the window was too small for
April to get through.  She was trapped!

But she wasn't the only one trapped inside that house - there were noises coming from a
cabinet.  Breaking the cabinet open with a nearby broom, she released another little fellow - Ben-
Bandu's brother.  He too had been captured by the old woman, who was really a Gribbler and was
planning to eat him.  He could get through the window and she could lift him to it, but he couldn't
open it.  Searching the house, she found an object with which she could break the window - a child's
skull!  She lifted him out and asked him to unlock the door for her, but before he could do so, the
Gribbler returned - to eat April!  Fortunately the Gribbler was too stupid to check the layout of her
own house.  She chased April around a table and parked herself right under an unstable pillar that
lay on one end of a loose plank, the other end of which was within April's reach.  One good yank
and the Gribbler was in the fireplace.

April exited the Gribbler's house and was invited to a feast in her honour at the Banda
village.  The elder Banda invited her to spend the night in the Spirit Dig, but he forgot to tell her
where it was - fortunately, Ben-Banda knew.  And there she was honoured by a conversation with
the Spirits.

CHAPTER 5: THERE AND BACK AGAIN

As soon as April woke up the next morning she went outside to speak to the Banda again.
On hearing of her conversation with the Spirits, the elder Banda identified her as the saviour spoken
of in Banda prophecies and gave her the Banda stone - one of the four stones for which she was
searching.  And then she woke up Crow and resumed her search for Roper Klacks.

a) Freeing the wind

To get to Roper Klacks' castle, April had to travel for a half a day through a mosquito-
infested swamp.  She lost the delivery list somewhere in the swamp but refused to go back for it;
instead, she climbed up a hill to the castle, which was floating too high for her to climb in.  At the
foot of the castle there was a petrified man, who could neither speak nor lower the stairs for her.
She was going to have to moisturize him.

The flower she found on the edge of the swamp was insufficient to do the job.  There were
some berries near the castle, but a marsh separated her from the berries and she wanted no part of it.
Crow could fly over the marsh and fetch them for her - once she first played her flute and then
picked him up and put him on the berries.  Mixing the berries with the flower she made a
moisturizing cream and soon she was conversing with the petrified man.  Before turning back to
stone, he begged her to break the crystal in which his soul and those of all of Klacks' other defeated



enemies were trapped; this would liberate them all from Klacks' spell.  But first, April had to defeat
Klacks and, before that, she had to find him.

Entering the castle, she found herself in a maze.  There was an hourglass within reach;
turning it raised a staircase for just enough time for her to run up.  Two other doors were now
accessible.  The far one was just painted onto the wall, but the near one was real enough, and when
she knocked on it, it turned around to reveal another hourglass.  Turning this hourglass raised a
platform, giving her just enough time to reach a third door, but a chasm separated her from the only
door visible from here and, on retreating, she found herself at the beginning of the maze.  She had
tried all the doors she could get to; the only thing she hadn't tried was the nearby gargoyle with its
hand outstretched as if begging.

She put a coin in the gargoyle's hand and it turned around, revealing two lit candles.  She
blew them both out, lighting candles on yet another door on a lower level and waking it up.  Another
coin yielded a salt shaker and a pepper shaker.  Another turn of the two hourglasses and she found
herself facing the newly awakened door across the chasm.  She threw the pepper at it and it sneezed
and fell down, making a bridge across the chasm.  And on the other side of that door was Klacks'
living room.

Klacks was delighted to find another victim to turn to stone, but April appealed to his vanity
and persuaded him to accept a proper challenge.  He was able to beat her, or at least tie her, at
everything she suggested, with one exception: so dependent was he on magic that he was unable to
do arithmetic.  She challenged him with her calculator and beat him.  He was so fascinated with the
calculator that he took it - and then it took him, and the castle floated up into the sky.

In the laboratory she found a quivering crystal - the soulstone the petrified man had asked
her to break.  Looking around, she found a cauldron and five vials of essence: a white one on a
shelf, a green one behind a curtain, a blue one in a skull, a yellow one near the cauldron and a red
one floating in the air too high for her to reach.  Finally she found a book containing a page of
formulas, but it was torn.  The rest of the page was probably the parchment she had seen in the maze
and tried unsuccessfully to take.  Perhaps the one spell that hadn't been torn off would help her get
that parchment.  She looked at the pictures: clouds plus spider's web plus catalyst equals invisibility
potion.  The hands that had prevented her from taking the parchment had come out of a mirror; they
must have belonged to her reflection and an invisible person has none.

She examined each of the four vials of essence she had taken - by sound, touch and smell.
The white one was evidently clouds and the green one was spider's web, but which one was the
catalyst, the yellow one or the blue one?  And was the order in which the essences were poured into
the cauldron important?  By experiment she found that yes, the order counted, and the catalyst was
the blue essence.  Returning to the maze, which had mysteriously shifted so that the parchment was
now accessible, she drank some invisibility potion and then snatched the parchment before it wore
off.  The parchment was indeed the missing part of the formula book, and there were four more
potions to be mixed.

The other formulas mentioned either butterfly wings or brimstone, and the yellow essence
seemed more like butterfly wings than brimstone.  Now she was able to mix butterfly wings plus
clouds plus catalyst to make the light as a leaf potion and spider's web plus butterfly wings plus
catalyst to make the bind magic potion, but to mix the remaining two potions she was going to have
to reach the floating vial of red essence - presumably brimstone - somehow.

Standing under the vial, she drank some of the light as a leaf potion and then jumped up and
grabbed the red vial.  And yes, it was brimstone.  She mixed the last two potions - clouds plus
brimstone plus catalyst equals wind and brimstone plus brimstone plus catalyst equals big bang.
But the big bang potion didn't work on the crystal - it was protected by its own magic.  She applied



the bind magic potion and the crystal stopped quivering.  This time the big bang potion worked -
and the souls were free.

But meanwhile the castle had been steadily floating upward, and it was already too high for
her to jump out.  She thought of throwing the wind potion out the window, but the wind would
probably just blow the potion back into the castle.  The potion would have to be distributed over a
wide area - by Crow - and the ensuing wind blew the castle down to the farmland just outside of
Marcuria.

b) Finding the navigator

Tun Luiec still wasn't at the Journeyman Inn, but the innkeeper said that she - a sailor - was
at the docks looking for work.  Perhaps she was the navigator April was looking for.  April didn't
find Tun Luiec on the docks either, but she did find Captain Neveway.

Despite the newly-freed wind in his sails, Captain Neveway was reluctant to sail for fear it
would die down before he reached his destination, and he was skeptical of April's claim that she had
defeated Roper Klacks.  The wind potion in her possession gave her all the bargaining power she
needed - but she still had to find a navigator.  Perhaps Tun Luiec had finally returned to the Inn.

There was a tall blue woman in the Journeyman Inn, but she was too depressed to talk to
anyone.  Then April remembered what she was supposed to give to Tun Luiec: the map of the
Northlands.  The blue woman (who was indeed Tun Luiec) accepted the map and told her that with
its help she was going to journey on foot to a place where women were allowed to be navigators!
Well, April had a job for her right here in Marcuria; she sent Tun Luiec to Nebevay's ship.

April now had everything she needed to board the ship, but the captain was nowhere to be
found.  She searched everywhere until she came to the temple, where Tobias had two pieces of
frightening news: Marcuria was defenceless against the approaching Tyren, and April was to replace
the present Guardian of the Balance for a thousand years!  Accordingly, he gave her the talisman of
the Balance.

 Returning to the ship, she found the captain and boarded the ship.  But how had April's
acquisition of the talisman brought the captain to his ship?

CHAPTER 6: CHAOS STORM

The next day saw April on the main deck puking over the rail.  This accomplished, she went
upstairs to talk to the captain and the navigator.  As soon as she returned to the main deck, the
captain announced that a storm was approaching and that he would have to change course.  It was
going to take several days before April could reach her destination and she didn't think the Balance
could hold out that long.  She was going to have to fool the navigator into resuming the course for
Alais!  From the navigator she learned that the compass could be affected by a strong magical field
and the talisman would provide one.  It now became clear why the captain could not be found until
she had got the talisman: the Balance was protecting her by preventing her from taking any trips
before she obtained all the items she would need.  But before she could slip the talisman onto the
compass she was going to have to get rid of both captain and navigator.

The captain had shown himself to be very protective of the only source of food on the ship
besides fish - the apple barrel.  She was going to have to give him cause to go down and check it
out.  In the cargo hold there was a flour sack with a worm that kept crawling out of one hole in the
sack and into another one.  If she could catch it, she could put it in an apple and show it to the
captain, claiming that she had found the wormy apple in the barrel.  But the worm was too slippery
to be caught while it was on the move.  She was going to have to trap it somehow.



She still had some of the candies with her; she chewed up one of them and pressed the
sticky candy onto the sack between the two holes and the worm was hers.  This disposed of the
captain; the navigator was persuaded to take a break and let her steer the ship for a few minutes.
She put the talisman on the compass in such a way that when the navigator turned the ship
according to the false reading on the compass, the ship would be heading straight for Alais.
Accordingly she called the navigator up and confessed to having steered the ship a few degrees off
course, and soon it was back on course.  April's course, of course!

Only when April asked the navigator whether the storm was catching up with the ship did
she learn why the captain had wanted to change course: the path to Alais was strewn with reefs and
he dared not get anywhere near them during a storm.  Neither did April, but before she could warn
the navigator about having sabotaged the compass, the captain returned and began barking out
orders.  The storm caught up with the ship, and April decided to take back her talisman to let the
navigator steer the ship into safer waters.  Since there was no way to make either captain or
navigator leave their posts during a storm, she would have to try to take it out from under their
noses.  But the captain caught her, grabbed the talisman and carried it as far as possible from the
compass.

As April descended the stairs, the ship hit a reef.  She went down into the cargo hold and
found that the chest was now padlocked.  Evidently her talisman was inside and she was going to
have to break the lock somehow.  Beside the flour sack was an axe, but her second blow missed the
chest and holed the ship, weakened as it was by the collision with the reef!  Down to the bottom it
sank, convincing the captain that he should never have allowed either woman on board.

CHAPTER 7: DEEP BLUE MIRROR

April was awakened by Crow and found herself floating on debris from the sunken ship.
After talking to him for a while she sent him to find land.  Soon she saw a head bobbing up and
down in the water.  She touched it and was grabbed and dragged underwater and into an air bubble!
And she dared not leave the bubble - she was too far under the surface to swim there by herself.

She examined some drawings on the wall of the bubble.  One set of drawings indicated that
she could breathe underwater if she swallowed a polyp.  Examining the wall more carefully, she
realized that the glowing blue dots in the wall were were polyps - they were responsible for the
continued presence of fresh air in the bubble.  She swallowed one of them and then exited the
bubble.  Now she could breathe underwater; so all she had to do was retrieve her talisman and then
swim to the surface.  But her talisman was still in the ship and she couldn't find the ship.

In an underwater home she found a sentient being, evidently a Merperson.  Perhaps this
Merperson knew where to find the ship.  She tried talking to it and it responded with bubble
sounds.  The one message she was able to understand was that she was not allowed to take the
harpoon.  From the second drawing in the air bubble she realized that if she wanted to communicate
with the Maerum - the Merpeople - she would have to mix some green stuff with her own blood, dip
a pearl into the mixture and then eat the pearl.  There was green stuff clinging to a wall here and she
had already found a pearl in a shell.  As for the blood, she still had the pushpin and there was a
place where there would be no water to disperse the blood.  Soon she was communicating with this
Merperson, from whom she learned that she, like other humans, had been brought here to gather
green stuff - Tanyenn - for the Maerum!  Perhaps they were not cannibals, as the old sailor had
thought, but kidnapping humans to work as slaves?

She was going to have to get out of there.  Fortunately the Merperson did know how to find
the ship; she did so and saw that it had a gaping hole it its side.  She tried to swim through - and
barely escaped with her life as she was attacked by a snapjaw!  Somehow or other she was going to



have to get her hands on that harpoon.  She tried again to take it and was told that only the
Waterstiller - the saviour of the Maerum, according to their prophecies - was allowed to touch it.  If
she was to escape from bondage, let alone finish her mission, she was going to have to convince this
Merperson that she was the Waterstiller.

Showing to the Merperson the crystal she had taken, she learned of the first prophecy she
would have to fulfill - bringing light to a dark cave.  She hadn't seen any cave, but she had seen
some seaweed that seemed to have been put there for a purpose - perhaps to hide the cave!  Pulling
once at the seaweed, she found another crystal; pulling again, she opened a passage into the dimly lit
cave.  There she found two other crystals and a stone altar containing four slots for crystals to be
inserted and four concentric rings.  Each of the rings contained a symbol so did each of the slots.  It
was her job to turn the rings to the right positions and insert the crystals into the right slots and turn
them to the right orientations.

The ring puzzle was by far the easier of the two.  One of the rings, with a symbol of a pot,
was stuck in place near the slot with the symbol of a harpoon.  A pot and a harpoon are both
artifacts.  Water and fire are both naturally occurring inanimate things; so she turned the fire ring so
that the fire symbol was near the stationary water symbol.  Fish and birds are both insentient
animals, leaving the Maerum symbol to be paired with the one-eyed pyramid that could have been
another sentient species.  With a creak and a groan the rings became immobile; the puzzle had been
solved.

The crystals were each three-sided and could be rotated into three different positions within a
slot.  There were many ways to place and orient the crystals so that crystal symbol facing the slot
containing that crystal matched the symbol on that slot, but none of these arrangements did
anything, and there was no way to arrange for all three symbols of each crystal to match the
symbols on the slots they faced. There was exactly one way to place and orient all the crystals so
that the symbols facing the adjacent slots matched the symbols on those slots, and when she finally
did so, the cave lit up, revealing a talisman-like symbol on the wall and a number of cave drawings.
She examined the drawings and then returned to the Merperson.  Having fulfilled the first prophecy,
she was asked to fulfil the next one: killing a snapjaw with the harpoon, which she was now allowed
to take.

When she returned to the ship, the snapjaw was now visible and she had her harpoon at the
ready.  A feint and a thrust and the snapjaw was dead.  She extracted a tooth to back up her claim to
having killed it and then she entered the ship and retrieved her talisman.  The Merperson was duly
impressed when she saw the tooth and the talisman.  Each fulfilled a prophecy; in the next one, the
Waterstiller would find something the Merpeople had hidden ages ago.  She re-entered the cave and
placed her talisman on the symbol, and a niche opened up.  Reaching inside, she found a stone - half
of a stone, actually - which she gave to the Merperson.

 There remained one more prophecy to fulfill: the Waterstiller was to bring peace between
the Maerum, but the Maerum were already at peace with each other - it was the Alatiens with whom
they were at war - so the Merperson didn't think that this last prophecy could be fulfilled.  But April
interpreted the cave dwellings to mean that the Maerum and the Alatiens were once one species, so
that the prophecy could be fulfilled by making peace between them.  This would be her next task -
once the Merperson took her to Alais - and her reward would be the whole stone and a meeting with
the god who fell from the sky.



CHAPTER 8: REUNIFICATION

a) The crab, the Stickmen and the giant

The only creatures April saw when she explored the coast of Alais were crabs, one of which
was in obvious distress: it couldn't shed its shell, but stronger hands than hers would be needed to
help it.  Exploring further, she found two statues, one on a cliff and one in a ruins.  In the ruins she
also found a hole and a nearby sapling, and by tying to the sapling a rope she had found on the
beach she was able to descend into the hole and see the ruins of two nearby civilizations, one
Maerum and the other Alatien.  Apparently the Maerum and the Alatiens had once lived together,
and they soon would do so again if April succeeded in her quest.  But first, she had to find them.

She was unable to explore any further unaided because she dared not go into the jungle
without knowing where she was going; so she played her flute and asked Crow to scout ahead.  She
came to the mouth of an extinct volcano from which a deep rumbling emanated, and she entered.
On a wall she saw a symbol, one of the symbols she had seen on the statues, and she also saw a
keyhole and a telescope.  The stone key she had found in the hole fitted into the keyhole; she turned
it and displayed another symbol on the wall.  Nine distinct symbols were displayed before the first
one reappeared, and for each of these symbols she looked through the telescope.  Five times there
was nothing to see, three times she saw a statue (the one on the cliff, the one in the ruins, and a third
one at the base of a big tree) and once she saw her own eye - evidently the telescope was now
pointing to the volcano she was in.

Next she went to the big tree with the third statue beside it.  There were three sticks lying
around, and when she tried to climb the tree she jostled one of them, waking them all up, and one of
them spoke to her!  She climbed the tree and saw a partially-built crossbow on the top of the tree
and a mountain path in the distance.  Since the Alatiens lived up the mountain, she would have to get
to the path.  The crossbow, once completed, might help her get to that path, but on descending from
the tree she was informed by the Stickman that work on the crossbow had been suspended until the
noise - the snoring of a giant - stopped.  It was her job, then, to wake the giant; fortunately she had
listened to everything the Stickman had to say about the statues.

The only statue into which she could talk was by the tree - it had a mouthpiece.  To get any
sound from it, she had to adjust the ear wheel (by inserting the stone key and turning it clockwise)
so that it displayed the symbol for that statue.  To get that statue to talk to another one, she had to
turn the mouth wheel (by turning the key counterclockwise) so that it displayed the symbol for the
other statue.  The only unbroken symbol on the mouth wheel that represented any of the other
statues she had seen was the one for the statue on the cliff.  To get the cliff statue to listen to the tree
statue she had to adjust the ear wheel of the cliff statue so that it displayed the symbol for the tree
statue.  The cliff statue could talk only to the ruins statue and the ruins statue could talk only to the
cave, but the cave, according to the Stickman, spoke to all the statues including the unknown statue
near which the giant was sleeping.  She made all the necessary adjustments, then returned to the tree
and yelled into the mouthpiece.

The giant woke up and invited her to visit him, which she did, and she persuaded him to help
the crab, which he did, earning him the right to fish in his former spot on the cliff.  He needed a
colourful object to use as a lure and she had one - the wrapper from the candy she had eaten.  And
then she returned and persuaded the Stickmen to resume work on the crossbow, which they did.
Soon they had done everything they could with the material at hand; to complete their crossbow they
needed a bowstring.  This item she found on the cliff: it was the line belonging to the giant's fishing
rod, and he wouldn't be needing it anytime soon because he had already caught and eaten a fish.
With the bowstring the Stickmen finished their crossbow and invited her to test it.  She was too big
to fit into the crossbow, but it was no part of her plan to shoot herself to the path.  There was a tree



near the path and she had taken a hook-shaped fishbone from the giant.  She tied the fishbone to the
rope and shot it out of the crossbow, and soon she was on the path.

b) The winged storytellers and the god who fell from the sky

The chasm she came to was much narrower than the one she had crossed, but she no longer
had her rope, and besides, there was an Alatien guard on the other side who didn't want her to cross
anyway.  She noticed a slight updraft in the middle of the chasm.  If she was going to jump across
the chasm, she was going to have to make herself lighter and the updraft stronger.  For each of these
tasks she had the appropriate potion, and she exhausted them both.  The guard was so impressed
that he identified her as the Windbringer, the prophecied saviour of the Alatiens, and bid her see the
Teller in the castle further up the path.

On the way she met and talked to four other Alatiens: an old man, a little girl, a young
woman making pottery, and the castle watch.  The castle watch demanded that she answer questions
about four stories if she wanted to enter the castle.  Each of the other four Alatiens knew one of the
stories; so she learned them all, aced the quiz and was granted entry into the castle.  There she told
the Teller of her peace mission; the peace talks were duly held and she obtained her second stone
and her meeting with the god who fell from the sky.

She had to clear away some sand and talk into a sensor, but eventually she was granted an
audience with this god.  As she had suspected, the god was one of the Draic Kin, the blue dragon
called the Old One.  He was a grumpy old curmudgeon, but he eventually gave her his jewel and put
her aboard a ship belonging to some Dark People.  One of the Dark People gave her stone number
three and a star map containing the location of the gateway to the Guardian's Realm and suggested
that she go to sleep.  She was only too happy to comply.

CHAPTER 9: SHADOWS

The next morning she disembarked at Marcuria harbor and found it totally deserted.  As if
that weren't bad enough, along came the vortex - the same one she had seen in her dream, only
bigger!  Miraculously, a shift materialized and deposited her in the Cathedral on Hope Street.  Raul
was there but not Cortez; in fact, Cortez hadn't been seen in a week, which was unusual enough to
cause concern.  She returned to the Border House to change her clothes - and soon wished she
hadn't.

Fiona was crying and Emma screamed at April to run, but before she could take a step, an
armed Vanguard agent stalked in, followed by Gordon Halloway, who boasted that Cortez had been
"disposed of".  So her dream about seeing Cortez in that machine had not been a dream but a vision
of reality!  Then he demanded that she give him all the things she had collected and come with him
to meet McAllen or her friends would be shot.  She agreed, but Halloway ordered the agent to shoot
Emma anyway.  Just then Mickey entered, distracting Halloway and the agent long enough for April
to run upstairs.  But Zack was blocking her path to the door!  Yes, he had put the Vanguard on her
trail, but he hadn't expected them to kill anyone: all he had expected them to do was to arrest her.
This, apparently, was his idea of an appropriate punishment for her refusal to yield to his desires.

The agent climbed up the stairs and shot Zack to prevent him from leaking any more
information.  April ran into her room and barricaded the door, and the agent began battering it down.
To escape from him, she was going to have to jump out the window and into the river.  She climbed
out of the river and saw an agent blocking her only path away from the Border House.  She was
going to have to sneak by him without being seen.



She drained the invisibility potion and then ran by the agent before it wore off.  But
everywhere she went, there were agents!  Seeing that she was still unable to open a shift on her own,
I opened one for her - at the mystery door near the café - and brought her here.

I had good news and bad news.  The bad news: Charlie and Fiona were mad at her, and the
Vanguard were holding Adrian, the present Guardian.  The good news: Emma wasn't dead (only
wounded), and she could open shifts by herself if she did what she was best at, and soon even that
would no longer be necessary.  And then I opened another shift to Marcuria, outside of the
Journeyman Inn, and advised her to take courage by talking to the brave souls who had not
evacuated the city.

CHAPTER 10: REBIRTH

The Inn was empty, the temple was closed and the marketplace was deserted.  Westhouse
was still at home - he was planning to stay and fight the approaching Tyren with his gun.  Abnaxus
was at home too, although he wasn't planning to stay long.  He gave April the fourth stone - he'd
been holding on to it all that time! - so now it remained for her to assemble the disc.  Tobias had
told her that the disc had once been kept at the Enclave; so this is where she went next.

She put each stone into one of the hollows, but the stone dragon could not assemble them
because its mouth was blocked.  Unable to reach it to clean it, April played her flute and asked Crow
to do the job.  He was understandably reluctant, for the substance blocking the dragon's mouth was
pigeon droppings, but April was persuasive and soon the disc had been assembled.  It dropped into
the pool beneath the library, but the water was too hot for April to dive into and the wheel that
should have drained the pool could not be turned.

She asked Yerin, the librarian, to unlock the wheel, which he did, and then she turned it,
draining the pool, and retrieved the assembled disc.  Before leaving, she again spoke to Yerin.  The
good news: he and his friends were planning to stay and fight the Tyren with magic and other
weapons.  The bad news: Tobias had been assassinated.

She tried to leave the enclave, but her path was blocked by the Tyren army!  Once again she
panicked, once again a shift appeared, and in she ran.

CHAPTER 11: KIN

This time she emerged right by her painting in the Academy.  She could go nowhere - there
was an agent just outside the Academy and she had run out of invisibility potion.  But she
remembered what I had told her: she could open a shift to a place of her choice if she did what she
was best at.  Twice she had opened shifts when she was running away, once from the vortex and
once from the Tyren.  Was it running away that she was best at?

No, it was painting, and by now her adventures had given her plenty of inspiration.  She
finished her painting and then opened a shift to the scene of her first nightmare - the cliff where she
had met the talking white dragon - so that she could get the second jewel.

The dragon was still there, and she again referred to April as her daughter.  This dream too
had been a vision of reality!  Was she really a dragon in human form?  She accepted the dragon's
gift of the second jewel and then watched tearfully as the dragon died and disappeared.  Out of the
egg flew a baby dragon - April's sister!  And then, just as I had predicted, without having to do any
painting she opened a shift to the location of her choice: the Cathedral on Hope Street, because she
realized that her remaining tasks - getting someone to decipher the star map, going to the Vanguard
headquarters to look for Adrian and obtaining the remaining two jewels, which Cortez had promised
to help her with - could only be accomplished in Stark.



The fake ID was to have been ready a long time ago, and it was.  With it she had no trouble
entering the elevator near the Radio Power Building and ascending into the upper levels of Newport.
I had told her that the Vanguard was holding Adrian, and Flipper had told her that the Vanguard
headquarters were in the MTI building on Grendel Avenue; so she tried to board the shuttle to
Grendel Avenue - and was denied admission because she was not properly dressed.  Spending all
but a dollar or so of her remaining cash, she shopped in a fashion boutique and then boarded the
shuttle.  She had no idea where on Grendel Avenue the MTI building was located; so she asked
directions of a nearby cop and then entered the building.  But there was no way she could persuade
the weedy little receptionist to grant her entry to Jacob McAllen's office.

And then she remembered somthing she hadn't done: she hadn't looked for anyone to
decipher the star map.  At the time it hadn't seemed necessary to do so yet.  The Balance had
prevented her from boarding the ship until she had the talisman because she needed to use the
Talisman on board the ship, but she didn't need to know the location of the gateway to the
Guardian's Realm to meet with McAllen.

And then it came to her: if she had to ask someone now to get information that would only
be needed later on, then this information would take some time to obtain.  It had taken Burns Flipper
time to obtain the fake ID; so she would have to ask him now to decipher the star map.  She did so
and then returned to the upper levels.  Sure enough, her ticket to McAllen's office miraculously
appeared in the form of a pizza box dropped by a boy into a trash can.  She was now able to
impersonate a pizza delivery girl, and the receptionist reluctantly granted her entry.

McAllen's office contained some gruesome items - tanks in which humanoids were being
grown.  On his desk were some papers including a dossier on April Ryan.  The Vanguard had been
tracking her!  An alarm rang and McAllen appeared.  He was delighted to see her: not only had her
search for Adrian led her into his clutches, but Adrian wasn't even here!  From his boasts she
deduced that it was he who had arranged to have the shift to Arcadia opened for her so that she
could collect - for him! - the stone disk and the two jewels he himself would have been hard pressed
to obtain; the other two jewels were already in his possession.

He led her into his laboratory and showed her what he was making there - warrior shifters!
He snatched the disc and the two jewels, added the other two jewels and incorporated all four jewels
into the disc in a machine he had build for that purpose.  All he needed now was the location of the
gateway to the Guardian's Realm, and this he was sure she would provide for him.  He himself
would not be the one to persuade her; that job would be done by a mutant freak he released into the
workshop after leaving and locking her inside.

She rushed to the computer, opened the door to the hovercraft exit and ran out onto a
platform.  The freak followed her.  She descended what she thought was a ramp, but it was only a
short projection of the platform, and at its end was a drop of several hundred feet to the lower level
of the city.  She was trapped!  As the freak closed in on her, she screamed for help - and at the last
instant Cortez burst through the door and shot the freak dead with a bolt of blue lightning!  They
talked for a while and he gave her important information about the genetic experiment the Vanguard
had performed upon Gordon Halloway.

Suddenly McAllen stalked out of the door!  From the conversation between Cortez and
McAllen, April learned that they were the two dragons who had gone to Stark and taken human
form, and that McAllen had created the Vanguard as one of his tools for conquering the universe
and was quite prepared to destroy mortal worlds to do so!  They began to fight, and they both fell
off the platform, apparently to their deaths.  The task of finding Adrian and leading him back to his
Realm was now hers.



She re-entered the workshop, opened the machine and retrieved the disc, now complete with
all four jewels.  Then she returned to Burns Flipper to obtain the location of the gateway.  Flipper
confessed to having given the Star Map to the Vanguard under threat of death, but they had shot him
anyway - not surprisingly, given that they had even shot Zack despite his far more willing service to
them.  Fortunately, Flipper had made a copy of the map, and just before he died, he provided her
with the coordinates of the gateway - it was close to the Morning Star, a space port that was the
transfer station to the colonies - and told her that he had overheard Halloway saying he was going to
take something important there.  Flipper didn't know what it was, but April did.  It was Adrian!  She
would have to go there herself to rescue him.

She returned to the upper levels, and this time she entered the tube and registered as a
colonist.  And that very evening she boarded a space ship bound for the Morning Star.

12: DREAMLAND

She arrived in the waiting room together with hundreds of real colonists.  The external exit
was guarded so that none of them could escape.  The only way out of the waiting room was through
one of the washrooms.  She at first refused to enter the men's room, but when she tried the ladies'
room and found it locked, she realized that she had no other choice.  Moving yet another trash can
she uncovered a grill; it was screwed to the wall and she had traded away her screwdriver, but she
had one iron coin left, and with it she unscrewed the grill and then opened it.

She emerged into a tunnel with a screen nearby, showing the location of three exits - the
men's room and two ducts.  Duct number one led through a hatch to a corridor with a surveillance
camera.  Duct number two led through another hatch into the security room where a guard was
drinking coffee.

If she was going to go past the camera she was going to have to disable it.  She pulled the
cable and the guard came through a door, repaired the camera, and then dragged her back into the
waiting room.  Somehow she was going to have to get rid of this guard.

She had just spent her last dollar on an aphrodisiac called Instant Heat which she had found
in the men's room, and by pulling the cable she could get the guard out of his room and away from
his coffee mug.  This time she dove through the hatch in time to avoid getting caught until it no
longer mattered.  Then she returned from the waiting room to the second hatch, from which she
watched the guard drink the spiked coffee and then leave his post to satisfy his sudden desires.

In the security room there was a computer, from which she learned that Adrian was being
held in cell number 5 in the cell block, and a security map showing four locations - the cell block,
the cargo bay, the airlock and the rest area.  From the first three, the guard on duty could be ordered
off duty as long as no other guard was off duty, and from the rest area the off-duty guard, if there
was one, could be ordered back to his post.  She ordered each of the guards off duty in turn and
explored the areas they had been guarding.

The airlock seemed to be the most likely way to escape from the Morning Star.  Pressing a
red button she loaded an escape pod.  It was missing an oxygen filter.  The best place to look
seemed to be the cargo bay.  There were piles of boxes and a computer terminal.  Using the terminal
she identified the box containing the oxygen filter and then searched all the piles of boxes.  The
right box was found in the biggest pile - even more boxes - and the filter was hers.  It remained to
go to the cell block, liberate Adrian and lead him to the airlock.  She opened the cover of the lock
near cell number 5 and found that the lock needed an electronic key.

Fortunately she had found one in the guard's coat pocket in the security room.  Adrian
emerged from his cell and agreed to follow her.  She led him into the airlock, inserted the filter into



the escape pod and told him to get into the pod; she would launch him and then launch herself in
another pod and lead him to the gateway.  He warned her that they may get separated and that she
would have to face three trials before being admitted into the tower, and then he entered the pod and
she pressed the launch button.  But it wasn't two pods that entered the gateway to the Guardian's
Realm.  It was three.

13. THE LONGEST JOURNEY

April's pod landed in a desert of blue sand.  It was totalled but she was unhurt.  The tower
was visible in the distance - a great distance.  It was to be a long journey on foot.  Some time later
she came upon Adrian's pod.  It too was a wreck, but Adrian was not in it.  Presumably he too had
not been injured.

She continued towards the tower until she came to the first of the three trials she would have
to undergo - the Trial of Might.  Blocking her way was the vortex, even bigger than before.  It was
made of pure magic and she still had some of the bind magic potion, but throwing the potion at the
vortex from that distance would have wasted too much of it.  A more efficient delivery system was
needed.

She had one more magical item - the talisman - and by combining the talisman with the
potion she succeeded in capturing the vortex.

Some time later she suddenly found herself in the kitchen of the house she had lived in as a
child, and in the body of a child as well.  Looming before her was her father, ready to beat her as he
had always done.  This was the Trial of Spirit - she had to face that which she most feared.

To keep from being beaten again, she had to convince her father that he was too nice a man
to do so.  She had one piece of evidence that he was something less than a total monster: the gold
ring he had given her on her sixteenth birthday.  She showed it to him, eliciting a tearful apology
from him, and when she forgave him she found herself back in the desert with the tower ahead of
her.

At last she came to the vicinity of the tower, but there was one more obstacle to cross - a fog-
shrouded canyon.  It was too steep to climb down and she could not fly across - only Crow could
do that, but she had left him behind in Arcadia.  Without much hope, she played her flute - and a
shift opened up, depositing Crow at her feet!  He was less than thrilled to see her, having learned the
pejorative connotation of the word crow in Stark, but she managed to charm him back into her
service.  She asked him to check out the floating tower, the conical structure beneath it and the
canyon.  The tower itself held no help in getting to it, the conical structure - the Well of Making -
held only water and the canyon held nothing at all!  This was the Trial of Matter: could the Well of
Making make something out of nothing?

Suddenly she had an idea - she asked Crow to take water from the well and spit in out on the
nothing below the fog in the canyon.  He was understandably reluctant to hold anything magical in
his beak lest he swallow it, but she gained his consent by promising him a year of flea-plucking.
And sure enough, a bridge of mist suddenly appeared across the canyon.

She climbed up to the Well of Making, looked inside and dropped the stone disc into the
water, and the water formed itself into a hand.  She touched the hand, expecting to be admitted into
the tower.  Nothing happened!  At that moment Adrian caught up with her; as the current Guardian,
he could gain access to the tower by touching that hand.  But why couldn't she, the future Guardian,
do so as well?



The top of the well carried April and Adrian into the tower, but there was someone else
clinging to it from underneath!

Inside the tower, she walked to the edge of a revolving disc, expecting to be embraced by the
tower.  Again, nothing happened.  Apparently she was not the one chosen to be the next Guardian!

At that moment the third person entered the tower.  It was Gordon Halloway!  He had come
to claim the Guardianship on behalf of the Vanguard and was quite prepared to kill both Adrian and
April to do so.  He charged at April, but Adrian blocked his path the two men started to fight.
Halloway was the stronger of the two and she feared that he would soon defeat Adrian and then
come for her - unless she did something quickly.  But she was not strong enough to make a
significant contribution in physical combat - some other action on her part would be required.

Fortunately she had been observing Gordon Halloway very closely. Gordon had been acting
strangely: he had made an uncharacteristic display of emotion, distressing him considerably, and he
had mentioned hearing someone or something calling to him and had even accused her of bringing
it.  But what?  And then she remembered Cortez' words: the vortex was Gordon's other side, his
emotional side, which had been separated from his logical side by the Vanguard, and she had
captured it on her talisman.  This is what was affecting him, even from a distance, and this is what
she was going to have to push onto him.

Gordon was terrified when she flashed the talisman at him, but after the vortex had entered
his body, he thanked her for having made him whole.  Yes, he was the one chosen to be the next
Guardian, and now, thanks to her, he could do so on behalf of the Balance.

As the two Guardians, past and future, began the changing of the guard, April Ryan left the
tower.  She was now capable of shifting to Stark or Arcadia at will, but she wanted some time to
decide where she would go first.

EPILOGUE - THREADS

And so the story goes.  Adrian was the last Guardian of the Balance, and the worlds were
reunited during his reign, not long after the events I have just described.  Of course, I understand
that you may have questions - about the conditions that would have to be satisfied for the
reunification of the worlds and the Ascension of the dragons to take place, about the outcome of the
war with the Tyren, about the fate of the magical species after reunification, about the identity and
fate of April Ryan's biological father, about her life and those of her friends from the end of the
story until now, and above all about her love life now that she knew that Charlie loved her.  Well, as
you must surely know if you have come this far, April Ryan is still alive, and from her appearance it
should be clear that she must have lived at least another sixty years - perhaps much longer if she is
indeed one of the Draic Kin.  Some of your other questions may be answered in the sequel to the
game.  And if you get stuck in the sequel, you can always come back here and ask me to tell you
another story!


