ERIC THE UNREADY

1993 game from LEGEND

walkthrough text by "Beowulf", rebuilt by "Garote"

This walkthrough provides a narrative description of the things you need to do in each section, then provides a sequential list of exact commands for completing that section. The idea is that the narrative tells you to do, and if you still have trouble, the commands will tell you to do it. The commands have been padded out in places to reveal particularly amusing jokes in the game. : In the game, items which are no longer useful are conveniently removed from your inventory after each section. sure to collect and read the newspaper after each part. 

The Pig

You need the rope from the barn to descend into the pit. For a laugh, EAT SHIT. Also get everything from the medicine chest beforehand. You'll need to use one of these items on the pig. 

TALK TO FARMER 

MOON FARMER FARMER ROPE AT COWS CHEST ALL AT COBWEB COWPECTATE TO COW PRIVY NEWSPAPER NEWSPAPER A SHIT ROPE ON HOOK SHIT SHIT PIG PIG BOTTLE TO PIG ROPE ROPE PIG PIG FARMER TO GIRL APPLES 

W 

Day

Wait until your squire gets you out of your armour. Attend the meeting at the Union Hall. Go to the armoury and answer the copy protection questions to get the cloak. Look in its pocket. Go back to your barracks and get the helmet. the pond, fill the helmet with water. Go to the palace and talk to the guard. Get the kindling from the fireplace. Go outside and plant the bean in the garden. Water it. Climb the beanstalk. After the briefing by Bud the Wizard, take the magic coin and go to the torch vendor's. Then enter the ice cream parlour and talk to the boy. Make a fire, accept his earmuffs and wear them. Buy the float. the bard to recite the epic and wait. Take him to the palace. Wait, then go upstairs and eavesdrop. Downstairs, wait until the fight breaks out. Outside, pull the banana from the stone. After another briefing from Bud (make a note of the five items of your quest, and WHERE you need to use them), go to the pond and follow his instructions regarding the banana. 

READ CARD 

GET CARD OVER NEWSPAPER PAPER AT PICTURES TO KNIGHTS TO YOUNG KNIGHTS AT CASE TO PONCE SIGN 

SHOW CARD TO GIOVANNI 

Gorget - 16- 1- 6- 99B- 25- 6E- 14- 5- Brown- 22 

Gautlet - Gothic

LOOK AT CLOAK 

WEAR CLOAK IN POCKET PACKET IN PACKET HELMET KINDLING TO GUARD TO YOUNG KNIGHTS ME HELMET AT DISH BEAN BEAN STALK TO BOY KINDLING IN FIREPLACE TORCH ON KINDLING FLOAT COIN TO BARD EARMUFFS STAIRS KNIGHT (ETC WASTING TIME) BANANA BANANA 

TOSS BANANA IN POND 

Quest of the Pitchfork

Check out the graveyard, then get past the tree to the west by giving it some refreshment. Move branches to reveal the trapdoor. Descend, open the mailbox (memories of Zork I!) and get the prize offer. to the rock shop and get your free gift. Use it to break into the house. Pull the rug and open the trap door. Get the beard from the trophy case. Go upstairs, and search the bones to get the ID. Go to the publishing house and give the prize offer to the dwarf. Go outside, wear the beard, kneel, and go in and try again. to the rock shop and get the starter rock. Wander around until someone gives you a coin. Win the memory game to get the catapult. (You'll probably need to take screenshots, or notes on paper.) Load it with the starter rock. on the ferris wheel, pull the lever and push the green button. At the top, shoot the red button with the catapult. Stand and get the pitchfork. Tie the cord to the roots and jump. Now go back to the house and go to the top. Drop the rock, stand on it and go through the hole. 

READ PAPER 

READ BOOK COUPON TO TREE TREE TREE TREE ROOT BEER TO TREE TO TREE BRANCHES DOOR MAILBOX MAIL MAILBOX BOARDS BEARD CASE RUG DOOR CASE BEARD IN BONES BONES AT ID TO DWARF DWARF MAIL TO DWARF ID TO DWARF BEARD MAIL TO DWARF ID TO DWARF (play the game - taking screenshots helps) BEARD (ETC until a dwarf gives you 20 zonkmids) TO FRAN STARTER ROCK FRAN SLINGSHOT LEVER ON WHEEL GREEN BUTTON RED BUTTON PITCHFORK CORD TO TREE ROCK ON ROCK FINE PRINT 

PUSH SLAB 

Quest of the Wrench

Enter the inn and talk to the keymaker. Talk to Bruce. Read the book the bard gave you and give Bruce the coupon. Listen to the conversation and order what they keep arguing about. At the castle, go north. Get the berries. Go northwest. Use your last medication on the attack turtles. to the stables and give the drink to the two-headed oaf. Take the root. Go to the top and light the root. Go down and use the torch to melt the wax. Press the blob on the key to make an impression. Take the impression to the keymaker. Go back with the key, unlock the door and play Jeopardy. You may need to play it twice to win. 

W 

E TO HOWARD TO BRUCE PAPER BOOK COUPON TO BRUCE BRUCE BRUCE MEAD LITE BERRIES PROCLAMATION KEY AT TORTEASE TORTEASE TO TURTLES TO OAF ELROD MEAD TO JAKE ROOT ROOT WAX WAX WAX ON KEY INSIDE RABBIT MENU BRUCE FOR BEER HOWARD WAX TO HOWARD TURTLES 

OPEN DOOR (ETC) 

Quest of the Steak

Listen carefully to the offensive acts that the herald recites. Go in. Attend the reciting of the legend and Lily's show at the auditorium. Go to the shooting gallery and shoot until you win a few prizes. Note what distracts the guy in charge. Visit the elf and talk to the musician who comes along eventually. to the Pavilion of Tomorrow. Take the rubber band and leech. Take the marble. Pull the shade. Take the marble. Put the rubber band on the snake. Take the marble. Put the cord on the aardvark. Take the marble. Stand on the floorboard. Take the marble. Visit the jugglers at the auditorium and give them the leech. Wear the gloves and climb the maypole. Lily. Take the weed and give it to the musician. Wear the shades and play the elf's game. Go to the Fool's Guild and play with the whoopee cushion or something so that they give you a fool's cap to wear. Perform an offensive act. Annoy the boy until he gives you an apple. Give the apple to the chef and take his apron the guy in charge of the shooting gallery the woodcuts to distract him while you make off with a crossbow. Leave the fair and attack the dragon. You have to predict where the target will move to next before you fire. Take everything. 

READ PAPER 

TALK TO HERALD SCROLL RUBBER BAND LEECH MARBLE SHADE MARBLE RUBBER BAND ON SNAKE MARBLE CORD ON AARDVARK MARBLE ON FLOORBOARD MARBLE AT TARGET TO MAN TO PRISONER TO FOOL JUDGE JUDGE WITH CHICKEN (ETC) AT TARGET (ETC) TO CHEF GAME (ETC) TO MUSICIAN CAP (FOR SHOW) NOTE TO LILY PEOPLE (ETC) BOY BOY PEOPLE PEOPLE (ETC) AT APRON APRON APPLE TO CHEF APRON (FOR JUGGLERS) LEECH TO JUGGLERS GLOVES GLOVES BOA TO LILY TO LILY APWON LILY GAME UNDER RED REED TO MUSICIAN GLASSES GAME UNDER GREEN WOODCUT TO MAN DRAGON BREAST DRAGON TALON DRAGON HEAD (ETC WATCH WHERE HE FLAMES) 

TAKE ALL 

Quest of the Crowbar

Read the paper over the past few days and make a note of the two items about unicorns. Note the sad story in today's paper. Do what the guy in the paper did to annoy the unicorn. On the branch, take the leaf. Go to the temple. Take the robe, wear it and look in its pocket. Ring the fourth bell. Show the paper to the virgin and give her the hanky. Wait. Once outside, put the hanky and leaf in the bowl. Take the chow. Ring the fourth bell again. in the room with the virgins, talk to them. Go into the sanctuary and wear the ring. Get in the vat. Wait until a virgin comes in. Uncloak and talk to the virgin. See what eventually happens to her. Cloak. When another virgin enters, give her the book to read. Enter the mouth in her place. to the god working on the hole. Note his problem and the fact that he has a bottle opener. Check out the Goddess of Beauty and visit and talk to the God of the North Wind. Listen carefully to his complaints. Note that it's his birthday. Take the note and deliver it to Morty, by showing it to Clio. Give what he gives you to the repairgod. Get some nectar. to the Library and borrow books until you get one about reaching Mount Spa. Take it to the duplicator quickly before your loan expires. SAVE (or be prepared to UNDO). In the lab, work the machine (one of the switches is fatal) until you get a slimewig from it. Take it, go outside and get the message for Morty from the pigeon. Deliver it. When he calls in Clio, go outside and take the woad. Repeat this, and this time take the costume from the case. the bulletin board near the vending machine, ring for a cake in Clio's office and wait until it arrives. Take it to the God of the North Wind, and light the candles with the dragon by pulling on its tail. Go back to the pond and get the golden key. Visit the forgetful god and give him the nectar repeatedly. Get the egg. Now follow the ritual described in the book. At the top of the mountain, use the Golden Key. 

READ PAPER 

MOON UNICORN 

GET LEAF 

W 

READ SIGN 

SAVE 

YES 

(SAVE) 

RING SECOND BELL 

(RESTORE) 

RING THIRD BELL 

(RESTORE) 

TAKE ROBE 

WEAR ROBE 

LOOK IN POCKET 

RING FOURTH BELL 

TALK TO GIRL 

SHOW PAPER TO GIRL 

GIVE HANKY TO GIRL 

KISS VIRGIN 

PET GIRL 

MOON GIRL 

W 

PUT HANKY IN BOWL 

PUT LEAF IN BOWL 

TAKE CHOW 

RING FOURTH BELL 

WAIT 

DANCE 

SING 

JUMP (ETC WASTE TIME) 

TALK TO VIRGINS 

WEAR RING 

GET IN VAT 

DRINK WINE 

WAIT (ETC) 

REMOVE RING 

TALK TO VIRGIN 

WAIT (UNTIL SHE'S GONE) 

PUT ON RING 

WAIT 

WAIT (ETC UNTIL ANOTHER GIRL ARRIVES) 

REMOVE RING 

GIVE BOOK TO GIRL 

GET BOOK 

ENTER MOLOCHI (UNTIL IT WORKS) 

READ SIGN 

DANCE (ETC) 

TALK TO GOD 

SW 

W 

TALK TO GODDESS 

KISS GODDESS 

RIDE GODDESS 

EAT GODDESS 

N 

GET ICICLES 

LISTEN TO GOD 

LISTEN TO GOD 

S 

E 

S 

READ NOTE 

LOOK AT CASE 

LOOK AT PLAQUE 

LOOK AT COSTUME 

LOOK AT BOAT 

TALK TO CLIO 

GIVE NOTE TO CLIO 

DANCE (WASTE TIME ETC) 

GIVE NOTE TO MORTY 

TALK TO MORTY 

KISS MORTY 

W 

TALK TO GOD 

GIVE COIN TO GOD 

LOOK AT COIN 

PUT COIN INSIDE MACHINE 

READ BULLETIN BOARD 

E 

TURN CRANK (OR WHATEVER MAKES THE SLIME WIG APPEAR) 

GET SLIME WIG 

W 

N 

TALK TO EMILY 

READ LIST 

READ BOOK 

RETURN BOOK 

READ LIST 

(ASK UNTIL YOU GET 'HOW TO SCALE MONT SPA' - TRY THE ONE ABOUT SODOM) 

S 

S 

TALK TO RICHARD 

GIVE BOOK TO RICHARD 

N 

W 

N 

GET NOTE 

S 

SHOW NOTE TO CLIO 

WAIT (UNTIL YOU ARE USHERED IN) 

GIVE NOTE TO MORTY 

E 

GET WOAD 

N 

GET NOTE 

S 

SHOW NOTE TO CLIO 

WAIT (UNTIL YOU ARE USHERED IN) 

GIVE NOTE TO MORTY 

E 

GET COSTUME 

E 

READ BULLETIN BOARD (UNTIL YOU LEARN OF THE CAKE ORDERING SERVICE) 

W 

CALL 1-800-DOMINUS begin_of_the_skype_highlightingDOMINUS

WAIT (FOR AN EXTREMELY LONG TIME TO GET THE CAKE) 

N 

W 

N 

PULL DRAGON TAIL 

LIGHT CAKE WITH DRAGON 

TALK TO GOD 

S 

GET KEY 

E 

GIVE NECTAR TO GOD 

GIVE NECTAR TO GOD 

GIVE NECTAR TO GOD 

GET EGG 

SW 

WEAR COSTUME 

WEAR WOAD 

DROP EGG 

STAND ON EGG 

EAT SLIMEWIG 

TURN AROUND 

TURN AROUND 

SQUAWK 

CLIMB STAIR 

UNLOCK LOCK 

GET CROWBAR 

Quest of the Bolt Cutters

Read what the newspaper has to say about roddenberries. Check out the crew and talk to the captain. Give the berries to Zulu. Once you take control of the ship, visit Milligan's Island. Take the bottle and do the test. Relaunch the bottle and wait until it returns. It may take more than one go to gain admission. Take the umbrella. Go to the Pirate's Island and take their test. Get the rum. to Monkey Island. Summon the banana the way Bud the Wizard told you to, and give it to the monkey. Take the coconut. Go to Lilliput. Put the coconut and umbrella on the belt. Afterwards, examine the lever and pull it. Put the dragon on the belt. Go to the island with the iceberg. Go to the Playroom and put the coconut on the guillotine. Make the drink and return to Phantasy Island. 

READ PAPER 

TALK TO SCOTTY 

TALK TO BONES 

TALK TO SPOCK 

TALK TO INDIANS 

TALK TO SMIRK 

TALK TO ZULU 

ENTER RAFT 

GIVE BERRIES TO ZULU 

KISS SMIRK 

KISS SCOTTY 

YOOHOO 

KISS BONES 

SCREAM (UNTIL THE BAD PUNS STOP) 

BOARD RAFT 

(SAIL TO MILLIGAN'S ISLAND) 

EXIT 

TAKE BOTTLE 

LOOK IN BOTTLE 

GET MATCHBOOK 

LOOK AT MATCHBOOK 

PUT MATCHBOOK IN BOTTLE 

PUT BOTTLE IN WATER 

TAKE UMBRELLA 

LOOK AT BOAT 

WAIT (UNTIL THE BOTTLE RETURNS) 

LOOK IN BOTTLE 

GET CETIFICATE 

READ CERTIFICATE 

NW 

(SAIL TO MONKEY ISLAND) 

GIVE BANANA TO MONKEY 

GET COCONUT 

KISS MONKEY 

SIT 

(SAIL TO LILLIPUT) 

PUT UMBRELLA ON BELT 

PUT COCONUT ON BELT 

LOOK AT LEVER 

PUSH LEVER 

PUT DRAGON ON RAFT 

SIT 

(SAIL TO TREASURE ISLAND) 

READ SIGN 

ENTER ISLAND 

(PASS TEST) 

SIT 

(SAIL TO THE ICE) 

(SAIL TO GNOLL ISLAND) 

EXIT RAFT 

E 

SIT IN CHAIR 

ENTER GUILLOTINE 

PUT COCONUT IN GUILLOTINE 

PUT RUM IN COCONUT 

PUT UMBRELLA IN COCONUT 

W 

NE 

(SAIL TO PHANTASY ISLAND) 

TALK TO DADDOO 

GIVE DRINK TO DADDOO 

the Black Gate

Use the pitchfork on the pitch. Use the crowbar on the crow. Use the steak on the black eye. Take the candygram! Use the bolt cutters on the lightning. Turn the moon with the wrench. the turret, turn the hourglass on its side. Take the eyeballs and put them in the sockets of the skull. Hoot. Answer the question (it's reflected, so the answer must be too). In the passage, look at what is right under the chain. In the dressing room, take the makeup, read it and apply it to the chain in the passage exactly half an hour before the wedding. Go back to the dressing room and get on the broom. It may take more than one attempt to reach the passage below the Great Hall. the trap door and come up under the cake. Wait and watch events unfold. At the right time, give the candygram to the witch. Take the princess and at the gates, blow the whistle. That's it. 

PUT FORK IN PITCH 

TAKE CANDYGRAM CROW CROW WITH BAR STEAK ON EYE BOLT BOLT WITN BOLTCUTTERSW CUTTERS AT MOON MOON WITH WRENCH HOURGLASS IN BALL PAGE EYEBALLS EYEBALLS IN SKULL 

(ROMAN NUMERAL MATH, REVERSED, ANSWER REVERSED) AT CHAIN AT HOLE MAKEUP MAKEUP BEAR IN BED IN CHAIR 

(DANCE AND/OR WAIT UNTIL THE CLOCK IS AT EXACTLY 10:30) MAKEUP ON CHAIN BROOM WINDOW BROOM BROOM (UNTIL YOU APPEAR IN THE CRAWLSPACE) DOOR 

(WAIT FOR THE CHAOS) CANDYGRAM TO WITCH PRINCESS OUT LOREALLE LOREALLE WHISTLE 

RIDE DUCK 

That's it!

