

















Steep Road and Lookout

Open door. Getout. N. W. S. [Look-
out] Look at iwctftckn ectghwnnz. rwnn
ecdng. D. D. E.

Back Alley to the Roof

Look in window. E. U. W. [Western
End of Roof] Look in skylight. E. S.
[Goldfinger’s Roof] Open trap door.
Look in trap door. D.

Office

Take kpiqv. Open fgum. Take rncpt.
Look at rcpt ectghwnnz. Put mcpt in
fgum. Close fgum. Look at mcswg
ectghwnnz. Take dcnn. Put dcnn in hole.
Take dcnn. Put denn on rncswg. E.

Narrow Corridor

Take lighter. Light lighter. Look. Open
bunker door. Turn off lighter. Put lighter
in pocket. E.

Bunker

Close bunker door. Look at picture frame
ectghwnnz. Type oz iqnfgp iktnu. Take
letter. Read letter. Put letter in safe.
Close safe. Type qrgp fqqt. N.

Stone Steps to Kentucky

Close steel door. U. [Top of Stairs]
Open manhole cover. U. E. S. [Steep
Road] Getin. S. S. S. S. [Airport]
Open door. Get out. Wear dcfig. S.

Gold Gate to Barn
Do you have an kpiqv. N. E. [Side Yard]
Open door. E.

Barn

Getin. Getout. hnkr Pussy. dngem kick.
hnkr Pussy. mkuu Pussy. Pussy, tell me
about Goldfinger. Pussy, tell me about
itcpf unco. W. W. W.

Corner to the Control Room

Look in window. Wait (until Goldfinger
finishes his speech and leaves). E. N. N.
N. [Tunnel] Open door.

Control Room and Barn
fwem. Flip black switch. U. [Barn] Get in.

Inside Helicopter

mkem Goldfinger. hmkr Goldfinger.
Open device. Look at device ectghwnnz.
Take dcfig. Put dcfig in device.

Roadwar Europa

Continued from page one

vehicles and may last 30 minutes or
longer. (For an in-depth look at the
gaming system, see the review in the
October, 1986, issue.)

Roadwar 2000 was a very good game,
one of my favorites. But there were things
I felt should have been changed in the
sequel. While a few of them were taken

care of by author Jeff Johnson, the major
ones were not addressed. Once you
discover who controls a city, for example,
you have to wait and wait and wait for
them to attack so you can beat them and
finally take over the town. This requires

Apple version

from four to twelve such victories, which
entails a lot of waiting between battles—
so a command for calling out the enemy
is definitely in order and could shave
many hours off the time needed to
complete the game. In 2000 you had to
search a city many times in order to find
a scientist who might be hiding there. It
seemed to me that if a scientist were
present he should show himself the first
time you search. Likewise for bombs in
this scenario.

Conclusions: This is still a good game,
one that veterans of the first one will
probably enjoy just as much. But it could
have been a great game if SSI had
listened to its customers (I know I
complained) and made a couple of
changes.

System: Apple, C 64, ST, Amiga
Conversions Planned: IBM (Dec)
Skill Level: Intermediate

Price: $39.95, AP & C; $44.95, others
Company: Strategic Simulations

Amiga Conversion

Phantasie 111

SSI's Apple and C 64 games have never
excelled graphically, and the interfaces
are not the most gamer-friendly—but their
Amiga software truly shines in both
respects. The Amiga Phantasie III
unveils an amazingly illustrated landscape
whose towns are illustrated with full-
screen pictures (though the same one is
used for each town). The Wilderness area
scrolls when you hit the edge of the screen
instead of appearing one section at a time.
In combat your characters and the
monsters are full-figured, precision-
detailed and well-animated. An ornate
cross-shaped tombstone replaces his
figure when a character dies. Sound
effects include the whooshing of swords
and music that accompanies spellcasting.

IBM Bard

Continued from page four

5 1/4” drive and CGA. Joe Ybarra, a
Vice President of EA’s Interactive
Stories Divisions, calls the IBM “...an
even better home for ACS...its process-
ing power speeds up the construction
process and the play speed of the
adventure.” Another reason is that it
supports a hard disk (copy protection
was removed). Instead of wielding a
joystick or mouse as in other versions,
you punch cursor keys to navigate the
program’s many menus. All eight
adventures from the original Apple
program are included, but Ken St.
Andre’s Galactic Agent is still only
part of the Amiga ACS. Requirements
are 256K and CGA, and it costs $14.95.
(For a feature review of ACS, see the
February, 1985, issue.)

Ultima IV has finally, actually, been
released for the IBM, but review copies
didn’t arrive in time for this issue.
(This is, however, the fourth time
we’ve reported the release of Ultima IV
for the IBM.) The IBM Ultimal is
shipping at the same time.

There are lots of improvements to the
interface, and some annoying things
about the game design were addressed.
You can use the keyboard or a mouse
and pull-down menus for actions in any

phase of the action. A new layout is
employed for character stats during
combat. The display seen during the
distribution routine tells you if a person
is already carrying his limit of nine
items, rather than waiting until you try
to give him another one. The program
is super-fast in all respects and allows
you to save the status of several
dungeons instead of just one. It’s much
more fun to play than previous ver-
sions. That’s often the case with the
ST, Amiga and IBM conversions, but
then again, you also have to wait six
months to a year (or two!) for them.
(For details on the plot and combat
system of Phantasie IlI, see Charles
Don Hall’s review in the June, 1987,
issue.)
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Sinbad

Continued from page one

Caliph’s wife. Most can only tell you
where to find specific people or things,
while Libitina also offers power. She
might ask you to join her side in the palace
intrigues, and you can try to get her to join
your quest.

A “Move to” menu facilitates sailing to
other cities or seas; only the nearest ones
appear on the list, which is updated after
each move. Before doing so, it is advis-
able to look over the unique aerial view
map by picking “The World” from the
“Show me” menu. The entire surface of
the game world is shown on one sprawling
map, its continents and islands lapped by
animated waves. No place names or cities
are visible until you push a mouse button
to produce a looking glass that magnifies
any area it’s held over. This is a marvel-
ous technique that shows what creative
designers can do with an old idea.

An animated picture of your ship
appears as you set sail for the sea, and
strategy decisions enter the picture upon
landing. How many of your 40-man crew
should stay to guard the ship, and how
many will accompany you ashore to
defend your party? Some crewmembers
will get killed along the way, but you get
to recruit more when you return to the ship
and prepare to sail. Reminiscent of the
same process in Roadwar 2000, this is
done by sending out volunteers to search
for potential recruits.

The main strategy phase consists of
defending Damaron from the Black
Prince’s invading armies; this phase is all
mouse-controlled. By choosing “Show
Me...The City,” you’ll see a map of the
land and sea surrounding the area, covered
with a hexoganal grid and your troops.
Move the cursor over a troop counter to
learn the number of soldiers and their
mobility rating before deciding where to
move them. The latter is all done with the
mouse, and the units move when you’re
off doing something else and time is
passing. You can switch to this war game
at any time and must check in often, for it
is an ongoing campaign. The key to
victory here is control and effective use of
six supply center hexes that provide
reinforcements for units stationed there.

Intermittently you’ll pick up the joystick
to fight the Black Prince, Jamoul, the
Cyclops or a winged monster that alerts
the Black Prince of your location. Sword-
fighting is less complex than in Moebius,
with only four commands from which to
choose. A strength bar shows each
swordfighter’s life force, and you can flee
if in danger. You won’t die the first few
times you lose or flee, but some of your
crew or party will—and eventually you’ll
join them. In another confrontation you’ll
wield a sling against Cyclops, and when
caught in an earthquake you’ve got to

yank the joystick to dodge falling boulders
and leap to higher ledges of land, or get
knocked deeper into a chasm. Bright red
blood really flies in a swordfight, and
these arcade sequences are the best
illustrated aspects of the game. (In other
other areas it falls short of the high water
mark established with the graphics in
Defender of the Crown.) The decision to
require a joystick here was a sound one,
since mouse action is a joke in arcade
games.

At the end of the game you are rated
from 1-100, and a time limit keeps you on
your toes while playing. By selecting
“Show Me...The Time,” you can see how
much is left by watching sand trickle
down through an hour glass. When it’s all
gone, so are the Caliph’s chances of
becoming human again and any hope of
saving Damaron. Each game is different,
for certain items required to save the
Caliph vary, and characters move about
independently.

The Sounds of Sinbad

The catchy sound track is well-per-
formed, and sound effects include grunts
and swords clanging. Most of the time
you hear a whirling dervish tune, with
lively flutes, but the music and back-
ground shift with the introduction of new
scenes and characters. Music may be
switched off by clicking on a tiny box in
the corner, and you can even do so during
disk access. Access time is minimal,
unless you’ve got a single drive (it’s a
two-disk program). You save one game in
progress, a significant feature that would
have improved King of Chicago and
Defender of the Crown.

The C 64 version may be out by now
and is supposed to have better graphics
and a different interface.

Conclusions: For adventurers this is
Master Design’s top attraction. The
various non-adventure elements are well-
balanced and enhance rather than detract
from the quest, and the graphics and
character interaction make the story come
alive on the screen. Recommended.

System: Amiga (512K and joystick
required, external drive recommended)
Conversions Planned: ST, IBM, C 64,
IIGS

Skill Level:
Price: $49.95
Company: Mindscape

Intermediate

Knight Orc

Continued from page three

game CompuServe’s British Legends is
based on) is lampooned throughout the
game. Voices in the distance intermit-
tently complain “Who took all the gold?”
and “Can someone tell me how to get

down the well?” This also parodies the
average adventurer’s obsession with
grabbing as much treasure as he can carry,
not to mention anything else not nailed to
the floor.

A Fungus Among Us

It’s as if other people are playing in the
same game, folks with names like Syno-
nym the wizard, Fungus the boggit-man
and the Annihilator. If you “wait” they’ll
walk past like the characters in Deadline,
chatting with you and each other. They
often squabble and fight —and sometimes
kill each other—over treasure, and will
do the same to you if they detect your
orcishness. (Resurrection is automatic, so
death is nothing to worry about.) You can
talk to them, but if asked about a person or
object they’ll repeat the same thing you
learn by examining the subject. Still,
character interaction is important in the
game’s later stages, so they are more than
Jjust a running joke.

To get across the chasm, you’ve only got
to round up items that can be tied together
to make a rope. The second and third
games, however, are more challenging.
There are 21 magic spells to learn and cast
on other characters and monsters, and you
must recruit certain characters to assist
your puzzle-solving efforts. After
someone has been recruited, you can order
him around with unusually sophisticated
commands that even allow you to tell
someone to wait a specific number of
turns, or for someone else to arrive before
performing an action. You can also give
orders to several characters at once, and
the manual points out that total success
requires coordinating the actions of
several recruits.

Level 9’s 1000-word parser accepts
multiple commands and full sentences that
may include direct objects and preposi-
tions. The OOPS feature will undo not
only your previous command, but also
permits you to step back through a series
of them. Depending on the situation, the
parser recognizes the pronoun “it” as
either the last noun referred to in a
player’s command or as the last one used
in a room description. After reading that a
gold nugget lay on the ground before me, I
simply typed “Get it” instead of “Get nug-
get.” The authors wove their own wry
sense of humor into many responses to
unsuccessful actions, once interjecting:
“The management would like to take this
opportunity to tell you to stop blathering
and get on with the game.”

Infocom games such as Suspect let you
“Go to the kitchen” without typing in all
the directions, a real time-saver. Knight
Orc goes a step further, enabling you to
“Go to” any character or object—even to
an object being carried by a character as
he moves from one room to the next. This

Continued on page eleven
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Wrath of Denethenor

To reach Isles of Bregalad from Arveduin, enter caves of Mt. Restorn.
The one true exit swims in the demon glow found at the bottom of the
large island in the middle of Restorn. Cast tgugpko to dispell demon
glow. To reach Shadowmere, enter the labyrinth found at the small
waterway in northern Bregalad. Enter Shadowmere at midnight and
you’ll see a graveyard; a few steps southeast is a dimension door, the one
true exit to Mystenor. The Castle Denethena is on an island in the
middle of Mystenor. A dimension door nearby takes you to Death
Meadow, whose exit is to the northeast and leads to Icppck. Don’t kill
him, for he has the hemlock for Lord Mirrih. Near Icppck is a door
returning to Denethor’s castle.

Ted Aicher

Legacy of theAncients

After using all your killflashes in a dungeon, cast a spell and choose
“other” spells. Hit the fire button without choosing any of the spells.
You’ll not only kill the monster with killflash, but also get 255 more
killflash spells. '

Larry Walsh

Might and Magic
Finding the Southern Clerics (30’ down at 12, 0 on E-1, 9, 13) allows the
party to return to the Pool of Wisdom (10, 12 on D-2) and gain another
+4 Personality (you get the first +4 for visiting each square in the
Clerical Retreat surrounding the pool). The puzzle requires hearing three
kinds of tones from gongs. You must etherealize through walls or use
random teleporters to reach the gongs at 0, 6; 0, 8; 6, 0; 8; 0; 15, 6 and
15, 8 and strike as many gongs as necessary to hear a sharp, loud and
mellow tone. Then you’ll be declared worthy.

James Simpson

After doing the above, all seven attributes can be raised +2 by visiting
locations revealed in the Silver Messages. They are: Luck, Dragadune at
x1, y1; Might, Under Portsmith at x0, y12; Personality, Clerical Retreat on
map D-2 atx10, y12; Speed, Under Dusk atx14,y 5; Accuracy, Under Dusk
atx15, y15; Endurance, Map A-1 at x12, y1; and Intelligence, Map E-2 at
x2,y13. You can repeat the process.

William Carte

Alternate Reality: The Dungeon

Before visiting the Gargoyle (see last issue for riddle answers), get
mirrored shield on level two for protection from Basilisk. To reach level
four, get the PAC card from Acrinimiril by returning his staff. Then go
to Death’s Door on level three, use the card and enter.

Michael Esposito

Leisure Suit Larry and the Lounge Lizards

To get the knife, dwz ykpg at uvqtf, give it to ftwpm. To enter playboy
suite, give rknnu to hckvh, press button on desk. Password for
naughahyde door is mgp ugpv og. To convince Fawn to marry you, give
her ecpfz, hnqygt, fkcogpf tkpi (found in bathroom sink).

Daniel Engber

To decode clues, count two letters back. If you have clues to recent
adventures, send them in to qualify for next month’s contest and perhaps
win the adventure of your choice.

Waiting for Duffy

Duffy’s in the temple
being resurrected, so send
in a brief ad if you're stuck.

Might & Magic: Where'’s
the ruby whistle? How do
you read messages? Need
hints, tips, maps. R. Pitera,
451 South Beach St., Fall
River, MA 02724.

Seastalker: How do I get
the snark to come to the
aquadome? D. Munoz,
1312 Titania Lane,
McLean, VA 22102,

Etemnal Dagger & Realms
of Darkness: Desperately
seeking help. Respond
immediately or the world
will end. B. Kinman, 510
Laurel Rd., Easley, SC
29640.

Eternal Dagger: How do I
find name of hallway on
2nd level of 1st dungeon?
M. Lain, 4518 Pine St.,
Hammond, IN 46327.

Dragonworld: How do I get
flute from monkey? Open
sealed door after room of
broken mirror? W.H.
Chissom, Rd 1, Box 275,
Cleveland, NY 13042.

Wizardry 2: Am stuck on
1striddle. J. Bieber, 401 W
Main St., Apt 27, Endicott,
NY 13760.

How do I pass last level of
Goonies? Where should
guard be when I enter safe
in Hacker 2? C. Becker,
744 Padilla Hgts Rd.,
Anacortes, WA 98221.

Might & Magic: Need help.
R. Stephan, 2415 N. 13th,
Coeur d’Alene, ID 83814.

Rogue: How do I make
back up a character on ST
version? Jim Hollingworth,
POB 27, Kelso, WA 98626.

Might & Magic, Bard’s
Tale & Ultima 4: Need
hints, tips & maps. John
Fried, 3217 S. Glencoe,
Denver, CO 80222.

Ultima 3: What’s the
easiest way to get a ship?

Mike Bagnall, Rd #1, Box
1025, New Freedom, PA
17349,

Ultima 3: How do you get
to the hidden village in
Loch Lake? Robert
Steiner, 1094 Robin Rd.,
Franklin Square, NY
11010.

Quest for Sorcery: Can’t
solve any of the four
planes. M. Edwards, 1204
Woodall Lane, Huntsville,
AL 35816.

Want any Infocom
walkthrus. Norm Marks,
Rd #3, Box 60, New
Freedom, PA 17349.

Might & Magic, Phantasie
2: Need help. Dan
Heffron, 2 Lavelle Lane,
Framingham, MA 01701.

Need hints or solutions to
Blade of Blackpoole,
Sherlock Holmes, Below
the Root, Nine Princes in
Amber & Ballyhoo. Mark
Buzzard, 37 Cedar St,
Akron, NY 14001. :

Original Adventure: Need
info, hints, maps, etc. for
550-point version. Laura
Reichert, 1614 K Ave NE,
Cedar Rapids, IA 52402.

Enchanter: How do I stop
the dragon from killing
me? Sercerer: How do I
get Belboz out of the
trance? Anthony Cata-
lano, 283 Forest Hills
Blvd., Naples, FL 33962.

Wizard’s Crown: Where
is the Emerald Crown &
how do I get there? Need
help with Ultima 2, Shard
of Spring, Wizardry 2. T.
Mountcastle, 1820
Netherwood Rd,
Richmond, VA 23225.

The Key Club

If you can field questions
about specific games, let
us know and we’ll add
your name and address to
our list of Key Club
members. For a copy of
the list, send SASE. The
list will be updated every
three months.




Trade or sell your old adventures with
a free ad. (Adventures only, no pirated
or copied software, limit of 10 games
per ad. Please state system.)

APPLE
Trade/sell: Both Bard’s, Wizardry 1-3,
ACS, Hobbit, Perry Mason, AutoDuel,
Phantasie 2, Transylvania, Sword of
Kadash. Want Firebird adventures, Shard
of Spring, Wizard’s Crown, Legacy of
Ancients, Dark Homn, Expedition Amazon,
Roadwar. Write 1st. D. Heffron, 2
Lavelle Lane, Framingham, MA 01701.

Trade/sell: Spellbreaker, Lurking Horror,
Hollywood Hijinx, Moebius, Crimson
Crown, Nine Princes. Send your list of
make offer. E. Shew, Rte 2, Box 147,
Pullman, WA 99163.

Sell/trade: Ultima 1-4, Bard 1 & 2,
Questron, King’s Quest 1 & 2, many more
recent ones. B. Kinman, 510 Laurel Rd.,
Easley, SC 29640.

$20 @: Ultima 1, 3; Bard’s Tale 1, 2. $15

@: Wizardry 1, 2; Wizard’s Crown. $10
@: AutoDuel, ACS, Roadwar. D. Hall,
101-C Edgewater Pk, Bronx, NY 10465.

$20 @: Bard’s Tale 1 or 2, Amnesia,
Wizardry 1, Nine Princes, Mind Forever
Voyaging, Trinity, Hitchhiker, Suspended.
J. Shaffstall, 85 Shady Acres Dr., Akron,
OH 44312.

Tired of wimps? I have supermen level
500+ for both Bard’s Tales. Also non-
mages who can cast spells, plus friendly
supermonsters. Get a disk full of all types
for only $5. M. Miles, 3 Ridge Rd.,
Winfield, PA 17889.

Have Bard’s Tale 1 & 2, Ultima 1-4,
Might & Magic, Moebius. Will trade for
Guild of Thieves or Stationfall. J. Spatz,
31 Church St., Hamburg, PA 19526.

Sell/trade: $30, Ultima 2 or 4 (with
cluebook) or Bard 1; $10, ACS, Murder
on Zindernuef. Want Might & Magic,
Wizard’s Crown, Wrath of Denethenor,
Spellbreaker, Stationfall. Write 1st. J.
Hogan, 502 N 75, Seattle, WA 98103.

Trade: Sundog, Mind Forever Voyaging,
Hitchhiker’s, Cutthroats, ACS, Wishbrin-
ger, Wildemess, Countdown to Shutdown,
King’s Quest 2, many more. Send your list
for mine. E. Hutchens, 5721 Susan Ave.,

Edina, MN 55435.

Trade/sell: Bard 1 and 2 with clue books,
King’s Quest 2, Holy Grail, Alternate
Reality (City), Gemstone Healer, Murder
by Dozen, Ulysses. Want Might & Magic,
Knight of Diamonds, Return of Werdna.
High-level Bard 1 and Wizardry 1
characters for sale, also any item or wand
segment from Bard 1/2. K. Erdman, 5036
Dolores Dr., Pittsburgh, PA 15227.

Will buy/trade for any adventures,
especially Wizardry 1-4 and Infocoms. N.
Marks, RD #3, Box 60, New Freedom, PA
17349.

Trade: Starcross and map for any Infocom
game but AMFV or Ballyhoo. R. Pierre,
405 Urban Takao, 4-2-17 Takao-dori,
Nada-ku, Kobe, Japan 657.

COMMODORE
$19 @: ACS, Star Trek 2, Ultima 1,
Bard’s Tale, Shard of Spring. $25: Ultima
4. $22: Ultima 3. $15@: Gunslinger,
Hobbit. Many more. J. Skeels, 1911 83rd
St NW, Bradenton, FL 34209.

$20 @: Ultima 1 & 4, Phantasie 1,
Moebius, AutoDuel, Legacy of the
Ancients, Wrath of Denethenor, Bard‘s

Continued on next page

Knight Orc

Continued from page nine

proved handy in the first section, when all I had to do to find things to
make my rope was think up synonyms (hawser, cord, etc.). I was able to
guess at the existence of likely locations like the tower and cave, even
though they hadn’t been mentioned, then visit them immediately. You
can also “follow” a character, which saves lots of typing.

A feature I've never seen in an adventure permits you to review
previous commands, which appear one-by-one in the command line, and
you can cursor back and forth and use insert and delete to edit a com-
mand before punching the return key. On a machine with enough
memory (Amiga, ST, IBM, Mac), you’ll marvel at a more practical
At any point you may RAM save your position, then RAM

innovation:
restore it almost instantly later on.

Knight Orc is a smooth-playing program, with no disk access for text
on the Amiga version and little on the C 64. (Graphics may be turned off
to eliminate even more access.) The disk is not protected, but occasion-
ally asks for a word from the 30-page manual (which is as funny as the
game!). Illustrations are done in a hazy, watercolor style and can be
pulled up and down with a joystick or mouse and a cursor that looks like

a little wizard.

Conclusions: A funny story with the most original graphics style of
the year (though not one I'd like to see again) and the smartest parser of
the year. Knight Orc will be appreciated by all but most enjoyed by
those who like games that involve character interaction as well as object

manipulation.

System: C 64, Amiga, Apple 2 (64K), ST, IBM, Mac
Possible Conversions: Atari 8-bit (available in England, but no

decision on USA import yet)

Skill Level: Intermediate

Price: $39.95, C-64; $44.95, others
Company: Firebird

FREE GAME

The most amazing computer game in the world is called

Play with hundreds of other players

No expensive software to buy

We send you the game package free.
It contains everything you need to
start. About every 11 days you send
us your orders through the mail.

Send your name and address today to:
Adventures By Mail, Inc. PO. Box 436-R3 Cohoes NY 12047
(or call 518-237-4870 8am-4pm EST and we'll send you a copy today)

It’s a Crime!

across the country
No modem necessary

The results of your commands are determined
& by our sophisticated computer system. We then
return to you a 3 to 5 page computer printout
describing the results. Play twice for free.

No strings attached. If you don't like the game,
stop playing. If you want to continue after your
two free turns, all it costs is $1.50 per turn credit.
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Continued from previous page

Tale 1 & 2, Elite. Will trade for Wizardry,
Realms of Darkness or Might & Magic.
M. Esposito, 57-68 246 Crescent,
Douglaston, NY 11362.

Trade/sell: Psi 5, $13. Phantasie 1,
Roadwar, $20. Stationfall, Leather
Goddesses, $19. Many more. Send SASE
for list. R. Cawood, 1856 Loop Dr., Lot
228, Bowling Green, KY 42101.

Amiga, sell/trade: Bard 1, Defender of
Crown, Sinbad, Faery Tale Adventure,
Space Quest, Ogre, more. A. Michaels,
953 Lafayette St., Elizabeth, NJ 07201.

IBM & QUEST-ALIKES
$20 @: King’s Quest 2, Black Cauldron.
$15 @: Lurking Horror, Enchanter,
Sorcerer, Planetfall, Leather Goddesses,
Hitchhiker, Suspect, Zork. M. Garcia, 114
Graycrest Ave, Collierville, TN 38017.

Trade/sell: Holy Grail, Rendezvous with
Rama, Adventures in Serena. J. Bieber,
401 W Main St., Apt 27, Endicott, NY
13760.

Trade/sell: Space Quest, Rogue, Temple
of Apshai, Ultima 2 & 3, Starflight,
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Spellbreaker, Enchanter, Holy Grail,
Wizardry (with level 18+ characters),
others. Send SASE for list. M. Noth, 26
Regal Lane, Iowa City, IA 52240.

Will buy Mindwheel, Essex, Brimstone,
Mind Forever Voyaging, Hitchhiker, any
Ultima. A. Barber, 5546 Apple Vale Dr.,
Murray, UT 84123.

ATARI
ST games, $12 @. Send SASE for list. R.
Podlesak, 11616 SW 4th Terrace, Yukon,
OH 73099.

ST games for sale. Write for lists. Jim
Hollingworth, POB 27, Kelso, WA 98626.

MISCELLANEOUS
$5 @: Apple, Atari, Amiga, Mac games.
Write for lists. S. Bowen, 1424B 40th St.,
Los Alamos, NM 87544.

Want to buy Book of Adventure 1 and 2.
Will pay $15 each if in reasonably good
condition. S. Maclntyre, 444 Central Park
West, NYC, NY 10025.

“Varn: Where Only the Strong Survive!”
T-shirts, $10. Other titles available. Send
for free list. Al Wagner, 459 Valley Rd,
Clifton, NJ 07013.

sIo1sngisan()

Passport to
Adventure

For a 10%-20% discount on NEW games,
order from QB—and get 3 extra issues of
the Journal for each game you buy. If
you don’t see what you want, write for
price.

Sinbad: Amiga, $40

Bard’s Tale: IBM, ST, $40

Knight Orc: C, $35; others, $40
Wizardry IV or Ultima V: (Advance
orders) AP, $44.95

Ultima I'V: IBM, $50

Ultima I: IBM, $35

Roadwar Europa: C, AP, $35; ST,
Amiga $40

Phantasie 3 AP, C $35; Amiga, $40
Earthly Delights: AP, IBM, Mac $25
Might & Magic: AP, IBM, $45; C, $40
Oo-topos: AP, C, PC $18

Realms of Darkness: AP, C $30

QB Mapping Kit for: (includes shipping)
Kit A: For Text/graphic games, $7

Kit B: For Role-playing games, $7

Enclose $3 shipping & handling for 1st
item, $2 @ extra. Make check payable to
QuestBusters. No Canadian or overseas
orders. PA residents add 6% sales tax.



