

















Wkwkg's room

Ghost: Wkwkg

Treasure: Fossil skull in dgnn
Evidence: diary in Vivien's room

GREEN

Clues: under punchbowl, from Jack, in
tjkpq jecf, in fgcf gpf (in secret passage)
Special Items: ngpu (hngqt kp pgy itgcv
jenn), lqwtpen in ghhkeg

Ghost: Ygpfkuj

Evidence: Oqgpokuv in kpnygnn in fgum
Treasure: ncd dqgm in dqgmecug in
library (against Wkwkg)

YELLOW

Clues: under punchbowl, from Jack, in
dgnn, in eghhkp (climb in ktqp ockfgp)
Special Items: 1gygn on hnqqt of Ftcykpi
Tqqo

Ghost: Vcocte

Evidence: gcttkpi in Igygnta ecug in
Vcoctc's room, tgegjrv under her dgf,
Igqwtpen under her dgf

Treasure: dncem rgctn pgemnceg on
umgmgvqp in hole in dcugogpv wall
(move nqqug dtkemu)

Stygian Abyss
by Jon Champlin & Bob Bowen

Outside Abyss

(Latitude O' J', Longitude O' J")

Use: Bell. Use: Book: Use: Candle.
Enter.

Level One

Ignite torch. Turn east. Advance.
Advance. Advance. Advance (into
room). Exit east (into room). Exit east
(into room). Exit south (into room).
Exit south. Turn east. Advance.
Advance. Tum south. Advance.
Advance (into room). Exit south (into
room). Exit south (into room). Exit east
(into room). Exit east. Advance.
Advance. Turn north. Advance.
Advance. Use: Stone: You Answer:
Honesty. You Answer: Blue. Descend
ladder.

Level Two

Turn east. Advance (into room). Exit
east (into room). Exit south (into

room). Exit south (into room). Exit

east. Advance. Turn north. Advance.
Advance. Advance. Advance. Tumn east.
Advance. Advance. Advance. Advance.
Advance. Advance. Use: Stone. You
Answer: Compassion. You Answer:
Yellow. Descend ladder.

Level Three

Turn west. Advance. Advance (into
room). Exit south (into room). Exit
south. Use: Stone. You Answer:
Valor. You Answer: Red. Descend
ladder.

Level Four

Turn east. Advance. Advance. Advance.

Advance. Advance. Advance. Tumn
north. Advance. Advance. Turn east.
Advance. Advance. Advance. Advance.
Advance. Advance (into room). Exit
north (into room). Exit north. Use:
Stone. You answer: Justice. You
Answer: Green. Descend ladder.

Level Five

Turn south. Advance. Advance.
Advance. Advance. Tum east. Advance.
Advance. Advance. Advance. Advance
(into room). Exit south (into room).
[Step where the Balrons were standing to
open the south wall.] Exit east (into
room). [There is a secret panel two
spaces east and one space south of the
treasure treasure; this opens the east
wall.] Exit south. Turn east. Advance.
Advance. Advance. Advance. Use:
Stone. You Answer: Sacrifice. You
Answer: Orange. Descend ladder.

Level Six

Tum south. Advance. Advance. Tum
west. Advance. Turn south. Advance.
Tum east. Advance (into room). Exit
south (into room). Exit west (into

room). Exit south (into room). Exit east
(into room). Exit north (into room).

Exit east (into room). Exit south (into
room). [The south wall is opened by
stepping in the top right Balron cage after
you kill him.] Exit east (into room).

[The secret bridge is activated by a)
stepping all the way east behind the top
magical field after killing monsters and b)
stepping in the southeast corner of the
room behind the bottom magical field,
after killing the monsters.] Exit south
(into room). Exit east. Turn south.
Advance. Use: Stone. You Answer:

Honor. You Answer: Purple. Descend
ladder.

Level Seven

Turn north. Advance. Turn west.
Advance (into room). Exit north, Tumn
west. Advance (into room). Exit north.
Turn west. Advance (into room). Exit
north. [Open enclosed room by touching
the secret door in the south wall, then
open the north wall by stepping in the
bend of the backwards "L".] Turn west.
Advance (into room). Exit north, [To
open the northern wall, step on all three
secret doors in the south wall, represented
by white dots; when the third one is
touched it will open the east and north
walls.] Use: Stone. You Answer:
Spirituality. You Answer: White.
Descend ladder.

Level Eight

Turn south. Advance. Advance. Turn
east. Advance. Advance. Advance (into
room). Exit east (into room). Exit
north. [To open north wall you must a)
step two spaces south and all the way east
of north wall, which opens a portion of
the southwestern wall. Then, b) step
where the southwestern wall used to be,
which opens the north wall.] Advance.
Turn east. Advance. Advance. Turn
south. Advance. Advance. Advance.
Advance (into room). Exit south (into
room). Exit south (into room). [To
open south wall you must a) step on the
secret wall represented by a white dot in
the southeastern wall. This creates
another secret wall represented by a white
dot in the southern wall of the Balron's
enclosed room. After killing the Balron,
step on the spot he formerly occupied.
The wall jutting out of the Balron's
enclosed room becomes a secret wall
represented by a white dot. Step on this
and the south wall opens.] Use: Stone.
You Answer: Humility. You Answer:
Black. Descend ladder.

Outside Codex Chamber
You Say: Veramocor

Inside Codex Chamber

You Answer: Honesty. You Answer:
Compassion. You Answer: Valor. You
Answer: Justice. You Answer:
Sacrifice. You Answer: Honor. You
Answer: Spirituality. You Answer:
Humility. You Answer: Truth. You
Answer: Love. You Answer: Courage.
You Answer: Infinity.
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"The Bard is Back!'"

The Best-Ever Dungeon Role-Playing Game
Now available for the C-64.

FROM IMPOSSIBLE DUNGEONS and split-second
snares, the Bard and his party emerge. The Sceptre, so
long forgotten, gleams with power like an exploding
sun. Even Phenglei Kai, the ancient archmage, bows his
head in awe.

"I SMELL SERPENTS!" Slipfinger squeals, stealing
away like the thief he is. Two archdragons slither out of
the ground, their eyes burning with the relentless fury of
treasure lost.

PROTECTED BEHIND THE FLAME LIZARDS,
beyond the reach of normal weapons, a cackling wizard
begins the eerie chants of a death spell. A spell that can
finish the Bard and his party.

THE TIME HAS COME to battle-test the magic of the
Destiny Wand - and reveal the awesome powers of The
Destiny Knight.

Nl
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—
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50% bigger than Bard's Tale.

An all-new story line.

Six cities and a huge overland wilderness to explore.
Dozens of new spells - 79 spells in all.

There are over 100 monsters. Many animated. All
dangerous.

New real-time dungeon puzzles. You have to get
through them before the clock stops ticking.

Summon and name monsters to become a permanent
part of your party.

More strategy in combat encounters - the weapons and
spells you choose depend on the enemy's distance.

6 guilds for easier game saving.

A starter-dungeon for building up your characters.

A bank and casino.

Optional use of Bard's Tale and Ultima III characters.
Bard's Tale experience not required .

Cluebooks available for both Bard's Tale and

Bard's Tale II.

ELECTRONIC ARTS"

How to get it: Visit your retailer, or call 800-245-4525 (in CA call 800-562-1112) for VISA or Mastercard
orders. To buy by mail, send a check, money order, or VISA or Mastercard information to Electronic Arts, P.O.
Box 7530, San Mateo, CA 94403. The price is $39.95 for the Commodore 64 version. Add $5 for shipping and
handling ($7 Canadian). Allow 1-4 weeks for delivery. The Bard's Tale II and Electronic Arts are registered

! trademarks of Electronic Arts. Ultima is a registered trademark of Richard Garriott. Commodore is a trademark

of Commodore Electronics Ltd. For a copy of our complete catalog, send 50¢ and a stamped, self-addressed
envelope to Electronic Arts Catalog, 1820 Gateway Drive, San Mateo, CA 94404.



Moonmist
Continued from page 1

steering them toward the first clues.
These are bits of verse that lead you to
more clues and eventually to the treasure.

While searching the castle you'll have
time to poke about for evidence
concerning the ghost and the crime.
Don't waste it, though, for the story,
which begins at 7:00 PM, ends twelve
hours later when the police arrive to take
over the investigation. There is no Duffy
or lab to which you may send evidence to
be analyzed, so you're solely dependent on
your own wits in puzzling out this
mystery. At the end, you can read the
"author's explanation” of the plot, which
tells exactly what happened, who did it,
and why. I like this idea, since it wraps
up any loose ends the player might be
wondering about.

Extra Replay Value

And after solving Moonmist you can
replay it, for there are four color-coded
versions of the game: red, green, yellow
and blue. At the outset, you type in your
name as Lord Jim Dudley, Miss Anna
Stetic, or whatever, then the program
asks for your favorite color. Your reply
determines which version you will play.
(Or you can pick purple, orange or some
other color and the program will pick the
version, so you won't know which one
you're playing.) They vary in difficulty,
and red is apparently the trickiest. In each
version, the objects are found in different
areas, and some that are valuable in one
version are useless in the others.

Another departure from the Infocom
formula crops up in the area of the
scoring system—no points are awarded
for puzzle-solving. Instead, the program
borrows the method introduced in
Broderbund's Interactive Novels. When
you type "score" or quit, you'll read a
brief list of your accomplishments: "So
far you've found the treasure, but haven't
identified the ghost or found the
evidence." Another big difference is that
a room's contents won't always be
mentioned in the game text. An
accompanying brochure provides a map of
the castle, however, and describes such
items. This serves as a form of copy
protection, since you'll need the map in
order to solve all the puzzles. In addition
to the brochure, you get a collection of
ghost stories about famous spirits of
Comwall, a "Moonmist" t-shirt iron-on,
and the letter from Tamara.

A couple of practical features have been

carried over from Suspect and Deadline:
You can type "go to dining room" instead
of a series of directions, and the wait
command (which lets you quickly kill 1-
60 minutes) is useful for speeding up the
game in some instances.
Conclusions: The puzzles are logical,
the story is engaging, and the prose
surpasses Suspect  but can't match
Deadline. With the most extensive replay
value of any Infocom adventure,
Moonmist should be on every mystery
fan's shopping list. (If it's not already in
their inventory.)

System: All Home Computers
Skill Level: Novice to Intermediate
Price: Atari 8-bit, C64/128, $34.95;
others, $39.95

Company: Infocom

Destiny

Continued from page 5

Adventure Inn and emerge wholly
restored. You pay for this with gold, as
you do for the swords, armor, shields and
other items in the store. But some of the
merchandise, especially magical
paraphernalia, cannot be bought with
gold. You must collect gems and other
valuables to trade for these things. Your
current stats (gold, damage, gems and
age, which begins at fifteen) are shown in
a small box below the verb list.

Sound judgment~knowing when to
fight and when to flee—is the key to
successful combat. And if you are killed,
the game is over. Sure, you can save a
game in progress. But it is erased when
you reload it, as in the Eamon system,
Gemstone Healer and AutoDuel. The
difference is that you can't back-up the
saved game because it is saved on the
program disk. Though the graphics take
up both sides of the disk, their quality is
inconsistent. Some, especially the
monsters, are crudely drawn, while others
are about what you'd expect to see in a
Penguin adventure (they were drawn with
Penguin's Graphics Magician).
Conclusions: Those who demand
quality art won't find it here. However,
the game's interface makes it suitable for
adventurers who relish combat but don't
want to master a complex command
system. Initially I thought the combat
routine was too basic, but finally decided
I liked not having to make a lot of
decisions for a change. This wouldn't be

good enough for a dedicated role-playing
game, but as an adjunct to a puzzle-
solving adventure it works. This aspect
also makes it a good game for younger
family members who find the combat
systems of games like Ultima and Bard's
Tale too intimidating.

System: Apple (64), C 64/128,
Macintosh

Conversions: Maybe Atari 8-bit
Skill Level: Intermediate

Price: $24.95, C; $34.95, Apple;
$44.95, Mac

Company: Software Investments Plus,
POB 13, Appleton, MO 64724
816-476-2580

Gunslinger
Continued from page 1

letter from the keyboard or choose the
desired letter from a second on-screen
menu that appears only when you move
the arrow over the right side of the
graphics window.

Because of the game's limited
vocabulary, it's usually not hard to figure
out what to do in a given situation by
simply glancing over the word lists. In
the back room of the saloon in Dawson,
for instance, you encounter some of the
locals (including Jesse Dalton) in the
middle of a hot poker game. After
finding the word "gamble" in the list of
verbs, it's not too hard to figure out how
to get in on the action. Because the word
list tips off the correct response in most
situations, the adventure's puzzles are
easy to solve, which makes Gunslinger a
good introduction to the genre. But
advanced gamers would probably be
bored.

Another reason it rates as an
introductory level adventure is that you'll
find it difficult to do anything wrong.
Try to shoot the barber, or rob the bank
in Dawson, for example—instead of
having to deal with the consequences, you
simply read that "as an ex-Ranger your
moral fibre is too strong to break the law
without good reason." Fortunately, you
do get to blast Jessie Dalton when you
catch him cheating at cards. Otherwise
your stay in Dawson might really be
boring. The way I figure it, even ex-
Rangers like to raise a little hell once in a
while.

When you shoot Jessie, don't forget to
collect your winnings, all 80 cents.

You'll need this money to buy a stage
Continued on page 11
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KEYS TO THE KINGDOM

The Pawn

If you can't get the Guru to stop laughing, use the ujtv to
cover the ytkuvdcpf. Don't bother fiddling with the stump
until you've give the Guru what he wants. You'll need to
get past the boulder to do so, which involves using the ujtv
with the jrg and the tcmg.

Moebius
When fighting guards in a room, seal the doors. This way
if a guard steals something from you, you won't have to
chase him all over to confront him and regain your
possessions. Get the Blessed Sword from the Overlord as
soon as possible. The easiest way to fight him is
barehanded, using low kicks as he moves in on you. You
gain more experience by defeating an evil monk in hand-to-
hand combat than by using fireballs. The exit to the next
level from the Earth Realm is on the island to the northeast
from the Temple where the game begins. You need a
jcoogt to clear the path and reach the island. The exit gate
is in the island's northeast corner.

Richard Rassmussen

High Stakes

Inside trailer: ecnp Energise, rcv Energise, ecnp fqyp
Energise, rgv Energise, get tire iron. To get tire iron
without being gored by the bull: tie vqygn to hgpeg, w, n
get tire iron.

Fairlight
Some objects on shelves cannot be reached by jumping up
to get them. You must do one of two things. You can
push a table or stool over next to the shelf and jump on the
table or stool, then over onto the shelf. Or you may be
able to gather several objects, such as books, and stack
them next to the shelf before using the same procedure.
Tim Snider

Phantasie

In Woodville temple, you find some numbers: 78 opens

the top of the hqwpvckp; 45 opens secret door on side of

the fountain; 48 open access to temple interior. To get to

Qnaorke, teleport to town 99. To reach the third magic

pool, teleport to town eight, then swim north, then east.
Mark A. Wyman

To decode clues, count back two lettters. Numbers and
letters used in coordinates are not changed. Send in the
answers and strategies you've discovered in games—and
help rescue a lost adventurer somewhere from wandering
around in a maze looking for a radiation suit and a piece of
rope for the next three years. You'll also qualify for the
current month's contest, even if your tip isn't published
immediately. This month's winner was Richard
Rassmussen, who gets the game of his choice—to be
announced next month— for sending in his clue.

Waiting for Duffy

Duffy's at the SuperBowl so
if you're stuck in an adventure
send in a brief ad.

; Got to Auburn Rd,,
found timetable. Now what?
Roger Buttermore, 65 Princes
St., Sandy Bay, Tasmania,
Australia, 7005.

Asylum: NEED HELP! Have
mapped most of it, but can't
deal with guard. Linda Perry,
HCR Box 71, Cold Brook, NY
13324.

Can give help on Ultima 2 & 4.
Plus others. Mike Bagnall, RD
#1, Box 1025, New Freedom,
PA 17349. Or call (not collect)
717-235-6654.

King's Quest 2: How do I find
mermaid & how can I return
bird to antique shop? Can give
free halp with Alice in
Wonderland, Below the Root,
Swiss Family, Treaure Island,
Zork 1, Wishbringer,
Seastalker, Hitchhiker, King's
Quest 1. Leigh Henderson, 5145
Huggins Rd., Michigan Center,
MI 49254,

Tass Times: How do I get past
the gate with the eye and nose
without getting killed? Aaron
Chou, 7032 Stratford Rd.,
Woodbury, MN 55125,

Nine Princes in Amber: Need
any help you can give. Jeff
McLellan, Rte. # 1, Box 2490,
Waterville, ME 04901.

King's Quest 2: How can I
cross the poisonous lake?
What's the cloth for? Where's
the 2nd key? Also need help
badly in Hitchkier and Deadline.
Ahmad Jassem Al-Nusif, POB
38305, Dahia, 72254 Kuwait.

Can help with Phantasie,
Ultima 3, Bard's Tale, Questron
& mapy others. Need help with
Perry Mason, Dragonworld,
Mindshadow. Need someone to
play Lords of Midnight,
Dragonriders of Pern with. If
you live on Staten Island &
want to play get in touch, S.
Bugaj, POB 1997, E. Hampton,
NY 11937. No collect calls!

Neod help! Wizardry. Knight of

Diamonds. Need solution to
last riddle on level 6. Mike
Bertrand, 5213 Windsor Ave S.,
Edinu, MN 55436.

Send SASE for free help in
Zork 3, Hitchhiker's Guide,
_Acﬂmm)_ }ngss

in
Witness, Enghgx_lg Jennifer
Shulman, 12 Ardmore Rd.,
Scarsdale, NY 10583.

Moebius: Can't get off Earth
Plane. Am 10th level, all
lives. Phil Raino, POB 750,
Randoph AFB, TX 78148.

Bard's Tale: Need help! Can
give help with Amazon,
Cutthroats, Zork 3. H.
Stecker, 406-S. Dellwood,
Cambridge, MN 55008.

Ultima 3: need help Can
help with Zg aggﬁ
Cutthroats, Kin

2, Black Cauldron Amazon
Todd Draper, POB 4366,
South Bend, IN 46634.

Anyone who has a good
map of Spellbreaker, please
send a copy to David
Aulfather, 13209 Dessau Dr.,
Austin, TX 78753

Nine Princes in Amber: Need
any help you can give.
Moebius: Found last 2
monks, can't get them to
their temples. Bard's Tale 1:
answer to riddle starting "Past
landscapes fought..." at
Castle 1,19E, ON? Gayle
Ann Stanford, 3281 Foxgate
Dr., Memphis, TN 38115.

Fantasic Four: How does
Thing escape tar pit? King's
Quest 2: How do I cross
poison lake? Have 69 points,
no keys. Can give graduated
hints for Essex, 11br
Franktured Faebles, Below
the Root, Alice & Crimson
Crown. T. Walsh, 116
Homestead Cr., London,
Ont., Canada N6G 2E8.

Ultima 4: What is pure
axiom? Is this the answer to
last question, "What does
thou possess if everyone may
relay on your every word?
Spellbreaker: What do you do
in octogonal room? Can
help with most Infocom
games, Amazon and Ultima
2.3.4. A. Lucyshyn, 239
Stevenage Dr., Longwood,
FL 32779.



Swap

Got a houseful of old
adventures? Trade ‘em
off with a free ad.
[Adventures only,
maximum of ten games
per ad, no pirated or
copied software.]

APPLE
To trade only: Mindwheel,
Essex, Brimstone, Breakers,
Star Trek, Ballyhoo,
Moonmist, Goldfinger, King's
Quest, Gunslinger, Tass Times
& many more originals. Send
your list for mine: Tom Burns,
2868 East Ave., Columbus,
OH 43202.

$10 each: Alkemstone, Birth of
Phoenix, Genesis, Murder by
Dozen, Mystery Island,
Transylvania, WizMaskter,
Zork 1 & many others. Send
SASE for complete list.
Todhunter, 3378 Waverley St,
Palo Alto, CA 94306.

Will trade Deadline, Mystery
House, Wizard & Princess for
Zork 1, King's Quest 1, or
Ultima 1. F. Hersey, Rd. 5,
Clark Ave., St. Clairsville, OH
43950.

Many games to trade. Send
your list for mine. Richard
Lindner, PO Drawer 1109,
Cape Coral, FL 33910.

Trade/sell: Spellbreaker, $30.
Ballyhoo, $25. Will trade for
Mindshadow or Roadwar.
Aaron Chou, 7032 Stratford
Rd., Woodbury, MN 55125.

For sale: Interactive Fiction,
Sands of Egypt, Gemstone
Warrior, Standing Stones,
Expedition Amazon & TG
Paddles, $20 each. Mystery
House, Empire of the
Overmind, Cyborg, 7 Cities of
Gold, Suspended, $20 each.
Ultima 3, $25. All originals
w/docs. Will buy or trade for
Timeship, original only
w/docs. Write first. Gayle Ann
Stanford, 3281 Foxgate Dr.,
Memphis TN 38115.

Sale: $20 each, Zork 1, 2,
Deadline, Amazon, Mask of

Sun. $18 each: Strange
Odyssey, Voodoo Castle,
Murder by Dozen, Mindshadow.
All original with docs. Andy
Lucyshyn, 239 Stevenage Dr.,
Longwood, FL 32779. (305)
869-6571 (not collect).

Wanted: Crystal Caverns.
Write first. T. Walsh, 116
Homestead Cr., London,

Ontario, Canada N6G 2E8

Trade or sell: 750+ games &
utilities. Looking for
anything good. Send your list
to Jon Champlin, Moffat Rd.,
Nelsonville, NY 10516.

Trade or sell (all originals):
Nine Princes, Amnesia,
Questron, Fahrenheit 451 &
more. Send list of your games.
Scott Huang, 14 Equestrian
Ct., Huntington, NY 11743,

MACINTOSH
Sold in sets only, all with
original boxes & docs.
Transylvania & Crimson
Crown, $35. Deja Vu &
Uninvited, $50. Dragonworld &
Fahrenheit 451, $35. Borrowed
Time & Mindshadow, $20.
Zork 2 w/clue book, $20. FOR
APPLE2: Ultima 2, $15.

Douglas M. Campbell, 9772
Via Pavia, Burbank, CA
91504. 818-767-3045

To trade, Zork 1 & 2,
Seastalker. W/docs, maps, hint
books. Maps & hint books for
Zork 3, Enchanter, Sorcerer.
Want Ultima 3, Enchanted
Sceptres. Roger Buttermore, 65
Princes St., Sandy Bay,
Tasmania, Australia 7005.

COMMODORE 64/128
Sale/trade: Shard of Spring,
Moebius, Roadwar, Labyrinth,
$25 each. Wizard's Crown,
Rings of Zilfin, Ultima 4, $20.
All originals w/docs. Want
AutoDuel, Leather Goddesses,
Fairlight. Write or call (not
collect) Randy Sluganski, 74
Estella AVe., Pittsburg, PA
15211. 412-481-1521

Have many current adventures,
am looking for really good
copy program, Ultima 1 or
anything good. Bob Bowen, 3
Peekskill Rd., Nelsonville, NY
10516.

Continued on next page

Gunslinger
Continuedfrom page 9

coach ticket, if you ever want to get out
of Dawson. In fact, that's about all there
is to do in this town, unless you think
it's fun getting a shave and a haircut at
the Barber Shop, or relish buying pickles
at the General Store. Though I can't say
with any certainty (because I haven't quite
finished the adventure), it seems that
neither of these actions does you any
good whatsoever.

Stagecoach to Carson

No matter what you try to take with
you on the way out of town, you wind up
empty-handed because bandits rob the
stage- and shoot you before it gets to
Carson. Surprisingly, you wake up just
a couple of hours later, in perfect health
near a dried-up river bed. From here you
head east to the old Spanish well and then
north through a deserted mining town to
the blocked mine entrance.

Puzzles focus on object-manipulation.
You'll find a keg of dynamite than can be
used to blow up a dam. Once you've
destroyed the dam you can enter the mine
through the well and eventually find a
piece of crystal that can be traded for a

sluice box. Then use the box to find gold
in the stream that replaces the dried river
bed when you blow the dam. Trade the
gold for an old prospector's mule, and
you're well on your way to completing
the adventure. g

A couple of things disappointed me.
First, the program doesn't let you refer to
objects by moving the cursor over them
in the graphics window and pressing the
joystick button. Several recent graphic
adventures—Destiny [reviewed on page
three] and Activision's Tass Times in
Tonetown—let you select a word such as
"look" and then point and click on an
object to read its description.

Another thing that bothered me about
the game was the scarcity of descriptive
text. About the only things you could
examine were those that had a direct
bearing on the outcome of the adventure.
And even when you look at many things
that are important to the story, you will
often "see nothing unusual." A little
more descriptive text would have gone a
long way in giving Gunslinger the true
Western flavor you'd expect it to have.
Conclusions: While Gunslinger
isn't particularly challenging, the graphics
aren't bad, and it's interesting to play—if
only to see how things work out when

you finally get to Mexico. But it is best-
suited for beginners and novices.

System: Apple 48, Atari 8-bit,
C64/128

Skill Level: Introductory
Price: $29.95

Company: Datasoft

Next Issue

MIGHT & MAGIC: An Epic
Fantasy Role-Playing Game!

THE PAWN: England's
All-time Best Adventure?

MACBETH: England's
All-time Worst Adventure?

KING'S QUEST Ill: To Heiris
Human—To Adventure, Divine

PORTAL: A "Computer Novel"

WALKTHRUS: Essex and A
View to a Kill




SWAP SHOP
Continued from previous page

" ‘Want all Ultimas, Moebius,

Rings of Zilfin & AutoDuel.
Will trade or sell Cutthroats,

‘Amazon & Countdown to

Shutdown. H. Stecker, 406 S.
Dellwood, Cambridge, MN
55008.

Sale/trade: Suspended,
Starcross, Deadline, all Zorks,
Quest for Holy Grail, See-kah
of Assiah, Gates of Dawn, Hero
of Golden Talisman, Give My
Regards to Broad St. $15 each.
Questron, Phantasie 1 & 2,
$26.50 each. Many others, will
trade on most. Want Brimstone
& Mindwheel. Write 1st: S.
Bugaj, POB 1997, E.

Hampton, NY 11937. 516-324-
3329. [No collect calls.]

Will trade my adventures, hints,
solutions for yours. C.
Raudonis, 45 Pelham Rd.,
Hudson, NH 03051.

Have Planetfall, Aztec, Treasure
Island, originals w/docs. Will
trade these & more for other
originals. Also will buy some

adventures. Send list & price to
Jeff Muxlow, 8957 Burnside
Rd., Brown City, MI 48416.

Games for sale or trade: write

for free list of new & old

advenifures. Kevin Kraus, 33

gog&fﬁﬁs Rd., Shrewsbury, MA
1545. -

Sell or trade: 64 £dt [for
C128], utilities disk. Want any
Infocom but Hitch or Zorks.
Mike Bagnall, RD #1, Box 95,
New Freedom, PA 17349.

IBM & Quest-alikes -
Trade or sell: King's Quest 1 &
2, Black Cauldron, The Quest,
Oo-topos, Infidel. Marc
Manderino, 38 Maynard Ave.,
Waterbury, CT 06708.

Want to buy Wishbringer,
complete with docs & box.
Jennifer Shulman, 12 Ardmore
Rd., Scarsdale, NY.

Trade or sell [$25 each]:
Borrowed Time, Sherlock
Holmes, King's Quest 1 & 2,
Spellbreaker, Hitchhiker,
Planetfall, Suspect, Enchanter,
all Zorks, Sorcerer, Rendezvous
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with Rama. Will trade for The ‘Want adventures for 800 or

Quest, Ballyhoo, Starcross,
Amazon, Witness, Infidel &
many more. Byron Byrd, 5160
Verdun Ave., Los Angeles, CA
90043. 213-294-9216.

ATARI
For sale, $15 each: Realm of
Impossibility, Archon 1 & 2,
Lode Runner. $20 each: Zork 2
& 3, entire Enchanter series,
Hitchhiker, 7 Cities of Gold,
Cutthroats, Ultima 1. $22:
Zork 1 w/map. $25: Deadline
w/map & hintbook. $35:
Ultima 3. All with original
docs and boxes. J. Weigley,
327 S. Smedley St.,
Philadelphia, PA 19103.

ST games wanted. Send list of
what you want to sell to David
Aultfather, 13209 Dessau Rd.,
Austin, TX 78753.

To sell for At 800: Cosmic
Balance 1 & 2 [these also run
on Apple], Universe 1, all
Infocom titles, many more. C.
Muller, 514 SW 34ih St., Apt.
6, Gainesville, FL 32607.

130XE. Write if you have any.
B. Smith, 3035 Montego,
Plano, TX 75023.

Passport to
Adventure

For a 10-20% discount on NEW
games, order from QB—& get 3
extra issues of the newsletter [1
for books] for each one ordered.

Gunslinger, AP, AT, C........ $25

HAERINC o oosenssumressmmerss C, $25

High Stakes.PC, AP M. $35.95

Fairlight $25

Moonmist C & AT 8t, $29 95
thers

Amnesia: AP............. $37.95

Shard of Spring: AP, C..$37.95
00-10pos: AP, C........$16.95
Book of Adventure 1 or 2....$19

Enclose $1.95 for shipping &
handling & make check payable
to QuestBusters™. Sorry, no
Canadian or overseas orders. PA
residents add 6% sales tax.



