








































What this means to Cadaver is that whenever you die, the game has to 
access the disk to load in Castle information. Even if you died on the very first 
screen. It's so long that it might as well be a warm reboot! I can't say I truly 
understand why this occurs, but it must have something to do with the disk 
compression techniques that the Bitmap Brothers seem to have used in the game. 
Once you start making more progress into the game, this becomes less of a 
nuisance, but at the beginning when you're dying every time you blink, this is 
very annoying. Also, the disk is copy-protected and not hard disk installable, 
adding to the annoyance. 

Another drag is the constant disk-swapping when you save or load a game. 
Cadaver doesn't recognize a second disk drive; everything happens in the 
internal drive. This problem is more annoying than the first one, since you'll be 
saving your game constantly in case you kick the bucket. In which case, you'll 
still have to sit through disk access while the level reloads. Is that a Catch-22 or 
what? 

The final, and smallest, nit-pick is about Karadoc himself. When he takes 
damage, does he grunt or groan? No. Instead, a near-microscopic bar graph 
starts shrinking to show you that Karadoc is eating it. It took me a long time to 
figure out why I couldn't walk across water; it turns out the water was deadly, so 
Karadoc would be drained of his energy in about two seconds. Of course, I 
couldn't tell, so I tried crossing again and again and again. Not too bright. If 
Karadoc could come out of the screen, he would've chopped me off at the 
knees! 

So, Like, Is It Any Good Or What? 
Cadaver's got a lot of annoying features, but its gameplay redeems it. 

Exploring the Castle is just plain fun, and figuring out the puzzles within each 
room can be frustratingly enjoyable. Cadaver has enough arcade action so that 
those adventurers who dislike joysticks should beware, but the action never 
reaches ridiculous levels of difficulty. 

If I had to compare this game to The Immortal (which I'm going to do, 
since they're alike in many ways), I'd say that The Immortal is a more polished 
game, but Cadaver is more of an adventure game, and it has more to see and do 
than The Immortal. 
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THE CREATOR 
Reviewed By Art Skiles 

A New Creation 
The Amiga is notoriously difficult to program, often requiring C or assembly 

language to harness its graphics and audio power. Unfortunately, these 
languages rely more on algorithms than a robust command set, thus leaving 
many neophyte programmers in the dark. Now, thanks to Mandarin Software's 
AMOS: The Creator, anyone can create professional results. 

AMOS Basic, based upon the popular STOS language for the Atari ST, is a 
dedicated games creation system with over 500 commands. The version 
reviewed here contains three disks, a 300 page manual and a separate handy 
index. None of the disks are copy-protected and install easily on a hard disk 
with the included install program. The Program disk holds the basic interpreter 
with built-in editor, help files, examples and many useful utilities written in 
AMOS. The Extras disk contains 600 sprite images, source code so the 
advanced user can write extensions to AMOS and yet more utility programs. 
The remaining Data disk contains several example games (arcade, graphic 
adventure and educational) written with AMOS. The manual, aside from typos, 
is well written with short examples you can enter and references to larger 
examples on disk. 

The AMOS built-in editor, while a bit unorthodox by Amiga standards, is 
easy to use and configure to your liking. Instead of pull-down menus, a window 
along the top of the screen shows available commands. Each may be selected 
with the left mouse button or activated with a keyboard equivalent. The right 
mouse button toggles between menus. An information line directly beneath 
shows cursor position, typing mode and memory usage. All the usual 
commands you would expect to find in an editor are present, along with support 
for keyboard macros, multiple programs in memory, help accessories, the ability 
to condense long procedures to a single line for improved readability and a lock 
utility to keep out prying eyes. The only area for improvement is the file 
requester which bypasses Intuition resulting in sluggish gadget and mouse 
response. Pressing the ESC key enters direct mode on a separate screen where 
you can type almost any command directly and see its result. 
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Variable Conditions 
As with most modem languages, AMOS includes a full complement of 

variable types, string functions and control structures. You may define local, 
shared or global variables and constants may be entered using binary or 
hexadecimal notation or manipulated with a full set of bitwise operators. 
Subroutines or procedures can be called at regular intervals with an 
ON .. .EVERY statement or terminated with a POP statement without destroying 
the stack. Even the creation of local data statements is allowed. Arithmetic 
operations include INC (increment), DEC (decrement) and ADD (a fast addition 
command). String and array operations include FLIP$ (to reverse a string), 
SORT and MATCH (search a string). The image and music data required by an 
AMOS program is kept in special memory banks rather than data statements or 
separate files on disk and is saved along with your program. This is an effective 
method as utility programs, like the sprite editor, can access the same data your 
program will use. 

AMOS' text and windowing features are exceptionally strong. Commands 
like INVERSE ON/OFF, SHADE ON/OFF, UNDER ON/OFF and WRITING 
make it easy to change the appearance of text. Disk and ROM fonts are fully 
supported with any attribute or mode. Advanced text commands like ZONE$ 
and BORDER$ allow you to create on-screen menus and dialogue boxes. The 
windowing commands function much like the windows everyone has seen in 
Workbench with the ability to move, size and change fonts under program 
control. The menu commands are absolutely the best of any language I've seen. 
Menus with up to eight levels are possible and may be positioned anywhere on 
the screen with any combination of colors and style. You can even include 
sprites or bobs to produce animated menus. Mouse and joystick reading are 
greatly simplified MOUSE KEY, MOUSE CLICK, =X MOUSE and = Y 
MOUSE return mouse status, while =JOY, =JLEFT, =JRIGHT, =JUP, =JDOWN 
and =FIRE return joystick values. 
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Visual And Aural Delights 
The Amiga is capable of displaying some amazing graphics and it is in this 

area that AMOS shines. There's a set of commands for drawing rectangles, 
circles, ellipses and polygons. Screens can be created in any graphics mode 
(except interlaced) including HAM, Extra Halfbrite and Dual Playfield. Once 
you have defined a screen it can be loaded with or saved as an IFF image, 
copied, positioned, scrolled or hidden from view. It's quite easy to design a 
large picture in DeluxePaint, load it into AMOS and scroll it around. DEF 
SCROLL allows you to define up to 16 different scrolling zones, each associated 
with a specific scrolling operation. Special effects include APPEAR (fade 
between two screens}, FADE, FLASH, SHIFT UP/DOWN (color cycling), SET 
RAINBOW (define a rainbow effect) and ZOOM (magnify a section of the 
screen). Advanced users will appreciate commands like WAIT VBL (wait for a 
vertical blank) and COPPER ON/OFF, COP MOVE, COP WAIT and COP 
LOGIC to define custom copper lists. There are also commands to call DOS, 
EXEC, Graphics and Intuition routines directly and include your own assembly 
language routines. 

AMOS Basic provides complete control over the Amiga's sprites and bobs. 
Although the Amiga provides only eight hardware sprites, it's possible to display 
64 computed sprites managed entirely by AMOS. If you should design an 
image larger than a single sprite, more sprites are automatically allocated and 
positioned to hold it. Sprite commands include SPRITE (display a hardware 
sprite}, GET SPRITE PALETTE (load sprite palette), SPRITE UPDATE (control 
movements}, =X SPRITE (get X coordinate), =Y SPRITE (get Y coordinate), 
GET SPRITE (load a section of the screen into the sprite bank) and =I SPRITE 
(return image of sprite). Bobs, controlled by the Amiga's Blitter chip, have even 
greater support with commands like BOB (draw a blitter object), DOUBLE 
BUFFER (tum on double buffering), SET BOB (set drawing mode}, NO MASK 
(remove blitter mask) and AUTOBACK (automatic screen copying with double 
buffering). As with sprites, there are commands to return X and Y coordinates 
and current bob image. A MAKE MASK command is available to create masks 
around images in the sprite bank for collision detection. Collisions are detected 
with SPRITE COL, BOB COL, SPRITEBOB COL and BOBSPRITE COL. 
After a collision detection instruction, a special array named COL can be 
examined to determine exactly which objects have collided. 
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Both sprite and bob movements can be automated with the AMOS 
Animation Language (AMAL). AMAL animations are defined inside AMOS 
Basic as strings. These strings are then assigned to one of sixty-four AMAL 
channels for execution without slowing your Basic program. An AMAL 
accessory is also provided so movements can be designed with the mouse and 
loaded into a memory bank for execution by a Play instruction. By itself, 
AMAL could easily fill another manual and is a strong selling point. 

The sound capabilities are just as impressive. There are built-in BOOM, 
SHOOT and BELL sound effects. Samples can be played with SAM PLAY 
(play a sample AMOS memory bank), SAM RAW (play raw sample) and SAM 
LOOP (repeat sample) commands. The music system allows you to easily add a 
backing track to your games. Music commands include MUSIC (play a piece of 
music), MUSIC STOP (stop a single section of music), MUSIC OFF, TEMPO, 
MVOLUME (set music volume) and VOICE (activate one or more voices). 
Utility programs are provided to convert SONIX, SOUNDTRACKER or GMC 
for automatic playback, though I have yet to successfully convert any of the 
SONIX scores I have. There are also commands for envelop and wavefonn 
control. 

Some of the utilities include a configuration program to tailor the AMOS 
environment, sprite grabber to grab sprites out of IFF pictures, map editor to 
build screens from a set of images, menu editor, sprite editor, AMAL editor, 
AMAL monitor for debugging AMAL code and keyboard definer. Also 
provided is RAMOS, a public domain run-only version of AMOS for 
distribution purposes. 

Basic Conclusions 
Believe it or not, I've only scratched the surface of AMOS: The Creator. 

Author Francois Lionet is to be commended for a tremendous effort. While 
beginners might find the array of options available in AMOS overpowering at 
first, veteran Basic programmers are certainly in for a treat. 

[Editor's Note: The version of AMOS reviewed here, Version 1.2, is about to be 
replaced with a newer FULLY NTSC compatible version. Make sure that you 
receive the latest update, Version 1.22 or higher.] 
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Night Hunter 
Reviewed By Rick Henly 

OK, so you 're tired of typing in text and using the mouse to click on objects 
during adventure games. You long to be something more than just another pretty 
face in the adventure world. Well, here's your chance. However, be forewarned. 
There's a lot at "stake"! 

UbiSoft Entertainment lets YOU become a vampire. In the person of Count 
Dracula, your goal on each level is to locate eight objects in order to acquire a 
holy medallion. After procuring the medallion, you must look for and enter a 
magic door which advances you to the next level. The only problem is that the 
townspeople have been alerted to your presence by Professor VonHelsing, that 
famous vampire-killer. During your quest, you will have to change into a bat or 
a werewolf to escape their wrath. 

This action adventure is not easy. As soon as you collect the last article, 
VonHelsing immediately appears and dogs your every step while hurling stakes 
at you (not porterhouse, either). One hit from one of VonHelsing's oversized 
toothpicks and you ' re done. In addition, the townspeople will try to throw holy 
water on you, stuff a crucifix in your face and shoot arrows through your chest. 
Oh, you have to avoid sunlight too. It doesn ' t stay night forever. All this is not 
an easy task, even for Count Dracula. 

Night Hunter, with its good graphics and interesting gameplay, will provide 
a fun intennission during more traditional adventure gaming. The only 
requirements are an Amiga, 512K of memory and a joystick. You ' ll have to 
supply your own hand-eye coordination! 

Duck Tales: The Quest for Gold 
Reviewed By Michael J. Ballenger 

Flintheart Glomgold has challenged Scrooge McDuck to a contest. Whoever 
can collect the most money in thirty days will become Dime Magazine's Duck 
of the Year. Players take the role of Scrooge, Donald and his nephews in an 
effort to win the contest by traveling all over the world in search of treasures. At 
the end of thirty days game time, you return to the Isle of Macaroon to weigh 
your money against Glomgold's. May the better duck win! 

My children did the primary play testing for me. Michael is almost eleven 
years old and his sister, Jennifer, is eight. Although I found much in the game 
that was amusing, it is not a game for adults. My review is weighted heavily 
upon my children 's opinions. 
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The game seems to take between 20 minutes and one hour to play (probably 
based on how often the kids paused to go get snacks). Generally, they played 
the game two or three times in a row before tiring of it 

The first time you enter the control room, you must enter a secret code (a 
simple password protection). Both my children found this acceptable. If the 
correct symbols are entered, a world map marked with locations of treasures 
appears. Just decide where to go and take off. 

My children liked the game, and I admit to playing it some. Their biggest 
complaint (and I have to agree) is extended disk access before each sequence or 
new animation. Children familiar with the instant load time of game consoles 
like the Nintendo Entertainment System may have problems with waiting 
patiently for the next phase of the game. 

Not a quest in the traditional sense, Duck Tales: The Quest for Gold is a 
fine puzzle-based action adventure for youngsters just learning about games 
with a deeper objective than "if it moves, shoot it." 

Spellbound 
Reviewed By Rick Henly 

And you thought it was going to be easy becoming a warlock like your 
master, Poinat the Wizzo. You, Sortice, and your twin brother, Cerorapp, were 
learning a few magic spells to become more adept in your art when, all of a 
sudden, a green vapour oozed under the door in the cellar and took shape as 
Krookose, Poinat's step brother. With a wave of his hand he shrunk Poinat and 
disappeared with him in a puff of smoke. They did leave a clue, though. A 
small bit of earth only found past the Gateway to Hell! 

Psygnosis, under the Psyclapse label, has put together a scrolling action 
adventure in SpelJbound. You begin your quest in the Forbidden Marshlands, 
with the levels becoming increasingly more difficult as you go. The object is to 
reach the Gateway to Hell, find Poinat and rescue him. 

This game should be played cooperatively by two people. One player 
doesn't get very far alone. There are spells to use on enemies or barricades. 
Keys must be found and used on locked chests that contain objects which 
increase your lifeforce or manna (ability to cast spells), or enable you to destroy 
walls. Selecting spells is accomplished with the function keys, while movement 
and using weapons are joystick functions. 

Spellbound is designed for an Amiga with a minimum of 512K RAM. I did 
find some problems trying to run this program on differently configured 
systems. The other problem I encountered was the lack of music and sound 
effects during the game and the absence of the traditional great intro as in other 
Psygnosis titles. Overall, I was disappointed with SpelJbound. It did have good 
graphics, but was hard to play solo. If you 're used to playing an adventure with 
limited arcade sequences, then you probably won't like Spellbound. However, 
if you have a friend that enjoys arcade games, give it a try. You might grow up 
and become a warlock after all! 
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By Eric Penn 

The main goal of killing the Beast-mage Zelek is comprised of three 
sub-quests, the first two of which can be completed in any order. Some will 
contest that this game is impossible without the CHEAT MODE, which is 
explained in this text; but as of this writing, I was able to successfully get as far 
as the Keep without using it. I do think that it would be difficult to win the 
game without the cheat, but not impossible. There are many times during the 
game when you MUST accomplish a task or you will be unable to complete the 
game. These tasks are signified by a double exclamation point(!!) in the text. 

KILLING THE DRAGON 

Westward 
If you begin by traveling left, you will come to a forest where you must 

dodge grenade-hurling tree spirits. Past the forest is the river of piranhas. Then 
comes ... 

The Rescue 
Jump and hit the imp trying to capture the guard sitting on the stump. Take 

care not to kill the guard; he has valuable information for you!! After you nuke 
the imp, the guard will tell you his life story. You can chat with him for a while 
if you want. He has quite a bit to say, but be sure to ask him about 1RAPS, 
PROTECTION or the SWITCH!! He will tell you that he has heard something 
about an upper or lower switch. This changes in each play session, so you need 
to ask him each time. Write down what he says. Past him is ... 

The Pit And The Block 
If you move quickly, you should be able to get to the first left-hand side 

passage without getting hit. Start down this passage cautiously. An imp will fly 
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out at head level. Duck under him and go back to the rope. The imp will be 
sawing through the rope with his knife. You must kill the imp before he breaks 
the rope!! Go back to the left. A large guy will be pushing a spiked block 
towards you. Let him push it almost all the way to the edge (about 1.5 inches on 
your screen). You can hit him without getting hit if you time it -just- right. It 
takes three hits to kill him and get past the block. Beyond are ... 

The Ceiling Traps 
The first two traps are obvious: two hinged doors in the ceiling that open and 

drop a block on you. You can jump over the first one, but must break through 
the second. Again, timing is essential. It can be done without getting hit at all. 
Then comes ... 

The Incline And The Cliff 
Starting up the incline, the disk will load briefly. This is as far as you can 

safely move without triggering the next trap. As soon as you take a single step, 
an imp will fly out and an endless supply of spiked blocks will begin sliding 
down the hillside at you. Jump up and to the left, and run -past- the imp. This 
stops the endless flow of blocks and prevents the imp from hitting you. Kill the 
imp and retrieve the key that he produces!! At the top of the incline, you will 
see the trap mechanism. It will bring the last block over to you. If you are 
standing at the very top of the incline, where the ground just starts to slope, you 
can duck under it safely. Past the machinery, you come to a small cliff. There is 
an imp just past it that you cannot kill. As soon as you fall onto the lever, jump 
to the left and the imp will fly under you. Climb the rope to the top and jump 
right. Use the key to unlock the door. Past it are ... 

The Switches 
As you walk up the gentle slope here, you will trigger a block that falls from 

the ceiling. Go slowly and it will fall in front of you, harmlessly. Hit it a few 
times and it will be destroyed. This trap takes a long time to reload, so it is safe 
to pass. Out on a wooded plank over an Acid Bath there are two switches. Hit 
the one that you were told earlier by the guard!! If you hit the wrong one, you 
CANNOT WIN and must RESTART the game. If you hit the correct one, the 
cage will lower. Get in; it takes you up to ... 

The Keep 
Run quickly to the right. Jump over the pit, being careful to -not- fall in! If 

you fall into the pit, the imp will awaken and raise the chain trapping you in the 
pit forever. Continue to the right and go down the stair-steps. Get the wooden 
key off the table. Go back up the steps and climb the right-most chain. Climb to 
the top and jump off to the right. There is a heal potion (glug, glug) here and a 
chest. Hit the chest and collect all six coins!! Go back to the pit. Climb down 
the chain until your feet are just above the bottom. Jump off the chain to the left. 
You want to end up -in- the pit, but without disturbing the imp!! Choose the key 
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as your active weapon. Face towards the caged dog-creature and press the fire 
button. The door will open, releasing the dog-thing inside. Quickly jump back 
up onto the chain. Climb up and move about two inches to the left of the chain. 
Wait about one second, then jump into the pit Crouch and quickly hit the 
LOWER switch (the upper one raises the chain) and jump back out to safety!! 
Speed is of the essence here. Go back to the cage and go down to exit the keep. 
Next up is ... 

The Crane Puzzle 
Continue back down the rope. Go to the right until you come to a set of 

three levers. These are the controls for the crane. Use the crane to lift the rock 
over the acid pool and -drop- it onto the opposite side!! Jump back and push the 
small stone to the lever. Climb the rope until you are even with the cage. Jump 
right. You should land on the lever, flinging the stone into the air. Quickly 
move to the lower cage and get in. It will lift you up to ... 

Ishran The Dragon 
This is pretty straight forward. Either you got it or you don't. Kill the 

Dragon. Hit the moving sack a few times and the first guard's friend will come 
out!! He'll tell you the password to get in to see Barloom. The password 
changes from game to game so you need to do all of this each time. Now, go 
see ... 

Barloom The Dragon 
Barloom is a nice guy. Go back to the pit and climb down the rope to the 

bottom. Jump off to the right. To the left is the Karamoon Oasis, but that's part 
of another quest. You will come to a pit; jump in. If you don't hesitate and just 
run right through this part, you can do it without getting hit. Go down as 
quickly as possible. You will come to a gate. Type in the password and it will 
raise. To the right is another health potion (glug, glug) and another chest. 
Collect all six coins for a total of twelve!! Climb up the rope and see Barloom. 
He will give you a parchment and instructions to go see the old man in the forest 
(who has his own set of problems). 

RESCUING THE RING 

Eastward 
If you go right from the start, you will come upon the pygmie forest. The 

first pygmie you meet will warn you not to enter. You can discuss the land 
("Karamoon") or ask him about any of the characters in the game. He is friendly 
enough, but doesn't know very much. He does, however, know about the cheat 
mode. Ask him about "TEN PINTS" and you will be invulnerable. As a down 
side to this, if you get trapped in a pit or fail to complete any necessary task, you 
cannot win. You will be forced to REBOOT. And believe me, watching that 
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opening animation 25 times is no fun. Go through the forest. When you reach 
the far side, run, don ' t walk, to ... 

The Axe 
Move to the right as quickly as possible. Jump onto the raised portion of 

land by the rope. Jump up, left and up the steps as quickly as possible. You may 
get hit once or twice, but you will be saving more than you lose. At the top is a 
baddie, spewing out green blobs. Ignore him for the moment. Run to the left to 
the chest. Hit it and collect all six coins!! If you stay to the left and duck down, 
you will be safe from the baddie and his blobs. Kill him and he will produce the 
axe!! Climb the rope. Jump left, then up to the right. Break the root. Past is 
another heal potion (glug, glug) and another chest. Get all six coins!! You 
should have a total of 24 now. In addition to the axe, you will need ... 

The Mead 
Back over where Barloom lives, but to the left, is the Karamoon Oasis and 

an inn. On the way you will encounter two very large enemies. The best way to 
defeat the first one is to move towards him. He will retreat until you can push 
him into the acid. The second one is handled similarly. Run -past- him. He will 
follow you. Stop short of the acid pool and as he passes, push him in. You 
should have picked up a potion (glug, glug) and passed a chest. Go back and 
collect all six of the coins!! Enter the inn and go to the right. Get the mead!! 
You now have everything you need to survive ... 

The Caverns 
Back through the pygmie forest, but before you reach the rope, there is a 

small piece of grass that appears to be hollow underneath. It is. Jump on this 
spot as high as you can without moving onto the rock above you. It takes 
several tries to get it right. Go down and "Insert Disk One." Getting past the 
drops, the water and the crystals is an exercise that's left to your joystick timing 
skills. If you press fire just as you begin your jump, you will break the crystal 
spears before they hit you. You will find, along the way, a heal potion (glug, 
glug) and a chest. Collect all six coins!! You should have 36 coins at this point. 
If you don ' t, you will be unable to complete the game. Next is ... 

The Goblin's Cave 
Ready the axe. When you come to the bridge, don't stop. Run to the left 

and right onto the drawbridge. Jump and throw your axe at the drawbridge 
winder, not the guy opposite you!! As soon as you kill the winder, turn and nail 
the two goblins above you. You will take a few hits here. Ready your mace 
now and hit the door until it opens. You don't have enough time to break 
through unless you kill the winder. If you end up in the sewers you must 
RESTART. There's no way out! Enter the goblin's cave. Climb the first chain 
you come to and hit the switch. Quickly run to the right as far as you can, 
crouch, hit the second switch and then run back!! You should be able to make it 
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without getting hit a single time by the spikes. Climb down the second chain. 
Jump off and to the right. Get the key!! Fight to the left. You will get captured 
and locked into a prison cell. Offer the mead to the goblin guard. He will pass 
out. Break down the door with your mace. Kill the guard and he produces a 
second key. Climb the chain to the top. You can kill the goblin without jumping 
off the chain. Climb down the chain to the first passage. Unlock the door with 
one of the keys. Go back up the chain, jump off to the left and rescue the ring!! 
Jump to the right of the chain where the prisoner is trying to open the door. 
Unlock the door. If the prisoner runs slightly ahead of you, he will trigger the 
spikes and you will be able to escape unhurt. Exit the cave, "Insert Disk Two," 
and go on to ... 

The Waterfall 
Once above ground again, go right. Climb down the rope and jump onto the 

rocks. If you fall off the rocks, you will have a single chance to survive. But, if 
you miss or if your health is too low.... Jump from rock to rock, going right. A 
sea creature will appear. Kill it. You will see what appear to be two rocks next 
to each other. One is a monster. Jump onto the furthest one. Once you jump 
onto the rope, you need to go right as fast as possible. Climb the rope, jump 
right and run to the next rope. Jump right off of it to the right and run until the 
disk loads. You are just before ... 

The Bridge 
Cross the bridge and you come to a huge guy with a sword. Get close to 

him, but don't attack!! He will rush up to you to hit you. When he does this, 
back away to safety. Repeat this feinting maneuver until he falls through the 
center section of the bridge!! The hole he creates is the passage to the third 
sub-quest. For now, jump over it and continue to the right until you find ... 

The Old Man 
Give the old man his ring!! He will thank you. If you have already killed 

the dragon, give the old man the parchment!! If not, go kill the dragon. The old 
man will create a spell that is the only effective weapon against Zelek. If you 
ask him, he will tell you that Zelek is across the eastern sea, but not how to 
cross. This was the hardest puzzle in the game and took almost three days to 
figure out. 

KILLING ZELEK 

Under The Bridge 
Back at the bridge, jump into the hole. You will only have one way to go, 

but it will be slow going due to SWARMS of little dragonettes. A quick fire 
joystick and the spell are necessary here. Go to the right, off the cliff. Go back 
to the left and there is a heal potion (glug, glug). Go back right. Climb down 
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the rope. At this point, you will have to fall into the acid. Jump out as quickly 
as possible to the right. The swarms of dragonettes will cease. Climb back up 
the rope and jump to the right. Get the horn!! Now head back down and go talk 
to the snail. Ask him about "KARAMOON;" and, if you have collected all the 
gold, he will send you back home!! If you don't have the gold, then you are 
stuck and have to restart. He will send you back to the old man's home. On to 
the ... 

East 
You must fight past two big axe-hurling bad guys here. If you can get past 

these two without the cheat, you're a better player than I.... The spell seems to 
have no effect against them. Past them is ... 

The Swamp 
Again, ready the spell and use that quick-fire. You will be assailed by a 

horde of frogs. Continue east until you reach ... 

The Sea 
Use the horn!! When a beast appears, ride it to the far shore!! Enter ... 

Zelek's Castle 
Just go right to find Zelek. He has a large array of weapons, many of which 

are quite a surprise if you aren't expecting them. The spell (along with that old 
quick-fire) will finish him off pretty quick. Once you kill him, wait a few 
seconds .... 
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CONGRATULATIONS! 

YOUR SISTER IS SAFE 
AND WITH ZELEK SLAIN 

LIFE IN KARAMOON 
CAN RETURN TO NORMAL 

BUT WHERE IS 
MALETOTH? 
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Here are our requisite Hidden Gems, designed to bring a sparkle to the eyes 
of many a weary adventurer. Just open your pouch and we'll drop them in! 

James Bond: The STEALTH Affair 
When you first arrive at the Airport, go to the Newspaper Machine, TAKE 

the Coin from the return and OPERATE it on the Coin Slot. EXAMINE the 
Newspaper. It will tell you indirectly what Passport to forge. Go into the 
Restroom, OPERATE your Briefcase and TAKE the Money from inside your 
Passport, but leave the Passport in the Case. OPERATE the Calculator to open 
the Secret Compartment. Now, forge the appropriate Passport. Also TAKE the 
Pen. It is crucial to finishing the game! Without it, you will have to start the 
adventure over again. After you retrieve the correct Luggage from the Western 
Terminal, proceed to the Restroom there and OPERATE the Razor Cable on the 
Outlet. Again, this is vital! If you miss this step, you will reach a dead end and 
be unable to finish the game. In addition, get the Bracelet from the man on the 
Beach. Yes, that's right. Without it you can't... Chuck MilJer 

Captive 
Just what in the heck do the Dice do? How do I use those weird Plug things 

on the walls? How do I use Weapons? How do I PLAY?!? 
A typical Captive player's lament. So here's some help for you. I'll 

document as many things as we've managed to find out (but with a game this 
big, we probably haven't touched on very much). Good luck! 

Dice - The Dice are used when you're in front of a Combination Door. Place 
them in a droid's hand and click on it with the right mouse button. It will show 
you the first switch to hit. Right-click again and again until you've got the 
entire combination. Note: they don't work on the Entrance Door to each 
dungeon. 
Doors - Lure your enemies underneath an Open Door, and then close it on them 
to really do some damage (this is a carryover technique from the classic 
adventure, Dungeon Master). 
Generators - To blow up the Generators, face them and throw Dynamite. If you 
hear a click, you've done it right. The Generators are going to blow real soon! 
Run for your ship! 
Hydrants - When you turn on a Hydrant, it floods (and makes visible) any area 
in darkness. It also freezes any Mechanical Enemies (although they can still 
turn to attack you). 
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Probes - Use a Probe when you're on the Ship and it will enter the Ship 's Map 
and fly to a planet. This planet is where you should go next. 
Shopkeepers - Sell all your Passwords and Maps when you 're totally done on a 
planet for lots of extra dough. Don't buy cheap Batteries. You can ' t sell them 
back, and the weaker ones are almost useless. 
Statistics - To access (and thereby increase) a droid's stats, click on the Colored 
Bar above his/her/its Monitor. If you've equipped an item and it has a red "S" 
on it, you can't use it until the stats that apply to using that item are increased. 
Walls - Some Walls have Plugs. Point and click on the Plug to electrify your 
pointer. Now you can shoot Electric Bolts at your enemies. Click on the Chest 
of a droid to recharge him, but not on any other body part or it'll blow up! Also, 
try holding a Battery as you click on the Plug to recharge the Battery. Three 
clicks will do. Some Walls have Round White Spheres on the bottom. These 
Walls can be pushed by clicking on the forward arrow with the right mouse 
button. Only click once - more will usually screw you up beyond repair. 
Weapons - If you buy multiple amounts of Mines or Balls for your characters, 
they will reload automatically during battle. Zach Meston 

Chaos Strikes Back 
When first beginning the game, step off the Trigger Pad that generates the 

worms and DON'T step on it again. You don't need to use that door. After 
killing the worms (use high power Fireballs), examine the walls very carefully. 
You will find an Invisible Wall leading to some Annor. Next, get all the items in 
the Main Room. When finished, place a Torch in the empty Torch Hanger. This 
will reveal a Secret Passage that bypasses the door and the worm generator. 
BTW, don't bother with the Ful and Ven Bombs in the Main Room. Get the 
possessions from the other compartments, especially the Rope! Chuck Miller 

Dragon Lord 
Cast the first spell on a dragon to max out its stats (making it invulnerable) 

and the second on a town to watch population explosion at work. Zach Meston 

Dragon Spell 
3 X Arolig, normal and heat, one-third condensed 
2 X Rasgon, grind and heat 
2 X Churl, normal and heat 
2 X Mionacal, grind and condense 
7 X Haloras, cut and condense 
7 X Igele, normal and heat 
2 X Churl, normal and heat 

Town Spell 
3 X Tius, normal and heat 
4 X Churl, normal and heat 
2 X Acrus, grind and condense 
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Might & Magic II Character Editor Gosselin $19.95 
Tued of dying in the land of CRON? Would you rather spend time exploring 

than rebuilding or restoring your party? Then step right up and edit away. 
Gosselin Computer consultants has a character editor designed to make CRON a 
more "livable" place. Though it's not really "Amigatized," and though it's a tad 
pricey as it comes packaged, the Might & Magic II Character Editor does its 
job, and does it well. It will find your character files whether on floppy or hard 
disk. Just load your MM2Play disk in DFO: and it will automatically load in 
your character file. 

From here on out, it is simply a matter of selecting the appropriate numbers 
and entering the correct figures. Overall, this editor is very intuitive and easy to 
use. You can alter your character's attributes, restore their health, recharge 
weapons, activate spells and add items to your inventory. You need only decide 
just how powerful and well stocked you want to make your party. 

For those of you who would like a little extra advantage (or a lot for that 
matter) as you traverse the land of CRON, Gosselin may have just the answer 
you've been awaiting. Other Amiga character editors will be available from 
Gosselin in the near future, including ones for Pool of Radiance and Curse of 
the Azure Bonds. Gosselin Computer Consultants• P.O. Box 1083 • Brighton, 
MI 48116. Chuck Miller 

The Journal of Computer Game Design $30.00 (Six Issues) 
We recently obtained a copy of The Journal of Computer Game Design. 

The editor and publisher ofTJCGD is Chris Crawford whose " .. .latest game [is] 
Guns & Butter (misnamed The Global Dilemma by Mindscape) .... " This 
journal is intended for game developers and is published six times a year. As a 
hope-to-be-soon game author myself, I found this publication to be very 
informative; however, I wished it was a little bit longer and heftier. With its 8.5 
x 11 inch format and only 15 pages long, I felt that there was a lot of "white" 
space that went unused. 

The issue that we were able to peruse contained articles about self-publishing 
your game, contacting TJCGD's Round Table through GEnie, a puzzle versus 
game debate, what's new on the legal front in the gaming industry and the use of 
faces as the focal point of your graphics. In future issues, they are planning on 
continuing a series of articles on self-publishing and the art of using facial 
expressions in graphics. 

For the aspiring game author, I feel that this would be a good journal to add 
to your library. Subscriptions are $30 for six issues, or you can purchase back 
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issues at $5 each. You can contact them at The Journal of Computer Game 
Design • 5251 Sierra Road • San Jose, CA 95132. Millie Miller 

The Revised Ultimate Hint Kit I & Il Elkon $26.95 
The Revised Ultimate Hint Kits Volume I & II both offer a very wide 

selection of adventure helps for the Amiga FRP gamer. These sets include 
numerous walkthroughs and editors to Amiga adventures. However, there are 
some things that you need to know up front. The material available on these sets 
varies greatly in usefulness. For instance, several editors on Volume I require 
you to have HiSoft BASIC at your disposal to operate them (at least the HiSoft 
BASIC library). The wal.kthroughs and maps, themselves, vary in quality and 
completeness. In addition, the Hint Kits, though usable, are not polished 
products. While text is easily accessable (through PPMore), the interface lacks 
the quality of true professional grade software. It is adequate for the most part. 
but needs improvement. (On our copy, the editors in Volume II would not load 
because a necessary command did not make its way onto the disk.) 

Given these failings. there is much helpful information available. The 
editors on Volume II for Drakkhen, Might & Magic II and Champions of 
Krynn are worth the cost alone if you have several of these games. (Note: The 
Might & Magic II Editor in this set is not as powerful or versatile as the one 
reviewed above.) I would seriously recommend you check the packaging before 
purchase to make sure that several of the helps on disk are for games you own or 
plan to purchase. In this light, The Revised Ultimate Hint Kits may prove a 
valuable addition to your adventure resource collection. Just don't expect the 
"Ultimate" in adventure helps! Chuck Miller 

Computer Adventures - The Secret Art Amazon £4.95 
Attention all ambitious game writers (and players) out there, here is a nice 

resource book for you add to your library. Computer Adventures - The Secret 
Art was written by Gil Williamson, also an adventure game author, and 
published by Amazon Systems (£4.95 which is about $9.95 US). 

Gil gives many good suggestions for the neophyte game writer on 
determining type (text or graphics), theme and plot elements (mazes, puzzles, 
traps and codes), developing a cast of characters, deciding type of copy 
protection (pros and cons), debugging, testing and publishing. Also, one of the 
small appendices is devoted to discussing various game authoring systems, some 
of which are available for the Amiga. 

We feel that this is a worthwhile tool for the aspiring adventure writer and 
makes for enjoyable reading for the armchair adventurer as well. Contact 
Amazon Systems• Merlewood •Lodge Hill Road• Farnham, Surrey GUlO 3RD 
• England for a copy. Millie Miller 
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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. 

Each purchase from the Guild contributes toward 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. Thanks for your support of 
Enchanted Rea lms"'! 

Adventure Game Treasury 

Adventure Games & Helps 
Amiga Omega 1.3 - Adventure in the Hack Tradition (1 MB - NEW) 
Dungeon Master Resources - Maps, Spell Chart & More 
Hacklite - A Good Role-Play Adventure 
MechFight 1.0 - Excellent European BattleMech Game (NEW) 
MechForce 3.65 - A PD BattleTech Clone 
Moria 3.0 - The Best PD Role-Play Adventure (1 MB) 
NetHack 3.0 (2 Disk Set) - Hack Style Adventure (1 MB - NEW) 
Star Trek (2 Disk Set) - By Jimbo Barber (1 MB) 
Star Trek (2 Disk Set) - By Tobias Richter (New) 
TACL Adventures - Several Text & Graphic Enhanced Quests (NEW) 
The Golden Fleece - Infocom Style Text Adventure (NEW) 
The Holy Grail - Infocom Style Text Adventure (NEW) 

Adventure Demos 
Dragon Lord 
Dungeon Master 
Future Wars 
It Came From the Desert 
James Bond: The STEALTH Affair 

Cost 
$3.00 
$3.00 
$3.00 
$3.00 
$3.00 
$3.00 
$5.00 
$5.00 
$5.00 
$3.00 
$3.00 
$3.00 

Cost 
$3.00 
$3.00 
$3.00 
$3.00 
$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. 
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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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