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infonnation about the usual things and about Honor and 
Paladins. Follow through on his story about the wound on his 
leg, his homeland, and the demon. Keep asking until he has 
no more to tell. You can finish the game as a simple Fighter, 
but if you wish to be promoted to Paladin status, you should 
listen carefully to everything Rakeesh says, and perfonn all 
your actions in the most honorable fashion. Magic-users can 
benefit here, also, as they can also be given Paladin status. 
Thieves cannot, and are simply gathering infonnation. Read 
the Quest board for information about several needed items, 
and then practice with Uhura. Yes, everyone can, unlike the 
first adventure which limited training to Fighters. Naturally, 
they will benefit most from the skills, but Magic-users will up 
their vitality and carrying capacity, while Thieves can 
increase most of their stats. Practice with Uhura as often as 
possible, at least once a day, and possibly more if you are a 
Fighter. 

In the Fountain Plaut, visit Keapon Laffin 's Magic Shop, 
where Magic-users should bargain for as many spells as they 
can afford. (You must ask about the item you want each time 
in order to be able to bargain more than once a visit.) Thieves 
will need the rope which Keapon sells, but won't be able to 
afford it yet. All classes should ask him about magic, the 
Enchantress, and the Dervish, and Magic-users will need to 
learn about WIT and spells. 

Also visit Harilc, the Apothecary, and collect the pills you 
need, particularly Mana pills for Magic-users and Vitality 
pills for Fighters. Healing pills are a help for all, and Thieves 
must have a flask of oil. Ask about components, and he will 
give you some hints about valuable monsters, while questions 
about potions will get information about the Dispel Potion. 

If you have time before sunset, head to the Palace Plaza 
and check out the Katta Merchants there. You can't get into 
the Palace itself until you win the game, so don't waste your 
time with the guards. Make sure you get back to the Inn in 
time for dinner and a good night's sleep. 

A Hot; Time fa t;be OJ() DeseR.t; 

Although the game does have certain events occur at 
certain times, it is not truly linear, and the following actions 
can be performed in any order you choose. Some are class 
limited, and will be detailed as such, but don't forget to 
practice your skills every day, including a session with Uhura, 
and bargain for everything. Always watch Shema dance and 
return for every poetry reading with Omar. You will have to 
follow given directions and walk to each place once before it 
will appear on your map, but you can return by mouse-click. 
Pinpoint necessary locations as soon as possible. 

All classes should visit the Sorceress Aziza. You can enter 
by giving your correct name, then answering "Keapon 
Laffin," "Air" and "Aziza." Sit when she asks you, and say 
"Yes" to her offer of tea. Then ask her about elementals, the 
Djinn, lblis, containers, contrary elements, water, magic, and 
WIT. If you have discussed the potion with Harilc, she will 
tell you more about the "plant," but you cannot complete this 
portion of the quest until a later time. 

A trip to the Astrologer at the Tarik of Stars is also in 
order. Be honest about yourself and ask about omens and the 
future. Give him dinars to increase your honor. He will do a 
casting for you, but you must return on a separate day to learn 
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it. When you do, you will pick up points, and learn some 
more of the plot ahead Pay him again for more honor. 

Desert survival will be extremely difficult for anyone, 
even the strongest Fighter, without a Saurus. On Day 2, Ali 
Fakir (yes, there are all four Marx Brothers in this game. 
Hopefully, you will be able to spot Harpo in the streets) will 
appear in the Saurus lot just outside the Gate Plaut. Let him 
ramble on, and say "no" a few times, then reverse your 
decision and say "yes." This will send you into a bargaining 
session, where "no" is the right answer until he offers five 
dinars. Take it. He won't go lower and you need the beast 
"Ride" gets you off and running, while "dismount" will let 
you perform other actions and cast spells. Magic-users 
should "Zap" their weapons before mounting, as your Saurus 
will throw you whenever monsters approach. If you search 
for him afterward, you will end up lost, but if you leave the 
frame and then return, he will be back where the monster's 
body was. Just search the corpse first and all will be well. 
When you want to return to the city, you only have to type 
"go home," and your Saurus will instantly be one screen from 
the city entrance. Try it, you'll like it. 

Your first trip into the desert should be to the Griffin's 
nest, which is four screens west along the cliff. The guard at 
the city gate can help you with desert directions, but this one 
is very easy to find. A Magic-user should cast levitate to 
retrieve a feather from the nest, while a Fighter can examine 
the rocks and dig out the one he finds. The Griffin is not an 
aggressive creature, but can be scared off with rock throwing. 
He will then return to fight on the next screens. Defeating 
him will add strength, but no game points, and will inhibit 
becoming a Paladin. It's best to leave him alone and build up 
on other monsters. A Thief won't be able to solve the Griffin 
problem without a rope, so he may have to wait on this trip 
until he does some other "work." 

A Toacb of Class 

Fighters, in fact, will want to head out into the desert as 
soon as possible, both during the day and at night, as they 
need to build up skills by defeating monsters. Points will be 
given once for each monster, but components and looting 
corpses are great ways to make money. Just don't forget 
Healing and Vigor pills, and never attack unprovoked. Take a 
Cure Poison pill before encountering scorpions, and bear in 
mind that a second sting is fatal. Don't let the ghouls touch 
you or your energy will be sapped, and defeat the first 
Jackalmen quickly, as they save their best fighters for last 
The Terrorsaurus is the toughest monster, and carries no 
booty. Brigands are safest and profitable in the early stages, 
and there is no shame in running away if you are low in 
health. Don't forget to collect the Scorpion's tail and the 
Ghoul's claws. Getting these components is also a good way 
for Magic-users to practice Flame Dart and Zap, as well as 
pick up some cash, but there are game points for 
monster-slaying only for fighters. 

Thieves need more money than anyone else, and it's easier 
for them to get it. Take an afternoon nap on Day 2, and then 
return to the Money Changer. She'll tell you about the tea set 
of a rich miser and give you his address. Go there at midnight 
armed with oil and the high lock-pick level you earned the 
first day. You did pick all those doors on the way, didn't you? 
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Pick the lock and enter in sneak mode. Be careful here, the 
floorboards creak, and the Money Changer failed to mention 
that the miser's sons were all guards. Freeze when the first 
one enters. He'll be too drunk to notice you. You should 
have the tea set from the shelf on the left by now, and, of 
course, you've noticed the rug and the cupboard. Oil the 
hinges on the cupboard as soon as you can, then lift the rug, 
and look in the secret cache. You won't be able to open the 
chest yet because another son will come home. He's tipsy, 
but not that tipsy, so replace the rug and hide in the cupboard 
until all is quiet Now, if you 're quick, you can roll back the 
rug, open the cache, and pick the lock on the chest This will 
net you some tidy cash, along with a marked decrease in 
honor, but you won't be able to escape before the third son 
returns. Close the chest and replace the rug before you hide, 
or he'll have you for sure. Tkis one's sober and observant, 
just a little clumsy. When it's safe again, sneak out the door 
as quickly as possible, zoom to the Inn and get to bed. 
Timing is tricky during this whole sequence, so save often. 

IT you've succeeded, take the tea set to the Money 
Changer and bargain with her for the best price possible. 
Then ask her about another job, and you '11 hear her sad tale of 
the wicked lssur-yes, that's right, lssur of the Weapons Shop. 
It seems he's stashed a fortune in his ill-gotten gains under his 
anvil. Wait a couple of nights and then go after it (You 
might want to buy the rope and retrieve the Griffin feather in 
the meantime.) Time your lock-picking by starting just after 
the guard leaves the Plaza and you should be inside before he 
returns. Don't forget to enter in sneak mode and close the 
door behind you. Oil the anvil, and you can then push it to 
reach the trap door underneath. Pick the lock on the chest and 
clean Issur out. Click to the Inn, sleep it off and lie low for a 
while. Your next "paying job" is in Raseir. 

Magic-users face a challenge of a different type. You 
must locate WIT, which isn't in the known world, gain 
entrance and meet the challenges within. You must buy all 
the spells you don't have from Keapon before you can 
succeed, and then you still have to find it. Oh, you could cast 
Detect Magic all over the city, but you'll need all the Magic 
points you have once you get there, and you should be 
carrying some Mana pills when you go. So, here's the help 
you need. To WIT: from Aziza 's alley, tum left, then left 
again at the "T." Follow the forced curves of the street until 
you can turn right. Do so, and then repeat curve following 
until you can turn right again. You will find yourself in an 
alley which appears to be a dead end. Cast Detect Magic and 
a door will appear in the end wall. Cast Open and go through 
the door. Like the Thief's test, timing is tricky here, and 
saving frequently is highly recommended. 

Once inside, give your correct name and answer "Wizard" 
when asked why you came. "Yes" to accept the challenge, 
and then select Erasmus as your sponsor. After all, he's an 
old friend, although Fenrus is a real rat. His pre-test is easy, 
too, just a matter of casting Detect Magic, Fetch, and then 
Trigger. See? Enter the doorway for the Big Showdown. 

Keep your eye on your Magic points here. You'll be 
thrown out if they get lower than the cost for the next spell 
you need, so type "Take Mana Pill" whenever they're too low. 
Don't type "use." It won't work in this situation. To pass the 
Air Wizard, cast Fetch, then immediately Levitate. Remain in 
the air until the staff passes under you. The Earth Wizard is 
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bested by casting Trigger to start the wall's reaction, then a 
Calm after which you can climb over. The wall will awaken 
before it leaves the belt, so you will have to cast calm again. 
Defeat the Water Wizard by casting Flame Dart to reveal the 
fissure and Force Bolt to crack it You have to aim this one 
precisely. Back up the bolt with Open and the iceberg will 
fall from the path. Overcoming the Fire Wizard requires the 
most spells. Stay back from the door and cast Open, followed 
immediately by Calm. Fetch the door to close it and then aim 
a Force Bolt at the center of the door jamb. Walk over, and 
you're at your wit's end-gee, I wish I'd said that. 

Don't blow your adventure by accepting WIT's offer. 
Answer "No," and Erasmus will give you the Reversal spell 
as a reward. Naturally, it's vital to winning the game. Don't 
forget to practice it along with your other spells. 

Nigbt aa~ Day, Yoa aRe 'tbe Oae_ 

Some events are timed within the plot, including the 
appearances of the elementals, which are in the next section. 
Shema dances on Day 2, and then the week after. Be sure 
you're there, and don't forget to ask her about her dance and 
the Katta in general. You will also want to be at the Inn each 
time Omar does a poetry reading. Ask him about Raseir, 
Shapeir, the Sultan, Poetry, Paladin, and the Dervish. Always 
ask Abdullah for the News anytime he shows up. Also around 
this time, a travelling showman will stage a balancing act in 
the Fighter's Plaza, offering a challenge to all who think they 
can walk the rope. Thieves must take this wager three times 
and win in order to succeed in their end game, but the other 
classes can benefit from the agility increase as well. (IT you 
have no points in Climb, you can't take this test.) 

On Day 7, hang around the Fountain Plaza periodically 
until Omar shows up. After he leaves, you'll notice a purse 
on the ground. Look inside and find a clue, then return it to 
him the next time he visits the Inn for points. 

You can visit the Dervish any time. He's five screens 
south and three screens east of the city, and his beard is worth 
dinars to Keapon Laffin. However, he'll summon you to 
return to the oasis on Day 12 and present you with a puzzle. 
Ask about Who, What, Where, Why, When, How, and then 
about Beast or Cage. After that, you can visit the location he 
has given you, but wait until you have the Dispel Potion. 

If you are a Fighter, check into the Guild Hall, as you 
should have been doing all along, on Days 13, 14, and 15. 
You will be summoned to the alley at the end of Askeri Darb 
after sunset on Day 15. The men you meet won't seem too 
pleasant, but you'll have to submit to their test. IT you've 
been practicing daily with Uhura, your agility will now be 
high enough to dodge away from the fighter and grab your 
sword and shield. Then it's a matter of your skills against his. 
You will be urged to kill him if you defeat him, and you will 
get no extra points for sparing his life. But, if you want to 
become a Paladin, don't do it! News travels fast in Shapeir. 

If all has gone well for you, whatever your class, Aziza 
will summon you to her home on Day 16. By all means, go 
and learn more about your future in Raseir, as well as a few 
things about Roget, your devoted Saurus. Shema will feed 
you a farewell meal that night, and worry about you in her 
motherly fashion. Be sure to ask her about Raseir, her cousin, 
the Underground, and the Emir. Coocioaoo Next lssae_ 
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HELPS BROUGHT TO LIGHT FROM THE RUNES OF ESTARRA 

CoR.poR.ation 

The best character to choose when you first play the game 
is Core Droid 1. Equip it with one Gun 2, two Grenades, one 
Bomb, two Power Packs, four Refills, three Electronics and 
anArmour3. 

Use the Backpack Computer and the Compass! And get 
some graph paper to map with. Without maps, you will die 
quickly and often by wandering into booby traps. 

If you get thrown into the Prison, here's what to do. 
Move into the Southwest comer of the room and plant a 
Bomb. Set it to go off in 30 seconds, and arm it. Run to the 
North end of the room. When the Bomb goes off, you'll be 
able to run South and out of the Prison. 

The Crabs aren't real attackers. You'll notice that they 
always appear next to alcoves; there are hologram projectors 
hidden in these alcoves. Get rid of the Crabs (no jokes, 
please) by shooting the projectors. You may possibly reveal 
something that they were obscuring. Zach Meston 

SeaR.cb .J=OR Tbe King 

Q: How do I get Helmut to come along with me? 
A: Before leaving WILL-TV, make sure you EXAMINE the 
Man sleeping at the desk in the lobby. Then, EXAMINE the 
Dream. TAKE it. You will need to have the Dream when 
you arrive at the Circus and meet Helmut. Also, while at the 
Circus, make sure you get a Resurrection Card from Madame 
Z. You will need it at the end of the game. 
Q: How do I get to Las Vegas? 
A: Did you carefully EXAMINE the Test-0-Strength 
attraction at the Circus? Don't just stand there, STAND 
somewhere else. 
Q: How do I keep Helmut from becoming a pile of ashes on 
the way to Las Vegas? · 
A: Maybe there's another form of "Airmail" you could use 
to transport him. 
Q: How do I get the Skeleton Key from the maid's cart in 
the Las Vegas Hotel? 
A: First, SIT on the Bed and mess it up. Then, EXAMINE 
the Door (the one you can't see) to the Typical Room. TAKE 
the Sign (which you also can't see), REVERSE it and PUT it 
back on the Door. Now go out into the hall and wait until the 
maid is making the Bed. TAKE Key. 
Q: Is there anything to do in the Bathroom? 
A: Yes, but not what you think. Walk into the bathroom and 
EXAMINE the Sink. TAKE Dental Floss. You will need this 
at two points later in the game. 
Q: What do I do when I'm finished at the Hotel? 
A: Go back out in front of the Hotel where you entered it 
and HITCHHIKE. Chuck Miller 
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Tbe SecRet o.,: Monkey lsJan~ 

If you're having trouble getting the Fish on the dock out 
behind the Kitchen, WALK TO the end of the dock and 
"click" on the Loose Board. Do this until the Seagull flys far 
enough away for you to quickly PICK UP the Fish (actually, 
a Red Herring). You need to GIVE the Fish to the Troll. 
While in the Kitchen, make sure you also PICK UP the Hunk 
of Meat and the Pot. USE the Hunk of Meat with the Pot o' 
Stew. Now, PICK UP the Stewed Meat 

Of course, you will need to stock up on Pieces of Eight 
To do so, go to the Circus Tent at the Clearing. Enter and 
TALK TO the Fettucini Brothers. When they ask you about a 
Helmet, GIVE them the Pot. You are now semi-rich. 

To locate the Sword Master, ask the Storekeeper about 
her. Then follow him when he leaves the shop and he will 
lead you directly to her cottage. Chuck Miller 

B.A.T. 
Enter the arcade around 1:00 p.m. to find Sloan and beat 

him in a game of "Bizzy." You will need him to get in to see 
Crisa Kortakis. Enter the club to find Lydia late nights or 
early mornings. If she doesn't appear immediately, just sleep 
for one increment and she will normally appear. Lydia will 
have to be a member of your party for you to get anywhere in 
the adventure. Rick Henly 

Captioe 

At the shops, the resale price of an item isn't artificially 
lowered, but is dependent purely on the condition of the item. 
You can thus explore the uses of various items without 
wasting money by buying, looking, reselling ad infinitum. 
Ammo, however, isn't resalable. 

In Base 5 of the first mission, walking on the ceiling 
using Anti-grav is necessary to progress. There is a hole in 
the ceiling without a ladder to indicate its presence. 

Generally, Handguns shoot low and Shoulder-arms high 
(Anti-grav reverses you and this). Many foes can only be hit 
by either high or low shots. Though Shoulder-arms are more 
damaging, you might be better off spending the money on 
more Magnums and using Anti-grav to switch when needed. 

Carefully map the position of Power Points. These get 
quite scarce later on. This scarcity means a Recharger or a 
Heavy-duty Battery is a worthwhile purchase. Don't attempt 
to recharge anything else than the chest-you'll short out any 
other part. (Recharging is accomplished by clicking on the 
Power Point. The "hand" will be outlined with a 
charge-glow. Then, select the chest of the robot that you 
want to recharge.) Bern (B. J.) Entriken 
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SACRED ARTIFACTS FROM THROUGHOUT THE REALMS 

Qaest: .f=OR. Claes I, II an~ Ill 
0Rfgfo Sys-cerns, loc. $~4.99 

The Quest for Clues series has seen me through a number 
of sticky spots. The walkthroughs are complete with maps, 
and are coded so that the challenge of the game is not 
completely taken away jf you tend to read ahead too often. 

Quest for Clues I (no longer in print) may be available on 
some dealer's shelves in scarce quantities and contains 
walkthroughs for older quests, including numerous text 
adventures. The second Quest for Clues volume contains 
walkthroughs for over 40 adventures while Quest for Clues 
m, the newest addition, contains many current games that 
have been released on the Amiga in the last year. 

Although some of the games included are not available for 
the Amiga, the percentage of walkthroughs for games 
available in an Amiga version is 50% for Quest for Clues I, 
72% for Quest for Clues II, and 85% for the latest edition. 
With a list price of approximately $25 each, these books are a 
good investment for the Amiga adventurer. Millie Miller 

Dangeon MasteR Helps Revis~ 

There are possibly more helps available for Dungeon 
Master than for any other dungeon adventure. Back in Issues 
1 and 2, we reviewed a number of these helps. Well, here we 
go again. Mullen Graphics has revised and reprinted their 
Maps, Lists, and Answers for Dungeon Master ($8.95). It 
has now been released in a new, smaller format, but still 
contains some very v~luable help for this classic adventure. 
It's still one of the best resources. 

Since our original review of resources for Dungeon 
Master, FIL Games has released an offering of their own for 
Dungeon devotees, the Dungeon Master Adventurer's 
Handbook ($12.95) by S.A. Swanson. It, too, is an excellent 
resource to have at your side while dungeoning. 

Both resources contain complete maps, item locations and 
spell lists, offering sufficient help to complete the quest. 
Mullen Graphic's work is more concise, while FIL's provides 
more in the way of general information about game strategies 
and denizens encountered. Either help will be an excellent 
choice. Chuck Miller 

Chaos St:R.ikes Back ResoaR.ces 

Many of you are currently stuck somewhere in the 
dungeon depths of Chaos Strikes Back, a much more 
complex maze than its predecessor. If so, there are two very 
helpful resources at your disposal, again from Mullen 
Graphics and FIL Games. Maps, Lists, and Answers for 

36 

Chaos Strikes Back ($8.95) follows the same format as 
Mullen's offering for Dungeon Master. The first part of the 
book is devoted to maps and item locations, while the 
remainder provides the solutions for each level. FIL's Chaos 
Strikes Back Adventurer's Handbook ($12.95) takes a 
different approach. Again, it provides more in the way of 
general information and combat strategy. It also approaches 
the game from the perspective of one "Way" at a time, leading 
you through Dain, Ku, Neta, Ros and the Fulya Pit Only the 
data pertinent to the appropriate "Way" is displayed for each 
level. The remainder of the handbook gives level-by-level 
solutions to the adventure, providing full maps of each level. 

Both of these resources will provide all the assistance you 
will need to successfully complete Chaos. If you basically 
want the overall picture, check out Mullen's offering. 
However, if you prefer a more meticulous, step-by-step 
approach to dungeoning, you may find FIL's handbook more 
to your liking. Chuck Miller 

O.f=pcial Book o.,: King's Qaest: 
COMPUTE! Books $10.95 

Have you been wondering how to pronounce Valanice 
(VAL-a-niece) or Llewdor (LOO-dor) or have you been 
wondering how those King's Quest games came into being? 
Now is your chance to find out in The Official Book of 
King's Quest which chronicles the making of King's Quest 
IV, from Roberta Williams' hand written notes to the 
debugging process of the final product. 

Also, included is a section containing hints and maps for 
King's Quest I through IV. Just enough hints are given to 
spur you on your way, but not enough to give you every 
answer to the tough spots. 

If you like puzzles, Donald B. Trivette has also included 
crossword puzzles for each of the King's Quest games-each 
giving a clue for its respective game. In the back of the book 
is a list of the most asked questions (and their answers) and a 
pronunciation guide. 

The Official Book of King's Quest is a fun and 
informative help, and every avid King's Quest enthusiast 
should add this to his or her collection. Millie Miller 

Note: Resources reviewed in the Shrine of Restora are 
available through normal retail channels unless indicated 
otherwise. Select products reviewed here are also available 
through the Adventurers' Guild. 
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I OD 
A MYSTIC COLLECTION OF ODDS AND ENDS 

CbaR:trro SectoRs 
Abocrt Tbe Dfsk SappJ0lT.leo-C 

ISSUE 7 CONTENTS 
This issue of Eocbao~ Realms"' features a demo 

from Accolade showing off their new adventures for the 
Amiga: Elvira: Mistress of the Dark (which many of you 
have already seen), Les Manley in: Search for The King 
(reviewed in this issue) and the forthcoming Altered Destiny. 
It will run on all Amigas under Workbench 1.3. The Elvira 
demo, however, will only run on Amigas with lMB of RAM 
or more. 

Also on disk is the program Fix.Six. It corrects a text 
reader problem many of you experienced on the Issue 6 disk. 
We sincerely apologize for any inconvenience this has caused. 

DISK OPERATION 
To use the Disk Supplement, boot from Workbench as 

usual. Insert the disk in your floppy drive and double-click 
on the Issue 7 disk icon. You will see three icons. 
Double-click on the ReadMelst! icon before running the 
other programs on disk. It will provide you with full 
instructions for running the Accolade Demos and the FixSix 
program. Enjoy! 

AssoRt:rm lngRe()f ent:s 
MfscelJaoeoas Dcrta 

Close-Oat: A()oen"taR.es 
Trying to locate those rare, long since forgotten 

adventures that no one seems to carry any more? How about 
out-of-production classics like lnfocom text adventures? 
Well, though they certainly don't have everything, 
COMPSULT does have many of those older titles for a 
fraction of their original cost, including quite a few Infocom 
titles. So, if you have always wished you had bought a copy 
of that long since forgotten adventure, give COMPSULT a 
call or write for a catalog. COMPSULT • P.O. Box 5160 • 
San Luis Obispo, CA 93403-5160 • (805) 544-6616. 

TR.ioial Reqaf R.ernen"ts 
For all who have ordered or are planning to order Star 

Trek: The Next Generation Trivia Challenge, there is one 
requirement that you should know about. This excellent two­
disk trivia game, based on the first season T.V. episodes, 
requires lMB of RAM. Unfortunately, that bit of information 
was omitted from the flyer sent out with the last issue. So, if 
you're a Trekie with an Amiga expanded to lMB of RAM or 
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more, check out this set It is available from Digital 
Expressions • P.O. Box 33656 • Cleveland, OH 44133 for 
$5.00, plus $3.00 shipping and handling (a total of $8.00). 
Canadian orders please add an additional $2.00, all other 
countries add an additional $3.00. All orders MUST be 
accompanied by payment in U.S. funds, drawn on a U.S. bank 
and made payable to Digital Expressions. Thanks! 

Dangeon Mas"teR. Masic 
If you're tired of the solitude that accompanies the 

average dungeon and would like some appropriate "music to 
slash by," you just may want to give FIL a call. Dungeon 
Master: The Album is now available on compact disc for the 
low price of $15.00. This high-quality, digital music adds 
some nice background atmosphere for Dungeon Master or 
any adventure. To order, contact Software Heaven, Inc. • 
6160 Lusk Boulevard, Suite C-206 • San Diego, CA 92121. 

OR.igin DR.ops Amiga SappoR."t 
According to a representative at the Summer CES, Origin 

has no plans to convert any further adventures to the Amiga. 
All development efforts are being directed toward MS-DOS 
and CD-ROM technologies. At a time when most other 
vendors are stepping up their support of the Amiga (the 
recognized number two gaming platform in the U.S.), Origin 
is abandoning the Amiga and thousands of Amiga 
adventurers. We believe it's time to write them and inform 
them on the error of their ways. So, we encourage you to 
write to Origin (letters are a more visible expression than 
calls) and encourage them to rethink their position on Amiga 
development. If Origin, and like companies, hear from 
enough Amiga gamers, they will have to face the fact that the 
Amiga is deserving of their efforts. Address your letters to: 
Origin Systems, Inc. •P.O. Box 161750 •Austin, TX 78716 
or send your letters to us and we will forward them in 
quantity to Origin. 

Psygnosis To Aban()on 
nNacJeaR. PR.o"tee"tionn 

It's always good to hear that manufacturers are listening to 
their customers. Psygnosis, in doing so, has decided to move 
away from dreadful disk-based copy protection schemes to 
less obtrusive methods. Codewheels look like the preferred 
replacement However, their first product to receive friendlier 
protection, Lemmings, will use the key-disk method. 
Psygnosis products will now allow you to make archival 
backups and allow for hard disk installation. Thanks, 
Psygnosis! Look for a hard disk installable Lemmings 
shortly. Hopefully, other manufacturers will follow suit and 
move away from the disk-based protection method as well. 
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WHERE OLD FRIENDS MEET AND NEW ADVENTURES BEGIN 

Aooen"taR.e Fea"taR.es 
FReely R.OOis-cR.ibacable A~oea"taRes 

MORIA 3.0 

Before venturing into the depths of the dungeons, you 
must be prepared. Let me see. Your dagger and sword are 
hanging at your side, and you do look smashing in you new 
leather annor. Most dungeons are known to be dank and 
dark, so you must procure some torches and flasks of oil from 
the General Store. Food will also be scarce in the dungeons 
below, so you'll need to add some rations to your pack as 
well. Oh ... don 't forget to purchase some potions for curing 
wounds and reversing the effects of poison, plus a pick for 
tunnelling through rock. There now. I believe (and hope) that 
you are prepared for the task set before you .. .to seek out the 
Balrog and destroy him. Not a very small task at that. In 
fact, your adventure may last for a period of days, weeks, 
even months. 

On your journey, you will meet up with many 
adversaries-from slimy, crawling things to wandering rogues 
and harpies. Traps, hidden doors and passageways abound. 
Treasures, weapons and magic devices may be found in 
rooms and passageways, left there by previous adventurers 
who met a terrible end. 

You can choose your character race (Human, Half-Elf, 
Elf, Halfling, Gnome, Dwarf, Half-Ore or Half-Troll) and 
class (Warrior, Mage, Priest, Rogue, Ranger or Paladin). You 
can also choose a female or male character. Your abilities, 
however, are dependent upon which race, class and sex you 
choose. Females are weaker than males, but more intelligent. 
Humans gain experience quicker, but their life span is shorter. 
Of course, as you gain experience levels, your abilities 
become greater and more refined. 

Moria is a massive (and addictive) dungeon adventure 
which originated on a mini-computer and has since been 
ported to several systems. The Amiga version has been 
enhanced with menus, graphics, real time mode and more. 
With over 100 levels, you will be kept busy for a long time to 
come. Commands (and there is a multitude of them) are 
handled by pull-down menus and keyboard entry. Character 
movement is controlled by using the numeric keyboard. 
Moria allows multiple game saves, but make sure you backup 
your character on a regular basis. When you die, your 
character is deleted! 

The current version runs like a charm on all Amigas up to 
the A2500 with at least lMB of memory. However, this 
adventure does not take kindly to the Amiga A3000. 

So, if you enjoy wandering through dungeons, and 
discovering treasures, and enjoy the role-play element in a 
game, check out Moria in the Adventurers' Guild. It's a 
great game that will enhance your adventuring experience. 
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Encban"teo OR.oeR.s 
OR~eRiag la.J=oRrr.:mtioa 

ADVENTURE PRODUCTS 

In the Adventurers' Guild, we offer only select 
merchandise, products which stand out for the quality and 
value they offer. Every time you make a purchase from the 
Adventurers' Guild, you receive Notes of the Realms that 
you can use toward extending your subscription to 
Eocbao~ Realrns"'. For each freely redistributable item 
purchased, you receive one Note. (Two-disk sets count as a 
single purchase. Multiple-disk sets of five disks or more earn 
two Notes.) The purchase of commercial merchandise earns 
Notes of the Realms as follows: adventure games and 
languages, three Notes each; clue books two Notes each. 

Here's how it works. When you buy products from the 
Guild, we ~nd you the appropriate number of Notes. When 
you have acquired SIX Notes, just mail them to us and we 
will extend your subscription by an additional issue at no 
extra charge-our way of saying thanks! 

Note on Notes: Notes are now one-third their previous value. 
(Current subscribers will be credited additional Notes based 
upon total purchases to date to adjust for this re-evaluation. If 
you purchased three disks and only received one Note, we 
will credit you two additional Notes.) However, fewer Notes 
are now required to extend your subscription. So, you come 
out ahead. Before, a purchase of nine disks was required to 
extend your subscription one issue-a cost of $27.00. Now 
you need only buy six disks at a cost of $18.00 to do the 
same. In addition, if you bought just one commercial game, 
one clue book and one disk every two months throughout the 
year, you would earn a total of 36 Notes. This would enable 
you to receive Eocbao~ Realrns"" absolutely FREE! 

SHIPPING AND HANDLING 
There is a $3.00 shipping and handling charge required 

per order on freely redistributable products, $2.00 additional 
for Canadian orders and $3.00 additional for all other 
countries. Shipping and handling charges on commercial 
merchandise, including games and clue books, is $3.00 per 
order for the first item, plus an additional $2.00 on multiple 
product orders. Canadian orders require an additional $3.00 
for the first commercial product, plus $2.00 extra on orders of 
multiple items. (Commercial products are not available 
outside of the U.S. and Canada.) A street address is required 
to ship commercial merchandise! We cannot ship commercial 
products to P.O. Boxes. It's our goal to ship on a timely basis. 
However, if an item is out of stock and there will be a delay in 
shipment, we will notify you of that delay in writing. 

Eocbaoeoo Realms-
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Fea-CaR.ea A~ven-CaR.es 

FReely ~istR.ibat:able PRo~acts 

ADVENTURE GAME TREASURY 

In the Adventurers' Guild, we offer only select 
adventures and resources for the Amiga adventurer. All 
products listed in the Adventure Game Treasury and 
Fantasy Art Gallery are freely redistributable. 

Role-Play A~oea"taR.es 

0 Hacklite - Dungeon Role-Play Game 
0 MechFight 1.0 - Excellent BattleMech RPG 
0 Mech Force 3.65 - BattleTech-style RPG 
0 Moria 3.0 - Excellent Dungeon RPG (lMB) 
0 NetHack 3.0 (2 Disks) - Dungeon RPG (lMB) 
0 Omega 1.3 - Dungeon Role-Play Game (lMB) 
0 Rings of Zon - Excellent D&D Maze Adventure 
0 Star Trek (2 Disks) - Jimbo Barber (lMB) 
0 Star Trek (2 Disks) - Tobias Richter 

Text A~oea"taR.es 

PRice 

$3.00 
$3.00 
$3.00 
$3.00 
$5.00 
$3.00 
$3.00 
$5.00 
$5.00 

0 TACL Adventures - Text Adventures $3.00 
0 The Golden Fleece - Infocom-style Text Adventure $3.00 
0 The Holy Grail - Infocom-style Text Adventure $3.00 

A~oea"taR.e ResoaR.ces 

0 Dungeon Master Resources - Maps & More $3.00 

FANTASY ART GALLERY 

0 Bradley W. Schenck Fantasy Collection 
0 Individual Disks - $3.00 Each Total 

$18.00 
$ . 

This collection includes the following creations by fantasy 
artist, Bradley W. Schenck (the designer of our cover art): 
Amiga Dreams Portfolio, fantasy slideshow; Charon 
(lMB), 1988 BADGE Killer Demo Contest winner; Myth & 
Ray-Traced Images, beautiful Director animation; Helmet 
(lMB), 3D animation of ancient helmet; Helmet (2 Disks-
2MB) and The Sentinel (2 Disks-3MB), 1989 BADGE Killer 
Demo Contest winner. Individual disks are available for 
$3.00 each (if ordering individual disks, circle the disks you 
want and enter the total in the space provided above). 

Fea-CaR.e~ A~ven-CaR.es 
CornrneRciaJ PRo~accs 

Commercial adventures and adventure resources are now 
available through the Adventurers' Guild. However, we are 
not striving to compete with the mailorder discount houses in 
offering these products. They are being made available as a 
service to our readers and subscribers, providing a one-stop­
adventure-shop, and as a means of subsidizing the costs of 
producing EocbaD't~ Realms"'. In fact, by ordering 
through the Guild, you can help us keep the cost of 
Eocbao~ Realms"' down. We, in tum, will provide the 
best adventure products available at reasonable prices while 
offering an additional avenue for our subscribers to extend 
their citizenship. 

We appreciate your support and hope we can all benefit 
from the new products available through the Guild. Please 
refer to the ordering information for details. 

A~oea"taR.e Games 

0 Bane of the Cosmic Forge 
0 Chaos Strikes Back 
0 Death Knights of Krynn 
0 Dungeon Master 
0 Elvira: Mistress of the Dark 
0 Eye of the Beholder 
0 Legend of Faerghail 
0 Les Manley in: Search for The King 
0 Quest for Glory II: Trial by Fire 
0 The Secret of Monkey Island 

A~oea"taR.e Laagaages 

0 AMOS: The Creator (NTSC) 
0 Visionary 

A~oea"taR.e Clae Books 

0 Bard's Tale III Clue Book 
0 Chaos Strikes Back Adventurer's Handbook 
0 Death Knights of Krynn Clue Book 
0 Dungeon Master Adventurer's Handbook 
0 Elvira Hint Book 
0 Eye of the Beholder Clue Book 
0 Quest for Clues II 
0 Quest for Clues Ill 

PRice 

$44.00 
$33.00 
$42.00 
$33.00 
$44.00 
$46.00 
$33.00 
$44.00 
$44.00 
$46.00 

PR.ice 

$75.00 
$75.00 

PR.ice 

$12.00 
$12.00 
$12.00 
$12.00 
$12.00 
$12.00 
$22.00 
$22.00 

Eacbaat;e(') Realms"" PR.o(°)act OR.(°)eR. FoR.rn 

NAME: ~~~~~~~~~~~~ 

CITY: ~----------

ADDRESS: ~~~~~~~~~~~~~~~~~~~~ 

STATE: 

Please be sure to include the proper shipping and 
handling charges for your order. All payments must be in 
U.S. funds, drawn on a U.S. bank and made payable to 
Digital Expressions • P.O. Box 33656 • Cleveland, OH 
44133. Checks and money orders only. 

Eocbao~ Realms· 

ZIP: ___ _ 

Total Merchandise 
Ohio Residents Add 7% Sales Tax 

Shipping and Handling $3.00 
Additional Shipping and Handling 

TOTAL PAYMENT 
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T Wi~s 
CONTESTS OF KNOWLEDGE AND CHANCE 

Cont:est: RaJes On Being A "VisionaRy" 
Entering contests is very simple. We have designed this 

page so that it can be filled out and detached. Of course, if 
you don't want to deface your copy of Eocbcm~ 
Realms"', you could photocopy this page instead. 

When's the last time you a had vision? No, I don't mean 
the kind that accompanies a trance or supernatural 
appearance. A vision of an adventure game, one that you 
wish someone else would create. Or better yet, one that you 
have always wanted to produce yourself, but you haven't 
because you lack the necessary programming skills. Well, 
prepare yourself. The answer to your prayers may be just 
around the comer: Visionary! 

Some contests require you to match answers, solve a 
wordsearch or answer multiple-choice questions. Others 
require no more than filling out and mailing a 3 x 5 card. In 
either case, we require your full name, address and a phone 
number where you can be reached. Please use a pencil or pen 
to indicate the correct words or answers. Or, if you prefer, 
you may use a highlighter. Entries should be addressed to: 
Digital Expressions• P.O. Box 33656 •Cleveland, OH 44133 
•Attention: Tournament of Wits. 

NAME: ______________ _ 

ADDRESS: -------------­
CITY: ---------- STATE: 

ZIP: ____ PHONE: ---------

Oxxi, Inc. will soon be shipping Visionary: The Aegis 
Interactive Gaming Language. And, we have made special 
arrangements with them to give away 10 FREE copies! 
Visionary will retail for $99.95, but you now have the 
chance to win a copy for yourself. All you have to do to 
enter is take a 3 x 5 card and write Visionary Contest on the 
top of it and include your complete name, address and phone 
number (check out Contest Rules for more information and 
contest deadlines). It's that simple! All we ask is that you 
only enter if you are serious about writing your own 
adventure games. 

All entries for contests in this issue MUST be received by 
AUGUST 15, 1991. Contests are open to all readers and 
subscribers in the U.S. and Canada. 

Well, are you interested? If you would like to know more 
about Visionary, check out the preview this issue in the 
Prophet's Tower. Next issue, we will feature a full review. 
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Win an Aoven'taRe in "WonoeRJano" 
ALICE 
CATERPILLAR 
CHESHIRE CAT 
CROQUET 
DORMOUSE 
DUCHESS 
FLAMINGOE 
FOOTMAN 
GRYPHON 
HATTER 
HEDGEHOG 
HOOK.AH 
MARCH HARE 
MOCK TURTLE 
MUSHROOM 
QUEEN 
TARTS 
TEACUP 
WATCH 
WHITE RABBIT 

M D L C A 0 G P Y T E A C U P W K D 0 I 
G N G G P W Y H F G X D T H A H D W D W 
Y U M D H S H E S L C M K U S T H H Z T 
Y E M F A K Q D Y H A D Y A P H H I Z P 
I E U L T I C G 0 I M A U X K R 0 T W T 
T B S A T Q Z E Q X R N N C D F 0 E D D 
I Y H M E G Q H B Y C A M Z H W K R Y C 
G S R I R G U 0 D U C H E S S C A A X R 
R J 0 N Y C E G A E N V R Z D H H B C 0 
Y M 0 G Y S E G W A T C H J H E P B A Q 
PAMOSVNQTFUQDUYSZITU 
H R H E A G A I R N E J H P H H G T E E 
0 C D 0 R M 0 U S E 0 K H H M I S H R T 
NHOZQSESXSAAEWWRNAPK 
F H Y R D K P B Y E S L U Y Z E B K I F 
C A I A F Q T A R T S I J E H C E W L T 
K R G H 0 G Q Z 0 H D C M D P A L I L U 
I E M V R W Q F B D V E C H Y T Y B A T 
A Q L G T F M 0 C K T U R T L E T N R P 
VTFPYFOOTMANJUBCHYTU 

If you find a grin lingering on 
your face at the thought of winning 
a free copy of Wonderland, don't 
end up mad as a hatter because you 
neglected to enter our Wonderland 
contest. Just follow the contest 
rules explained above and you may 
be one of five lucky entrants who 
will win a copy of Wonderland for 
their very own, courtesy of Vlfgin 
Games, Inc. and Eocba~ 
Realms"'. So, don't be shy as a 
dormouse, or sit there dreaming 
away the hours. Send in your 
official entry today. It's quite 
possible you could find yourself 
having a wonderful adventure with 
Alice in Wonderland. And, that's 
a far cry better than having to kick 
yourself for being too late and 
missing the contest deadline! 

Eocba~ Realms· 



Tbe PR.erDI-. 
AOoerrtCIR.e Game 
JoaRDal ~OR d:le Arolg~ 

SabscRibing Does Haoe 
I-cs Benep-cs 

As we're sure you have realized by now, 
Eocbao-ce<I Realms"' is not only growing in size, it 
is also growing in popularity. This may make it more 
difficult for you to get your copy off the magazine rack 
before it is completely sold out. Of course, if this 
happens, you can always order that issue direct. 
However, we have a much better suggestion: 
Subscribe! (You knew we were going to say that, 
didn't you?) Subscribing to Eocbao-ce<I Realms"', 
though, really does make sense. As a subscriber, you 
have additional benefits unavailable to single-copy 
purchasers. Here's a list of the extras that come as part 
of your subscription•. 

• First-class delivery of each issue 
• A savings of 24%, or more, off the retail price 
• The chance to win FREE adventure games in each 

issue's Adventure Game Drawing 
• The opportunity to earn Notes or the Realms to use 

toward extending your subscript10n 
• Exclusive citizenship in the Realms and membership 

in the Adventurers' Guild, including a framable 
Certificate or Citizenship 

• Plus, discounts on products available through Digital 
Expressions 

That's not all, either. We're working on additional 
benefits to be instituted in future issues. So, why not 
begin enjoying the benefits of citizenship now. You 
see, Eocbaocoo Realms"' is more than a publication. 
It's a growing association of Amiga adventurers 
dedicated to enjoying the adventure experience to the 
fullest. You can be a part of this too. Come and join us 
for the adventure of your life! 

To subscribe, simply photocopy this page or use a 
blank sheet of paper, fill in all the information below 
and mail it along with your check or money order 
(sorry, but charges to credit cards are not available at 
the present time) Lo the address below. Rates via 
first-class mail are $49.95 ($59.95 Canada and Mexico, 
$79.95 foreign airmail) for a one-year, six-issue 
subscription with disk and $39.95 ($49.95 Canada and 
Mexico, $69.95 foreign airmail) for a one-year, 
six-issue subscription without disk. All payments 
MUST be made in U.S. funds, drawn upon a U.S. bank 
and made payable to Digital Expressions. Please 
address subscriptions to: Digital Expressions • P.O. 
Box 33656 • Cleveland. OH 44133. 

Back lssaes 
All back issues of Eocbao-ce<I Realms"' are 

available in limited quantities except for the Issue 1 
Journal which is currently out of print (it will be 
available again later this year). Back issues are 
currently available for $10.95 each with disk. Journals 
are available separately for $7.95 each. Disks arc 
available separately for $6.95 each. Subscribers may 
purchase back issues with disk for $9.95 each, Journals 
for $6.95 each and disks for $5.95 each (just another 
benefit of subscribing). There is a $3.00 shipping and 
handling charge required per order. Canadian orders 
add an additional $2.00, other countries add $3.00. 

• Subscriber benefits apply only to subscriptions placed 
directly through Digital Expressions. The Adventure 
Game Drawing is limited to U.S. and Canadian 
subscribers only. 

SabscRipcion 0R()eR FoRTl'.l 

Subscriptions to Eocbao-ce<I Realms"' are available with or without disk according to the following information. 

• One-year, six-issue subscription with disk: $49.95 ($59.95 Canada & Mexico, $79.95 foreign airmail) 
• One-year, six-issue sub cription without disk: $39.95 ($49 .95 Canada & Mexico, $69.95 foreign airmail) 

Please indicate the type of subscription you would like entered and fill out all the 111format1on below for our records. 

0 Yes, please enter my citizenship and my one-year, six -issue subscription with disk to Eocbao-ce<I Realms"'. 

0 Yes, please enter my citizenship and my one-year, six-issue subscnption without disk to EocbaD'COO Realms"'. 

NAME: ~~~~~~~~~~~ ADDRESS: ~~~~~~~~~~~~~~~~~~~ 
CITY: STATE: ZIP: ____ PHONE: _______ _ 

la a laael r:.obeRe like beaRts meet;, at; t;be cRossRoaels t;o aeloeat;aRe, 
come join oaR Ranks aael eat;eR ... 
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Tbe JoaRDal 
Tbe BaR.O's TaJe Ill 

Tbe SecR.ec 04= Mookeg Islam~ 
WaR.JoR.OS 

SeaRct:> 4=0R. Tbe Kiog 
BRBOcb ~ 

TR.ial by fiR.e 
B.A.T. 

CoRpoR.acioo 
CapsaJe Reoiec.os 

lr:>t:eR.oiec.o: RobeRt:a WilJiams 
FGDC'.allfl F1cdorl: RIHaD Raga& 
W~4Jh Tllklt tJg Fm 

Tbe Disk 


