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The Marvelous Maze

1. Getting Lost in What You Read  [13]

    What do you know about mazes? You've probably seen them before; perhaps they were simplistic ones in an 
elementary-school workbook, maybe shaped like ducks or kittens, or they might have been much larger and 
more complex mazes in a larger book that took up a whole page and were actually quite tricky to solve.  Or you 
may, in fact, have gone to one of those big corn mazes you sometimes see in the fall (and maybe gotten lost 
inside in in the dark).  In any case, almost everyone has probably seen at least a few mazes at some point in 
their life, and that is what this issue is all about.  There are 25 mazes in this issue, ranging from the simplicity 
of the second maze to the intricacy and difficulty of the last one and from the straightforward to the gimmicky.  
In fact, even this intro paragraph is a maze, a bit of a warm-up for the rest of the puzzles in this issue.  Simply 
start at the first word, finish at the last, and follow only the lighter-colored letters from the beginning of the 
paragraph to the end.  There are no answers for this issue, more or less because of technical difficulties, so you 
will have to depend on your own abilities.  And be prepared to, shall we say...get lost! (P.S. If you were 
expecting the title of this issue to be a play on "maze" and "amazing"...I did consider it, but I decided that that 
particular pun is far too cliché.)

2. Back to Basics  [14]

     We will start things off with plain old mazes, pretty much just the ordinary kind.  In each of these mazes, 
start at either the arrow pointing into the maze or the letter S, and finish at the arrow pointing out of the maze 
of the letter F.
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3. Introducing Teleports  [15]

     Now it's time to start adding the gimmicks.  One that can be added to nearly any kind of made (and that, as 
far as I know, I completely made up) is teleports.  If you see a symbol with concentric circles surrounding a 
number in a maze, that is a teleport vortex, which will teleport you to any other one with the same number.  So, 
for instance, if there are two teleports with the number 1 in a maze, each of them will always teleport you to the
other, but if there are three teleports with the number 2, then you can go to either of the other two upon 
touching any one of them.  If there is only one teleport in a maze, it may not have a number.  If a teleport 
vortex blocks a passage that continues past it, you may bypass the teleport and move onward (were it not 
possible to do so, you could simply use the teleport and them immediately take the other one back).
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4. One-Way Street  [16]

     These mazes have passages that can be passed through only one way, indicated by triangular arrows (<<< 
or >>>).  You cannot go through the opposite direction of the arrows, though it is still possible to pass through
the other two sides.  For instance, if there were a series of left-pointing arrows through a 4-way intersection 
with the top and bottom open, you could pass through them vertically as if they were not there, and you could 
go through them horizontally to the left, but you could not go back through to the right.  Keep this in mind with
this next set of mazes.
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5. Multiple Personality  [17]

     All of the mazes in this set have more than one entrance or exit.  (Such a thing doesn't seem to be common, 
but it isn't unheard-of; I actually have a maze book that contains mazes with progressively more entrances from
1 to 4.) Any route from an entrance to an exit is acceptable, but not all entrances or exits may be used.  Maze 5 
here actually has two completely separate correct routes through it.
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6. The Key to Success [18]

     More gimmicks? Yes indeed.  In this set of mazes, your path will sometimes be blocked by colored doors.  To
open a door, you must first find the key of the same color.  (Going through a door without having the 
corresponding key is considered cheating.) Beyond that, these are much the same as any other maze.
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7. Jump Around  [19]

     Now for something a bit different.  (Insert your own Monty Python joke.) To solve the mazes in this set, you 
must jump from one symbol to another identical symbol.  You can also travel along the lines connecting the 
circles containing the symbols.  If there is more than one of the same symbol in the maze, you may go to any of
them, and if there is only one, then that is considered a dead end.  Think of these as mazes made entirely out of
teleports.
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8. The Grand Finale  [20]

     You've made it this far...now it's time to truly test your maze-solving skills! This final maze combines ALL 
the gimmicks of the previous ones, while being large enough to take up almost an entire page.  Try to get all 
the way to the end of this monster without getting lost...if you dare!




