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This Hint Book is intended to help you if you get

stuck playing the game.  This book provides hints

about how to solve the ``puzzles" in the game.  Of course, these hints are

not needed to finish the game, but they should help you to avoid frustration if

you find some of the puzzles difficult.

Different people prefer to play text adventures in different ways.  Some people

take it as a matter of pride that they must solve all of the game without any

clues whatsoever.  We recommend that these people give this Hint Book to a

friend or hide it, to avoid the temptation to peek at the clues.  Other people

prefer to play adventure games for the storylines, and don't like to spend too

much time banging their heads against obscure puzzles.

(Of course, we'd like to think that nothing in

Deep Space Drifter is obscure or confusing, but we're biased, since

we wrote the game and already know the solutions to all the puzzles.)

This Hint Book is really for these people.

This Hint Book starts off with a list of questions that you may have while

playing Deep Space Drifter.  If you encounter a puzzle that you can't

solve despite your best efforts, try looking at the list of questions to see

if you can find one that is related to your problem.  If you can't, chances

are that you're trying to do something that you don't need to do (and probably

can't), so you might want to reassess the tack you're taking and try to find

another line of questioning that will help.

Once you find a question that seems related to your problem, the question

will refer you to a hint number.  The various hints are scattered randomly

around this book to help keep you from accidentally reading a hint that

you didn't intend to, which could spoil your fun for another puzzle that you

would have solved on your own without any hints.

The hint to which the question refers you is the first in a chain of hints

for that question.  The first hint is usually vague; it tries to give you a

gentle nudge in the right direction rather than telling you the solution

outright.  Frequently, you will be able to solve the puzzle on your own if

you know where to start looking.

You will notice that the first hint will refer you to another hint.  If the

first hint doesn't help, go on to the next hint.  This hint will be more

specific.  The second hint usually will refer you to another hint as well,

which will be even more specific.  Most questions have five or six increasingly

specific hints.

The last one or two hints for each question are ``spoilers."  These are

hints that are so specific that they essentially tell you the solution

to the puzzle in detail.  (They're called ``spoilers" because they

spoil the puzzle for you.  Once you read them, you know everything, so

you won't have the fun of figuring out the puzzle for yourself.)  Because

they are so specific, the spoilers are segregated into a separate section

of the Hint Book to help you avoid reading a spoiler by accident if you

didn't mean to.  When a hint is about to refer you to a spoiler, it

will say so; you can make up your own mind about whether you want to read it.

Question {How do I get off my spaceship?} seehint{61}

Question{How do I get into the desk drawer?} seehint{60}

Question{Where do I go from the space station?} seehint{34}

Question{How do I get off the space station?} seehint{89}

Question{How do I make the tram work?} seehint{88}

Question{How do I make the tram go to the planet?} seehint{80}

Question{Where do I find the fuse for the tram?} seehint{70}

Question{How do I put the fuse in the tram?} seehint{107}

Question{Where do I find the nav tape for the tram?} seehint{13}

Question{How do I program the nav tape for the tram?} seehint{39}

Question{How do I make the spacesuit light work?} seehint{23}

Question{How do I fill the spacesuit's oxygen tank?} seehint{8}

Question{How do I shut off the vacuuming robot on the space station?} seehint{109}

Question{How do I get past the robot guarding the commander's quarters?} seehint{106}

Question{How do I get past the booby-trapped hallway outside the commander's

    quarters?} seehint{92}

Question{How do I get back out of the commander's quarters?} seehint{17}

Question{How do I work the shuttle?} seehint{102}

Question{How does the ``shuttle call button" work?} seehint{7}

Question{How do I get past the swamp beaver guarding the escape ship?}

     seehint{63}

Question{How do I open the door to the reactor (in the reactor control

    room)?} seehint{6}

Question{How do I explore the caves?} seehint{75}

Question{How do I get the Xenite past the reactor?} seehint{82}

Question{How do I get off the planet?}\seehint{40}

Hints

{1}{Look around the kitchen. }\seespoiler{224}

{2}{You need some Xenite. }\nexthint{62}

{3}{Look in the commander's quarters.}\nexthint{12}

{4}{You can use the shuttle's autopilot to send the shuttle somewhere without being in the shuttle. }\nexthint{77}

{5}{The portable control unit is in the commander's quarters.}\nexthint{65}

{6}{Try to figure out what the buttons do. }\nexthint{36}

{7}{If you're at a depot, it will call the shuttle to you. }\nexthint{32}

{8}{You need to take the tank somewhere. }\nexthint{87}

{9}{Look closely at the power supply. }\seespoiler{209}

{10}{Use the key.}\nexthint{20}

{11}{Try using the shuttle call button. }\nexthint{52}

{12}{Look under the bed.}\nexthint{21}

{13}{You need a blank tape. }\seespoiler{226}

{14}{The ship responds to voice commands. }\nexthint{43}

{15}{You need to put a destination tape in the slot. }\nexthint{31}

{16}{The shuttle will circle around in the hub, then return to its original depot.}

{17}{You can't distract the booby traps this time. }\nexthint{90}

{18}{There's an escape ship at another landing pad. }\nexthint{94}

{19}{Try reprogramming the robot. }\nexthint{27}

{20}{Open the pod bay doors. }\seespoiler{210}

{21}{Press the white button. }\nexthint{96}

{22}{Use the airshaft. }\nexthint{44}

{23}{Look at the bulb. }\nexthint{95}

{24}{If you're not at a depot, the shuttle will leave its current depot anyway.}\nexthint{16}

{25}{Remember your dream about Xenite. The reactor emits M-rays of a highly unstable nature. }\nexthint{2}

{26}{There's a clue about the shuttle's destinations at the laser base.}

{27}{You could use another robot control program (on another tape).}\seespoiler{206}

{28}{Throw the torch at it. }\seespoiler{206}

{29}{It's too cold; you need something to warm it up. }\nexthint{82}

{30}{Open it with the key. }\nexthint{70}

{31}{You need to program the destination tape properly. }\nexthint{55}

{32}{You can also use it away from depots. }\nexthint{24}

{33}{The other buttons change specific lights in a specific way.}\seespoiler{223}

{34}{You have to leave somehow. }\nexthint{98}

{35}{The tram has no power. }\nexthint{86}

{36}{One button rearranges the lights. }\nexthint{33}

{37}{Examine your console. }\seespoiler{232}

{38}{You need to herd a swamp weasel near the beaver. Remember your dream.}\seespoiler{220}

{39}{You need to know what to program it with. }\nexthint{91}

{40}{You can't use the tram. It's programmed for the planet only.}\nexthint{18}

{41}{The tram's fuse is burned out. }\seespoiler{228}

{42}{What else might be able to set off the booby traps? }\nexthint{67}

{43}{Move the rug.}\nexthint{21}

{44}{You need to get out of the airshaft somehow. }\nexthint{76}

{45}{You need to go outside the tram. }\seespoiler{230}

{46}{You can turn autopilot mode on and off with the portable control unit.}\nexthint{5}

{47}{You're not the only one there. }\nexthint{22}

{48}{The water comes at fixed intervals. }\nexthint{97}

{49}{What else uses a bulb? }\nexthint{1}

{50}{You need to find another way out. }\nexthint{22}

{51}{Remember to read the fine print. }\nexthint{72}

{52}{Figure out how the shuttle call button works away from stations.}\nexthint{4}

{53}{The laser depends on power from the reactor. }\nexthint{79}

{54}{Have you found a way to shut off any other robots?}

{55}{You need to know the planet's coordinates. }\seespoiler{222}

{56}{Look at the portable control unit. }\seespoiler{215}

{57}{You need a funnel. }\nexthint{12}

{58}{Read the xeno-biology textbook (in the living quarters).}\nexthint{108}

{59}{It needs a coolant. }\nexthint{25}

{60}{You'll need the key. }\nexthint{117}

{61}{You have to find someplace to go. }\nexthint{115}

{62}{There's Xenite somewhere in the caves. }\nexthint{74}

{63}{Perhaps you could scare it away. }\nexthint{58}

{64}{Perhaps you could use something to knock him out.}\nexthint{18}

{65}{When the autopilot is off, you use the joystick to control the shuttle. Move it north to descend, move it south to ascend, move it west to turn left, move it east to turn right. You can also move it northeast, southeast, and so forth to combine these motions. When you center the joystick, the shuttle goes straight ahead. (The joystick only affects the shuttle in the hub.) }\nexthint{26}

{66}{What could you use to get the Xenite near the reactor?}\seespoiler{235}

{67}{Could you use the robot somehow? }\nexthint{19}

{68}{What else has power? }\nexthint{9}

{69}{Have you looked at the machine in the kitchen? }\nexthint{82}

{70}{What else might use a fuse? }\nexthint{68}

{71}{You need the glass. }\nexthint{28}

{72}{You have to get the tram working.}

{73}{Break the glass. }\nexthint{55}

{74}{You must get the Xenite near the reactor, without going there yourself.}\nexthint{66}

{75}{You need to avoid getting washed out to the lakebed. }\nexthint{48}

{76}{Perhaps you could jump into the shuttle.}\nexthint{103}

{77}{If you want to jump into the shuttle, its canopy will have to be removed.}\seespoiler{211}

{78}{What does he keep doing? }\nexthint{45}

{79}{You must destroy the reactor. }\nexthint{25}

{80}{First you have to make the tram work. }\nexthint{118}

{81}{You must disable the laser. }\nexthint{53}

{82}{You can't take the Xenite into the reactor room. }\nexthint{50}

{83}{Look at the table carefully. }\nexthint{27}

{84}{Have you looked at all the furniture? }\seespoiler{231}

{85}{Look at the piece of broken glass. }\nexthint{91}

{86}{Read the troubleshooting guide (in the west

    bedroom's desk drawer). }\nexthint{41}

{87}{Have you looked at all the machines in the space station? }

    \nexthint{114}

{88}{Try using the power supply in the tram. }\nexthint{35}

{89}{You can't use your own ship. }\nexthint{72}

{90}{You need to shut off the alarm system. }\nexthint{56}

{91}{The log tape (the yellow square) might help. }\seespoiler{236}

{92}{Perhaps if something set off the booby traps first, you could sneak past.}\nexthint{42}

{93}{What color is the glass? }\nexthint{26}

{94}{You need to get past the swamp beaver. }\nexthint{81}

{95}{You need a replacement bulb. }\nexthint{49}

{96}{Look at the markings above the slot. }\nexthint{38}

{97}{You can avoid the water by getting above it. }\seespoiler{207}

{98}{There's a planet below.  }\nexthint{111}

{99}{Read the small piece of paper. }\nexthint{58}

{100}{The combination is needed. }\nexthint{67}

{101}{Put everything in the slot first. }\nexthint{17}

{102}{The shuttle has autopilot and manual modes. In autopilot mode, just select a destination (turn the dial to the desired number) and touch the pad.}\nexthint{46}

{103}{You need to get the shuttle into the hub. }\nexthint{11}

{104}{You need a warp motivator. }\nexthint{92}

{105}{You need to climb down somehow. }\nexthint{20}

{106}{You need to shut it off. }\nexthint{54}

{107}{Read the instructions (in the troubleshooting guide, in the west bedroom).}\nexthint{45}

{108}{A swamp weasel would scare it away. }\nexthint{38}

{109}{Have you looked at everything in the main room carefully?}\seespoiler{234}

{110}{The tram's console has a slot. }\nexthint{15}

{111}{You have to get the tram working.}

{112}{Tear up the sheet. }\nexthint{82}

{113}{Push the red button after the white one. }\nexthint{61}

{114}{What does the machine in the lab do? }\seespoiler{201}

{115}{You could ask for help. }\nexthint{37}

{116}{Go in the east room first. }\nexthint{22}

{117}{The key is somewhere in the main room. }\nexthint{84}

{118}{Look at the tram's console. }\nexthint{110}

Spoilers!!! – You sure you wanna do this matey?
{201}{You need to use the machine in the lab to fill the tank.}

{202}{Put the liquid nitrogen in the funnel before turning on the car. }

{203}{The tram's fuse is located outside the tram. You have to go out through the airlock to put a good fuse in the tram.}

{204}{Get the liquid nitrogen from the students. }

{205}{You need to get a swamp weasel into the plant to the west of the escape ship, then shoot it out. }\seespoiler{227}

{206}{Take the robot's control tape out, and put the vacuuming robot's tape in. Be sure to drop the vacuum cleaner in the same room, so the robot can find it. Start the robot. Go through the booby-trapped hallway immediately.}

{207}{You need to find a cave with a passage leading up, and climb to the higher ground, before each flood occurs.}

{208}{Everything you need is inside the box. }

{209}{The power supply has a compartment which contains a working fuse.}

{210}{If you turn off the maze first, it becomes an ordinary set of passages. Use the control panel in the south tunnel. }

{211}{Go to the reactor depot.  Pull the ripcord. Get out of the shuttle, turn on the shuttle's autopilot, select a destination other than the reactor, and touch the pad. This will send it away. Go into the airshaft, to the place where you can see the hub.  Push the shuttle call button. Wait until the shuttle is directly underneath you, then jump into it.}

{212}{Set the gun's wavelength to 440 before firing. }

{213}{Climb down the rope, then use the torch to burn it. }

{214}{After landing, just open the hatch. (You'll have to unfasten your seat belt and stand up first, of course.)}

{215}{Turn off the alarm switch on the control unit.}

{216}{Use the plants to shoot the balloon creatures at the swamp weasels, until both weasels end up in the swamp just west of the escape ship. Once a swamp weasel is in the plant, touch the plant's spot to shoot it at the beaver.}

{217}{You need to exit the lab, go down the hall, then immediately enter the elevator and push the button. }

{218}{After you have gathered everything you need, put the items in the box, close the box, and put the box in the chute. Wait for the light to turn on, then enter. }

{219}{The combination is 632. }

{220}{The plant to the west of the spaceship shoots things east.}\seespoiler{205}

{221}{The key is in the planter. }

{222}{Read the log tape (yellow disk) to find the planet's coordinates. Program the red disk using the console in the computer room (downstairs from the main room).}

{223}{Push the buttons in order (push button one, push button two, and so forth). Repeat this sequence three more times. (Of course, this sequence will only produce the desired result if the lights start off all red.)}

{224}{The refrigerator has what you're looking for.}

{225}{Push the red button, then the white button, then the red button again. }

{226}{Use the red tape (from the control room, upstairs from the main room).}

{227}{A swamp weasel will jump into a plant if it encounters another swamp weasel.}\seespoiler{216}

{228}{You have to go replace the tram's fuse. }\seespoiler{203}

{229}{Open the doors first, then push the alarm button. }

{230}{You need to go out through the airlock, to the roof of the tram.}

{231}{Look under the cushion on the chair.}

{232}{Push the distress button. }\seespoiler{239}

{233}{Put the box on the cart, and push the cart down the ramp. }

{234}{Use the remote control.}

{235}{Go to the escape ship landing pad depot. (Deal with the swamp beaver before going on at this point.)  Put the Xenite in the shuttle. Get out of the shuttle. Turn on the shuttle's autopilot and select the reactor's destination. Touch the pad. Get in the escape ship. Wait for the reactor to explode, and wait for a secondary set of explosions, then launch.}

{236}{Use the computer (downstairs from the main room) to program the tape with the coordinates found on the log tape (the yellow square of plastic).}

{237}{Drop the iron ball into the pit. }

{238}{Read the book and then burn it. }

{239}{After a message returns, push the autonav button, then wait.}\seespoiler{214}

{240}{Turn on the microphone and say ``hello”}

