





























several documents as well as a magni-
fying glass, after you use the open
icon on the bag. Use the glass on all
papers, and the ? will disappear. Go
right. In this room you must use the
decompress symbol on the password
symbol. Now use the password
(green or red) in the following way.
In the area you are in, place the
green. Now go east and place the red,
then go back left and pick up the
green. Go north and place the green.
Go right, south and pick up the red,
G north, place the red, go left and
pick up the green. Go north, right,
south, right, south, and place green.
Then go north and exit.
Collect the bust and book, then use
the disconnect symbol to exit the
interface.

POOL LEVEL

Use the key card to enter the Linc ter-
minal. Go to Security Service and
look at the new documents. Then go
to Special Operations and request a
status change, which will give you
unlimited access for 48 hours.

Descend one level, then go right
to the ornate elevator. Take it down
to the pool level. Go left and talk to
the Doorman. Ask if he knows any-
one who would sponsor you into the
club. Talk with Mrs. Piermont, the
lady with the dog. Ask if see knows
Overman, then ask her to sponsor
you. When invites you up to her
Apartment, push the button and fol-
low her up.

She knows a lot about your par-
ents. Quiz her. Ask again for the
sponsorship. When she goes to use
the phone, click on the VCR and put
the tape from Lamb in it. This will
distract the dog, and you click on his
food bowl until you locate and take
the biscuits.

CATHEDRAL & REACTOR

Leave the Apartment and go to the
Guard standing in front of the
Cathedral. Talk with him. Go to the
construction on the left side of the
screen and put the biscuits on the end
of the plank and when a dog goes out
after them. Pull the rope, then release
it to a distraction so you may enter
the Cathedral.

Inside, enter the north door. Look
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in the center locker to find Anita’s
body. Return to her work station,
open the center locker and use her
protection suit, then enter the reactor
room. Inside you will find Anita’s ID
card on the floor. Get the card and
leave the reactor. Change your clothes
and leave the factory; you must go
left three screens. Enter the security
office, then use the elevator on the
right to reach the interface.

THE INTERFACE

Use Anita’s ID card on the interface.
Check your symbols: you now have
two new ones. You must use the
Blind symbol on the first eye, then
quickly go the right and blind the
other eye. Go back and exit north,
then go north again and get the tun-
ing fork. Exit to the left. Click the
playback symbol on the well. Watch
the message and the holograph girl,
then turn it off. Use the disconnect.
Go back down to the pool area
and talk with the boy who is playing
a computer game. Talk to the
Gardner, then talk to the boy again.
Now talk to Gardner three times (he
is the person mentioned by the
Holograph girl). Go as far left as you
can go and enter the Courtroom.

ST. JAMES CLUB

After Hobbins is sentenced, leave and
talk to the St. James Club Doorman.
Enter the St. James Club via the small
door beside the Doorman. Go down
and play a piece on the Jukebox, then
come up. When one of the men
leaves, take his glass. Take the glass
to Dr. Burke, who can arrange to
transfer the fingerprints from the
glass to you, thus giving you a new
ID. You must talk to him, then click
the glass on him to proceed.

Return to the St. James Club and
go to the door on the right back wall.
Go to the large box, use the bar to
pry the lid off, and put the lid on the
smaller box. Use the bar to make a
hole in the grate. Now use the seca-
teurs (cutters) to cut out the grate. Go
through the hole into the subway, go
to the right, then go north. You will
see a hole in the wall. Put the light
bulb in the socket. Go to the end of
the subway and enter another tunnel
(hurry or the roof will fall in on you).

" GETTING OUT

After leaving this tunnel, use the bar
twice on the plaster above you. A
brick will fall out. Use the bar to
open the vein, then use the brick as a
hammer to complete the opening. A
droid will enter soon to repair the
wound. Exit through the door.

Go north into the room with a
pit. At the control panel, lower the
temperature. Note the fire center
closes. You can then get on it and
pull the bar down over the pit. This
opens the grate. Now leave the room.
Go two screens to the right and put
Joey’s circuit board into the Red
Cross robot. Use the slot.

Go back left twice through the
southern door and look through the
grill on the wall. Ask Joey to check
out the tank room. After his report
have him go back and open the tap.
You can now enter the room.

GALLAGGER

Leave via the northeast corner, then
go through the top northeast door.
Just inside is a terminal. Use your
card on the terminal, then access the
restricted area. Now open the access
door and leave to the left. An
Android named Gallagger will
appear.

When Joey attempts to save you,
the lights go out. Joey and Gallagger
are dead when the lights come back
on. Take the circuit board from Joey
and the Linc card from Gallagger. Go
into the next room on the lower right
and get the tongs on the wall next to
the door. Go back to the Terminal.
Use the Gallagger card to enter the
interface.

Insidc the interface, go to the
right, then north. Be sure to blind the
eye. Use Divine Wrath on the
Crusader. After he dies, return to the
interface, use disconnect then reenter
and use Anita’s card. Go to where the
Crusader was and exit right.

TONGS & STUFF

Use the tuning fork on the ice crystal,
then collect the Helix and leave the
chambers. Go back to the room with
the nitrogen tank and use Anita’s

Continued on page |4
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Arena

If you play a Fighter-class character,
you will need the Spellbreaker shield,
which reflects spells back at their
source. To find it, keep asking for
general rumors in different towns
until someone mentions it. Remember
that if you already possess an artifact,
you cannot get a quest for another, so
get rid of any you have or put them
in for repair.

Save the game frequently inside
dungeons. Don’t enter dungeons
without plenty of potions, especially
Heal True, Cure Poison and Free
Action.

High-level characters can earn
money quickly by performing mis-
sions for the King or Queen in each
city. The higher your level, the more
you make — as much as several thou-
sand gold for each trip.

Derek Myer

You can keep artifacts by putting one
in for repair. Any item you don’t
want to give up but can’t carry at the
moment may also be put in for
repairs. It will stay in forever, so you
can get it at any time.

Frank Scalfone

The “N” key turns off the game’s
internal clock for the local area. It
also turns off many of the random
combat encounters. This makes it
possible to enter a dungeon where a
monster is hiding, and explore the
entire place without meeting anything
other than the particular Ice Golem
or other monster you have been sent
to kill. There does not seem to be any
effect on monsters in special dun-
geons where pieces of the staff are
hidden, nor in related dungeons used
as intermediate places leading to a
staff piece.

Combat tricks: an excellent tactic
involves approaching the door that
leads to a monster’s hiding place from
beside, the door frame where it’s pos-
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sible to attack with ranged weapons
at a distance that prevents the mon-
ster from striking you. To do so, you
must know which room you do not
want to stand directly in front of
when left-clicking to open the door.

Most monsters make distinct
sounds when you get near. To more
precisely locate the sound, click on a
wall that you think is between you
and the monster. When the monster is
relatively close to a wall, a text mes-
sage states that you “see” the crea-
ture.

To determine on which side of a
door to position your character, do
the same thing on the wall next to the
door frame. A shallow entry defeats
this trick, but the automap also
“sees” all the way through shallow
walls.

Use this trick when a hiding
space’s entry point is through a water
channel or pit, from which and exit
in the face of opposition is not at all
easily done. By clicking on the walls,
you can find a good spot to use a tool
with Passwall powers and enter a dis-
tance away so you can get in the first
strikes at the enemy.

Bill Dawson

The only essential spells are: Levitate,
Heal, Invisibility, Shield, Open, Resist
Fire, Cure Disease, Passwall, Wizard
Rend, Purify and Spell Reflection.
Offensive spells are not a effective as
an Ebony Sword, which will hit any-
thing except Jagar Tharn. Use
Spellmaker to create a Cure Disease
and Spell Reflector. Both should start
small and increase 5% or more per
level.

All character classes should use
some sort of spellcaster; the Spell
Sword is a good all-purpose one. Use
the “C” key to cast spells while using
the mouse to swing a weapons or
heal after half damage.

If a level increase does not pro-
duce at least five points in Agility,

Intelligence, Strength, Speed, Will and
Endurance, restore your last saved
game.

To raise cash: break into any home in
any town. When you find treasure,
take it, fight any necessary monster,
then go up or down the stairs to the
treasure room and repeat. Sell all at
store, then repeat.

As'soon as possible, buy a Kite
Shield of Regeneration, two Ebony
Swords and as many Power potions
as you can afford.

In combat: charge all spellcasting
opponents. They don’t cast spells
when you are adjacent to them. Rest
in one- to three-hour periods.

In dungeons, work your way to
the lowest level, retrieve the prize and
exit. Monsters are regenerated when
you change levels, so there is no point
in clearing a level.

Jump into pits and swim to reach
places that are inaccessible otherwise.
Pick up only magic treasure and gold,
then save. Always save after getting a
staff piece.

You cannot return to the final
dungeon after rescuing the King, so
do whatever you want to there on
your first visit. Foozel can be
whipped John L. Sullivan-style.

Tom Burks

Dreamweb

At the start, pick up your wallet from
the desk. Open it and remove your
cashcard. Put on (wear) your clothes.
Go to the kitchen. Open the Micro
Cooker. Take the heavy gold key
inside.

Insert the key and read Eden’s
Network cartridge. Exit apartment.
On your way out of the building,
pick up the screwdriver and the
wrench in the garage; you’ll need
them later.

Exit the building and travel to
your apartment. Enter #5106 on the
keypad. Take the knife from the bed.
Read cartridge labeled “Important.”
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You can now go to Sparky’s Bar or to
Louis apartment.
E J. Philipp

Legend of Kyrandia 3

Getting off Kyrandia: This is one
way to escape. First Malcolm should
go west, south, south, east, east and
west to the Toy Factory. Unlock the
door with a nail.

Inside the Toy Factory, go north
to Malcolm’s apartment. Check the
third drawer for Nut-on-a-String.
Look under the bed for the Jester
staff. Return to the Toy Factory.
Now combine the bent nail and your
Nut-on-a-String to make a fish hook.
(If you don’t have a bent nail, you
can find one at the dump.)

Go down the hole and use the fish
hook on the stream to get a eel.
Climb stairs to town hall and exit
east. Return to the Mime. When he
turns around, put the eel in his hood.
After he leaves, change to “lying”
mood. Use fish hook on coin box.

Lie to the guard, then play with
the controls. While he is distracted,
take the Mime suit from the window.
Exit west. Put on the Mime suit and
return to the Toy Factory. You must
make three toys.

Set the levers, then click on the
book to see what it will make. Use
logs (from the front of the dairy) to
make a Horse and Toy Soldier. You
can use Brandon’s shoe to make the
ball. Find the Backwards Boy and
give him each toy until he gives you
his Fish Sandwich. From the Bluff in
front of the castle, go west, then
south to the Dock. Talk to the Dog
and give him the Fish Sandwich. You
are now off to the Isle of Cats.

Danny Petersen

Dark Sun I

To wipe out the Mindslayers who are
eating in the Under Dark Level, poi-
son them with the poison pots in the
room to the west. The poison pots
are in one of the boxes on the floor.
Use the poison in the Brain Stew that
is being served to them. You will also
receive extra experience points.

Ned Kindelt

Wizard’s Imprisonment: mix the solu-
tions in the following order. Baya,
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Erdu, Randar, Herb, Bardini,
Blossom, Sethull.
Mike Prero

Death Gate

The Vortex: From the spot where
Zifnab and the dragon stand, go
north. Use magic on Haplo. Switch
the second and fourth runes of the
Self-immolation spell and cast it.
Search the ashy remains. Put the
shear on the shear. Go north twice.
Cut the tentacle with the shears.three
times. Go north. Put the water seal
piece in the water spire. Use magic on
Xar. Cast Resurrection. Talk to Xar.
Put the stone seal piece in the earth
spire. Read the history book and
note where the symbol of Orseph is.
Move the focus over the symbol for
Orseph. Put the air seal piece in the
air spire. Put the nexus seal piece in
the focus.

Bruce A. Smith

Superhero League

Grass Clipping Mission: buy wire
cutters in Piscataway. Go to 11, 7
Sector 1B and go west. Hide under
altar. Wait until ceremony ends. Look
at knot. Take loose board. Cut wire
with cutters. Put loose board in gap.
Up. Wait until ceremony ends again.

Clown Nose Mission: go to 9,9
Sector 2D. Get plastic case, coat and
coat rack. Go to 9,12 Sector 1C.
You’ll need the museum key from the
storage cabinet in HQ. Put stand on
the unfaded spot.

Frostbite Mission: you can by the

- lead longjohns in Yonkers. Take heli-

copter at 7,6 Sector 2C. Then take
ferry at 14,2 Sector 3D. Yonkers is at
6,9. With the longjohns, go to
Mineola, which is 1,9 Sector 4C.

Tree Bark Mission: you can find the
red tubecar pass after combat in
Sector 1D. Give plastic case from
“Grass Clipping” mission to shaman
in Yonkers. Go to 9,10, which is
Newark. Take plastic tubing and
descend.

Go east. When you reach
Philadelphia, go to 10,6. Put tube in
crack. Attach nitrous oxide can to
tubing. Shake can. Raise Liberty Bell.

Take whistle.
Corona Mission: you’ll need four

tokens, one of which is awarded after
completing each of the preceding mis-
sions. You must also obtain the plac-
ard from Bernardsville, which is at
5,8 in Sector 1C. With these items, go
to 13,7 Sector 3C. Put placard on the
steel framework. Take green tubepass.
Jason Keeler

Under a Killing Moon

DAY THREE
Finding another job
Go to pizza shop. A.C.A (gives you
note). Examine coded note. Go to
Brew n Stew. Ask about Sal. Outside,
open trash can beside Brew n Stew.
Get note scraps. Assemble scraps.
(1st line reads: Regency Escort
Service, 2nd line: YV UZNV SIAK-
WBHUG.)

Combine note from Francesca
with assembled note. Examine encod-
ed note. Change letters until each is
red and note will be readable (Reads:
We have confirmed your appoint-
ment with Chastity at the suite in the
Golden Gate Hotel at usual time. The
password today is silicon.) Go to
Golden Gate Hotel.

Getting evidence on Sal

Use Burns disguise (must have inflat-
ed balloon). Enter hotel. A.A. Type
Silicon. In suite entry, get foil off
tabletop. Enter piano room. Get
magnet from door. Move piano. Go
to bedroom. Open closet. Get cham-
pagne glass. Go to pool. Move towel.
Examine grate.

Continued on page 14

Get rich quick!
This issue's contributor's
received $5-$20 each for their
clues, so send in yours today.
That stamp costs a lot less than
a lottery ticket, and you have a
much better chance to win! (All
submissions become property
of Eldritch, LTD. until May 12,
2317. AD.)
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Steel Sky Solution ... from | |

card to break into the console moni-
tor.

Use the tongs to get a piece of tis-
sue from the tank. Freeze it in the
nitrogen tank, but sure you have a
frozen item in the tongs; if they are
empty, try again. Go one screen to
the right and open the cabinet below
the console to the right of the middle
Android. Insert Joey’s card, then click
on the monitor.

Choose “Download Character
Data,” then run the “Startup
Program.” Rename the
new Joey “Ken.” To enter
the next door, both you and
Ken must place your hand on
the panel on each side of the door
and press them at the same time.
Ken’s hand will be stuck, so you
must proceed
to the right
alone.

PIPES

Travel along the pipes to
the right until they bend downward.
Tie the cable to the supports and go
down the brackets at the end of the
pipe as if they were rungs on a lad-
der. At the bottom, use the tongs and
drop the frozen tissue into the
Orifice.

A door will open on the opposite
wall. Use the cable to swing over and
meet your father. As Ken to get into
the Chair, and the animated conclu-
sion follows.

Keys ... from 13

Examine vase with cork in it. Use
champagne glass on pool. Use filled
glass on vase (getting cork). Examine
cork (getting wire). Return to bed-
room. Examine locked drawer.

Use wire on locked drawer. Get
shoelace. Combine shoelace with
magnet. Return to pool. Use magnet-
on-a-string on grate (getting screw-
driver). Use screwdriver on grate.

Get film. Go to electronics shop.
Use credit card on blue light special.
Get developing kit. Combine kit with
film. Examine photos. Return to
Pizza shop. C. Offer photos. Ask
about mugging.

evzg
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from 5

Killing Moon ...

Moon works quite well even on a
single-speed drive, so anyone with
double-speed or faster drives will not
experience any load times at all. The
music is quite good and helps to fully
round out the atmosphere that obvi-
ously pays homage to those classic
detective films of the black-and-white
film era.

Although Killing Moon is a seri-
ous adven- -,
ture, you will

¥ find witty

puns

and humor throughout. Some jokes
will make you groan, but they all fit
the attitude of the game. Killing
Moon is indeed excellent and one of
the year’s finest adventures. The fact
that they took the time to make the
game player-friendly (you can click to
halt story sequences and speech and
can restart on the CD you last used
rather than have to reload the first
CD) earns Access many points. The
only element they should either learn
how to do right or remove altogether
are these silly arcade-like segments.
They detract from the pure pleasure
of the rest of the game.

Conclusions: Killing Moon is capti-
vating, exciting, challenging and
entertaining across the board. It’s
worth waiting for a game of this
level, but its success should hopefully
expand Access’ coffers so that they
can produce their next adventure
that much more quickly.

Difficulty: Intermediate
Company: Access

Tracking a Mugger
Go to Coit Towers. A. Ask Beek
about Pug. A.A.C.A.B.B. Go to
Colonel’s.

Paul Shaffer

Steel Sky ... from 3

Speaking of speech
The full-voice aspects of the game
were done pretty well, particularly
after you get past the intro, which
definitely lacks life (your character
does a droll narration while his peo-
ple are being wiped out). Naturally,
most of the voices are British, and
that always seems to add a bit of
class whether it’s well acted or not.
M5 A number of spots were
downrlght funny (I loved

launching the dog off the diving

board), and some were exceptionally
clever. The feel of the game is some-
what depressing, just because of the
gloomy over-industrialized back-
ground, but the story moves you for-
ward and keeps you interested. This
isn’t a title that will go on my perma-

% nent stack, but I really did enjoy it
and highly recommend Steel Sky to
any graphic adventure enthusiast.
Good job, Revolution!

Difficulty: Intermediate
Company: Revolution

Flash Traffic ... from 5

glitches that return you to the same
reply from characters and/or video-
clip. Also, the right choices are pret-
ty obvious, so the gam seems very
linear. The system is not perfect.
Chuck Pfarrer, writer of Navy
S.E.A.L.s and Hard Target, co-wrote
Flash Traffic and fills the story with
all the elements you would expect in
an action film. Tsunami would have
done much better with Flash Traffic
had they released it to video stores or
designed a real adventure game inter-
face around it. As it stands now,
Flash Traffic is nothing more than a
flash in the developing life cycle of
interactive CD-ROM games.

Difficultyi Simple
Company: Tsunami

QuestBusters



Swap Shop

Free ads for members only. 10
adventures per ad, original soff-
ware with boxes only. * means
clue book included.

IBM & QUEST-ALIKES
Arena 3.5”, $30. Megatraveller 1 57,
$15. Sherlock Holmes Consulting
Detective CD, $20. Add $2 per game
for shipping. ] Huston, 5009
Nebraska Dr, Dayton OH 45424.

Sell only, $30 each: Return to Zork
CD, Gabriel Knight CD. Lost in
Time CD, $20. $15 each: Colonel’s
Bequest, Dagger of Amon Ra,
Conquests of Camelot, King’s Quest
5. $10 each: Codename: Iceman,
Police Quest 1, Manhunter 2. Add
$3 shipping for first game. Kevin
Tyrell, 38 Coleman Rd, Arlington
MA 02714. Internet:
kestrel@world.std.com.

Sell: Dark Sun 1 3.5”, $25. Dark Sun
2 CD, $35. Might & Magic 3 & 4,
$20 each. Quest for Glory 4 3.5”,
$20. Police Quest 4 3.5”, $30. Horde
CD, $30. *Darklands Master Edition
3.5”, $20. Al-Qadim 3.5”, $25.
Ravenloft CD, $35. Many more,
prices vary. Peter Rudden, 19
Country Greens Dr, Béllport NY
11713

Sell, 3.5”, $10 each: Magnetic
Scrolls, Conquests of Longbow EGA,
James Bond Stealth. 5.25:, $10 each:
Kristal, Leisure Suit Larry 5 EGA,
Les Manley: Search for the King.
Both formats, $10 each: Manhunter
San Francisco, Police Quest 2.
Powerhits: Science Fiction, $15. Both
formats, $20: Lost Treasures of
Infocom I. Carl Pudvah, PO Box
886, Amsterdam NY 12010

$10.each or 3 for $25: Darkspyre,
Magic Candle 3, Phantasie Trilogy
(Phantasie 1 & 3 and Questron 2),
Spelljammer: Pirates of Realmspace,
The Summoning. $20 each or two
for $35: Darklands, Shadow Caster,
Crusaders of the Dark Savant,
Betrayal at Krondor, Ultima 7 with
Forge of Virtue. Many more in both
formats. Joe DeFeo, 121 Match Point
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Dr #202, Virginia Beach VA 23462

Sell, $30 each (includes shipping):
Arena: The Elder Scrolls with version
6 upgrade and character editor.
Richard Thamsen, 915 W Wisconsin
Ave #513, Milwaukee WI 53233

Want: 2400 AD, Ancient Land of Ys,
Demon’s Winter, Eternal Dagger,
Neuromancer, Populous, Questron 2,
Roadwar 2000, Roadwar Europa.
Danny Griffith, 2108 Sandy Lane,
Bakersfield CA 93306

Hint books for sale, $5 each. Send
SASE for list. $1 postage per book.
CD ROM games for sale:
Demonsgate or Lawnmower Man,
$20; Quantum Gate, $25. Addd $3
shipping per game. WH Willett, PO
Box 301, Lewisport KY 42351

Sell/trade: Battlechess, $15.
Conquests of the Longbow, $20. $25
each: King’s Quest 6, Ultima 7 Part 2
w/clues, Monkey Island CD w/clues,
Wing Commander w/secret missions
1 & 2. SoundBlaster 16 MultiCD,
$140. Want MechWarrior, Sentinel
Worlds: Future Magic, Monkey
Island 2. Wyett Colclasure, 1730
Morse Rd, Jarrettsville MD 21084

Over 30 games to sell or trade.
Classic Sierra games. Looking for
Doom-type games, Word Perfect,
Microsoft Word, Leisure Suit Larry 1
& 2. Charlies Napolitano, 441 Main
St #1002, E Hartford CT 06118

Sell, all 3.5” HD: Arena: Elder
Scrolls or *Ultima Underworld 2,

- $30. Betrayal at Krondor, $25. $20

each: *Dark Sun 1, *Ravenloft,
*Legends of Valour, *Prophecy of the
Shadow, Veil of Darkness, *The
Summoning. Eye of the Beholder 3
CD, $35. Prices negotiable. Timothy
Cooper, 14226 Jib St #31, Laurel
MD 20707

Sell/trade: 5.25” Covert Action &
3.5” Railroad Tycoon, Both for $20.
5.25” *Pools of Darkness, $23. Also
*Realms of Arkania and Bard’s Tale
3. Want: Doom & Wolfenstein hint
books, Betrayal at Krondor,
Daemonsgate. ] Wilkes, 3189 Haneys
Br, Huntington WV 25704.

Trade, all 3.5”: Inca, Inca 2,
Gateway, *Homeworld, Lost in Time,
King’s Quest 6, Dagger of Amon Ra,
Gabriel Knight, Return to Zork,
Simon the Sorcerer, Innocent Until
Caught. Want 3.5” Goblins Quest 3,
Alone in the Dark 2. Edward Carr,
216 Shaner St, Boyertown PA 19512

All 5.25”, $5: Tangled Tales, Ultima
1, Pool of Radiance, Buck Rogers
Countdown to Doomsday. $10:
*Ultima Underworld 1, Martian
Memorandum, Megatraveller 2,
*Prophecy of the Shadow, Centurion:
Defender of Rom, Space 1889. Many
more in both formats. Send $3
postage on first game, I pay for rest.
Joe Defeo, 721 Match Point Dr #202,
Virginia Beach VA 23462

CDs, sell/trade, $30 each:
Companions of Xanth, Leisure Suit
Larry 6, Return of the Phantom. $20
each: *Loom, Eric the Unready,
*King’s Quest 6, Return to Zork,
Dagger of Amon Ra, Who Killed Sam
Rupert?. Harvey Chin, 7758 Hansom
Dr, Oakland CA 94605

Sell only: *Lands of Lore 3.5”. $25
each: Mad Dog McCree 1 CD, 7th
Guest CD w/videotape, *Day of
Tentacle CD, Ringworld 1 CD, Star
Trek 25th 3.5”, *Monkey Island 2
3.5”, *Indy & Fate of Atlantis CD.
King’s Quest 6 CD, $20. Add $3 ship-
ping for 1st game. Susan Paladin, 32
Camille Ln, E Patchogue NY 11772

Sell/trade, $15 each, all 3.5”: Gabriel
Knight, Legend of Kyrandia, Amazon,
Sam and Max, Shadowcaster, more.
B. Poll, 1037 Water St #4, Grafton
OH 44044

Want: Altered Destiny either format,
Sherlock Holmes Consulting
Detective 1, 2 & 3 CD. Les Heiser,
5432 Fenwood Ave, Woodland Hills
CA 91367

. ST
Sell, $10 each: Sim City, Lemmings 1
& 2, Beyond Zork, Utopia, Populous
2, Balance of Power, Railroad
Tycoon, 3D Pool, Pirates, many
morel. Send SASE for list. Derek
Meyer, 452 N Van Buren #1,
Moscow ID 83843
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CLUE BOOKS EXPRESS

Order any two books, and

the shipping is free to USA Keys tO th&
or Canda, 1/2 off regular Klngdoms

shipping to overseas.

The Book of Clues 2 $19 CONTAINS SOLUTIONS FOR:
Star Trek: Judgement Rites

(se.e Pege) Quest for Glory

Alien Legacy $19 Police Quest 4

Keys to the Kingdoms $19 Return to Zork Kronolqg
Dragonsphere Simon the Sorcerer

(see list to right)

Companions of Xanth Innocent Until Caught
The BOOk Of CIUCS $19 Dark Sun 1 Eternam
(35 solutions) Leisure Suit Larry 6 Curse of Enchantia
Shadowcaster Sam and Max
Tk Book of Swarfy %17 The Legacy: Realms of Terror
(20 solutions) : Gabriel Knight Shipping rates: To USA, add $3 for 1st
Lost in Tim book/$2 each additional. APO & Canada,
Fim Boclggt Dbe 31z L:;dlsnof lLoie add $5/$3. Overseass, add $12/$8. VISA,
(20 solutions) Hand of Fate MC, check, money order (US Funds). AZ
Official Book of Ultima $19 Warriors of Legend ;isf;’;:)sgadd 5% sales tax. FAX #: 602-
Quest for Clues 2 or 3 $25 7th Guest

Bulk Rate
U.S. Postage
Paid
Tucson AZ
_ Permit No. 1153
PO Box 85143
Tucson AZ 85754

F‘orwarding and Return Postage Guaranteed
Address Correction Requestecl
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