QUESTPROBE: HUMAN TORCH & THE THING WALKTHROUGH

This walkthrough was created by Frodo, for Abandonia.com

Remember to SAVE GAME often.  If you make a mistake, simply 

RESTORE GAME.    

Intro

You begin in the Chief Examiner's Office.  TALK EXAMINER to learn that 

your goal is to free Alicia Masters from Doctor Doom.  You can SWITCH 

between Human Torch and The Thing at any point in the game.    

Human Torch

You (Human Torch) are now transported to a valley with a tar pit and a 

shack.  Poor Thing is stuck in the tar pit, and you have to rescue him.  

ENTER SHACK, GET CANDLE, then go S(outh) to leave the shack 

again.  Now as the Human Torch, you have the ability to fly.  So FLY TO 

THING, who is stuck in the tar pit.  GIVE CANDLE TO THING, and then 

GET WATCH FROM THING.  

The Thing

SWITCH, so you become The Thing.  You are stuck  in the tar pit.  HOLD 

BREATH, then WAIT 15 (which means wait for 15 turns).  You find yourself 

completely submerged in the tar pit now, and it's too dark too see, but 

don't panic.  WAIT 10 (turns), and then FEEL AROUND to feel some 

machinery.  The Thing is very strong, so SMASH MACHINERY.  Now it's 

still too dark to see, but go W(est), N(orth), and N(orth) again to see a 

glow to the east.  Head E(ast) towards the glow, to find yourself in a cavern, 

with wall of fire.  EXAMINE FIRE to see a natter energy egg and a Bio 

Gem on other side of the fire.  

Human Torch

SWITCH back to the Human Torch.  You are still at the tar pit.  EXAMINE 

WATCH that you got from The Thing, to see how many moves you have 

made, as well as how well rested you are.  If necessary, REST 10 a few 

times, until you are back up to 100%.  Okay, you need to create a smoke-

screen, to hide your actions from prying eyes.  Being the Human Torch, you 

are able to shoot bolts of fire at will.  You can even choose the strength of 

your fire.  Set your FLAME ON HIGH, to set the tar pit alight and create a 

smokescreen to shield you from prying eyes.  

FLY HILLS (the enemy can't see you now, due to the smokescreen), and 

then FLY CAVE.  When you arrive safely at the caves, turn your FLAME 

OFF (to stop flying), then ENTER CAVE.  LOOK around if you want, then 

LOOK UNDER BOULDER to see that it is capping a shaft.  SHOOT 

HIGH FLAME AT BOULDER to chip it, then GET PEBBLE that broke 

off from the boulder.  Now DROP PEBBLE UNDER BOULDER, then 

head N(orth), so you are back outside the cave.  

The Thing

SWITCH back to The Thing, who is still standing next to this wall of fire.  

LIGHT CANDLE (so you can see in the dark), the go W(est), S(outh), 

S(outh) again, then E(ast).  You come across a hole dripping with tar.  

Head S(outh) to see some holes in the ceiling and the walls.  You also see 

the pebble that Human Torch just threw down, so GET PEBBLE, then 

THROW PEBBLE HARD UP SHAFT to create a hurricane wind.  Note, 

you must throw hard, or it won't have any effect.  Don't worry about the dust 

that rains down.  

Human Torch

SWITCH back to the Human Torch.  EXAMINE WATCH, and WAIT 10 a 

few times, until you are 100% rested.  ENTER CAVE again, to see a 

virtual hurricane coming from the shaft (caused by Thing throwing the 

pebble),  You also see the pebble again, so GET PEBBLE again.  

ENTER SHAFT to start falling.  Fall D(own) and D(own) again.  Be careful 

not to fall a third time, or you will crush Thing.  Now FLY, then set your 

FLAME ON NOVA to fight against the hurricane, then continue D(own).  

Head N(orth), and your flame will go out at this point.  Don't panic, just 

continue your journey W(est), N(orth), and N(orth) again, to see a glow to 

the east.  Head E(ast) towards the glow, and you will see a wall of fire.  

EXAMINE FIRE, but ignore natter energy egg and Bio Gem, as you don't 

need them.  EXAMINE WATCH, and REST 10 a few times, until you 

are 100% rested.  

ENTER FIRE to find yourself in a long tunnel, then head E(ast), and E(ast) 

again.  The tunnel becomes dark, and you hear the hissing of gas.  

Continue E(ast) one more time, then FEEL AROUND to find a hole.  

ENTER HOLE, and set your FLAME ON LOW to see the Maintenance 

Area.  EXAMINE LEVER, then PUSH LEVER LEFT to reduce force of 

the wind in the shaft.  Now turn your FLAME OFF again.  Yes, it's dark, but 

at least you won't set the hissing gas alight.  ENTER HOLE, the head 

W(est) and W(est) again, until you see the wall of fire.  

ENTER FIRE to find yourself back in the cavern.  There is no gas here, so 

turn your FLAME ON HIGH, so you can see where you are going.  Go 

W(est), S(outh), S(outh) again, E(ast), and S(outh), to reach the shaft with 

The Thing.  

EXAMINE WATCH to see that you are a bit tired.  Turn your FLAME OFF, 

then WAIT10 a few times, until you are 100% rested again.  Now GET 

THING, so you are carrying him by the hands.  FLY UP SHAFT, then FLY 

UP, FLY UP, FLY UP, and FLY UP again, until you are back in cave in the 

hill.  It's light here, so turn your FLAME OFF.  Now that was tiring work, 

carrying The Thing all the way up here.  EXAMINE WATCH, and REST 10  

a few times, so you are rested 100% again, then head N(orth) to the cave 

entrance.  

FLY VALLEY, then FLY CASTLE to reach Dr Doom's castle.  This is 

where Alicia is being held prisoner.  Notice the Blob standing guard.  You 

need to find a way to get past him, somehow.  Turn your FLAME OFF, then 

DIG the ground to find a purple worm (I didn't find a use for the worm, 

though).  Head S(outh), and S(outh) again, until you reach a fairground tent 

in the village of Latveria.  ENTER TENT to see a Circus Of Crime.  LOOK 

CANNON, and try to GET CANNON, but the Ringmaster commands you 

to leave.  Fair enough.  Maybe The Thing would have more luck, so DROP 

THING.  

The Thing

SWITCH character, so you are controlling The Thing.  CLOSE EYES, then 

ENTER TENT.  If you can't see Ringmaster, he can't affect you.  GET 

CANNON, then EXIT TENT.  Now OPEN EYES, so you can see again.  

Head N(orth) and N(orth) again, back to the field, then DROP CANNON.  

Human Torch

SWITCH back to the Human Torch, and then ENTER LATVERIA.  It's like 

a ghost town.  Shops are boarded up, and villagers have fled.  What a 

shame.  ENTER SHOP, and GET GUN POWDER, then go E(ast) to leave 

the shop.  Now head E(ast), N(orth), and N(orth) again.  You should be 

back in the field with The Thing, so PUT GUNPOWDER IN CANNON.  

The Thing

SWITCH back to The Thing, then ENTER CANNON, to climb in.

Human Torch

SWITCH back to The Human Torch.  AIM CANNON AT BLOB, FIRE 

CANNON AT BLOB, then SHOOT HIGH FLAME AT BLOB.  Blob steps 

out of the way, but you see Thing being shot into the Castle wall.  Now turn 

your FLAME OFF.  

The Thing

SWITCH back to The Thing.  You see a Thing-sized dent in the wall (now 

how did that happen, hee hee!).  Head S(outh) into the Castle, and you 

see Xandu, Alicia Masters, and a statue of Dr Doom.  Unfortunately, Xandu 

commands you to leave.  How are you going to get rid of Xandu?  Maybe 

The Human Torch could help you out here?  

Human Torch

SWITCH to The Human Torch.  FLY HILLS and FLY CAVE, then turn your 

FLAME OFF. and ENTER CAVE.  EXAMINE WATCH, and REST 10 a 

few times, until you are 100% rested again.  ENTER SHAFT, fall D(own) 

and D(own) again.  Now FLY, then turn your FLAME ON NOVA to fight 

against the strong wind, then FLY DOWN SHAFT.  It's too dark to see, but 

head N(orth), W(est), N(orth) and N(orth) again.  You see a glow to the 

east, so head E(ast) to the wall of fire.  ENTER FIRE, and go E(ast) to the 

long tunnel.  EXAMINE WATCH, and REST 10 a few times, until you are 

100% rested.  Now SHOOT HIGH FLAME DOWN TUNNEL to cause 

an explosion. 

The Thing

SWITCH back to The Thing, and gas explodes (due to The Human Torch 

shooting his high flame), causing the tunnel to collapse.  Go S(outh) to the

 Castle.  The statue of Dr Doom has fallen over, knocking Xandu 

unconscious.  Hurray!  GET ALICIA to finish the game.  You return to The 

Chief Examiner's office, and he tells you the password MAEGEN. 

Congratulations.  You have saved Alicia Masters, and completed your task.  

