

































































‘Prophet s Tower

Previews Of New Amiga Adventures

~

Elvira, Mistress of the Dark
Previewed By Chuck Miller

It’s scary, it’s gruesome. It’s fun for one or twosome. Well, at least it
rhymes. If you're attracted to adventures with "stunning graphics, digitized
voices and a haunting soundtrack," you will enjoy Accolade’s latest release,
Elvira, Mistress of the Dark. Those of you who don’t know who Elvira is
(there’s even an Elvira Fan Club, but you probably didn’t know that either) will
still find the game enjoyable. However, if you have never seen and heard this
T.V. Queen of "B" movies, you will certainly miss some of the enjoyment in the
game and its documentation. This "bouncy" Horror Hostess’ persona shines
through in numerous ways.

Elvira is a graphic adventure with traditional fantasy role-playing elements
to keep track of like Strength, Resistance, Dexterity, Skill, Lifeforce and
Experience. All need to be developed during the course of the adventure.
Magic plays an important, even vital, role in the game as well. Without
collecting the necessary ingredients and preparing urgently needed spells, you
won'’t last too long at Killbragant Castle. Several spells act to increase your
abilities. Elvira also incorporates a fair mix of hack’n’slash action with the
unwelcome inhabitants who have taken over the castle.

The interface is fully icon driven and somewhat reminiscent of ICOM
simulations (Uninvited and Shadowgate), but with much better graphics and
sound. Animation is moderate, though well done. It’s also quite an extensive
adventure with over 800 rooms to explore in the castle, plus the surrounding
grounds. Don’t expect to sit down and finish this game in a week. It should
take a good long time to complete.

However, as nice as it looks and sounds, this is a very "graphic" game.
Slashed throats, smashed skulls, oozing blood and maggots abound. In Elvira,
death is truly a gruesome kettle of soup. The box is correct in displaying the
sticker "CAUTION: Contains blood-curdling graphics." Fortunately, you can
save your game at any point during play (unlike some other recent releases).
Game saves are only limited by disk space. Though, you can use as many disks
as you like.

All in all, from what I’ve seen to date, Elvira, Mistress of the Dark is a
must buy for 1991. It is well constructed and attractive. There is also plenty of
depth to the adventure. We will give it a full review next issue; but in the
meantime, it’s safe to say that you won't live to regret spending some time with
Elvira. That is, if you live . . . at all!
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Dragomens ' Journals

Step By Step Adventure Guides

NEUROMANCER

By Marci Rogers

NEUROMANCER - PART I

Funny thing about waking up in synth-spaghetti; you can’t remember how
you got there. Were you drunk, or were you drugged? Depends on who you talk
to, and whether they’re friends or enemies. The lines are getting pretty fuzzy
these days, but Ratz is still okay. He won’t let you owe him, though, so you
better logon to PAX and download some credits. Well, look at that. There’s a
fine on your record and you don’t know why, do you? There’s something going
on, Cowboy, something down and dirty, and you’ll need all the help you can get
to make it through.

That’s where I come in. I’ve been there and survived the flatlinings; I can
come in real handy. Just think of me as your Guardian Joegirl. Read the news
now, and ALL the messages. Read every message every time, honey, or you’ll
wish you had. That one from Armitage looks like a winner. Give him your
BAMA 1D, then read on for a few minutes. Now look at your bank account.
Isn’t that much better? Download the whole amount onto your chip and let’s get
out of here, but NOT to meet Armitage. That’s the express route to jail, and
you’ve got better things to do, like finding out why some cowboys aren’t making
it back from the Matrix. Bid Ratz farewell as soon as he reminds you about
your deck. He’s getting closed down, and we can’t get back, but no matter. The
rest of Chiba City’s more interesting anyway.

Just down the street is Chin’s Body Shop. It’s for window-shopping only.
Never sell parts, honey. That’s what save disks are for. You can save in four
different spots, which eliminates the need for plastic lungs. Nice to have this
little secret, isn’t it?

Opposite Chin’s is Donut World, a nice place to come back to. Pass up
Microsofts this time, too, and let’s try out that save feature right in front of the
Massage Parlor. All done? Good. Now walk on in and bribe Akiko into
giving you a little information. You need her input, but it’ll get you arrested, so
hire a hololawyer and throw yourself on the mercy on the court. You’ll end up
right back where you started and you can go bribe Akiko again. The court will
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still be tolerant, so you're safe. They won’t execute you until the fourth time. If
you want a closer look at Chin’s, go ahead and push it that far by repeating the
process with Akiko. I don’t think it’s worth it, since she’s only got two clues
you really need. However, when you decide to stop, reload that game you saved.
Your record’s wiped clean, a big asset for us when we head for Freeside, and
you still have the useable information. The computer doesn’t keep track of how
or where you picked up clues, so you can always use anything you’ve leamed.

Ignore the flashing red light this time and truck on south to Shin’s. He’s the
testy sort, but there’s not much we can do without your deck.

Don’t bother checking into the Cheap Hotel. Your bill is WAY overdue, to
put it mildly. Go one door down to the Gentleman Loser and talk to Shiva
about the chip she’s holding for you. Don’t get fresh; she’s not the type. Just
answer "Cryptology" when she mentions Anonymous. Install the chip in your
brain through the Operate command. Chips aren’t any good unless they’re in
your head, so always put them there immediately. Very attractive, honey, you
look smarter already.

Don’t leave yet. They’ve got a jack, and only a few places do. Operate your
UXB and Comlink to access Regfellows. Download BattleChess and Scout,
and don’t forget to read messages and reviews. Knowledge is power in Chiba.
Any good cowboy knows that, and you’re going to be the best. Try out your
Cryptology chip here to turn "Pancake" into "Vendors." Fun, huh? (Hit return
twice to exit menu.) Now log back on and get the codes for Fuji, Musabori,
and Hosaka from Asano. Also, read Consumer Rev’s reviews, then call the
Cheap Hotel, enter "Cockroach," and edit your bill. Ain’t good credit grand?

Head on out and up to your "cocoon." Isn’t it sweet? All those cubic
millimeters of space and a jack of your own. There’s no place like home, Toto.
Too bad you don’t have room for a dog. Luckily, guardian spirits don’t take up
space. At least you can call room service and order that Caviar for Edo, as well
as check the local news for his location. Don’t forget to edit your bill again.
Room service doesn’t deliver to deadbeats. Now step out for a breath of air, and
then go back in to pick up your merchandise. As long as you’re here, might as
well add to your cash flow by linking to WorldChess and buying a FULL
membership. Upload BattleChess and play TWO games. Stop. You'll lose on
the third and we want a healthy credit picture. Before you leave, link to PAX
and read the new messages on the BBS. Also, check the local news. Gee, you
made the papers.

Return to the Gentleman Loser and ask Shiva about the Guest Pass. Don’t
buy her Repair chip yet; you still need to conserve your resources. Despite its
review, your deck is serviceable. Your biggest problem at this point is finding a
higher Comlink. Go on over to Crazy Edo’s with the Caviar and swap him for
Comlink 2.0. Once you have it, continue east until you find the House of Pong
in a north alley. Enter and assure Nolan of your sincerity. Point out that 20
years is a bit too long, but you are willing to make a fool of yourself. Ask about
the Holy Joystick to send us on a sacred quest.

This mission is a piece of cake. Just backtrack to Metro Holografix and tell
Finn you need a scan. Ask him about the Joystick as soon as you can and buy
one. Return to Nolan and pick up Sophistry and Zen. Boy, did you get a good
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deal! Go a bit further east on the main drag and use your guest pass to enter the
Matrix Restaurant which is south of you. Don’t talk right away. Eavesdrop on
Osric and Emperor Norton first. What did I tell you? Events have taken a
sinister tum. When the conversation ends, ask about skill chips and buy all
three. Norton’s in the mood to share information, so add Black ICE, Matt
Shaw, Bosch, and AI to the chat. Don’t forget what I've told you. Install all
those new chips. You know, you could get to be something to look at with
enough hardware.

Return to your cubicle. You may run into one of Lonny Zone’s girls
decorating a lamppost. She’s a red herring, dressed appropriately, and doesn’t
do anything but waste your time. Walk on home and link the Panther Moderns.
Download Comlink 3.0 and read the BBS. Leave Modern Bob a message to
get the linkcodes you need. Bet he’ll respond before you even log off if you
look around first. Do your housekeeping before you leave your room. Old
warez only take up valuable deck space. Erase all lower versions of your
software.

Now, head up to Microsofts and ask Larry Moe about meeting the Panther
Moderns, but don’t pay that scum anything. Stick with me and we’ll get rid of
him. Buy CopTalk from him though. He’s the only way to get it. Install the
chip, and head west to Donut World, where you want to say whatever appears
in "brogue," or more correctly, "synth-brogue." Leave as soon as O’Reilly
repeats himself and travel directly to Julius Deane who’s one door south and
opposite to the Gentleman Loser. Listen to everything he says, but don’t buy
anything except the Cryptology upgrade. Decode the password that O’Reilly
gave you and head on up to the Gentleman Loser to use it. While you’re there,
ask Shiva about "Loser" and confirm another link. Logon to SEA to upgrade
Coptalk and get Comlink 4.0 and Sequencer. Also, use Fuji’s decoded
password and write down Larry Moe’s BAMA ID. Finally, call the Gentleman
Loser and gain additional linkcodes.

Back to Donut World with your upgraded CopTalk to get more info and
another password from O’Reilly. Check into your hotel and let’s deal with
Larry Moe. Link to the Tactical Police and edit any of the warrants to include
Larry Moe’s name and BAMA ID. My, aren’t you the clever one. Head for
Microsofts and look at who’s NOT there. What is there is an open door to the
Panthers meeting room, and an amazing creature called Lupus Yonderboy.
DON’T mention his looks. DO talk about Matt Shaw and "Bank." Write down
the account number he gives you and ask him for an Evasion chip. Install that
and you’ll get out of many a tight spot without a reload.

Tired of being poor yet? I am, so let’s go back to the hotel and make you
rich - oh, all right, semi-rich, but it’s the best I can do in this game! As a smart
cowboy, a couple of these passwords will probably have occurred to you already,
but Sequencer will get them if they haven’t. Link to "EastSeaBod" and use
Sequencer or enter "Long Island" to get Comlink 5.0. Read all messages and
then link to Hosaka and put yourself on their employee list. Link to Tozuku
using YAK and Yakuza, download Comlink 6.0 and upload it to Hosaka.
Richer already, and you haven’t gotten to the best part. By the way, did you note
that Tozuku had Blowtorch? Remember that. Call the Loser and get the
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encoded word for "Bank Gemein." Now call Bozobank. You MUST use
Sequencer here because there is NO password. Aren’t they sneaky? Open an
account and write your number down. Link to Bank Gemein with the decoded
password, "Verboten," (isn’t that cute?) and clean out the account number
Lupus gave you. Call back Bozobank and download 25,000 to your credit
chip. Leave the hotel and go to the High Tech District in the far eastern part of
the city. Tell the guard droid that you work for Hosaka to gain clearance. Save
just before you enter the Hosaka office. If you read my review, you know all
about the little glitch that’s here, and your Guardian Joegirl doesn’t want you
losing all your "hard-earned" cash. (If your backup copies crash at this juncture,
use the original disk for this next bit.) Enter Hosaka and pick up your weekly
salary - a whopping 10,000. You have arrived in the ranks of the affluent.

You are now rich enough, if you scrape together everything and maybe sell a
couple of body parts, to buy an Ono-Sendai. Don’t! Didn’t I tell you NEVER
to sell any parts. You only have a constitution of 2000 and you haven’t seen
what Tessier-Ashpool does to intruders. Besides, you need extra credits for skill
chips, warez and matrix time. If you remember the reviews of the top three
decks, you will recall that the Samurai Seven was rated as "possibly as good,
given time." Well, it IS just as good, and ideal for your pocketbook. You could
also buy a Ninja 5000, but I’'ve heard of a few backfires on those, so I'd be
suspicious. Asano’s is next door on the east to the House of Pong, and Asano
can be cajoled into really dropping prices if you talk about his rivalry with the
"other dealer" and then assure him that Crazy Edo is the lowest of the low.

At last! A Cyberspace Deck of your own, credits to spare, and some
answers to find on the Matrix. Before we go, you’ll need to be equipped. Buy
ICE Breaking and Debugging from Finn, Hardware Repair from Shiva, and
everything Julius Deane has to sell except Bargaining. That’s the only useless
chip in the game. (Maybe it worked for Dixie Flatline, but it never did for me.)
You can also ask him about Hardware and pick up the Gas Mask. You won’t
need it for a while, but this will save you a trip. Do lunch with Norton again
and have him upgrade your skills as far as they’ll go.

Back at the Cheap Hotel, check out any link you haven’t called, including
the IRS and the Psychologist (use "Babylon" as the password). The files of
both make interesting reading and give you an idea of what’s happening.
Download Blowtorch from Tozuku, and Hammer and Probe from the Loser.
Erase any duplicated or outdated warez and SAVE. Next stop - Cyberspace.

NEUROMANCER - PART 11

You made it to the Matrix, honey. There it is, spinning swirls of green
around gold and red databases. It’s a solitary kind of place, just the ICE and us.
Oh, and the AIs. Did I forget to mention them? You'll need to defeat every one
of them before you're through, and your stops in the "real world" from now on
will be brief. This is your home on the range, Cowboy, this measured grid with
treasures on its coordinates. Let’s get cracking.

To break ICE, you need to use a variety of warez. Always send Probe in
first to tell you the levels and the strength of the ICE, then hit it as often and as
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hard as you can with everything you’ve got. An injection of virus on the second
or third round is a good idea. Those really weaken them. Check the sector
number on your screen to make sure you’re in the right place. You should start
at the Cheap Hotel and work your way in a specific order. You have enough
ICE Breakers to crack the hotel and Regfellows, so fire away. Exit
Cyberspace and heal up after each successful entry, or you’ll be flatlined before
you know it. Build your constitution back up to 2000, debug all your damaged
warez, save, and then go back. If you do get flatlined (and you will), reload.
Chin’s fees are too steep for anybody!

Pick up ICE Breakers whenever and wherever you find them, except for
Blammo at CFM. It’s a killer, in your direction. Decoder, Blowtorch and
Hammer are good; Doorstop and Drill are better; and Concrete, Depthcharge
and Logic Bomb are the best. All viruses are just about created equal, but a
combination of different ones can do real damage within a few turns.
Thunderhead is a personal favorite of mine. Don’t run off yet, honey, there’s
one more thing to bear in mind. The first time you use a breaker it acts at full
force, so Hammer 3.0 makes a first hit at that level, but, when you use it again,
it acts as if it were at 2.0, and down with each hit until it’s no good at all. Don’t
stick to one thing, and don’t bother with incompatible warez. There are quite a
few, and they’re space wasters.

Ready? We're going to hit that ICE, raid those bases, and get to the bottom
of this. We are also going to run like blazes from the Als right now, so keep that
Evasion you bought from Lupus handy. That way you can build your skills and
avoid brain death. You don’t have to make a map either; just trust your
Guardian Joegirl.
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Sector 0 has the Cheap Hotel at 112,112; Panther Moderns at 224,112;
Asano Computing at 16,112; Consumer Review at 32,64; and Regfellows at
208,32. The two Als are Morphy at WorldChess and Chrome at the
Psychologist. Don’t take them on! Break the lower ICE, and leave. Once
you’ve broken them all, return to the "real world" and the Gentleman Loser.

Next is Sector 1, with the Loser at 416,64; SEA at 352,64; the IRS at
272,64; the Eastern Seaboard at 384,32; Copenhagen University (a nice place
to loot) at 320,32; Chiba Tactical Police at 288,112; Chiba City Justice at
416,112; and Tozuku at 480,80. The AlIs are Hal at NASA, 448,32, and
Sapphire at CFM, 352,112, If your ICE Breaking skill hasn’t risen to level
two when you’re through cracking, rebreak a few bases until it does. The ICE
in Sector 2 is tougher, and you need to be a higher level. Exit, debug and save
as usual, then head back to Hosaka.

Sector 2 has Hosaka itself at 144,160; Hitachi Biotech at 32,192; Fuji
Electric at 112,240, with only one AI, Greystoke, at Musabori, 208,208.
Python works well as a virus here and the ICE averages 260.

Now, we’ll take a little break and you can have some fun. Go to the space
dock at the end of the street opposite Julius Deane’s and buy a shuttle ticket,
NOT to Freeside, but to Zion Cluster. When you arrive, you’ll meet a
Rastafarian with a taste for a certain kind of music. Ask about "Banks" and
then "Gemeinschaft," and pay close attention to what "Aerol say." Use your
chip to play his music for him and he’ll also send you for a free trip on
Maelcum’s tug. Maelcum’s sort of a red herring, but he’s the most entertaining
know-nothing ever seen in a game.

Traveling the Marcus Garvey route is definitely the most enjoyable way to
Freeside, which isn’t exactly a fun place. The banks are here, and so is the
Straylight Villa, complete with the head of the family retainers. Talking with
him can be a real drain on your energies (check your constitution), so don’t
linger long. Go on down to the Bank of Berne, and convince the secretary that
you want to deposit a large amount. As soon as she leaves, duck into the
manager’s office and jack in.

Don’t start right off by hitting the Bank of Berne at 336,160 in Sector 3.
It’s protected by an AI named Gold. Try Screaming Fist at 464,160 instead. It
has good viruses and a little gem called Easy Rider, which allows you to reach
Gridpoint and lots of other places. Pick it up, and also break the Defense
Advanced Research projects at 336,240, and the Turing Registry at 432,240.
It has a list of almost all the AIs. Almost, but not quite, as you’ll find out.
Xaviera is the AI at the Free Sex Union, 288,208.

Use Easy Rider to cross over into Sector 4, which has no Als, Gridpoint at
160,320 (but no joyous reunions with lost friends), and SenseiNet at 48,320.
Get yourself a security pass and come on back down to the real world at
Hosaka. Go to SenseiNet’s Offices and use the pass to get a ROM Construct.
Dixie Flatline (B467839) is by far the best. When you aren’t using him to
repair hardware or debug softs, always keep him in monitor mode. That way
you’ve got two guardians. Lucky, aren’t you, Cowboy?

You now get to make a choice, between continuing to break ICE or starting
on a few Als. Either way will work, but the AI confrontation route will make
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you stronger when facing the heavy ICE, so I'd try it if I were you. Like the
ICE sectors, there’s a definite pecking order among Als, but it doesn’t match
sector order. Morphy will tell you that Chrome’s a wimp, but I found Hal the
easiest Al to defeat, while Greystoke was nearly as tough as Neuromancer.
After all, he thinks he’s Tarzan, and he knew I wasn’t Jane. You can get to him
easily by jacking in at Hosaka, but I’d avoid that mistake if I were you.

The method for fighting Als is always the same, and involves skill chips
instead of warez. Use Psychoanalysis as soon as the head appears. It will
report that AI’s particular weakness, which will be one of these four: Logic,
Phenomenology, Sophistry, or Philosophy. Hit the AI with his or her
weakness first and then repeat it every two or three turns. In between, use a
random combination of the others. This is very important! You must use all the
skills on each AI. The weakness alone will not do it, although it should be used
most frequently. When your ROM Construct warns you that your energy is
low, use Zen to renew a portion of your energy. The success of this use will
depend on your skill level, so build it up in every encounter. Defeating an Al
will raise all AI skills one level. I found Wintermuter and Chrome to be
easiest next to Hal, but this may vary for you. Probe will report an AI’s relative
strength, but a lot of the encounters involve luck and timing. Beyond doubt,
though, Neuromancer is the toughest, except for the last AI who . . . never
mind, we’ll get around to it.

Easy Rider will take you a lot of places, but, if you don’t want to be tracked
by "strange and deadly" forces, or run "blocking," you can always use the jacks.
Drop out of Cyberspace at the Bank of Berne and walk on down to
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Gemeinschaft. The security system is a real killer unless you quickly enter the
number Aerol gave you. That will let you use the jack in the vault to get onto
Sector 5. The Bank itself is at 304,320; Bell Europa, containing the excellent
Thunderhead 4.0, is at 394,288; the International Security Agency is at
448,320; Bank of Zurich is at 336,368; and Nihilist at 416,368 (depressing, but
LOVE that Python 5.0). There are no Als in this sector, so you might want to
detour and break into Tessier-Ashpool, 384,416 in Sector 7. Their Al,
Wintermuter, only has a strength of 12288, which makes him a relatively easy
target, so easy, in fact, that you could even confront him early in the game. Hey,
wait a minute, if Tessier-Ashpool isn’t behind this plot, who is? Good question,
honey, and one I asked myself many times. Gather your clues and start thinking.

Sliding into Sector 6 on Easy Rider will remind you of entering a
wasteland. There are only two places here, both with lots of goodies and both
with heavy duty Als. Dixie will probably agree with me that you should hit the
KGB at 112,416 first. Lucifer is a disagreeable sort, but, as Daniel Webster
knew, any devil likes a good logical argument. On the other hand, Sangfroid at
MAAS Biolabs at 112,480, blows phenomenally hot and cold. You have a lot to
gain by cracking MAAS. Turn off the security system and go on back to "real
time" at the Cheap Hotel or the Loser. Heal up and save. Endgame is near.

Where you’ll be wanting to go, no deck should take you, but a pair of
cybereyes can. They’re waiting at MAAS, where the door is now unlocked,
thanks to your clevemess on the grid. Hold it, honey, remember that Gas Mask
you picked up from Julius Deane? Now is the time to wear it, or you’'ll get all
choked up at the sight of the latest in technology - Cybereyes. Put them in and
you’re a human deck, more than a match for any A, and you’ll have to be. The
rest of Sector 7 - and more - await.

The rest of Sector 7 contains Phantom at 320,464, with an AI of the same
name. He’s unlisted, but of only medium strength, so you could choose to meet
him earlier. However, before you take on the last establishment at 432,464,
challenge Morphy at WorldChess, if he’s proved too tough, then ride to
Musabori in Sector 3 and explore Greystoke’s jungle. Come on back and enter
Allard Technology, home of the rulers of the future. Not a human in the bunch,
and they like it that way. Meet Neuromancer, the last and greatest of the Als,
or so you were led to believe. Except they never counted on a cowboy as strong
or determined as you, although there was one who never ruled you out, and here
he is now.

My, my, ain’t life a kick? One surprise after another. Look who’s here, in
person, the killer AT himself. Amazing what this new technology can do for skin
texture, and he’s certainly a sweet talking model. Still, underneath it all, he’s
just another AI - the biggest, the strongest, the meanest, but an AI none the less.
gse the same techniques you’ve always used. Dixie and I will be with you all

e way.

Over at last, and you're still here, unflatlined, no plastic parts. Look at that
Matrix. The colors are brighter than ever, and cowboys are free to travel again.
Even the grey over Chiba is less heavy, and the air smells cleaner. I knew you
could do it. Guess you don’t need me anymore, but I’ll see you around, honey,
never fear. Maybe at Gridpoint. Thanks to you, it’s a nice place to meet.
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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 are the Hidden Gems that make playing
your favorite adventure a little more enjoyable, especially when the going gets a
tad more difficult than you like. And so, we are pleased to drop several more
sparkling baubles into your pouch.

DragonStrike

When you use a secondary weapon, make sure your enemy is chasing close
behind. Fly through the cloud that your weapon produces and your adversaries
will be affected when they try to fly through it to get to you. Also, if you see
tents on the ground, try to land. Your dragon just might be hungry.

One of the advantages of saving after each mission is that if you suffer major
damage during a mission, you can always replay it. Sometimes you can sustain
less damage the next time. In other words, SAVE often. Rick Henly

Elvira, Mistress of the Dark

If you’ve been calling Accolade’s BBS hintline for help with Elvira, beware
the information you receive. Not all of it’s correct! (We have notified them of
several errors which have already been corrected.) Elvira’s missing Ring is not
in a cup in the living room as stated. It’s actually in the center of the Demon
Maze out behind the castle (mapping the Maze is an essential). You need this
Ring to open the secret passage in the Chapel. Also, the Gardener does not have
a Gold Key in his possession. What he has is a Silver Key hidden in a box of
seeds. Remove the seeds to reveal the Key. This Key unlocks the door to the

Herb Garden. The Gold Key, which you will need later, is attached to the
Falcon’s leg. Chuck Miller

Captive

At the start of the game, before you do anything, go to each droid and install
its droid chip. A brainless droid suffers from the Dan Quayle Syndrome: in
other words, it’s useless. Look closely at those walls. If you spot a wall with
white spheres along the bottom, push it (click on the forward arrow with the
right mouse button). If you see a wall with a "plug" on the bottom, click on the
plug with the left mouse button. Your pointer will become electrified! Try
shooting electric bolts down the corridors. Better yet, try going to the droid
screens and clicking on parts of the droids that are low on power to charge them
up. Finally, try holding a battery as you click on the plug. They’re rechargable!
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On the inventory screens, did you notice that computer icon across from the
droid chip? When you buy equipment to enhance the droids, try installing it on
this icon. And do you see those three little colored buttons? Click on them in
order for detailed readouts of your droids’ status. Zach Meston

The Immortal

This game is very difficult to complete if you are not a killer with a joystick.
However, simply knowing the solutions to some of the puzzles will go a long
way toward helping you complete the game (and reducing the amount of replay
necessary when you get killed repeatedly and have to restart a level). Level 1 is
pretty clear from the manual. Follow the map you found to help you get through
the trap rooms. Make sure to save a Fireball for the room where the torches are
out. Shoot it along the upper wall. When you get the Amulet, use it as
necessary, but don’t read it. You will die! By the way, don’t drink the water
either. You will need it on Level 2.

On the second level, barter with the merchant - twice. The second time he
will lower his price. In the room with the King and his guards, plant the spores
on the dirt and exit fast. Now go back in and approach the King. The end of
Level 2 poses you with a problem. You should have the Three Gems. Place the
gems as follows: one on the right of the triangle on the left, one on the left of the
triangle in the center and one in the center of the triangle on the right. Viola!

On Level 3, start by going down the right ladder. Take the Fireball Spell
from the chest and use it on the Troll. The Goblin will then unlock a door for
you. Take the dead Troll’s Ritual Knife. When you find a bottle on the floor,
leave it. It is useless and will only kill you if you drink from it. Having trouble
getting past the Spikes without becoming a shish kebab? Cover the monitor
screen with a sheet of clear plastic and use a marker to identify the locations of
the Spikes. Simple, eh? Also, you will have to drop a Troll Bomb for each
Troll. One will not do the trick on two Trolls standing near each other. These
are not all of the solutions for the first Three Levels of The Immortal, but these
should help get you started. Chuck Miller
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Adventurer’s Backpack -

Collected Artifacts From Throughout The Realms

~

Conquests of Camelot Hint Book Sierra On-Line $9.95

Are you tired of wandering around in the hot desert with nothing except your
faithful donkey and the denizens of the sands such as lizards and snakes
slithering about? Well, wander no more. Sierra has published their own hint
book, complete with maps, that contains a complete walkthrough from
beginning to end of game, as well as by item, character or place. I don’t think I
would have gotten through the entire game without this wonderful piece of help.

The hint book includes a red viewer for reading the blue text covered by red
splotches. This is good in that information you don’t want revealed won’t be
until you need it. However, this could be quite troublesome for those with
vision problems. If you are like me and you need that extra help in tight spots,
Sierra’s Conquests of Camelot Hint Book is a winner. Millie Miller

Deja Vu II - The Hint Book ICOM Simulations $5.00

Hints, hints. . .oh, how I love those hints. ICOM Simulations put out a great
little help for Deja Vu II. I know this is an older game, but there are a lot of
people out there with older, unfinished adventures collecting dust on their
shelves because they got stumped. Well, there is help for the weary.

ICOM presented their hints in such a way that not every detail is revealed in
one glance. Hints are organized by questions for each location with answers to
those questions in sections A, B and C. Each section gives a more complete
answer to the question at hand. This does make for some jumping around from
questions to answers, but allows you to choose the degree of assistance you
want. If you're one of those desperate detectives that have never completed
Deja Vu II, this is a must-have. Millie Miller

Amiga Games Guide TGFM Publishing $20.00 (Six Issues)

If you long for Amiga gaming news in general, and Amiga arcade and
European imports in particular, you may want to check out the Amiga Games
Guide. Published bimonthly and edited by Zach Meston, this gaming newsletter
out of Hawaii focuses on the worldwide Amiga games scene and provides
capsule reviews of numerous games each issue. The style is lighthearted and
Zach pulls no punches with his reviews. If a game stinks, he says so, plainly. In
fact, you can get a taste of Zach’s style in this issue of Enchanted Realms. Just
check out our new adventure game import section, Distant Lands. The Amiga
Games Guide is available from Amiga Games Guide, P.O. Box 11945,
Lahaina, HI 96761. Chuck Miller
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Adventurers’ Guild
The Adventurers’ Outfitter For Tools Of The Trade

——

In the Adventurers’ Guild, we offer only select programs and helps for the
Amiga adventurer. Here you will find products judged to stand above the rest in
quality and value. We also have numerous adventure game demos now available
so that you can check out a game before spending your hard earned dollars on it.

Each purchase of freely distributable software will contribute towards
earning Notes Of The Realms which you can use to extend your subscription.
For every three items you purchase (multi-disk sets count as one item), 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, that’s OK. We will credit them to your account when you
become one. Thanks for your support of Enchanted Realms!

Freely Distributable Software

Adventures & Helps Cost
Dungeon Master Resources - Maps, Spell Chart & More $3.00
Hacklite - A Good Role-Play Adventure $3.00
MechForce - A PD BattleTech Clone $3.00
Moria 3.0 - The Best PD Role-Play Adventure $3.00
Star Trek (2 Disk Set) - By Jimbo Barber $5.00
Star Trek (2 Disk Set) - By Tobias Richter (New) $5.00
Adventure Demos Cost
Dragon Lord $3.00
Dungeon Master $3.00
Future Wars $3.00
It Came From The Desert $3.00
James Bond: The STEALTH Affair $3.00

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. PLEASE NOTE: There is a $3.00 shipping and handling
charge per order. Thanks for stopping by the Guild.

(z Enjoy The Adventure Experience! %L
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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-fi 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 adventure 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. Submissions should be made in Amiga Super
Bit-Map and Hi-res Bit-Map format, black and white or 16 color
grayscale. Color illustrations may be submitted as well, but will

~ be converted to grayscale for publication. Illustrations 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 format. Please do not use any special
formatting codes. Games and editors should be accessable from
Workbench. Additionally, all materials submitted must be the
original work of the individual making the submission.

Enchanted Realms™ is not responsible for unsolicited materials

| received and reserves the right to reject any submission.

Software Piracy Is Theft

Please be a responsible user and
support the Amiga community.
Don'’t pirate software!
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