
SNOWBALL CLUES 

1. How to use these clues 
listed below are most of the things, interesting locations and main puzzles in Snowball. Look down the list to find what you want to 
know about and then turn to the entries indicated by the bracketed numbers to find out more about it. Of course, 
when you do turn toen entry you may find that it gives a short clue and you have to turn to yet more entries to learn the full story .. 
Warnings 
Try to of"\ly read the clue entries that you are actually directed to. Otherwise you may accidentally see solutions to problems that 
you've not yet reached in the game. A few red herrings have been mixed in with the real clues to reduce the risk 
of this - you won 't be referred to them if you use this clue sheet properly, but reading random entries can be misleading! 
These clues are strictly copyright © 1984 Level 9 Computing. 



252. A maze of strong ropes. anchoring the Freezer Disks they match the first 3 colours. Then go north if you want a per mortuary. In turn, these mortuaries are contained 
inside the Ice-shell. Provides a way of reaching the green mortuary, or south for a blue one. Then press the within Freezer Disks. Each disk looks like a fat LP, rotating 
surface from the Docking Bay south of the Wide Tube. three buttons matching the coffin "number". slowly to simulate gravity, and is made up from 9 mortuary 
Moving in a direction where "there 's no web" leaves you 311. Needed to open the trapdoor above the winch room. levels: 20 mortuaries along a curving corridor on each 
floating in Space and may provide a quicker way down. level. The disks are linked by a translucent tube through 
See (238) . 312. Blow (or Play) the flute to shatter the petrol bomb. the hubs, and there are 10 of them in all. See (222) for 

253. Attach to the Janitor Robot. If you have problems, see 3 13. Entering the Hopper triggers it to jump to the other details of the coloured indicator lights that you'll need to 
(41 0). Docking Bay. f.ind your way about. 

254. Wandering all around the Wide Tube etc., in the central 31 4. Use the Video Viewer to find the code of a crewmember's 367. Give the red form to get the orange form, and so on . The 
part of the control module for the Freezer Disks - near the coffin, see (295). Then find that coffin, see (310), and order is red, orange, yellow, green: Finally, give the green 
Stores etc. revive the crewmember, see (411 ), who will tell you the form to get the lance. See also (270). 

255. You can take this form without needing authorisation, just 
code to the Security Door. See (332) too. 368. Attach the flask to the helmet to refresh your air. 

give a Red Ticket to the Stores Robot. Give it to the Admin 315. There are eight of these on the Ice-sheet. 369. Calling at each of the 8 Snowrail stations in turn. 
Robot to get the Orange Form. See also (319) . 316. Push this to remove the Snowrail Shuttle to the next 370 . Below snowrail station 3. See (338). 

256 . Above Jacob's ladder. station. 
371. The following sequence of commands will get you out of 

25 7. Blind the Waldroid with the Aerosol Paint. See (321) for 317. Use it to get the Batpak from the Viewer. the mortuaries, and to the main part of the starshsip: PULL 
more help. 318. In the cupboard, east and north from the Condo. LEVER, OUT, N, PUSH RED BUnON, A, A, S, U, U, wait 

258. In the Library. 3 19. The robot at each window wants the ticket from the here until the Nightingale goes past, N, OPEN DOOR, N, E, 

259. Storage for landing craft, see the details of Stratogliders diagonally-opposite machine before it will do anything. PUSH BUnON, S, UP or DOWN from the Elevator if you 
wish , PUSH BLACK BUnON, N, W, W, W, U, S, S, S .. . S 

(239). No real function in the game. See also (329). 
until you reach an airlock, PRESS YELLOW BUnON, S, In 

260. Search the body. 320 . Put the Batpak in the Lamp before lighting it. the Wide Tube. It's up to you from here! 
26 1. Cut the thin-walled tube, or move off the web (in a 321 . Carry it in something to protect it from the vacuum. See 372. At the far end of the mortuary. 

direction whe're there is no web) . (330). 
373. If you are wearing the Necklace, you can go up or down 

262. Comprises 9 Freezer Disks, see (366), linked into a chain 322. Nothing to do with th is game. the Cyladder at will. Otherwise, see (39) . 
and surrounded by a hollow Ice-Shell. This is towed by a 323. In mortuaries. See (310) to find a coffin with a particular 374. Press the extinguisher to put out any fire. 
fusion-powered " engine unit", connected to it by " Jacob's code. 

375. Part of a space suit. Wear it. See (368) for more air. Ladder" - a hollow cylinder of immensely tough strands. 324. In the Hanger. 
North is towards the engine unit. The crew Habidome is 

325. Press it and the Elevator arrives. 
376. At the base of Jacob's Ladder, north of the pylon to 

built into the Ice-shell near the southern end, but the bulk . : ' snowrail station 4. See (338) . 
of the humans on board are hibernating. The main control 326. See (299) if you 're inside one, or (304) if you 're outside it. 377. This has no function in the game. It's there to control the 
centre is in the engine unit. 327. North of the Library. Waldroid. See (347) for general information. 

263. Press any three buttons to choose the corresponding 328. Patrolling the Curving Corridors round the Freezer Disks. 378. One Docking Bay is south of the Wide Tube in the main 
coffin which will slide out onto the slab at the other end of 

329. You can take the red form without authorisatIon. Taking part of the starship. The other is by the Habidome 
the mortuary. See (310) . any other form, or the lance, requires you to first give the entrance. 

264. North of the NW corner of Freezer Control. appropriate form at the window beside. it. See (367) too. 379. Crew accomodation . About 5 or 6 crewmembers would 
285. Living with Micky Mouse. 330 . Use objects (106), closing it tightly. normally be on duty at a time and this is a rest and 
266. Drop the Cat beside the Ramp to clean it. The cat is a 331 . Lights tend to show where you are. See (222). recreation area for $hem. 

vacuum cleaner! 332. Give a cup of liquid to the crewmember so that she can 380 . Nick-name for the Habidome. See (379) above. 

267. Having mended the Snowdozer, turn the key in here to tal~. 381 . A thick, gelatinous lubricant. See (266) to clean it. 
start it. Then leave so it can trundle off to do its work of 

333. Light it to see in dark places. If you have problems, see 382. In the mortuaries, Elevator and Winch Room. See (391 ) 
refuelling the starship. (320) . 383. North of the pylon to snowrail station 4. See (338). 

266. On the Junk Heap. 334. Carried by the butler, NE of the Large Round Room in the 384. Where junk is supposed to be recycled. 
269 . Not a weapon. It's useful if you 're ever floating iii' space, Habidome. 385. You 're only supposed to enter if wearing the Necklace. see (238) . 

335. On the Wide Ramp above Jacob's ladder. See (319) for how the burocracy works. 
270. Give it to the Stores Robot and take the Lance. See also 

336. In the Condo. 388a. In effect the centre of the starship. (319) . 
271. You start off wearing it. 337. Links thl' Wide Tube to Freezer Control. 386b. West of the top of the Wide Ramp. 

272. In the toolbox . . 338. The Sno;"'rail shuttle visits 8 stations,.each raised up on a 387. The robot equivalent of the Habidome. 

273. Wave the wand to remove any holograms there may be. 
pylon. They are numbered 1-8, with station 1 being above 388. Carry a coffin into here and the occupant will be revived. 
the base of the Web. Unfortunately, the ordinary colonists panic if you try this-

274. South and down from the Habidome entrance. 339. Travels between the Toroidal Walkway and Curving but there is one coffin which holds a surviving 
275. Give this to the Admin Robot (at the south of the Stores) Corridors in each Freezer Disk. crew member and she can be safely wakened. 

each time you want to take a form from him. Vou will need 340. North of the Main Control Room. 389. Mend the Snowdozer and then start it so that it can 
to hand over a form, too, of course. Another ticket will be 341. Press the black button ; n an Elevator and north, or down resume its task of collecting ammonia-ice for use as fuel 
available from the machine. from the Cylindrical Ledge. There is one round the hub of by the fusion engines of the Snowball 9. 

276. West of the Droid Handled Stores, behind a wall of crates. each Freezer Disk. 390. Use the spanner to open the trapdoor. 
277. On the table. 342. Vou start in a coffin, pull the lever to raise the lid so that 391 . You can go through these trapdoors, through see (390) 
278. H a coffin is on the slab, see (263), go to it and you can you can leave. Each coffin contains a passenger in above for the one in the Winch room. The others do not 

climb up onto the coffin and up again to the mortuary on hibernation, supplying life-support services to keep her need opening. 
the level above. alive. Thus, although the journey will take around a 392. Around the linked freezerdisks;-see (366r,The'Snowraii 

279. In the Habidoma OockiAg Bey. century, colonists will not age much during the trip. To find runs round inside it. 
an individual coffin see (310), or to get any old coffin just 

280. Use to cut the thin-walled tube if you like. This leaves you press any three buttons in a mortuary, see (263) . A coffin 393. North of the Freezer Control. 
floating in space. can be used to climb up to the mortuary above, see (278) . 394. See (257) to move the Waldroid. The " ladder" is a 

281. Visible from the Console in Freezer Control. 343. Press the button to cail the elevator. transport system frorn the Ice-shell to the Engine Unit of 

28 2. Down from the Wide Tube. 344. Nearing Eridani A, one of a pair of 'stars just over 10 light 
the Snowball 9. 

263. Press it to open the airlock door. years from Earth. Consult an astronomy book to know 395. Joins the hubs of Freezer Disks together. 

284. Down from the Elevators. There are therefore 9 such pits. more. 396. Orbiting Eridani A. 

285. Let the table massage you once and it removes the 345. A series of 3 or 4 lights shows where you are. Six lights 397. In the Elevator Pit nearest to where you start. 

stiffness that results from long hibernation , allowing you to are a coffin number (location + 3 digit code) . See (222) for 398. Can be used to carry things. It floats. 
carry more. See (74). the code. 

399. In the padded cell. 
286. Use the screwdriver to get at the battery. See (320) for 348. Up from the Elevator. 

400. A drinkable liquid. No worse than one of the 20th Century 
what to do with it. 347. A Waldroid is a slave robot. Its driver stands in a control cola drinks! 

287. SE of the Large Round Room in the Habidome. cocoon , making running movements for example, and the 
401 . The scoring is 50 points for each of the 20 tasks as Waldroid mirrors her movements exactly. Also, whatever 

266. Dig to locate them. See (94). the Waldroid sees or hears is relayed back to the driver. follows: Open Coffin; Produce New Coffin; Reach Top of 

289. Pull the lever in the Main Control Room to return the Thus tourists on Earth who want to go skiing in Mortuary; Get Massaged; Down Cyladder; Use Computer 
starship to automatic pilot. Switzerland, for example, just go along to their local travel Screen; Use Video Viewer; Fill Cup; Mend Janitor Robot; 

290. South-most point on the Web. agent amd link their cocoon there to a Waldroid on the Get the Lance; Revive Crew member; Learn the Habidome 

slopes. This eliminates the need for tedious travel. Code; Use Snowrail Shuttle; Open Security Door, Mend 
29 1. Not in this game! Eventually, it is said, everyone will have a control cocoon Snowdozer; Start it; Dispose of Waldroid; Clean Ramp; Get 

292. The Janitor gives you this. at home and will never leave their habiviron at all. In the Rid of HijaCKer; Return the Snowball 9 to Automatic Pilot. 

293. Good Grief. game, the Waldroid is being controlled by someone else That 's all! 

294 . Sit in the Chair at the console in Freezer Control. Wear the 
and is blocking your way. See (257) to get rid of it. 40 2. In mortuaries. See (222) for light meanings, and press any 

visor. See (308) . 348. A very strong and flexible man-made fabric . three buttons to produce the corresponding coffin. 

295. Insert the Mempak into the Viewer. Examine it. 349 . Below snowrail station 2. See (338). 403. Pull it. 

296. See (222) for button meanings. The elevator travels 350 . NE of the Large Round Room in the Habidome. 404. Hide behind the nearest door. They are lethal! Note that 
they will come looking for you in blue mortuaries on white 

between the top (black) level and the bottom (white) level. 351 . A very thin sheet, supported by warm air. Very level (where you start), but that you are safe in other 
The way out is via black level. Press the appropriate comfortable. See (215) for why it 's in the game. mortuaries. 
button for the level you choose. See (366) . 352. Once used to double-check navigation . Now destroyed. 405. A store room for 999 ':'freezer coffins", one of which can 

297. Give one of these to the Stores robot, each time you visit 353. From the Thin-walled Tube, head south repeatedly. Press be on the slab at any time. See (263). 
there. the yellow button in the airlock and south again. Or, head 496. Enter the Habidome and-collect the contents. Mend and 

298. Push the button to call the Snowrail Shuttle so you can north j h[Q.ugh the Docking Ba y where~he gun starts. - start the Snowdozer. Get rid of the Waldroid and climb 
_ _ 811ter. - -- 354. Turn the keys in the Snowdozer Control Room to start the Jacob's Ladder. Clean and climb the ramp. Into the control 

299. Search to find a panel of buttons. See (307). Dozer. Then leave so that it can trundle off to refuel the room, use the flute etc to defeat the hijacker and return the 
300. Fallaw this, especially when it does down the Cyladder, Snowball g. Snowball 9 to autopilot. 

301 . Indended for carrying coffins. However, as you can carry 355. Large warehouse where Stratogliders wait for use in 40 7. Connects the freezer disks. Head south, repeatedly, to the 
coffins perfectly OK without, I would leave this alone. landing on Eden. It has no funct ion in the game. airlock. Or you can maybe cut the tube .. 

302. Nerve centre for the ten freezer disks, containing many 356. The space suit is made up of two parts: a leotard and a 408 . Hoilow Ice-ball around the freezer disks. 
computers and instruments. The south wall consists of bubble helmet. Search the body south of the Freezer 409 . Nothing much happens here. 
holographic displays. Sit at the console to use the Control to find the leotard; attach the probe, see (215) to 

41 0 . Using magic words early in the game can cause problems 
computer. find it, to the Janitor Robot and then give hnim the spare 

for you later. Start with the sequence in (371 ) instead. part he needs to get the helmet. Wear the leotard and 
303. All mortuaries are accessible via the Curving Corridors in helmet to breathe in space. There is only a l ittle air in the 4 11. Remember the Revival Rooms? See (388). 

the Freezer Disks. Green mortuaries are north of the helmet, see (368) for how to get more. 412. A container. Open it and look inside. Vou can put things In corridors and blue ones are south. See (310) for details on 
how to find a specific mortuary. 357. In the engine room, below the Snowdozer Control Room. it, too. 

304. Press the floor button to open the door. 358 . Near the Stores. Say a magic word to get here. Warning: 413. Above the toroidal walkway. 

305. Down from the Large Round Room in the Habidome. 
visiting here early in the game can confuse the Snowball 414. There is one of these running completely round each level 
instrumentation, see (371) . of each Freezer Disk. Use the Elevator to get to them. 

306. Wave the Silver Tray at the T-junction to reflect the 359. Below snowrail station 4. Near the entrance to Jacob 's 415. Planet orbiting Eridani A. "Eden" is derived from " Eridani ". Laser's beam back on itself. This disables the Laser 
completely. 

Ladder. See (338) . It is Earth-like and habitable but plays no part in the game. 

30 7. Press the yellow button to open the door ahead. or the 360. The lights show where you are in the game. In particular, 416. The Nightingales patrol these corridors - go through the 
the last colour is that of the Freezer Disk or Snowrail nearest door if you hear one coming. green button to open the door behind you. Station where you are. 

308. Look at a numbered entry (e.g. LOOK AT 1) and BLINK. Over 10 light years from Earth. 
417. Part of the tube connecting the Freezer Disks. 

361 . 
309. Search the body to find it. In the Robodome. 

418. The on ly thing that you can control is the position of the 
362. lever. 

3 10. The code for a coffin is 6 colours for: Freezer Disk, 363. Mend it for a reward. See (84) and give him what he 41 9 . The microscope is needed for this. location round corridor, level in Freezer Disk, 3-colour needs. 
coffin " number". GO.north from the Wide Tube until you 

364. In the cup when this is filled by the Drinks Machine. 
420. Below snowra il stat ion 6. See (338). 

reach the correct disk (the last colour shown by the 
Bracelet is that of the disk, by the way) . Then into the 365. South and West from T -junct ion. 
elevator, and press the colour·button for the right level. 366. The Snowball 9 carries hibernating colonists in Freezer 
Walk along the corridor, looking at fhe ceiling lights, until Coffins. These coffins are arranged in "mortuaries·', 999 


