GOLD RUSH!.

HINT BOOK



INTRODUCTION

Howdy! We hope you are having a great time stepping back more
than a century to experience a truly great western adventure!
The goal of “Gold Rush!" is to re-create the thrill and challenge of risking
everything to travel to the other side of the continent in search of riches.
As the main character of this game you have become one of a special breed
who was stricken with the incurable disease of “gold fever.” Sometimes
perseverance, thought, and even a touch of luck will be enough to get you
through some difficult situations, but not always.

How to use a hint book

The whole point of playing ‘‘Gold Rush!"" is to discover its puzzles and
the solutions to them. The game has a definite sequence of events, and
if you do not accomplish certain things before moving on, often you
will simply miss out on points that would have been added to your
score. This hint book was created to help you discover the solutions to
those areas that you can’t seem to get quite right. The hints in this book
progress from being mildly helpful to telling the answer outright. When
you get stumped, look in this book for a question that is closest to your
problem. Read the answers in sequence by placing the red window card
over the desired answer, reading only those hints that you really need.
If you have a problem that isn’t covered in the following pages, feel
free to contact Sierra’s 24 Hour Hint Line at (209) 683-6858.

How NOT to use a hint book

Do not go through this book reading hint after hint. Read only those hints
that are absolutely necessary, and as few of those as you can. We have
purposefully made the questions to the hints rather vague so as not to give
any clues away. The questions do progress with the game, however, so
when you really need a clue you should be able to find it. Also, don’t think
that every question is real. Along with the legitimate questions you will
find some fakes, so don’t assume that every question you see in this book
has something to do with the game!

After you have finished “Gold Rush!”

After you have finished “Gold Rush!™ once, don’t quit playing—two other
games still await you! There are three routes to California, so to experience
everything that this game has to offer, you will have to play it three times.
After you have REALLY completed “Gold Rush!” take a look at the back
section of this book, titled *After the End of the Game.” That information
will help you as you play the game through again with the goal of
obtaining the maximum score possible (255 points). But be very cautious
using that section, since it will ruin the game if you use it too soon!

Thank you for purchasing “Gold Rush!”—best wishes in your search for
the mother lode!

Doug and Carol MacNeill
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What'’s going on here?! | just seem to wander around without R ok 1
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| keep istakes that lead to my death. Am | the only
one who has this problem, and do | always have to start over
from the beginning?
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| can’t get any service at the post ofﬂce'

I have read my mail,
missing the point.
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| was slrolllng |n the park, when a cop came and gave me a
ticket.

| understand the Ietter but how am | supposed to know where
to start looking?




told that there is a man at the Iivry stable but | don t see
body round there'

The ship at the dock leaves wuthout glvmg me a clue. When do
z o | need to be on board?
. Ty ’) 1" 98¢ :
There is a lot to choose from in the stores' Is there anythmg
here that will help me Iater"

| am readmg tombstones in the cemetery but | don't see
anythmg that is sugmﬂcant to me personally.

| kw wh sells kets for the Shlp, but he won t talk to me
at all, or if he doe t is too late to buy one!




How can | buy a tlcket on the ship around Cape Horn”

| HAVE HAD IT!! GET ME OUT OF BROOKLYN!!!

How can | go to California on the overland trail? | have mY tlcket and am waiti ing on n the shi ip. Dol have o wait,
- : or is there a short cut?

THE OVERLAND TREK

lam in the camp at Independence. What are we wamng for"




NN What do | need the book for
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| selected the animals as the captain asked me to, but | don
know what to do next.

Iectlon of animals”




What do | do with the telescope the captain gave me after |
shared my flsh with hlm? )

| opened the door to the coal hold and now I'm j
statistic!
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I'm dyln to getto Cliforma but I am also dying of holera'




Provisions are gone, and one man has died. | will be next if | Looks like trouble on the Chagres River! Our boat has been
don t get some food stopped by some hostile natwes'

Malaria StOPS me dead in my tracks. Is there no wa
this jung Ie d|sease? y y to prevent

PANAMA TREK
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What does the message : about suppressing messages mean”

The first part of this trek is under program control. | have seen
this before, |s there a way to skip this part?




| know my brother left clues for me at Sutter’s Fort because of th
mysterious letter, but | don’t know where to start.
W

IN CALIFORNIA
Sacramento
The ship has landed but nothing is happening.
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I've found the mule | want, but theguard in the cattle area won't let me take
it! | get hung for stealln mules!
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THE COUNTRY

| have James' friend with me. What do | have to do when | am ready to fol-
low the instructions on the aer

My mule keeps wandering away from meas I'm walklng thro h the
country side.
-

JAMES' PLACE

I'm In’slde a cabin, and | have uncovered something that | can’t seem to
open




After “The End” of the Game

A NTOEIE : - Caution: Read the following pages only if you have literally seen the end of “Gold Rush!"
fJ,. :‘1. 5 i ) e 1 i This material is potent, and will take all the fun out of solving the game if you read it before
: Y completing the game for yourself.

How did you...

: y. ' '
As far as | know, 1 have searched every inch of thls place but arn gettlng
nowhere!

...get your bank account number?

..go through the Panama |ungle where lt spllts lnto m ny paths (two of
which are deadly)?
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How and where earned
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How and where earned

CALIFORNIA




How and where earned LOCATION OF ALL OBJECTS
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ere found
In California

Walk Thru

This section is for those who have finished the game and want to see if there is a
better way to beat the game, or for those who have lost interest because they were
not able to solve the puzzles on their own.

This is a step by step guide that will cover the game essentials and show you where
to get the points. Words enclosed in “quotation marks” are commands to be tyPed
in durirl'nfgf play. Don't read this section if you want to figure out GOLD RUSH! for
yourself!

In Brooklyn
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If you wish to take the Overland trek:
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OVERLAND TREK
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PR S E S PSS e - . | PRI e P EEon &9 W N S RN S e g |
1 ) | 1
Lo o] i VIEW OF PLAINS . : '
| ' e || TOP OF DESCENT )
a ' ' LING ' 1
Sﬁg“okm ' I 3 ! | SEQUENCE 1 | UNHITCH TEAMS, '
NEW YORK' ' | || LOCK WHEELS '
: : IFNRDOEMP:ENDENCE : :
TO: ' ' 3 i N
INDEPENDENCE, | | Lo CAMP | | | MISSOURI : | :_
MISSOURI _1,| CAPTAN  [«——+| BIBLE ' o ; AVERWALLEY | !
J ¥ ! | THE GREEN ' i
COMPUTER ' : ————» RIVER DESCENT | !
i CONTROL | ! | comeurer :
— ' STOCK YARD | coNTROL : :
i WAGON TEAMS : P e s s e S s A J
R s e e N . SR i il
TRAVELING DESERT SCENE
SEQUENCE TRAVELING
OUTSIDE SUTTER'S FEwSaERsE e vl dieeE . 25 ) SEQUENCE
FORT FROM: ! '
<«—| DESERT | i FROM:
ToO: ' - THE GREEN RIVER
SUTTER'SFORT | ! WAGON PR i, . .
l i MEAT } THE DESERT SCENE
COMPUTER ' WATER ; COMPUTER
SEE SUTTER'S FORT CONTROL ; : CONTROL
MAP , ;
LI LR A i
CAPE HORN TREK

FISH K
‘ TOP DECK
S ] BIBLE

CAPTAIN'S i
PTAN J/(':sf’ GALLERY ENGINEROOM || BuNK ROOM
S PIG METAL - .
- it SCRAPS* 5 STRING
OAL LADDER
oLD BOILER ROOM BOILER PAOVISIONS
STICK*

*AFTER STORM



137

IR A i — R 5
VIEW OF SUTTER'S N = i
FORT FROM R'S FORT ! 2 2| 8 :
» | NORTH SIDE BUTYERS i g— E & g 3 g ;
TO AREA AROUND ' g : !
SUTTER'S FORT e b g
| =] Bl
FORT GRISTMILL : :
BACK DOOR DOOR TO el | EE 1 E—%% é .
GRISTMILLMULE |+ FRADING STORE g E|EEE|E O :
“*| coLp PaN & e & :
SHOVEL . & |
I I HITCHING POST LANTERN y = |
A |
WEST WALL OF STARS ~ I lBEdlzad 2% g |
s | e |FERITEElE g :
EAST GATE ' g ;
! !  |EEgct g B |
SOUTH WALL OF 1 @ :
BLACKSMITH SHOP FRONT GATE d '
BRANDING IRON, |~ | GUARD
BRAND MULE . :
! I | R His
IEW OF SUTTER'S CATTLEAREA GRAVE YARD gies
R T FOMaOu GUARD AT GATE | b TRE .g |
o o BEE |
L— CLUE ON FALSE . )
0 AREA AROUND . BB T
UTTER'S FORT ! PIEE T : s ‘g g7
CATTLE AREA \ g B
" MEBRE D1 T T s T el Tee A & e J
FIRST SCENE AT FORT | JAMES'OL'MULE S 5
AREAS IN CALIFORNIA
TOWN OF COLOMA J
TAILRACE SUTTER'S LOG YARD EC- || MAIN STREET| | INTERSEC- || AMERICAN
ANVERCAN || 16 maes sast || MiLL 18 miles east || TION OF MAIN| | 20 miles east | | TION OF RIVER
15 miles east 17 miles east AND BRIDGE MAIN & 22 miles east
STREET SACRAMENT!
WILDERNESS | | WILDERNESS || WILDERNESS || WILDERNESS || INTERSEC- || GREEN INTERSEC-
'nou gFEC PASTURES TION OF WILDERNESS
BRIDGE & HOTEL SACRAMEN-
BACK STREET] | Hitching post | | TO & BACK
SOUTH OF COLOMA SACRAMEN-
TO STREET
| GOLD COUNTRY |
| JAMES'’ CABIN
The Gold Country is a region
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GREEN PASTURES HOTEL
LEDGE LEDGE
-
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ROOM 111 ROOM 12
If you are on the
<« | MAGNET, balcony, climb
STRING, railing onto
AEROGRAM, ledge or use door
: NOTE, COIN 1o upstairs
y.
UPSTAIRS HALL UPSTAIRS HALL
*=s When you are at
ROOM 11 ENTRY DOOR TO BALCONY ground level, use door
to lobby
DOWN STAIRS HALL DOWNSTAIRS HALL LOBBY
- >
MESSAGE
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JAMES'’ CABIN AND MINE

JAMES'
CABIN
INSIDE CABIN JAMES'
OUTHOUSE
MATCHES,
MINE EXIT ;
’
INSIDE
OUTHOUSE
MINE ENTRY
hl T .
“* | poor kY|
- -—> - -—>
END GAME I I
MOTHER LODE
JAMES $
ENTRY TO
GOLD ROOM PICK
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