








































you'll see the contents of your hands, your backpack, and your belt, along with 
anything in the room. Pick up, drop, swap and use at your whim. 

A few special items take you to special screens. If you find a flask maker or 
a coolant dispenser, for example, you punch buttons on these machines to get 
what you need. 

The neatest items in the game are the robots which you'll find lying around. 
If you have the proper cartridges, you can program these robots for any one of a 
number of tasks, including repairing an item or patrolling the ship, looking for 
lifeforms to frazz. · 

The combat sequences are pretty simple. You move a shaking crosshair onto 
your enemy and hit the mouse button when it's centered on a vital area. If your 
timing is right, you'll do some damage. If it's not, you'll miss and give your 
enemy extra time to attack. 

Technicalities 
The graphics are very nice, and quite varied. Each room you enter has a 

unique and fitting look to it. Unfortunately, there's a price to be paid for this: 
disk access every time you go through a door - a major bummer, considering that 
this takes about ten seconds. 

My main beef with the graphics is that the creatures in the game don't really 
look dangerous; they look like Snuggles the fabric-softener bear. Julia Roberts 
is cute (well, beautiful actually, but that's beside the point); a DNA-altered 
carnivore shouldn't be. 

The sound in the game is pretty average. The theme tune sounds like the 
tunes on most of those European graphic demos. The sound effects are a bit 
better. Each room has a looping background noise that indicates what it is; 
Hydroponics sounds like an aquarium and the Computer Room beeps and boops. 
However, Jane don't play AmigaDOS 2.0; Jane also don't back up or install 
onto a hard disk. A fact of European gaming life, alas. 

Dumb Name, Nice Game 
B.S.S. Jane Seymour is yet another Dungeon Master offshoot, but it does 

add a flavor of its own, especially with the programmable robots. While 
figuring the suckers out can be frustrating, it's still an interesting twist. With 
twenty levels, tons of locations and items, and enemies-a-plenty, this game will 
keep most adventurers happy for quite a while. 
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HERE A CLIP ... THERE A CLIP 

Character 
Editors: 

JUST WHAT THE DOCTOR ORDERED? 

By David Rogers 

To Edit or Not to Edit? 
That is the Question. 

Whether it is nobler for the soul 
To suffer the slings and arrows of outrageous dungeon masters 

Or curb the fast-rising anger and edit; 
Oh, thou sweet refreshing edit.... 

Are We Having Fun Yet? 
For as long as I have been a computer gamer, I have enjoyed those 

deliciously long and involved role playing adventures. While the most fun came 
with the destruction of my superior foes by mind-boggling feats of magic and 
heroic acts of daring do with the axe and sword, there was also the wondrous 
time I spent with my characters while they built themselves to these heights of 
invincibility. I loved the anxious moments as they cleaned out the caverns and 
discovered the needed items for their quest, all the while unraveling the 
mysteries set before them by the dungeon master. Still, a difficulty clouds the 
adventuring process. How do you equalize the time spent building your 
characters (and in a sense adventuring with them, thus capturing the thrill and 
throb of adventure) with the loss of time and frustration you encounter while 
being helpless throughout the opening scenarios of a game? I used to handle it 
by leaving that part of the game to my faithful adventuring companion, my wife. 
She was "elected" to wander the halls or wilderness monster hunting for stats, 
while I only really returned to the game when our party had a fair chance at 
survival. I hated to keep dragging my party back to the temple or town to be 
healed at an outrageous cost, for which I had to go get injured bashing around 
just in order to collect the money necessary to get healed again. 
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Maintaining Your Balance 
Balance is necessary and it is also the key to this dilemma. Software 

manufacturers spend a great deal of time and money to bring a product to 
market. The price they charge for adventure games is a subject which deserves 
an article of its own; but for now, suffice it to say that prices remain steep. 
Marketing specialists have convinced software companies that slickness 
outweighs substance, so manufacturers feel they must compete with Stephen 
Speilberg on a software level. In order to entice you to buy their product, they 
must have superior graphics, sound, animation, plot, reward sequences and, that 
most elusive of all ingredients, playability. All of these must be new and 
innovative from game to game. It is a tremendous burden when they must 
produce this magic three or four times a year in order to stay in business. One of 
the ways they have devised to ensure your sticking with a game, and thus with 
their company, is by enforcement of a time rule, that is: 40 to 100 hours of 
playability. You can often read "playability" as impossibly hard to build up 
characters, frequent death sequences and many quick restores. 

Waiting In The Wings 
Remember the Balance? Well, here it comes for the person who has always 

said, "But why does it have to be sooo darn hard at the beginning. I love this 
game, but I can't get past the whatever on level two." Enter The Other Guys -
the programmers of character editors who use their skills to enhance the true 
playability of a game. 

Was that a sneer, an "Oh yeah, sure. You guys just hack in and rip off the 
efforts of those better than you"? I don't think it was, so I am going to give you 
the benefit of the doubt. You see, I am one of The Other Guys. I work hard at 
what I do to make sure that you get the best bargain for your dollar. You want to 
play your game in peace and also have your characters returned to you from the 
editor in a shape to go on to the sequel. These things take planning, forethought 
and a great deal of time, not to mention "brain drain." The manufacturers of 
games don't like other people playing around with their code or system. While 
this is certainly understandable, figuring out the patterns used from manufacturer 
to manufacturer is not a simple task. 

The point to remember is balance. Use the power of an editing tool 
judiciously. Build your characters up, but not to the point that you destroy any 
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semblance of danger or quest. Give them plenty of money to buy the constant 
food that is always so much of a hindrance and to pay for the best room in the 
inn to get your full complement of rest. Use the editor to take care of the little 
things on a quest that detract from the main point of a game. You should be 
adventuring, fighting, puzzle solving and conquering, not looking for food or 
rubies to use in magic spells. 

On The Block 
Next question: "How do I choose an editor and how do I use one?" Choose 

an editor by someone who has been in the business of selling editors for a while 
and has a track record of happy customers. Read reviews or ask around to find 
an editor that has worked successfully on other games in the past and buy yours 
from that manufacturer. Just remember that an editor is designed to be an all­
powerful instrument. A poorly designed one can easily damage your characters 
or disk beyond repair, leaving you with the possibility of having to start the 
game over again. So, as always, make a backup of your saved game disk before 
attempting to edit your characters. You might be able to create super-su~er 
characters with an editor, then, find that when you go to enter the game with 
them that the program won 't accept your characters and trashes your disk. Play 
it safe. "Backup" before going forward. 

I issue the above cautionary note to buyers because at this time in the Amiga 
market "Character Hacking" is becoming the latest "IN" thing to do. There are 
many incomplete and untrustworthy editors in the public domain and the 
quasi-commercial sector. "Just send me five bucks, Mr. Hackle and I'll change 
your life." While a few individuals who begin as "hackers" do ~o on to become 
legitimate programmers, most do not. As any overworked Amiga pr?grammer 
or developer can tell you, there is no shortage of work for the truly skilled .. The 
quick fix artist who lacks the dedication or expertise to join these commercial or 
shareware professionals basically does not have the user in mind when he 
creates his hack job. Ego is the name of his game, not support or service. Just 
as long as you are aware of the drek out there and how to avoid it, you should be 
a happy and fulfilled adventurer. 

Editing Ethics 
Is it truly ethical to fiddle with someone else's work, that is: edit the 

characters in a game? In one word, yes. Although the software (but not the 
code itself) may belong to the manufacturer (and this one is still being decided), 
the game being played by you on your machine belongs solely to you. Thus, it 
is well within your rights legally, morally and, yes, ethically (you didn ' t win by 
cheating), to alter your characters so that your enjoyment of a game may be 
enhanced. 

You spent your hard earned money on this adventure, so compute away and 
don't let others dictate how you should play your game. You can have the fun of 
completing an adventure, while others are still building their characters or are 
quitting altogether because they can't find enoug~ gold to keep_ themselves 
healed. Edit, oh sweet edit, and let others suffer the tides of maddenmg mazes. 
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Wind walker 
Reviewed By Michael J. Ballenger 

As disciple to Moebius, you are sent to the material plane to combat the evil 
usurper and his warped ally. Your goal is to restore the good emperor Chao Ti to 
the Nightingale Throne. In order to attain this goal, you must solve any number 
of difficult puzzles and fight enemies which include thieves, pirates, the warlord 
himself and finally his alchemical crony. 

Windwalker starts at the adventure display, a window that opens upon a 
stylized map of Khantun. A head and shoulders "bust" representing your 
character moves like a chess piece on the map. Character attributes are 
measured on Abacus beads next to the map window. The movement of the 
player's character is controlled by the cursor keys or the mouse. Mouse 
functions are so nicely implemented that I find them best for control. 

All gameplay can be accomplished by pointing with the mouse. Text entry 
for communication is unnecessary. Combat action is simple and manageable for 
those who might not be arcade gamers. The strongest points include general 
playability, consistent game world atmosphere and logic of puzzles. Playability 
is enhanced by the easily learned interface. Truly remarkable, however, is the 
consistency of the game world. The documentation sets a tone maintained 
throughout the game, from music and graphics to the prose used to 
communicate. Its feel is oriental and reflective. The puzzles are logical and can 
be solved with patience and thought. You absolutely must talk to other 
characters and grab any scrolls available; the clues given are unequivocally 
necessary to winning the game. No cheap tricks are contained in the puzzles. 

Attempts at animation are somewhat primitive and slow. Yet, clean looking 
graphics tend to offset this. If you are part arcade gamer, don't expect the 
combat display to knock your socks off. 

Windwalker will play well on a basic Amiga 500. A code word system 
protects the game, while not hindering gameplay. In some ways, Windwalker is 
not state of the art Amiga software. It is unimpressive in its attempts at 
animation. Sound and music are not strong points either, although they are 
adequate and enhance the general feel of the game. The strongest point about 
the game is consistent creation of a game world with interesting, solvable 
puzzles. As such, it is well worth the suggested purchase price of $39 .95. 

So, take the challenge of Moebius and become his disciple. Cross ancient 
Khantun in search of necessary spells and experience to defeat the evil Warlord. 
In general , have a damed good time. 
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The Colony 
Reviewed By Marci Rogers 

One problem with being a reviewer is that you are occasionally left with 
your choice of a game that you begin very quickly to suspect no one else laid 
"dibs" on. What do you do in such a case? Well, if you are like this reviewer, 
you go out of your way to be fair. Surely, there must be many good aspects to 
this adventure, not apparent, perhaps, on first glance, but there nonetheless. 

The packaging of The Colony by David Smith is very promising. It draws 
the eye with an optical illusion of a receding 3D corridor, and announces boldly 
that it is the winner of Macworld's Hall of Fame "Best Adventure." More 
features are listed on the package back, including promises of a mystery 
involving an alien race, and "environments so real they're tangible." 

The inside documentation further enhances the idea of an exciting plot, and 
leads you to expect an easy mouse interface and 3D vector graphics reminiscent 
of Damocles. The screens shown on the package are black and white 
Macintosh; but for those of us who list Casablanca as one of our favorite films , 
color can always take second place to a fine storyline. However, a perusal of the 
Amiga reference card offers several color configurations, as well as a sound file 
recommended only for two-drive or hard disk systems. 

The manual further offers clues to a complex plot, casting you as a Space 
Marshal in charge of a small vessel. The dispatcher wakes you with a report of 
an urgent distress message from the colony at Delta 5-5. He also hints that you 
are more than a bit responsible for a previous space disaster on Ganamede. 
Memories of that tragedy haunt you, and the children of the settlers on Delta 5-5 
propel you into immediate response, and also into a black hole uncharted in this 
sector. Overwhelmed by eminent impact and a critical power drain, you prepare 
for death, only to see the "black hole" disappear as quickly as it came. 
Instinctively, you fire your retros seconds before the crash, and survive in a state 
of unconsciousness, waiting for the adventurer reading the manual to slide into 
persona. The science fiction buff inside me responded, and I warped in. 

From this point, everything degenerated rapidly. Macintosh users have long 
been ·in a "world of hurt" concerning available adventures, and I can only 
surmise that fact lay behind Macworld 's award. Instead of the smooth 
perspective shift of Damocles and Dark Side, The Colony's vector objects are 
jerky and must be physically "hit" before they can be examined. The mouse 
interface is most useful for banging into walls, although it is possible to pass 
through chairs and other "scenery." 

Color configurations are also misleading, for there are never more than four 
colors on a screen at one time, and the sounds are more disappointing than any 
in the current "MS-DOS" curse affecting Amiga ports. The "Zounds2" file also 
does not operate properly in 2.0, although the game will load on a 3000. (Hard 
disk instructions must also be altered for this machine, but this is true of most 
3000 installations.) There are no Amiga features evident. 

Quite simply, this is yet another of the "jump-on-the-Amiga-bandwagon" 
ports. Much "Sierra bashing" has been done of late because their games are 
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MS-DOS ports, and show no consideration of the Amiga's capabilities. I am not 
about to argue with this valid point, but at least Sierra does not trot out aging 
adventures and present them as new. Software products are not red wines; they 
do NOT improve with age. 

Every creaking bone is visible in The Colony, with no amenities in sight. 
Auto-mapping is non-existent, animation is jerky and your protagonist can die 
just turning on the lights! Mindscape, who gave the Amiga world Shadowgate 
and Uninvited, really ought to know better. Even the off-disk copy protection 
requires a magnifying glass to decipher. At a retail price of $49.95. which 
translates to about $36 from the larger software houses, it's a waste of gaming 
dollars. I can't honestly recommend this for anyone, not even die-hard science 
fiction fans. Amiga users deserve better, and the software houses who produce 
these inferior clones should be put on notice. Conversions are acceptable; ports 
from lesser systems are not! Until this message comes across loud and clear, 
I'm afraid we'll see more games like The Colony, and more instances where 
Amiga adventurers, like Rodney Dangerfield, "don't get no respect." 

Zak McKracken And The Alien Mindbenders 
Reviewed By John Gray 

Your planet has finally achieved space flight and, being the conquering race 
you are, you rush off into the universe intent on dominating and controlling 
every civilization in your path. Then, one day, you at last reach Earth and begin 
your plans of conquest there. Once begun, though, you realize a shocking truth: 
earthmen are mental giants, intellectually far superior to you. So, with no hope 
of achieving superiority over this master race, you return to the drawing board. 

Zak McKracken and the Alien Mindbenders (Zak) , is a highly amusing 
adventure from Lucasfilm Games. Realizing that they are no match for the 
Earth, but desiring it just the same, the aliens initially take over just the phone 
company. With the help of a "dumb machine," they begin to decrease the 
average intelligence of the human race through the phone lines. Once everyone 
has been rendered stupid, all out conquering will begin. Their plot, however, is 
accidentally discovered by Zak McKracken, a reporter for the National 
Inquisitor, a paper that carries stories about carnivorous cantaloupes and 
possessed toasters. It is your job to assist Zak in his efforts to save the world. 

Using the interface style made popular by Sierra On-Line, you control Zak in 
and around his world. Included is a copy of the National Inquisitor, and a 
non-photocopyable code page. This is used .for copy protection in Zak. Without 
the code page, you can play enough of the game to discover that it is a 
fantastically fun romp, but you cannot fly to any other country. 

Comparable to both Bureaucracy and Hitchhiker's Guide to the Galaxy, 
the humor is first rate. Graphics and sound are quite acceptable as well. In 
addition, Zak can be installed on a hard disk and works well on both a standard 
and accelerated Amiga. Zak is destined to become a classic example of how a 
comedic adventure game should be written. Excellent! 
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By Chuck Miller 

Introduction 
Loom is an excellent adventure, especially for someone new to the 

adventure experience. It is much more linear than other similar products. This 
limits the player' s freedom to a certain extent, but also makes the game very 
"playable" by a great many people. In many ways, Loom is like a story 
unfolding, with your assistance in turning the pages. 

For clarity in this walkthrough, when you want to Look at an object, click on 
that object once. To Examine an object in Loom, double-click on it. Examining 
an object will often result in the notes of an associated draft being spun. If you 
miss a draft the first time, you can usually examine an object again to acquire it. 

Mountain Top 
First, examine the solitary Leaf. Then head down the hill and west to the 

Village below. 

Village 
Take the path on the right down to the Village and enter the tent on the left. 

Sanctuary 
Once inside the Sanctuary, head east until you reach the Loom. Carefully 

listen to the conversation between The Elders and Hetchel. Next, take the 
Eider's Distaff and examine the egg. Spin the Draft of Opening on it. (Examine 
the Loom before leaving the Sanctuary and record the Draft it gives. It will be 
repeated to you several times during the game when viewing the Scrying 
Spheres. This is the Draft of Transcendence which you must use at the end of 
the game.) Return to the entrance of the Sanctuary. Then, head for Hetchel's 
Tent at the eastern end of the Village. 
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Hetchel's Tent 
Examine the Book, then examine the Dye Pot. Spin the Draft of Dyeing on 

the Heap of Clothes and on the Wool in the basket. Now, examine the Flask and 
record the Draft of Emptying. Exit Hetchel's Tent and go back to the path you 
followed down the hill. Head up the same path and then proceed to the far left 
and enter the Woods. 

Dark Woods 
Go west through the Woods to the Graveyard. (Did you examine the holes? 

One Owl is missing.) 

Graveyard 
Examine the Thorns on the far left. A Rabbit will scamper out, waking the 

Owl (Hasenpfeffer, Yum!). Examine center Gravestone. Return to the ... 

Dark Woods 
Examine the holes in the trees in order from left to right. You now have the 

Draft of Night Vision. Head back to the Village and down the path on the right. 

Village 
Enter the first tent on the right and spin the Draft of Night Vision. Next, 

examine the Spinning Wheel for the Draft of Straw into Gold. Spin this draft on 
the Pile of Straw. (If you spin this draft backwards on the Gold, it will all 
become Straw.) 

Mountain Top 
At this point, you are ready to head back to the top of the Mountain. Once 

there, spin the Draft of Opening on the Sky (don ' t worry, your Distaff won't act 
as a lightening rod). Proceed back down to the Village. 

Village 
This time, take the path down to the left. It will take you to the dock. 

Dock 
Examine the Clam. Spin the Draft of Opening on it. Examine the Clam 

again just for fun. Next, walk off the end of the Dock and climb onto the tree 
floating in the water. Happy sailing! 

Ocean 
You will now happen upon a large Waterspout. Examine it for the Draft of 

Twisting. Reverse that draft and spin it on the waterspout to "Untwist" it. 
Proceed west. 
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Beach Landing 
Dry off and head back and to the west. 

Wooded Hillside 
Here you will meet some shepherds who won't let you pass. They will, 

however, give you the Drafts of Visibility and Invisibility. Now, exit by 
following the path down the hill behind the shepherds to the east. It will take 
you to ... 

Crystalgard 
Proceed east until you reach the Tower. Look at the workers in the Tower 

and spin the Draft of Invisibility on them. Enter the Tower. 

Crystal Tower 
Walk to the right of the room and cross the center bridge. Enter the Crystal 

Chamber and examine the Bell. You will be transported to the Scythe Room. 
Cross to the Bell on the far side and examine it. You can now reach the Scrying 
Sphere. Examine it three times. Learn the Draft of Terror to use on the 
shepherds. Examine Bell in Chamber and return to the Scythe Room. Examine 
the Scythe for the Draft of Sharpening. Examine Bell on the far right. Now go 
back to the entrance where you came in and down the stairs toward the front of 
the room. This takes you to the ... 

Chalice Chamber 
Take the stairs up to the left and then down the walkway to the right. Enter 

Crystal Chamber and examine. Here you will meet Goodmold. Examine 
Chalice several times. Return to Chamber and examine Bell. Take the stairs all 
the way down this time and exit at the lower west doorway. 

Wooded Hillside 
Follow the path up the hill to the Hillside where you met the shepherds. 

Spin the Draft of Terror on them. Proceed west. 

East Pasture 
Examine the Sheep. You now have the Draft of Sleep (which will wake 

someone up when spun backwards). For some fun, Dye the Sheep and then 
examine them again. Head west and cross the Pasture until you come to the ... 

Shepherd's Village 
Try the Draft of Opening on the Cemetery on the hill for an interesting 

response. Enter the center house. Examine the Lamb. A shepherdess will 
appear. Listen to her then examine the Lamb four more times. You will learn 
the Draft of Healing. Exit house and head for the center of Pasture. 
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Pasture 
Now, spin the Draft of Dyeing on the Sheep. Have a safe flight! 

Dragon's Lair 
Examine the Dragon, then examine the Gold. Spin the Draft of Straw into 

Gold backwards on the Gold (remember the tent in the Village?). You now have 
two options. First, spin the Draft of Sleep on the Dragon and watch as she sets 
the straw on fire. Second, spin the Draft of Terror on the Dragon and heat things 
up yourself. 

Caves 
With the Dragon on the wing, you can now enter the caves. Go east and spin 

the Draft of Night Vision. Follow the stairs down and enter the first cave 
opening. Head east until you reach the stairs down. Go down both flights of 
stairs into the hole in the floor. Now head west to the second cave entrance and 
enter it. Go west again until you fall off the ledge. 

Pool Of Reflection 
Examine the Pool to get the Draft of Reflection. Spin the Draft of Emptying 

on the Pool. Examine the Scrying Sphere three times. Now, spin the Draft of 
Emptying backwards to fill the Pool. Exit around the right and behind the rocks. 
Then, enter first cave opening you reach and follow that path the rest of the way 
out of the cave. 
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Spiral Steps 
Examine the steps. Then, spin the Draft of Twisting backwards to "untwist" 

them. Now, cross to the east 

Forge Cemetery 
Examine the sleeping boy. Spin the Draft of Sleep on him backwards. After 

Rusty is finished talking and goes back to sleep, spin the Draft of Reflection on 
him. (How do you like the new you?) Now, head east to ... 

Forge City 
Enter and go around and behind the wall to the left. Then, cross the room to 

the far right. Here you will meet Rusty's boss. He will take your Distaff and 
then lock you in a small room. 

Locked Room 
Examine the straw. When you awake, pick up your Distaff and spin the 

Draft of Opening on the door. Exit the room and go down the center stairs. 

Sword Chamber 
Examine the two men talking and listen to their conversation. Do so a 

second time. Now, do it again and, when the Swordsmith stops banging on the 
Sword, spin either the Draft of Twisting on the Sword or the Draft of Sharpening 
backwards. Both will do the trick. You will now be escorted to the ... 

Bishop's Castle 
Spin the Draft of Opening on the cage door. Next, examine the Scrying 

Sphere three times. You now need to go outside where the Bishop is waiting. 
Examine him. After he "goes to pieces," take back your Distaff. Go inside to 
see that the beast has escaped. Then, go outside again. 

The Void 
Look at the hole leading to the Bishop's Castle. Spin the Draft of Healing on 

it. Head west to the next opening. 

Forge Cemetery 
Enter the Forge Cemetery. Examine the bones (remember Rusty?). Spin the 

Draft of Healing on the bones. Next, return to The Void and Heal the opening. 
Proceed west and enter the cemetery at the Shepherd's Village. 

Shepherd's Village 
Spin the Draft of Healing on the shepherds and enter The Void again. Heal 

the opening. Continue west to Crystalgard. 
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Crystalgard 
Enter Crystalgard and Examine Goodmold. Exit to The Void and spin the 

Draft of Healing on the opening. Now, head to the far west end of The Void and 
enter ... 

The Shores Of Wonder 
Examine the swan (your real mother) and listen to her story. Then, exit to 

the west and enter the Graveyard on the island of Loom. 

Graveyard 
Head east and you will appear at the entrance to the Sanctuary. 

Sanctuary 
Proceed to the right and to the Loom. Examine the Loom. Chaos and 

Hetchel will appear. After Hetchel is silenced, examine the Loom again for the 
Draft of Silence. Spin the draft backwards on Hetchel to restore her speech. 
Next, Hetchel will have her goose cooked. Examine the Loom ~o learn the Draft 
of Shaping. Reverse the notes to restore Hetchel to her previous state. After 
Hetchel is finally destroyed, examine the Loom one last time for the Draft of 
Unmaking. Examine the feather. Next, spin the Draft of Unmaking on the 
Loom itself. Enter The Void. 

Conclusion 
It is now time to spin your final draft, the one you heard at the beginning ~d 

each time you examined one of the Scrying Spheres. Look at yourself and spm 
the Draft of Transcendence. 

Adventure Game Drawing 
Subscribing does have its benefits. In this case, FREE adventure 

games. Every issue, we will draw TWO individuals at ran~om fro~ o~r 
subscriber list who will each receive a free game. (This drawing 1s 
only available to subscribers.) So, congratulations to our winning 
subscribers Robert Ludlum of Milford, PA, who received a copy of 
Chaos Strikes Back and David Redlich of Flushing, NY, who 
received a copy of Elvira, Mistress of the Dark. Enjoy! 

(NOTE: Subscribers! To be eligible for the free software drawing, we 
must have your phone number. If you did not provide one when you 
entered your subscription, please do so now. Thanks!) 
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Infestation 
On the surface, go straight to the Radar Dish. Then set heading to 112 

degrees. You will find the Terminal to use. Log on with F2 and type in "KAL 
SOLAR" to activate the Teleporter. Once activated press F2 again to leave the 
Terminal and take a heading of approximately 78 degrees to get back to the 
Portal. Walk over the flashing arrows to transport down. 

The Elevator Key Card is located in the Ventilation Shaft on level 1 
approximately at coordinates 19,50. To get there, you must use multiple 
teleporters. The coordinates of the entrance to the Ventilation Shaft are 42,81. 

The Crew Quarter Key Card is located on level 6. As soon as you get off the 
elevator, log on to the Terminal and de-activate the Laser Security System. The 
Key Card is on the floor between the Computer Terminals. Rick Henly 

Power Monger 
FIRST, A FEW GENERAL HINTS FOR BUDDING MONGERS 
1. Kill all the sheep. Food is completely necessary to win. 
2. Invent only when necessary. You'll need to invent at certain points, but don 't 

spend time inventing while the enemy spends his time bulking up for battle! 
3. Don't waste time. Keep yourself busy, because the computer does. 
4. Watch your food levels. If your army ditches you in the middle of a war 

because you don't have any roast sheep, you'll know why. 

NOW FOR SOME WALKTHROUGHS! 
World 1-1 (upper-left comer) 
Attack ROPMMER passively, retire. 
World 1-2 (below 1-1) 
Attack BRILLITTE passively, get men and food, attack HEACIDM passively, 
get men and food, invent aggressively to get a cannon, invent neutrally to gel 
swords, attack BRININER passively, retire. 
World 1-3 (below l-2) 
Attack EMEEN passively, get men and food, find and kill the general JOSS 
XVIII, conquer villages passively until you have the manpower to defeat the 
capital (be sure to keep the 1roops fed), attack the capital, retire. 
World 2-3 (right of 1-3) 
Attack BEEME passively, get men and food, attack FEBOY passively, get men 
and food, attack LICEM, get men and food, attack EMGGS passively, get men 
and food, run away when the red army starts to chase you, recuperate when you 
have ditched the red army, when the red army finds you attack aggressively, kill 
any deserters, retire. Zach Meston 
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Nightbreed 
By the way, at the start of the game you probably should commit yourself to 

an asylum to see if your blackouts are really murderous episodes or if you're 
really being framed. 

When you enter the graveyard, you'll meet Peloquin. He will bite you and 
then chase you. You have to outrun him by hitting your joystick or mouse 
button each time your arm gets to the top of its swing. Hit it just as fast as you 
can and you'll easily make it out of the graveyard. 

The first time at Midian you "Enter Graveyard." The second, you'll "Look 
Around", and from then on it's "Enter Midian." Any wrong answer and it's 
GAME OVER. 

The Mask is waiting for you on Level 2 at the rope bridge going left from the 
starting point. Try to evade his knives until the rope at the bottom of the screen 
breaks. He will be guarding one of the protectors. He only appears after you've 
been baptised by Baphomet on level 3. 

The Berserkers at the bottom of Midian should not be freed until you have 
found Baphomet. If they are released too quickly, they will turn on you instead 
of the "Free." The four protectors that Baphomet speaks of when you find him 
cannot be located until after that time. As they are located, the image of each 
protector will appear on the right side of the screen. The four are found at the 
dead ends you should have noted on your maps during the play of the game 
inside Midian. Rick Henly 

James Bond: The STEALTH Affair 
By now, you should have gotten much further since our hints last issue. 

Have you been eaten by hungry Piranha yet? Repeatedly? Make sure you 
attach the Watch Cable to the Wall on BOTH sides of the Piranha Room. Now, 
work your way quickly along the wire to the right and OPERATE the Grate on 
the wall and enter the opening. After you get past the Rat Maze, overcome the 
soldier in the Restroom. Tie him up with the Shoelaces and gag him with the 
Towel. Take the Glass and the Clothes. 

When you are Scuba Diving (and ttying to avoid being eaten by hungry 
sharks). make sure you EXAMINE the Seaweed on the ocean floor until you 
locate the Elastic. You NEED the Elastic! You cannot finish without the Elastic, 
nor can you return to get it. Chuck Miller 

Hints! Hints! Hints! 
We want your hints! We need your hints! Please! Please! Send us your 

hints! Alright, enough groveling. Honestly, please write us with your hints and 
helps for your favorite adventures. Beginning with the next issue, we will be 
expanding our hint section (by request of our readers) and would like you to 
assist us in providing the best in hints for Amiga adventurers. Who knows? We 
may send you something really neat if we publish your hints here. Just address 
them to Enchanted Realms"': Hints! • Digital Expressions • P.O. Box 33656 • 
Cleveland, OH 44133. Look for more details in the next issue of the Premier 
Adventure Game Journal for the Amiga, Enchanted Realms"'! 
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Countdown To Doomsday Cluebook SSI $12.95 
Most clue books for RPG's require another clue book to explain the clue 

book. At the very best, they provide only a sketchy overview, and the maps fail 
to explain what is in each room. SSI's are a welcome exception, with complete 
and easily readable maps that detail each location and the combat of the area, 
including random encounters. 

The Buck Rogers cluebook is complete in every detail except for the side 
adventures available on the planets and asteroids. Don ' t miss those, and count 
on the cluebook for everything else you need. It's got it! Marci Rogers 

Elvira Clue Book Accolade $12.95 
Why get the Elvira Clue Book? Why, because it answers all your questions, 

has neat maps , contains a wickedly funny interview with a vampire named Bob, 
has a nice picture of Elvira on it and even some blank pages for note taking! 
Actually, what you get with this clue book is just the right amount of help you 
need to supplement your abilities (or lack thereof) as an adventurer. It's divided 
into four parts that offer varying levels of assistance: the transcript for just a 
little bit of help, the walkthrough for the utmost help, the ingredient location list 
and the maps of Killbragant, including the Courtyard, Backyard, Battlements, 
Upper and Lower Castle Levels, Kitchen, Dungeon, Catacombs and Maze. 
However, be prepared to use the included red "Magic Viewer" in order to read 
the step-by-step walkthrough clues. They are hidden under a "weird red 
ectoplasm" (this is the best way of describing this kind of protection that I've 
heard yet). 

So, here's some advice. If you want to avoid some of those "unpleasant 
dreams" you ' ve been having lately at Killbragant, go ahead and grab Elvira (the 
Clue Book) for yourself! Chuck Miller 

Leisure Suit Larry III Hint Book Sierra On-Line $9.95 
There are 4000 possible experience points to be had in Leisure Suit Larry 

ID: Passionate Patti in Pursuit of the Pulsating Pectorals and I am not 
ashamed to admit that I wouldn ' t have scored half of them without Sierra's 
trusty hint book. 

Written by Al Lowe (the same fellow who scripted the game), the hint book 
is similar in humor. Questions are easily readable and the answers only appear 
by placing a piece of red cellophane over the page (cellophane included). In this 
way, you can get over the tough spots without having to be led by the hand 
through puzzles that you can solve under your own mental power. 
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Also included is a complete walkthrough and a handy map of all relevant 
areas on Nontoonyt Island (if you are too lazy to draw your own map as you go 
along, this is indispensable). In addition, each object that will be critical to 
finishing the game appears in the area where it can be found on the map. Get 
this hint book! It worked for me! Michael J. Ballenger 

Curse Of The Azure Bonds Clue Book SSI $12.95 
Known for their quality clue books, SSI has come through again with their 

offering for Curse of the Azure Bonds. Included are tips on character creation, 
building a successful party, combat techniques and a listing of spells and their 
use. Also contained in this 48-page clue book are 26 maps crucial to the game, 
plus a listing of the locations of many special items. 

If you want some additional assistance in freeing yourself from your 
"bonds," check out this excellent guide. It will help walk you through the 
adventure from Tilverton City to the Phlan Ruins. Chuck Miller 

Resource Update -Amiga Games Guide 
In Issue 4 of Enchanted Realms"', we informed our readers about the Amiga 

Games Guide, a publication dedicated to the broad spectrum of gaming on the 
Amiga. Well , in the words of its own editor (and one of our regular 
contributors), "The AGG is well and truly dead." The last issue of the Guide to 
make its way off the press was January-February 1991. For the past year, this 
newsletter out of Hawaii has done an excellent job of conveying the greatest 
amount of worldwide Amiga games coverage available in a single source. 
However, due to disagreements on policy between the editor and publisher, the 
AGG is now dead, and we are sad to see its demise. 

But, wait! There is good news for those of you who like to follow the 
overall Amiga gaming market. A new publication, tentatively titled Amiga 
Games Magazine, will soon be arriving to fill the gap left by the Guide. It will 
be a disk-based magazine edited and published by Zach Meston in the tradition 
of its predecessor. You can look forward to the same concise and honest 
reviews, as well as the latest breaking news for which the AGG was known. We 
will keep you informed on the progress of this new publication. 
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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 Realms"'! 

Adventure Game Treasury 

Adventure Games & Helps 
Amiga Omega 1.3 - Adventure in the Hack Tradition (1 MB) 
Dungeon Master Resources - Maps, Spell Chart & More 
Hacklite - A Good Role-Play Adventure 
MechFight 1.0 - Excellent European BattleMech Game 
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 (l MB) 
Rings of Zon - Excellent D&D Maze Adventure (NEW) 
Star Trek (2 Disk Set) - By Jimbo Barber (1 MB) 
Star Trek (2 Disk Set) - By Tobias Richter 
TACLAdventures - Several Text & Graphic Enhanced Quests 
The Golden Fleece - Infocom Style Text Adventure 
The Holy Grail - Infocom Style Text Adventure 

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 
$3.00 
$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 
or money order drawn on U.S. bank) to Digital Expressions • P.O. Box 33656 • 
Cleveland, OH 44133. PLEASE NOTE: There is a $3 .00 shipping and handling 
charge on all orders. Canadian orders please add an additional $1.00, all other 
countries add an additional $2.00 per order. Thanks for stopping by the Guild! 
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Subscribing To 

'Ifie Premier 
J'laventure (jame 
Journa{ 'for 'Ifie J'lmiga! 

Does Have Its Benefits. 
Your Subscription Entitles You To: 

• First Class delivery of each issue to you_r do~r 
• A savings of 24%, or more, off the retail pnce 
• The chance to win FREE adventure games in each issue's 

Adventure Game Drawing 
• The opportunity to earn Notes Of The Realms to use toward 

extending your subscription . 
• Exclusive citizenship in the Realms and membership m the 

Adventurers' Guild, including a framable certificate 
• Discounts on products available through Digital Expressions 
• Plus more benefits presently in the "works" 

So, why not begin enjoying the benefits of being a subscriber 
now. Simply photocopy this page or print out the on-disk order 
form fill in the information and mail it along with your check or 
mon~y order for $49.95 in U.S. funds ($59.95 Canada & Mexico, 
$79.95 foreign airmail) to the address below. PLEASE NOTE: 
All checks and money orders MUST be issued in U.S. funds 
drawn on a U.S. bank. Thank you! 

Name: _________ _ Phone: _____ _ 

Address: ------------------~ 
City: ---------- State: Zip: __ 

0 Please begin or renew my subscription to Enchanted Realms"'. 

Digital Expressions • P.O. Box 33656 • Cleveland, OH 44133 • 216-582-0910 



On The .Disk 
* 
Zerg LO - FRP Mini-Adventure Game 
SCombat - Strategic Role-Play Game 

Infestation Cheat Utility 
Hint File for 244 Amiga Games 

Chaos Strikes Back Hints 
Game Screenshots 

Amiga® is a registered trademark of Commodore-Amiga, Inc. 
AmigaDOS and Workbench are trademarks of Commodore-Amiga, Inc. 

Enchanted Realms"' is© 1991 by Digital Expressions. All rights reserved 


