




























As The BEAT Goes On 
Music plays a vital part in Loom. Actually, it's the key element. Included 

with the game you'll find an audio drama that sets the stage and prepares you for 
the role of Bobbin. Follow the instructions and listen to the drama BEFORE 
you begin gameplay. You will gain a better understanding of what lies ahead. 

As Bobbin Threadbare, you must learn to spin drafts on your weavers Distaff 
(each draft is comprised of four notes). Without this Distaff, you cannot affect 
the world around you or have any success in the game. There are three 
proficiency modes available which affect how the Distaff is handled through the 
game's interface. Standard mode provides a distinct glow on the Distaff each 
time a note is played and displays a musical staff beneath to help you identify 
the notes you hear. Practice mode adds a small box which records the four notes 
played and displays the appropriate letters. The final mode, Expert, is the best 
choice if you really want the most from the game. In this mode, you are literally 
"playing by ear." The Distaff does not glow when you hear a note and no 
musical staff is displayed. You are completely on your own. 

Don't "TREADLE" On Me 
The interface is entirely graphic, with the top two thirds of the screen 

devoted to the Graphic Window through which you experience the world of 
Loom in typical Lucasfilm animated style. The lower left and middle of the 
screen provides the location of your Distaff and the bottom right comer provides 
the O?ject Window objects you can examine or use in some way appear. 
To spin a draft, you chck on the appropriate segment of the Distaff or use the 
keyboard equivalents. 

While adequate, and in some cases quite good, the graphics in Loom are not 
the game's forte. They are mostly MS-OOSish in appearance and limited. 
Facial closeups are fair at best. What really sets Loom apart is the excellent 
music and its implementation. It has truly been "woven" into the adventure. 

And Now For The REST 
. Overall, I found Loom an enjoyable experience, an interesting adventure 

a dramatic flair all its own. It's well worth the investment, especially if you 
efl]oy a good story and can survive without the hack and slash element. Further, 
I detected "dischord" in Loom. In fact, this musical adventure, though not 
resolved at its conclusion, ends on a positive note. I look forward to the sequel. 
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NEU ROMANCER"' 
A CYBERPUNK ROLE-PLAYING ADVENTURE 

By Marci Rogers 

Jacking Into Cyberspace 

Kudasai, how do you feel about sushi? Ah, so sorry, but it is out of your 
price range. Perhaps you will settle/or synth-spaghetti? 

In Interplay's Neuromancer, you find yourself asleep face down in a plate of 
it. You can't seem to recall much about the last few days, and Ratz is as 
frustrating as his bionic Russian arm. The PAX BBS isn't much help either, 
except to let you know that a number of other cowboys have disappeared 
somewhere in cyberspace. If it wasn't for Matt Shaw, you probably wouldn't be 
able to get a grip on reality--and what a reality it is. 

Welcome to Chiba City, 2058, a high-tech spaceport in the Kanto district of 
Honshu, Japan. The orbital colonies of Zion Cluster and Freeside, that great 
banking center, are as close as your next 1000 chips. The tech-criminal 
underworld with its Body Shops and cyberware dealers are a lot closer, next 
door, in fact. You're the kind of hard luck loser the shadows were made to hide, 
not a bad idea when death catches the careless so easily. A lot of folks have 
gotten careless lately. Somebody's dealing death on a large scale, too large to be 
anything but a coverup for something big and dirty. You can figure that out, but 
you don't know who and you don't know why. In Chiba City, where 
information is power, your ignorance could be fatal. Better buy your deck back 
from the pawn shop and logon to a few networks, fast, before you're one more 
fried cowboy. 

A Cyberpunk World 
Based on William Gibson's novel of the same name, Neuromancer is a 

gritty one-character adventure rich in plot and atmosphere. For those unfamiliar 
with Gibson's work, his novels, NEUROMANCER and CHROME, take the 
reader into the world of cyberpunk, where "cowboys" ride computer decks into a 
matrix of databases, and the Real World is a miasma of loneliness and greed. 
The feeling of alienation from other humans is strong in Gibson's fiction. The 
beauty of the logarithmic hallucination of cyberspace overpowers the 
perpetually grey skies of the despairing cities below. Cyberpunk isn't pretty, but 
it is compelling, tinged with the eerie aura of a possible future. 

Interplay has kept this ambience, and was the pioneer of cyberpunk. 
Circuit's Edge and, to an extent, Bad Blood also make use of this genre, but 
Neuromancer was first and deserves the credit. The game itself is almost two 
years old. I first played it on my Commodore 128, in the days when Amiga 
users were lonelier than cyberspace cowboys. Those days are as long gone as 

Enchanted Realms 27 



my 128, but I'll admit to some nostalgia. Therefore, I was suspicious about this 
conversion, particularly after suffering through dozens of tacky IBM ports to my 
wonderful Amiga. 

From The Ground Up 
Not to worry. Interplay was not content simply to port. They rewrote the 

ENTIRE game in Amiga assembly language. This delayed the release of the 
product over six months, making them feel like rivals for Microlllusions' King 
of Vaporware title. However, the wait was worth it in terms of a smooth 
interface. All menu commands are simply selected by the point-and-click 
method, either on an icon or a "talk balloon," with single-letter commands for 
those who prefer to use the keyboard. Your character moves effortlessly with 
your mouse or keys, and transitions between screens are quite quick. Navigating 
in cyberspace is so mobile that you can flow past the grid coordinates you want 
before you know it. The only downside to this reworking is that Interplay felt 
compelled to get the game on the market, and so let it go out with support for 
only one drive. Since the game is all compressed nicely on one disk, two-drive 
owners won't notice this much during the Chiba City phase, where you are 
unlikely to die and only need to save occasionally. However, once you reach the 
cyberspace section, where the Ice and the Als dispose of you with depressing 
frequency, the disk swapping will make you wish they had waited that extra 
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month or two. Hard drive owners can install it, but there are no specific 
instructions on the reference card. This shouldn't bother experienced users, but 
new hard drive owners may wish for better documentation. 

Cyber Code 

The game is copy protected by a code wheel that requires you to enter a 
number combination every time you logon to PAX. Since you must do this 
several times during the game's progress, the procedure is effective without 
being annoying. Interplay recommends you make a backup for game play, and 
requires that you save on a separate formatted disk. Each save disk holds four 
games, and you shouldn't need more than that. Just make sure you save before 
entering Hosaka for the first time, as I encountered an interesting glitch at that 
point. If you are there to collect your paycheck, any game played off a copy will 
crash, while the original program disk will execute the section correctly, but will 
give you code symbols on the screen instead of the text you should be reading. 
Interplay did not know this glitch was there until I told them, and I think I ruined 
their playtester's day. Please let them know if it shows up for you, and they'll be 
glad to replace your disk. 

The soundtrack by Devo is riveting, and comes closest to taking advantage 
of the Amiga's capabilities. It is also one of the main reasons why the game 
requires lMB of memory. Graphics are not so glorious, with the Amiga's ranges 
of color and shadow not even addressed; but they are redeemed by the details of 
a decaying city and the individual flavor of the characters. Lupus Yonderboy 
and Maelcum are almost worth the price of the game by themselves. Animation 
is probably the game's weakest area. It's a bit jerky, especially when compared 
with the smooth interface, and often appears forced, rather than flowing from the 
situation. Overall, this is a minor point. I don't know about you, but I'd much 
rather have an involving and playable story than the "look-at-me-and-listen­
to-me-then-put-me-on-your-shelf' slickness of some of the Amiga products 
we're now getting. The manual is clear and well documented, and that's another 
boon we don't see enough. 

If you are a fan of science fiction, this game should top your list. In fact, I 
recommend it for all role-players. At an average software discounter's price of 
$30, it's a solid value in every respect. Novices will be able to get into the 
character interaction easily, while even the most experienced adventurers will 
have their hands full in cyberspace. Everybody should spend many enjoyable 
and demanding hours on the matrix. Donw arigato, Interplay! 

~~~~-N~e_u_ro_m~a_n_c_e_r~~~~­
Interplay 

Playability - 19 Graphics - 12 Sound - 16 
Documentation - 17 Atmosphere - 18 

$44.95 Role-Play Adventure 
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:J-{eart o tlie 
'Dragon 

By Michael J. Ballenger 

Introduction 
It's a breath mint ... 
No, it's a candy mint ... 
Less filling .. . 
Tastes great .. . 
It's an adventure game ... 
It's an arcade game ... 

Heart or the Dragon, an excellent game for the Amiga personal computer, 
suffers from the schizophrenic personality typifying the products marketed by 
the conflicting slogans mentioned above. Like those products, it is a quality 
item. For many Amiga gamers, this split personality may be the Heart or the 
Dragon's principal charm. 

The story line of the game is familiar. Impetuous, young Tommy Lee grows 
up among the psionic monks of Tao. He learns the martial arts, but not the 
patience and acceptance expected of a psionic monk. When Li-Kuan kidnaps 
his girl for evil purposes, Tommy readies for quest and combat. 

Meanwhile, Li-Kuan has also stolen a powerful relic, the Heart of the 
Dragon, from the monastery where Tommy has been in training. The most 
powerful psionic monk is Master Chi. Despite his age, he determines to find the 
relic and wrest it from the clutches of Li-Kuan to return it to its rightful owners. 
Tommy and Master Chi make a formidable team, one strong in body and the 
other strong in mental techniques. The quest of this unlikely duo for the Heart 
of the Dragon and Tommy's girl friend is the substance of the game. 

Game Play 

The game play interface is easy to understand. Options such as method of 
control (either of the joystick ports or the computer can control each character), 
sound on or off, and the like are presented to the player when the game boots. 
The next screen following the Options Screen is the main game playing 
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interface: the Adventure Screen. This screen has four windows, each facing in a 
cardinal direction. By tipping the joystick handle twice in the direction you 
wish to go, you control the movement of your two players. For instance, tipping 
the joystick twice to the right moves the player to the east. The scenery in the 
windows changes as you move, and a dialogue window at the bottom of the 
screen supplies additional information about the locale. 

Often you will find yourself confronted with the minions of Li-Kuan, such as 
his mutant guards, rock men and ultimate men. At these times, you choose 
between standing to fight, running away or attempting to bribe the enemy. If 
you choose to fight, or your attempt at bribes or escape is unsuccessful, you 
proceed to one of the Combat Screens. These are full arcade sequences that are 
very good. Tommy Lee's fighting moves rival those of any other martial arts 
game available, equal to EA's Budokan, a standard by which all other Amiga 
martial arts games should be judged. Master Chi's psionic bolts are easily 
controlled, even by one who has little or no arcade game experience. 

Defeat of the minions of Li-Kuan usually results in some object remaining in 
the wake of the battle. The objects possess healing, fighting or magical 
properties. Each of your characters can carry three objects, one in each class. 
You have to choose wisely, because attempting to carry more than one item in 
each class will cause you to drop the item that was previously being carried. 
This makes it easy to lose something that you valued and replace it with 
something ofless value. 

Experience points seem to accumulate mostly with combat This is 
unfortunate because these points are also the unit of barter if you should meet 
with any traveling traders. I prefer to avoid combat and run whenever I meet 
minions of Li-Kuan, but in order to accumulate money for purposes of barter 
and bribe, I have to fight once in awhile. A word from the wise regarding the 
decision to stand and fight: do it only when you are in very good health, and 
never fight anything but mutant guards. Fight whatever you like if you are a 
very good arcade game player. 

What I disliked about this game 
One of the most severe limitations of Heart or the Dragon is its hardware 

requirements. It requires at least a meg of RAM to play with sound and full 
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arcade action during the combat scenes. Although it will play with 512K RAM, 
it does so without sound or music. Also, since information for animation goes in 
memory, the 512K version has severe limitations on the number of offensive 
movements available to Tommy Lee and Master Chi. The bottom line is that 
you will see and hear a much better game if you have at least 1 MB of RAM. 

The game plays well from a hard drive, and theoretically from RAM. The 
disk access times are so quick from the hard drive that I suspect no one would 
enjoy waiting for play from the floppy disks. 

This game is not really for an unexpanded A500. At the very least, 
additional memory and an additional drive are necessary. A hard drive makes a 
useful contribution to playability, too. 

What I liked most about this game 

Without doubt, the Adventure Screen, with its four-way view is the most 
enjoyable interface of the sort I have ever used. I also like the minimal use of 
the keyboard for input. 

I enjoyed the look and feel of the Combat Screens, although others will find 
the arcade sequences more demanding of eye-hand coordination than of puzzle 
solving ability. I recommend saving often after crossing any of the bridges; it's 
a shame to fight your way into the higher levels of the game only to be killed off 
in an arcade sequence against the ultimate men or some other such annoying foe. 

The game protection is by a password scheme making backup easy. The 
passwords are located on pages of the manual printed in a difficult to photocopy 
blue that is hard on the eyes, making reading troublesome. I can forgive the 
game's authors for this inconvenience, though. 

Conclusion 

At $49 .95 this is a fair adventure game and a very good arcade game. 
However, before you drop your hard-earned bucks on this product, make sure 
that you want to play through the arcade sequences to get to the quest. If you 
hate arcade action games, spend your dollars on something else. 

Heart ,JPf the Dragon is a satisfactory first effort from Avatar Consulting, 
and I particularly admire their attempt to market the game independently. I look 
forward to their next offering with eager anticipation. 
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By Rick Henly 

Lights, Camera, Action! 

One of the first things you read in the instruction manual, "You're probably 
already a fan of Indiana Jones from his movies: Raiders of the Lost Ark, 
Indiana Jones and the Temple of Doom, and now, Indiana Jones and the 
Last Crusade," specifies the intended audience of this adventure. While it 
doesn't matter if you've seen the movie or not, it does help in playing the game. 

Indiana Jones and the Last Crusade, by Lucasftlm Games, is a graphic 
adventure that follows Indy's exploits from the time of re-obtaining the Cross of 
Coronado to finding the Holy Grail. The program is designed to run on an 
Amiga 500, 1000 or 2000, with copy protection by means of a red-filtered code 
card and some information found in the replica of the Grail Diary that's 
included. The adventure can be installed on a hard drive. 

Just My Type 
As in other Lucasfilm games, no typing is required in this game. I was 

relieved at the thought of just using the mouse for all data input. You click on a 
verb and then double-click on an object to obtain the desired results. For those 
of us that use two fingers to type, this makes it a whole lot easier. Most of the 
game uses this format. There are also, from time to time, arcade sequences 
which will test your hand-eye coordination. 

Some puzzles you'll encounter are not all that simple. Also, try to have an 
open mind. The game doesn't follow the movie exactly. In Dr. Henry Jones' 
house, you must find a piece of sticky tape and somehow turn it into a key. That 
was unrealistic and did not occur in the movie at all! The rest of the game, 
however, proved to be well worth my time and effort. Lucasfilm has put some 
very nice touches into Indiana Jones and the Last Crusade. A unique sense of 
humor prevails when Indy has to change clothes. Also, the 3D perspective and 
the sound effects, although too few, helped set the mood during the game. 

Frequent Fisticuffs 
During play, it helps to pick up everything. Indy can hold everything you 

want to heap on him. You never know what you'll need or when you'll need it. 
It's especially handy to have a change of clothes when you reach the castle 
where Dr. Jones, Sr. is being held. Some of the guards don't react too well to 
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intruders. Probably more than once you'll be called upon to defend yourself by 
boxing your way out of a situation. This skill can be practiced in the gy.m at the 
beginning of the adventure. You WILL need to fight at some point. So, 
practice, practice, practice. And don't forget to save your game often. That way, 
if you didn't put in your time in the ring, you can always reload the game. 

Saved Again 

When you finally make it to the temple where the Grail is being guarded, 
save your game again. Once inside the temple, you no longer have this option. 
You're on your own through the last three challenges and then, finally, to choose 
the correct Grail. A nice touch is that the program automatically returns to the 
temple entrance when Indy falters in his efforts to reach the Grail. It saves the 
time necessary to reload the game. And when you're that close, you want to 
finish as quickly as possible in order to see the reward you've earned! 

Most games released after the movies lack either gameplay or graphics. This 
game, while the graphics could certainly be better for the Amiga, does a pretty 
good job of putting you in the shoes of Indiana Jones. The slow spots are the 
catacombs under the library and the castle where you have to rescue Dr. Jones, 
Sr. They could have shortened those sequences to allow quicker gameplay. 
There are also some shortcuts in the game. Once you reach the airport, you 
don't have to board the zeppelin. A lone biplane is sitting there that you can 
steal if you can get it started. Instructions on flying can be found in the library. 
In fact, you should locate three books while there to help in your quest. 

Choose Wisely 

The final three challenges to reach the Grail are interesting. I will mention 
that you should think about the movie, but not too much. It took me a long time 
to get to the Grail. Then, let's just say that the first time I tried "I chose ... 
poorly." If you should happen to choose the wrong one, you get the opportunity 
to watch an automatic graphic sequence. And I do mean graphic. You should 
see it at least once. 

Remember, once you corredily identify the Grail, it cannot pass the Great 
Seal. Elsa will help you with that. You may have to do one final trick to show 
the knight he was right about Indy being pure of heart. So, just remember his 
trademark and whip it into shape quickly. Then, you can ride off into the sunset 
. . . just like in the movie! 

34 

0 Indiana Jones and the Last Crusade 
Lucasfilm Games/Electronic Arts 

Playability - 14 Graphics - 10 Sound - 8 
Documentation - 18 Atmosphere - 15 

$49.95 Animated Adventure 

Enchanted Realms 

l~···I Hearthside Tales ii 
Capsule Reviews Of Quests Old And New 

Bloodwych 
By Eric Penn 

First there was Dungeon Master, breaking new ground in adventure games. 
Then came a bevy of look-alikes trying to capitalize upon the successes of this 
new style of adventure. Bloodwych is among these Dungeon Master clones, 
but expands upon the original concept in new and different ways, making it 
much more than just another dungeon game. 

One nice feature of Bloodwych is trading. When you meet creatures, you 
can attack them, talk to them or do nothing (which usually makes them annoyed 
enough to attack you). If you talk to them, you can offer to trade with them for 
weapons, food or magic items. Some creatures are stupid and you can barter 
them into just about giving away their goodies, but typically the best items are 
held by intelligent monsters. Offer them too little and they just might attack. 

The real attraction of Bloodwych is that it was designed as a two-player 
game. Each player controls a party of up to four characters with the joystick, 
simultaneously exploring the same dungeonscape. The two parties can interact, 
trade, help or hurt each other. But for those who don't have easy access to a 
gaming companion, solo play is available. Bloodwych uses the same "button" 
style interface as Dungeon Master. Moving the pointer to press these tiny 
buttons with the joystick is not as easy as using a mouse, but the fun ~f 
exploring a dungeon side by side with a friend more than makes up for this 
inconvenience. There are keyboard equivalents for the movement commands; 
however, the joystick is still needed for interaction with other creatures. . 

As a single-player game, the trading aspect makes Bloodwych different 
enough from Dungeon Master to make it worth investigating. As a two.-player 
game, it adds a whole new dimension to the genre, more tJ:tan doubling .the 
enjoyment of other games of this type. Indeed, Bloodwych is more than JUSt 
another pretty Dungeon Master clone . 

Millenium 2.2 
By Eric Penn 

They said it would never happen. But it did. A. 20 billion ton asteroid 
impacted with the Earth, smashing through the surface like a bullet through g~ass 
and destroying all life on the planet. You are one of the few humru:is left a1.1ve, 
the commander of the scientific research moonbase. At your disposal is a 
completely iconized interface, allowing complete control of the six areas of the 
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base. With these meager controls and your problem-solving talents, you must 
research and colonize the solar system, ensuring survival of the human race. 

Sounds good, doesn't it? 1brow in some stunning graphics along with nice 
mood-enhancing sounds and you've got a sure-fire winner, right? Wrong. This 
game looks and sounds very good, but in the gameplay department it falls flat on 
its face. The majority of the game is what I call "makework." You know the 
solution to your problem, but need to do the same tasks over and over to 
accomplish this goal. The rest is puzzle-solving, but even the puzzles were 
poorly designed. 

You colonize the various planets and moons which orbit around the sun in a 
"scientifically correct" manner. Travelling from place to place takes time. 
Getting 20,000 tons of some element only found on Pluto to the moon when 
your ships can only carry 5,000 tons per trip makes for a lot of time where you 
are going to be waiting and doing absolutely nothing. 

There are only four real puzzles in the game, but each will take some very 
serious thinking to figure out. You are not given any hints or help to solve them. 
The solution to all of them is simple: move such-and-such ship to such-and-such 
base and ... wait. Unfortunately, by the time you get to the fourth puzzle, you 
will have a fleet of ships and nearly 50 colonies from which to choose. 

As it stands, Millenium 2.2 is another attractive European game that will be 
left sitting on the shelf to gather dust. 
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'f" Adventure Walkthrough 1 
By Chuck Miller 

Though not a complex adventure, Future Wars is one of the most fun I have 
played recently. So much so, that I actually finished the game, and rather 
quickly at that. Thus, the following walkthrough. 

Since the documentation that accompanies the game gives a walkthrough for 
the first two screens, this complete walkthrough will begin from that point. 

Eastern Office 
Once you enter the office, OPERAIB the door. USE Key on second door 

from the left on the lower cupboard. EXAMINE the Typewriter and write down 
the Number found on the ribbon (40315). Proceed to the desk and OPERATE 
the top left drawer. TAKE the Paper and OPERATE the drawer again. Walk 
around behind the desk to the map on the wall. EXAMINE map. USE the Red 
Flag on the hole in the map. A Secret Passage will open. Now, before you enter 
the Secret Passage, SAVE your game. 

Secret Passage 

As soon as you enter the Secret Passage, EXAMINE the keypad on the right 
of the door. A panel will appear. As quickly as possible, enter the Number from 
the Typewriter (40315) before the ceiling crushes you. OPERAIB 4, OPERATE 
0, OPERAIB 3, OPERATE 1, OPERATE 5. The ceiling will now go back up 
and the door will open. SAVE, then enter the doorway. 

Time Machine Room 

EXAMINE machine and USE Paper in slot. OPERAIB the red button and 
take the Documents the machine spits out. OPERAIB the green button and 
quickly step right and onto the platform. If you don't work quickly enough, a 
not-too-friendly-individual will enter the room and end all your worries. 

Middle Ages • 1304 A.D. 

SAVE your game at this point. Next carefully walk left across the middle of 
the screen toward the mosquitoes. Follow the dark green path to the light green 
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spot in the center. Approach the mosquitoes and stop about a half-inch to the 
right of them. Now USE the Insecticide on the pesky insects. SAVE. Proceed 
left across the screen and watch for a Glint of Light on the path about one inch 
from the left edge of the screen. EXAMINE the Glint of Light. Exit left. 

Lakeside 

EXAMINE the roots of the tree on far left at the edge of the lake. TAKE 
Rope. USE Rope on branches above ... and wait. One of the locals will come 
by, take off his clothes and go skinny dipping. TAKE his Slacks and Tunic. Exit 
left. Proceed past the Pub and go directly behind Castle to the far left. 

Forest 

Approach large tree in the center of the screen. There is a Monk's Habit 
hanging from a branch. OPERATE tree. A Silver Coin will fall to the ground. 
EXAMINE ground. Exit right. 

Castle & Pub 
Go to the Pub and OPERATE door. SPEAK to the innkeeper. USE Silver 

Coin on the innkeeper. Listen to the conversation. Exit Pub. Approach guard at 
Castle entrance. USE Pendant on guard. Pay attention to conversation with the 
King. Exit Castle. TAKE Lance from sleeping guard and return to the large tree 
behind the Castle. 

Forest 
Stand in front of roots directly below Monk's Habit hanging in the tree. USE 

Lance on Habit. Exit right and return to the Lake. 

Lakeside 
SAVE. USE Plastic Bag on Lake. Head directly to the Monastery. To get 

there, go to the lower left side of the screen. Then, when at the Castle & Pub, 
head quickly to the bottom of the screen. This takes you to the Monastery. 

Monastery 
Move quickly to the far side of the bridge guarded by the wolf. SAVE as a 

NEW GAME (not over your previous SAVE). Cross bridge about half way until 
the wolf moves a little and growls. USE Plastic Bag on the wolf, which is really 
a mechanical device. You may need to try this a couple of times as the water 
leaks from the Plastic Bag quite quickly. Enter Monastery and SAVE. 

Central Chamber 
You will note that the monks always walk in a group and always clockwise. 

You must join them as they pass you. Be sure to stay within their midst and 
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walk with them to the door on the right. Now, OPERATE the door and enter the 
Right Antechamber. 

Right Antechamber 
Approach Father Superior. He will ask you to get him a Cup of Chi.kapok. 

SAVE and exit to the Central Chamber. 

Central Chamber 
Join the monks when they reach you and walk with them to the door on the 

left. OPERATE door and enter. 

Left Antechamber 
Once inside the Left Antechamber, go all the way to the left of the room and 

TAKE the Cup. SA VE and exit. 

Central Chamber 
Walk with the monks to the center door. OPERATE it and enter. 

Wine Cellar 
Go down the stairs and past the ladder. USE Cup on the far right barrel on 

the middle shelf. Go back up the stairs and SAVE. Exit to the Central Chamber. 

Central Chamber 
Now proceed to the Right Antechamber again, walking amidst the monks. 

OPERATE the door and enter. 

Right Antechamber 
USE Cup on Father Superior. He will drink the Chikapok, get drunk and 

pass out. EXAMINE him. Walk to the far right of the room and USE the 
Control Device on the piece of furniture below the books. SAVE and exit 
Antechamber. 

Central Chamber 
Proceed with monks to center door, OPERATE it and enter the Wine Cellar. 

Wine Cellar 
Walk down stairs, climb ladder and USE Control Device on the top barrel. 

Time Machine Room 
SAVE. EXAMINE room until you find the Gas Capsule. EXAMINE it. 

You NEED the Gas Capsule to finish the game! Next, EXAMINE the console. 
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USE Magnetic Card in slot. Now, just sit back and enjoy the story as the plot 
begins to unfold. 

Future - 4315 A.D. 
SAVE your game. EXAMINE the rubble in the lower right comer of the 

screen. You now have the Blowtorch. Continue Right. 

Eastern Ruins 
EXAMINE Box above center of screen and just to the left. TAKE Box with 

Fuses. EXAMINE rubble in middle of screen. OPERATE manhole. 

Sewer System 
SAVE. Proceed right until you reach the third screen. EXAMINE lower 

pipe near center of wall to find the tap. USE the Blowtorch on the tap. It's now 
full. Walk the rest of the way to the right edge of the screen then down and back 
left. Walk left across the next screen until you are automatically turned south. 
Proceed right for three screens and SAVE. Move to the right until you are about 
a half-inch left of the muta-octopus. USE Blowtorch on creature. Next, exit up 
the ladder. 

Outside Metro Station 
Walk up to door. USE Lance on video camera. Enter Metro Station. 

Inside Metro Station 
First, SAVE your game. Then, walk left to the newspaper-machine. 

EXAMINE the coin collector. USE Coin in money slot. EXAMINE the coin 
collector again. USE Coin in money slot. You now have the Newspaper. Wait 
for the Metro. When Metro arrives, enter Metro. 

Shuttle Port 
Head directly to the stairs in the front center of the screen and go down. 

Walk left to fusebox. USE Fuses on Fuses in fusebox. SAVE. Return upstairs. 
The viewscreen is now on allowing you to sneak past the inspector and up the 
escalator. You must be very careful and stay as far right as possible to avoid 
being detected by him. If he spots you, go back downstairs and up again. 
Proceed sneaking. You will now enter the shuttle for Paris IV and shortly be 
hijacked by the Crughons. 

Holding Cell 
When you wake up you are in a small room. Walk to the back right comer. 

USE the key on the airduct. SAVE! Now, USE the Gas Capsule in the airduct 
and IMMEDIATELY USE the Newspaper on the airduct. If you were not quick 
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enough and got gassed, try again. When the door opens, exit the room. It's time 
to sit back now and enjoy the show. 

Cretaceous Period - 65 Million Years B.C. 
Walle down the hill and SAVE before leaving the screen. Exit left. 

Battle Scene 
Prepare for a tough shootout. You must shoot the tiny Crughons, focusing on 

the ones in the little red boxes. They have you targeted! When the leader 
appears on a floating platform from the right, SHOOT him immediately. This 
stops the wave of Crughons shooting at you. When the last Crughon is dead, 
Lo'Ann will have been shot. SAVE right away unless you want to go through 
that shooting sequence again! EXAMINE her three times. You will have 
acquired an Invisibility Pill and a Pendant. USE the Pendant on Lo' Ann. 

Outside Crughon Ship 
EXAMINE the dead Crughon. Enter ship. 

Inside Crughon Ship 
Step to right of panel on right side of door. USE Magnetic Card on card 

reader located on the panel. Walle to glass case. OPERATE case. TAKE 
Garment. Walle to video camera and USE Garment on it. Now, go and get in the 
case. OPERATE case again and enjoy the ride. 

Crughon Space Port 
When the case opens, SAVE. Walle immediately to left of door and USE 

Invisibility Pill on Self (Hero). As soon as the doorway is clear, exit. From the 
bottom of the ramp, walle around the Crughon guard in front of you and then 
toward the bottom of the screen. Take an immediate left in front of the boxes. If 
you moved quickly enough, you will be hidden when you reappear. Approach 
box on far left. OPERATE it. 

Storage Room 
When you've finished conversing with Albert, SAVE. Now exit the door at 

the back of the screen. This begins the Maze Sequence. 

Maze Sequence 
For this arcade sequence, refer to the map of the Final Sequence on disk. 

Follow the arrows down until you reach the Computer Control Room. Walle left 
to the console and USE the Magnetic Card on it. You must now exit the same 
way you entered until you reach the dotted arrows. Follow these to the exit to 
the Hanger. That's all, folks! Enjoy the end of the story. 
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Spellweaver's Drafts 
This list of drafts is from the Book of Patterns included in Loom. I found 

flipping through_ the pages of the Book of Patterns to find a specific draft that I 
had recorded a little bothersome. So, I set up this simple list to record each new 
draft as I learned it. The spaces for the notes have been left blank for you to fill 
in the ~afts as you learn them, since the notes of each draft change when a new 
~ame ts begun. Those marked with an asterisk are the only ones I encountered 
m the game and, as such, are the only ones needed to finish it. You will, 
however, need to use some drafts BACKWARDS to acheive the desired results. 
Feel free to photocopy this page for your own use. Chuck Miller 

*Opening_ 
*Dyeing_ 

Summoning_ 
Tongues_ 

* Straw To Gold 
Temblor 
Rending_ 

*Healing _ 
* Night Vision _ 

Shrinkage _ 
Desire 

Waterproofing _ 
* Reflection 

*Terror 
Folding_ 

* Invisibility _ 
*Twisting _ 
Confusion 

Shaping _ 
Warmth 

Aphrodesia _ 
*Sleep _ 

*Silence 
*Emptying_ 
*Unmaking_ 

Extinguishing _ 
* Sharpening _ 

Blessing _ 
* Transcendence 

Unknown 

Adventure Game Drawing 
Subscribing has its benefits. In this case, free adventures. Each 

issue, we will have a drawing from our subscriber list for a free game. 
This drawing is available to subscribers only. Congratulations to our 
winning subscriber this issue, Dr. John D. Nikitow of Skokie, IL, who 
received a copy of Loom. Enjoy the game, John! 
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Hidden Gems 
Manna For The Weary Adventurer 

cl::, • 
Hidden gems bring a sparkle to the eyes of the weary adventurer. They're a 

little something extra, an unexpected prize to add to one's treasure store. The 
same is true with hints and tips. They're the Hidden Gems that make playing 
your favorite adventure a little more enjoyable, especially when the going gets 
more difficult than you like. So, here are a few more gems to add to your pouch. 

Arthur: The Quest for Excalibur 
At the start of the game after you are able to leave the churchyard, find your 

way to Merlin's cave by going south once, then west two times, southwest once 
and then northwest two times. After visiting with Merlin you will receive the 
ability to change form. Then, enter Merlin's cave and look into the crystal ball. 
Pick up the bag. After exiting the cave, leave Merlin by going southeast from 
where he is, change into a salamander and eat midges ... Yum! You will gain 
one wisdom and one experience point. 

After you've gotten your shield and armor from the castle, examine the 
shield. You will see that it needs to be shined. Use a pumice stone to shine it. 
Now you will be presentable and will be able to joust with the Blue Knight at 
the pavilion. After winning your joust, he will present you with the key to the 
ivory tower. Millie Miller 

Indiana Jones and the Last Crusade 
Find three books in the Library to help in your quest - Just scan with your 

crosshair after picking "What is." Also, locate a trophy and fill it with beer. 
Then you can get the large guard drunk before you have to fight him in the 
castle. Don't give your grail diary to Hitler, either. Give him something else to 
sign. Using it later with his "autograph" will help Indy and his father get out of 
the country easier. Rick Henly 

Conquests of Camelot: The Search for the Grail 
At the start of the game when you visit the treasury, fill up your purse. Then, 

visit the chapel and pay your dues. Now go back to the treasury to fill up your 
purse again. This will ensure that you do not run out of money in your travels -
that is, until the thief steals your purse in Jerusalem. 

When "visiting" the mad monk at Glastonbury Tor, ask him about the grail 
and watch him run. Follow the monk. You will find him with two other monks. 
All three will try to attack you, but only the real monk can harm you (the others 
are just images). Watch closely to determine which is the real monk. When you 
spot him, enter the area quickly and go to an opposite wall so that Arthur's back 
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is against the wall and he is facing you. This protects Arthur's back so the real 
monk can not sneak around behind him to attack. Millie Miller 

lmperium 
When beginning Imperium, let the computer control all three major areas -

military, diplomatic and economic - for a game or two. Then, reconstruct the 
computer's actions and analyze its strategy. This will help you get a grasp of the 
game more rapidly. Also, be aggressive from the start (even if playing 
defensively) and build up your defenses. Otherwise, you will be swamped by 
your opponents rather quickly. Charles J. Besecker 

Loom 

On the island of Loom in the Woods above the Village, you will find four 
Hollow Trees. Examining the Holes reveals that all the Owls are home except 
for one. Go left to the Cemetary. You will find an Owl asleep on a Tombstone. 
Go left to the Briar Patch and Examine it. You will send a rabbit hopping across 
and into the clutches of the awakened Owl. He will now be in his Hole and you 
will be able to get the complete draft for Night Vision (click on each Hole from 
left to right). When in the Dragon's Cave (once you've been able to make your 
way past the Dragon), make sure to examine your Reflection in the Pool of 
Water. This will give you the draft of Reflection. You will need to cast this on 
something "Rusty." Having trouble getting past the workmen in the Crystal 
Tower? Try spinning the draft of Invisibility on them from OUTSIDE the 
Tower. Also, when you have the opportunity to gaze into a Crystal Sphere, 
always do so THREE times. Chuck Miller 

The Attic 
In the previous issue, The Attic appeared on disk. Several people had 

expressed that they could not get very far in the game. Here is a hint that will, 
hopefully, help you get a little further. There are several items in the game that 
should be examined more than once [i.e., the hole in the wall in the western 
portion of the attic (cute, huh?) and the mirror (he is vane, you know)]. 
Otherwise, you will never finish the game. Also, did you find a piece of paper in 
the pocket of the pants that are lying on the floor? And, did you read the 
bookmark in the book? 
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Adventurer's Backpack 
Collected Artifacts From Throughout The Reahns 

There's nothing quite like reaching into your trusty backpack and extracting 
the exact tool you need for the job at hand. Of course, you have to put it there in 
the first place. Here, in the Adventurer's Backpack, you will find infonnation 
and capsule reviews of resources available for the adventurer. 

The Bard's Tale Clue Book Electronic Arts $13.50 
Here is a nicely illustrated, well written clue book for The Bard's Tale 

presented in the fonn of a journal. It includes maps to The Wine Cellar, Sewer, 
Temple Of The Mad God, Catacombs, Harkyn's Castle, Kylearan's Tower and 
Mangar's Lair. Many helpful clues are also revealed in the notes contained in 
the journal. Though not an all encompassing package, The Bard's Tale Clue 
Book does add to the pleasure of the game without providing a complete, 
step-by-step walkthrough. It's certainly worth the discounted price of $9.95 at 
which it's being offered. 

The Bard's Tale II Clue Book Electronic Arts $13.50 

Presented in the same quality fashion and journal style as the clue book 
above, this clue book packs nearly twice the data as its predecessor. Maps are 
available for Tangramayne, The Dark Domain, Wilderness, Tombs, Fanskar's 
Castle, Dargoth's Tower, Maze Of Dread, Oscon's Fortress, Grey Crypt and 
Destiny Stone. The Bard's Tale II Clue Book is an essential item for 
adventurers of that domain and a value at the retail price. 

The MACHINE BBS SYSOP • Eric Penn 415-345-2353 
Adventure resources come in all shapes, sizes, colors, fonns, planes of 

existence and the like. One you may find very helpful for that quick answer and 
helpful hint to your current problem is The MACHINE BBS out of San Mateo, 
California. This is a true gamers board that supports a serial baud rate of 2400, 
SkyPix and ZMODEM transfer protocol. We think this board is so good that we 
have chosen it for our west coast BBS contact point. So, if you are located in 
the western states and want to leave us an online question or comment, call The 
MACIIlNE and leave a message to Enchanted Realms. Eric Penn (the 
SYSOP) and Marci Rogers, two of our reviewers, are also online here and will 
prove to be much help to you as well. Of course, you can call us direct at the 
voice number in the front of the Journal or contact us at our east coast BBS 
contact point by calling the CA-AUG BBS at 216-642-3344. Just leave a 
message for us to Enchanted Realms. 
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Adventurers' Guild 
The Adventurers' Outfitter For Tools Of The Trade 

"Change is inevitable." That's how the saying goes at least. Hopefully, 
when change occurs, it's for the better. Each issue of Enchanted Realms has 
brought changes as we've polished our annor and sharpened our swords. We 
feel that the changes we've made have improved the publication. So, on to the 
next change. 

We have decided that it's to the mutual benefit of both our readers and 
ourselves to NOT offer commercial software at the present time. We really can't 
"compete" dollar for dollar with the mail order giants on game pricing .. N.or is 
that our desire. We want to concentrate on our primary reason for existmg -
providing you with the best in reviews, walkthroughs, hints and programs - ~d 
not get caught up in stocking and dispensing commercial products. We will, 
however, continue to offer the best available in freely distributable software for 
the adventure gamer, including specially designed collections as they become 
available. Occasionally, we may offer a select commercial product through 
special arrangements with the developer, but this will be apart from the nonn. 

Each purchase of freely distributable software will contribute t~w~ds 
earning Notes Of The Realms which you can use to extend your subscnptton. 
For every three disks or disk sets you purchase, you will receive a Note Of The 
Realms. When you accumulate three Notes, mail them to us and we will extend 
your subscription an additional issue. If you're not a subscriber yet, tha~'s OK. 
We will credit them to your account when you become one. We will also 
provide other means for you to earn Notes such as by completing and mailing 
the survey fonn included in this issue. We hope you'll take advantage of these 
offers. Thanks for your support of Enchanted Realms! 

Freely Distributable Software 
Product 
Dungeon Master Resources 
Hacklite 
Moria 
Star Trek (2 Disk) 
Star Trek (3 Disk) 

Cost 
$5.00 
$5.00 
$5.00 
$7.00 
$9.00 

To order any of the above products, send your payment in U.S. funds (check 
drawn on U.S. bank or money order) to Digital Expressions• P.O. Box 33656 • 
Cleveland, OH 44133. There is a $3.00 shipping and handling charge per order. 
Thanks for stopping by the Guild. We hope to see you here often! 
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A Prophet's Tower~ M Looking Ahead At Enchanted Realms ~ 

Again we come to the end of another issue of Enchanted Realms. And, 
again we have run out of room to cover all the adventures lining our shelves. 
The upcoming holiday season looks very promising as a large assortment of new 
titles will be introduced for the Amiga adventurer. Some are ports from other 
systems, while others are dedicated Amiga quests. We will keep you informed 
on the newest releases as they roll off the presses. 

Since our inception, it has been our desire to provide you with both timely 
and honest reviews. This continues to be our goal as we look to 1991 and the 
adventures that lie before us. Here are just a few of the titles to look for in 
upcoming issues. 

Hero's Quest 
Space Rogue 
Pool of Radiance 
Code Name: Iceman 
The Immortal 
Leisure Suit Larry ill 
King's Quest IV 
Dragon Lord 
Windwalker 
Iron Lord 
Altered Destiny 
Curse Of The Azure Bonds 
The Fool's Errand 
The Legend of William Tell 
DuckTales: The Quest For Gold 
Elvira, Mistress of the Dark 
Police Quest II 
DragonStrike 
And Many More! 

Till the next time. 

Chuck Miller 
Lord Of The Realms 

f Enjoy The Adventure Experience! j 
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Submissions 

Programmers and illustrators, we are interested in your 
original work for publication in Enchanted Realms"'. Please 
read the details below concerning submissions. 

Programmers 
If you have written or are planning to write an adventure 
game, we would like to hear from you. We are interested in 
all kinds of adventures - fantasy, mystery, sci-fl and others -
both text and graphic. The adventure may be the entire work 
of the programmer or may be created in conjunction with an 
adventure game authoring language. We are looking for game 
editors and character generators as well. 

Illustrators 
We are also interested in original fantasy illustrations to 
enhance the pages of Enchanted Realms"'. All categories of 
illustrations are desired including adventure and sci-fi. 
Submissions should be made in Amiga Super Bit-Map and 
Hi-res Bit-Map fonnat, black and white or 16 color grayscale. 
Color illustrations may be submitted as well, but will be 
converted to greyscale for publication. lliustrations may also 
be submitted on paper or illustration board. 

Guidelines 
All programs must be submitted on disk with complete 
documentation. If you would like your disks returned, please 
enclose sufficient postage along with your full name, address 
and phone number. However, we recommend that you 
contact us prior to making any submissions. 
Documentation should be submitted in ASCII fonnat. Please 
do not use any special fonnatting codes. Games and editors 
should be accessable from Workbench. Additionally, all 
materials submitted must be the original work of the person 
making the submission. 

Enchanted Realms"" is not responsible for unsolicited 
materials and reserves the right to reject any submission. 
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