





























The Submarine
As you walk down the dock, you will
find the submarine. Enter the
Conning Tower. Use intercom to
order the crew all the way forward.
Pull depth control handle. It breaks.
For a substitute, get the plunger that
is under the head.

Go down a ladder one level,

and you see will Sophia
under guard in the next room.
Go to the vent in back her and
have her distract the guard: use
dialogue 2 or 3. Use dialogue with
the word “pail” in it, and she will hit
guard with the bucket.

Go to the vent in back of Ubermann
and Kerner. Listen, go to the forward
hatch and descend. Inspect safe, go to
galley, get cup, go to battery acid. Use
cup on acid, go forward and use cup
on safe. Get stones and key to unlock
rudder.

Go to Conning Tower. Use plunger
on lever. Set the depth gauge and
cruise back and forth, using controls
to turn the sub toward the cave you
will see ahead. Use control levers to
move left and right, and go back and
forth until you finally get into the
cave. Leave sub, enter cave.

On to Atlantis:

All Paths Merge Here

Go toward the wood thing and take
it. Go to the rubble, use wood thing.
Go to stone thing, open stone thing,
get rod. Use bead in rod to obtain
light. Take wood thing and ladder.
Use spindle, set according to
Dialogue, then press spindle (remem-
ber contrary minds), turn stone 180
degrees, press spindle. Put bead in
statue mouth. When door opens,
enter Atlantis.

The Lava Room

Explore the outer ring. Take rib cage
from skeleton. Explore darker
rooms, using all grates until one
takes you near Sophia in the
dungeon. Use bead in the stone
sentry mouth to kill guard. Get fish
head and mug. Note the
machine room. Get eel, bronze
gear, bronze spoke wheel. In
Lava room, use cup on pedes-
tal, get fish head in plaque. Get
cup of lava and take to machine
room. Use the
bronze spoke
wheel on machine
and use lava in funnel to obtain
beads. Bait the Rib Cage with
the sandwich. Use cage in Crab
Room. Catch Crab.

The Dungeon

Go to the Dungeon entrance and use
bead in eel. Use eel in water and put
bead in statue mouth. When the
doors open, go to the dungeon. Try
to release Sophia, and get the part
from the broken sentry. Go to Canal
down the steps and throw the crab
cage with crab into the canal. Swim
across to other side, use crab float,
put bead in mouth and float to door
on right side. Use Sunstone on spin-
dle above door and float to next
door. Use Moonstone on this door,
Worldstone on the next door, then
go to the next bay upstairs, Close
cabinet. Read diagram. Get crescent
gear. Go back one bay and enter the
arch to the Sentry machine.

Use ladder on Sentry. Look at chest
plate, open chest plate. You now
need the bronze spoke wheel, bronze
gear, robot part from dungeon, and
the crescent-shaped gear. Follow the
diagram: first put wheel on center
peg, put statue part on wheel, put
gear on northwest peg, put crescent
on northeast and southeast pegs;
then move gear to southwest peg.
When the left hand drops, go down
the ladder and use chain on door,
then use chain on left arm. Go back
up the ladder and move the gear to
new location. Feed bead, and door

will come down. Take hinge pin from
floor.

Return to Sophia and give the hinge
pin to her to block the grate. Lift
grate. Get hinge pin after Sophia is
free (open cage again to make it fall
out). Return to Sentry. Go through
the door and enter the first room.
Ask Sophia to look at necklace. Put
bead in necklace, use gold box on it,
throw box into lava. Go upstairs, get
scepter, exit room. Enter the next

room and note the markings on the
hall, wall and floor near the hulking
machine.

Get on the machine. Use scepter and
hinge pin for levers. Put bead in the
machine. After moving, follow the
second set of markings: put levers in
left and right slots, push both; put
bead in mouth, switch right lever to
center; push/pull both until machine
goes out of control and crashes
through the wall. Follow machine
across lava pit by clicking on cave
opening in southeast corner.

Magze of Doors

You are in a maze of doors and must
get to door above your present posi-
tion. Use trial and error, noting the
large stone alignment that forms a
diagram on a wall in the left upper
side of the maze: this is how to make
the final setting of the stones (it may
be random: try Volcano to north, Full
Moon to southwest, Noon Sun to
southeast. After reaching the door,
use steps to right side of screen.
Watch the lava, cross carefully, and
enter the God room.

God Room

Set Stones as shown in the diagram.
Push spindle. Ubermann, Kerner and
the Nazi soldiers show up. After
Kerner is killed, use Dialogue 3-2-3-
4-3-2-1 with Ubermann, and the
program takes over and finishes the
game. n



The Legend of Kyrandia

To repair bridge: give Herman the
saw from the treehouse

Quill quest: find walnut, acorn and
pinestone. Place all in hole. Find bird,
touch yellow gem on Amulet, get
quill.

Birthstone quest: search stream by
spring to find Sunstone. At marble
altar, place Sunstone in bowl first;
placement of the other three gems is
random, so save game until you get
the right combination.

Serpent’s Grotto: at each Fireberry
bush, pick a berry and go to the next
bush (each berry lasts just long
enough to reach the next bush). As
you go, collect a total of five heavy
stones and one gold coin (located by
the evening sky). Put stones on scale
to get back out of Grotto. Toss gold
coin in Wishing Well. Put Moonstone
in Pantheon of Moonlight. To cross
chasm, touch purple gem on Amulet.

Norman Hughes

Birthstones: after you get bit by the
snake, take two rubies. Use the
yellow gem to heal yourself. Go to
Marble Altar. Put stones into gold
plate in this order: Sunstone,
Aquamarine, Opal, Ruby. Get the
flute. Return to Darm for some direc-
tions. Go back to Serpents Grotto
and use the flute. Enter the cave.

Fred J. Philipp

Dark Seed

Day 1: Go to bathroom. Use medicine
cabinet (taking aspirin). Use shower.
Go to attic. Open chest on right.
Exmamine open chest (taking and
reading diary). Push chest on right
three times. Take watch on ground.
Wind watch. When doorbell rings, go
to front door and get package (doll).
When phone rings, go to bedroom
and answer it (library notice). Go to

den. Get and examine blueprint on
desk. Examine east wall. Open it. E.
U. Get rope.(Leave secret doors
open!) Go to east bedroom. Examine
coat pocket (getting paper). Examine
paper. Go to living room. Examine
mirror. Get paper on mirror. Now get
newspaper outside, go to town and
buy scotch. Go to library.

Paul Shaffer

Secret of the Silver Blades

Don’t go into the teleport at first;
instead, go through the red door into
town. Near the Armorer, find the exit
that leads to a destroyed part of
town. This is a good place to build up
experience points in combat.

For magic, stock up on Fireballs and
Magic Missiles, the latter comprising
the most useful spells. Against Fire
Giants later, use Ice Storm spells
instead of Fireballs.

Paul Hill, Jr.

Frederick Pobl’s Gateway

There is a major bug in the first
release. This is the fix Legend
provided. It occurs in the armory:
after you open the vent with the
maintenance key, the program won’t
let you push the button even though
it’s described. To press it and
summon the robot to ferry the gun to
your room, leave the armory at this
point and go to Room T20. Save.
Quit. Then start the game again but
don’t restore immediately. Once the
game has started and you’re back in
your room, restore. Leave Room T20
and go back to the armory. Take the
gun. Stand on the cabinet. Now you
can press the button. When the repair
robot appears, put the gin in its
basket. Go to your room, open the
vent with the key, press the button
and take the gun when the robot
shows up.

Thomas Mullen

Out of This World

These are codes for various levels.
Level 2: HTDC 3: CLLD 4: LBKG 5:
XDDJ 6: EXLC 7: KLFB 8: TTCT 9:
X]JRT 10: HBHK 11: TFBB 12:
TXHF 13: CK]JL 14: LFCK

Joseph J. Courter

Dark Queen of Krynn

Good party: Knight, Paladin, Ranger
(all Human), Hill Dwarf Fighter/
Thief, Q. Elf Mishakal Cleric/White
Robe, S. Elf Shinare Cleric/Red Robe
The Cave: Search bodies of Otyughs
and Shambling Mounds in NW
corner for Flail +4. In chamber with
three Beholders, enter from west side.
As you’re running away, use bows to
kill them. Follow the signs of Crysia
to NE corner of caves.

Naudilis: First you must complete a
series of mini-quests, such as return-
ing the Elvish children and wounded
citizens to the Safe Hall (see JE 64),
healing Palace Guards and the Elvish
Priest in the Safe Hall, and fixing the
gate with a hinge found in the Forge.
Then seek Lyzian in the streets to
discover the fate of Captain Daenor.
When you find him, return to the Safe
Hall for final instructions on ridding
Naudilis of the Sea Dragons. The
chamber Lyzian speaks of is in NW
of Celanost. After returning the eggs
to the dragons and meeting with
Lyzian, go to his chamber for the
final encounter with Talhook and his
Sahuagins.

Takin Nili

Lord of the Rings:
The Two Towers

Party Three: The Ringbearer
Gulwathdel Tower

Use stairs in the northwest to descend
from the first floor to the cellar. Do
not go to the upstairs. Save game. Go

QuestBusters



to northwest of cube and enter the
void. Use Galadriel’s phial or the star
ruby on Gulwathdel, and gain the
spirit key (have open inventory slots).
If confronted by a ghost in the base-
ment, use star ruby on him. Search
the basement for the Elven prisoner,
use charisma, and recruit him into the
Fellowship. Use spirit key to open
door in the northeast of level one. Use
the phial of Galadriel or the star ruby
to release the spirits trapped in the
cauldron beyond the now open
door. At night, turn south at the
second west-to-east light on
the southern side, and give
the Spirit Key from
Gulwathdel tower to the
Council of Spirits. Return to
Nendol and receive treasure.

Al C. Giovetti

Dune

Travel update: always fly your Orni
or ride your worm all the way to
your target. Resist the temptation to
jump to a destination. You can only
find towns and sietchs when you are
taking the time to search by flying or
riding all the way. Jumping to a desti-
nation makes it impossible to find
sietchs, towns, and Harkonen forts.
You cannot be shot down by
Harkonen forts when you jump to a
destination with an Orni or when you
are riding a worm, but jumping to a
destination should only be used when
you are absolutely sure that there are
no undiscovered forts or sietchs on
your route. Paul can telepathically
contact his Fremen troops due to the
amount of spice in his blood, which
increases the longer he is in the desert
or traveling from sietch to sietch.

Wind traps and water: Eventually
Paul will find sietchs with wind traps
and underground reservoirs. If Paul
enters an underground reservoir with
Stilgar, Paul can choose to drink the
waters of life. You should always try
to drink the waters, but save first,
and if you die, restore the game up to

the point where you saved or entered
the seitch, whichever is later. Keep
trying to drink the water until you
survive its effects.

Once you drink the waters of life,
survive, and return to the Atreides
castle and speak to Jessica, you will
have the ability to use telepathy to
talk to all Fremen on the planet. This
is important, because you
can direct all
Fremen troops
ey from afarand
only need to
travel to
Atreides
Castle to
pay the
Emperor
and the
Smugglers
, to move
Gurney Halleck, the trainer, and to
visit new Sietchs and captured
Harkonen forts to recruit new
Fremen

Al C. Giovetti

Ultima VII

To gets lots of gold (after you learn
Resurrect), kill Cynthia in the Royal
Mint in Britain. Search her body, take
keys, open all the doors in the treas-
ury with them. Watch for guards
when taking gold. After you’ve got all
the gold, resurrect Cynthia and trade
the nuggets and bars for coins. Since
you resurrected her, she has no hard
feelings about you killing her.

Carol Mason

Heimdall

You will never need all six party
members. Keep three on the boat
throughout the game and use them to
store items. The best playing party is
Heimdall, Druid and Berzerker. Spells
needed to complete all three quests
are Water, Revealation, Shrinking,
Disenchantment and Teleportation.
All others can be discarded if not

needed.

Second Quest: Travel to islands in a
southwest pattern. Island one has a
store, and you must get helmet from
chest. On island two, use keys to get
Ruby, use Water spell to get Thunder
Blade in room with two red doors.
On island three, see the three
Goddesses to find what they need. On
island four, north of the Goddesses,
use Detect Door spell in the room you
find it in and get Dragon Eggs. Head
to center island and place the helmet
between the two others on the shelf in
the room with encased key. Get
diamond key after using helmet.

Peter Matta

Treasures of the Savage
Frontier

Don’t go into the tower in the middle
of the forest north of Daggerford as
the Dwarves advise. Keep just one of
each of the Lucky Papers you find in
each city; you won’t need more.
You’ll probably never find a better
weapon than a +2 Greatsword. The
best armor is +2 Plate. Always check
out the Bracers. There are a few AC 2
ones, but most are AC 6.

Don’t always follow exactly what
wizard Aminitas advises via the magic
crown. Clear out each of the little
towns as you come to them. You’ll
find NPCs to recruit once you reach
the islands. Be sure to hire Siulajia, a
good fighter, as well as Ougo the
weird and Red Leg the ship captain.
Ougo is a high-level Cleric, Red Leg a
fighter. Hire Jagaerda too, though she
won’t leave the islands. If you can’t
get out of a town, try the docks.

Grandad Hill

This month Peter Matta and
Norman Hughes were randomly
selected to receive the game of
their choice for sending in Keys.
So sendyours in today! (All
submissions become exclusive
property of Eldritch, LTD. until
October 11,2317 A.D.



Legend of Kyrandia...from 1

For many centuries the Kingdom of
Kyrandia and Nature lived together
peacefully and enjoyed mutual care and
protection. The Land presented to the
people of Kyrandia a gem, the Kyragem,
as a symbol of their alliance, and this
tranquility lasted until the Court Jester,
Malcolm, killed the King and Queen and
stole the Kyragem.

Fortunately, Kallak, Chief of the
Mystics, was able to magically seal
Malcolm within the confines of the
Castle. Fearful for his grandson
Brandon’s safety, Kallak fled to a remote
area far from the castle to raise him.
Without the Kyragem, the land is now in
despair and magic is weakening.

Psycho clown on the
loose!

Finally, the magic enchantment
holding Malcolm prisoner
fails, and his shackles wither.
Malcolm the Mad Jester is
loose. He has escaped the
magical confines of Castle
Kyrandia, and your grandfa-
ther has been turned to stone!
As Brandon, you must locate
the Kyragem, the Gem of
Cohesiveness that is capable of concen-
trating magic powers, and restore it to
its rightful place.

So begins Westwood Studios’ latest
game — Legend of Kyrandia — a foray
into the graphic adventure genre, and the
first game of Westwood’s “Fables and
Fiends” series [Westwood is now a
subsidiary of Virgin Games but with
their own label]. It follows their recent,
graphically impressive and puzzle-
intensive hits of Eye of the Beholder I
and II [which they did for SSI].

A lot like Sierra

This time you’re out of the dungeon and
into the daylight of the magical, mystical
land of Kyrandia. The somber, forebod-
ing music Westwood used in Eye is
nowhete to be heard. Instead, an uplift-
ing, melodic, fanciful musical score that

\LIMET Game released

The Dark Half...from 6

orror premises for adventure games are
chancy at best. There are two ways to go
with the genre — campy and gory like
the HorrorSoft games from Accolade
(Elvira, Elvira II and the upcoming
Waxworks) and serious and sombre, like
It Came from the Desert, Ultima VII
and Dark Seed.

Game designers’ indecision as to
which way to go, coupled with the small
audience for such games, has given
horror fans only a few titles a year that
are worth their genre-focused eyes. It is
ironic that even with the mammoth
success of authors such as Stephen King,
Clive Barker, Robert Bloch, Dean
Koontz and Anne Rice, there have not
been more adventure games celebrating
popular horror novels and

short stories.

before the movie?
Well, Stephen King fans
take heed! In a complete
about face from the stan-
dard way of doing things,
Capstone recently released an
b adventure adaptation of The
Dark Half, one of King’s more
recent novels, before the movie on which
the plot is based has seen the light of
day. The troubles of Orion Pictures have
caught the film in its financial web, so
we may have to wait a long time to see
it. The Dark Half, which stars Timothy
Hutton, reportedly wowed the select few
who viewed it. Until that whole mess
clears up, take a look at The Dark Half
on your computer, a surprisingly good
adventure based on the unsettling
bestseller.

The Dark Half is the story of Thad
Beaumont, a writer with a successful line
of horror novels released under the nom
de plume George Stark. A drifter named
Fred Clawson has stumbled upon the
knowledge that Stark was really
Beaumont and threatened to blackmail
Thad with that information.

So Beaumont publicly revealed his

The Two Towers.......from 9

he Two Towers is the recently released
sequel to The Lord of the Rings, Volume
I: The Fellowship of the Ring. Both are
based on J. R. R. Tolkien’s classic tril-
ogy, which traces the path of the “One
Ring that binds them all” from the
Hobbit town of Bag End to the destruc-
tion of the Ring in Mount Doom.

The Return of the King, which will
follow the cliff-hanger ending of Volume
II, is now in production, and Interplay
hopes to incorporate diagonal movement
and an even better interface than the
upgraded one in Two Towers. Interplay
is also working to re-release Volume I
with the new, upgraded game engine

Amon Ra...from 5

aura Bow, Roberta Williams’ surrogate
detective, is challenged once again by
another mystery in The Dagger Of
Amon Ra. Following the same format of
Laura Bow’s first adventure, The
Colonel’s Bequest, Laura must determine
who has stolen the dagger of Amon Ra
and gather enough evidence to prove her
case to the coroner at an inquest that
comprises the end game.

The majority of the story takes place
in the Leyendecker Museum in New
York City. The year is 1928. Using the
same stage play methodology employed
in The Colonel’s Bequest, the story is
divided up into a series of Acts, six in
this case.

Vintage Sierra

Music and sound are vintage Sierra, and
the 256-color VGA graphics consist of
hand-drawn scrolling frames. You get a
full-screen presentation: the now-
familiar Sierra interface, consisting of a
line of icons running across the top of
the screen, is hidden from view until you
elect to see them. They consist of take,
look, walk, talk, save, restore, and quit,
plus adjustments for volume, speed and
graphic detail. Another icon represents
your inventory. This is very quester-
friendly, especially when using a mouse.

QuestBusters



b, Swap Shop

g Trade or sell your old

B adventures with a free ad.
Adventures and original

programs only, limit 10 games per ad,

one ad per issue. * = cluebook included.

Amiga

Sell: Amiga 500, 3 megs, monitor and more.
$800, will make package deal on lots of software
if price is right. Games include: Altered Destiny,
Axe of Rage, Black Crypt, Bloodwych, Captive,
Chamber of Psi Mutant Priestess, Death Knights
of Krynn, many more. Also some IBM games to
sell. James Davis, 605 Montrose St, Clermont
FL 34711

MSDOS & Questalikes

Selltrade: Fred Pohl's Gateway, $30. Ultima
Underworld, $20. $20 @: Pools of Darkness,
Star Trek 25th. King's Quest 4 VGA, $25. $10
@: Indiana Jones Last Crusade, Eye of Horus.
Shawn Lauzon, 29606 - 41st St, Salem WI
53168

Will trade these 3 for 1 of yours: Larry 3, Murder
Club, Search for the King, Indy's Last Crusade.
Will trade 1 for 1: Indy Atlantis 3", Cruise for a
Corpse 3", King’s Quest 5 5”. Want Sea Rogue,
Lost Files of Sherlock. Edward Carr, 216 Shaner
St, Boyertown PA 19512

$20 @ or best offer: Police Quest, King's Quest
1-4 (unopened), Jinxter, Dream Zone
(unopened), Zak McKracken, Corruption,
Forbidden Quest. Daniel Louie, 4201 S 31st St
#1034, Arlington VA 22206. Genie: D.LOUIE.

Trade/sell, all 5”: Want Ultima 7, Magic Candle
2, Ultima Underground, Monkey Island 2. Will
trade 2 for 1: Death Knights of Krynn, Eye of
Beholder, Quest for Glory 2, Sorcerian, Knights
of Legend, *M &M 2, Bard 2, Bard 3, King's
Quest 4, Ultima 5, Martian Dreams. Joseph
?gggg, 1460 Buck Hill Dr, Southampton PA

Trade/sell: *Space Quest 4 3", *Faery Tale
Adventure 5", $15 @. Keef the Thief 3", $7.
Conquest of Camelot (both sizes), $15. $10 @:
*Hard Nova 5", Sentinel Worlds 5°, Millenium 5",
Powerdrome 5". Want Stellar 7, Nova 9, Pohl's
Gateway, cluebook for Planet’s Edge. *Any clue-
books above for $5 except FTA. Sean Stratman,
866 Mercury Circle, Littleton CO 80124

SellArade, 5" VGA: Space Quest 1 & 4, $25 @.
*Space Quest 2, $15. King's Quest 5, Indy's Last
Crusade, $20 @. Want Indy & Fate, Batman
Retums, most Sierra/Dynamix. Jim Leone, 4301
Gravenstein Hwy N, Sebastopol CA 95472-2201

$18 @: Ultima Underworld, Ultima 7. $10 @:
Dark Queen of Krynn, Martian Dreams. Fran
Maye, 493 Hurley Rd, Coatesville PA 19320

Trade, all 5" *Savage Empire, *Bane of Cosmic,
*King's Quest 4, Eye 1, Hard Nova. Want
Martian Dreams, Magic Candle 2, or send list.

Richard Carlin, 91-48 108th St, Richmond
Hill NY 11418

Sell only, 5" MC3. Cluebook, $7. Both for
$30. Mili Roberts, POB 6486, Florence KY
41022-6486. Prodigy #SVSSHB0A

Sell only, 3" — $28 @: *Black Gate, *Lord of
Rings 2. $24 @: *Matrix Cubed, *Dark
Queen of Krynn. $20 @: Magic Candle 2,,
Treasures of Savage Frontier. Ri Robillard,
52 S Main St, Baldwinville MA 01436

Will trade Ultima 7, Bane, Populous for
Uttima Underworld, Lost Treasures of
Infocom, Pohl's Gateway, Crusaders of Dark
Savant. Chris Pitcavage, 19 Egypt Lane,
Clinton CT 06413Sell only, $15 @, 2 for $25:
Conquests of Camelot, Hero's Quest 1,
Magic Candle, Third Courier, War in Middle
Earth, Colonel's Bequest, Rise of the
Dragon, Lightspeed, Wasteland, Tangled
Tales, Space Rogue. Send SASE for list of
more. Liria Morrell, 1101 Centre Pkwy C-59,
Lexington KY 40517

Trade/sell: King's Quest 5 VGA, Monkey 2,
Colonel's Bequest, Buck, Martian Memo, T &
T, many old game. Want Magic Candle 2,
any new ones. Send your list for mine.
Donald Tong, 196 Fairfield St, Fairfield,
Sydney, NSW 2165, Australia.

Sellrade, $25 @: Willy Beamish VGA, Larry
5, Space Quest 4, King's Quest 5, Monkey 2,
Castle of Dr. Brain, Heart of China,
Countdown. $20 @, EGA: Indy Last
Crusade, Les Manley 1. Many more. Want
Longbow, Police Quest 1 VGA, Altered
Destiny, Lost in L.A., Indy & Fate. Mike Zier,
POB 546, Smallwood NY 12778

Trade/sell, 3": Prophecy of Shadow, $20.

*Eye 2, $23. $18 @: Evira2, M&M 3,

Megatraveller 2 5. Send your list for mine.

Eob Schreur, 9518 Oakview, Portage M
9002

Selltrade, $10 @, 5": Ultima 4, Magic
Candle. $12 @: Keys to Maramon (both
sizes). Kuo-shu Huang, POB 11508, L. A.,
CA 90011

Selltrade, 5: HD, $13: Hard Nova, 3" *Eye.
$18 @: *Bane of Cosmic, Megatraveller 2.

$22 @: Twilight 2000 VGA. Want Conflict:

Middle East, Second Front, Planet’s Edge,
Civilizatimn, Ultima 7. James Wilkes, 3189
Haney's Br., Huntington WV 25704

Sell only, 3", $15 @: Utima 7, M &M 3,
Magic Candle 2, Dark Queen of Krynn.
Brandon Doan, 566 Raintree Cir, Coppell TX
75019

Sell only, 3" HD, $15 @: Space Quest 1
enhanced VGA, Quest for Glory 1 enhanced
VGA. Indy Atlantis, $25. Willy Beamish, $18.
Loom, $10. Joe Courter, 410 N 10th St,
Prospect Park NJ 07580

Selltrade, 5" Bard 2, $10. Bard 3, $13.

Death Knights of Krynn, $15. Dragonstrike,
$10. M & M 2, $13. Gateway to Savage
Frontier (HD), $18. 3": Dragon Wars, $10. M
&M 3, $23. Mark Koropatkin, 52 Spring St,
Windsor Locks, CT 06096.

Selltrade: Indy Atlantis 5", $25 or trade for
Crystals of Trazere only. P. Matta, 73
Basswood Rd, Farmington CT 06032.

Want Infocom’s Joumey. Will trade Elvira,
Heart of China, Rise of Dragon or Larry 5. Or
will buy. Prodigy #: HDKH08B.

Selltrade, 5" HD, VGA: *M & M 3, $30.
*Martian Memo, $25. Many more, send for
list. Emie DeKeyser, 832 11 1/2 St SW,
Rochester MN 55902

Sell only, 3: *Ultima 7, $32. $25 @: *Buck 2,
*Dark Queen. $22 @: Magic Candle 2,
Treasures of Savage 5". $15 @: *Bard 3".
Richard Robillard, 52 S Main St, Balwinville
MA 01436

Sell only, all 3* HD: Space Quest 1
enhanced VGA, $15. Loom, $10. Quest for
Glory 1 enhanced VGA, $15. Willy Beamish,
$18. Indy Atlantis, $24. Joe Courter, 410N
10th St, Prospect Park NJ 07508-2211.

Selltrade: Police Quest 3, Elvira 2, King's
Quest 5, Two Towers, Crystals of Trazere,
Larry 5, Space Quest 1 VGA. More. Want
recent Sierra, Lucas, others. Norman
Hughes, 5801 Flaxman St #75, Pensacola
FL 32506. Prodigy: MMDS23A.

Selltrade: Police Quest 3 VGA 3" HD, $24.
Lamy 5 VGA 5" HD, $19. Ultima 3, $9. Chris
Kelly, 3709 Sandal Lane, Cincinnati OH
45248.

Want new Monster Pictures, plots, maps,
etc. for Bard's Tale Construction. Will trade.
Want Savage Empire, Eye, Gateway,
Treasures of Savage. Adriano Palombizio,
158 Surrey Dr, Wethersfield CT 06109.

$35 @: Loom CD, Sherlock CD w/multi-
media extensions. Lord of Rings 1, $18. The
Scoop, $5. Paul Shaffer, 1523-C Crescent
Lane, Matthews NC 28015

Sell only, $17 @: Ultima 6, King's Quest 5,
Space Quest 4, Heart of China, Rise of
Dragon, Bad Blood, *Gateway to Savage, M
&M 3, Buck Rogers. Terry Kwong, 9047
Molinero Ct, Elk Grove CA 95758

Selltrade: *Larry 1 enhanced VGA, $20. Will
swap lists. Mark Sachon, 220 Cliffside Dr #
23, Emsworth PA 15202

10 @, or will trade any for Star Control 1 or
2, or Battletech 2. 5”; Ultima 6, Overlord,
Hard Nova, Future Magic, Star Flight 2. 3";
Dragon Lord. Dan Young, POB 69, Still River
MA 01467



Passport to Adventure

Books and Map Kits
Quest for Clues 2, 3 or 4 $25
(40 solutions in each volume)

Quest for Clues: Book of Orbs $17
(with 20 solutions)

King’s Quest Companion $15
(with solutions to I-V)

Quest for Clues I: photocopies of solu-
tions are $2 each to USA; others add $1.

QB Map Kit (includes US shipping,
Canadians, APOs send $3 US funds.)
Kit A: (for text/graphic games) $8
Kit B: (for role-playing games) $8
(100 sheets of mapping paper in each)

US addresses, add $3 shipping @ book or
game, $2 @ on multiple orders. To APO,

$6; Canada, $4; overseas, $12/$8. No

bill mes. AZ residents, add 5% sales

tax. Send street address, we cannot ship

to PO Boxes.

Spedal of the Month!

The Revised Edition of the
Official Book of Ultima has
complete solutions to all the
Ultimas, Ultima Underground,
and also covers the Nintendo
Ultimas. Plus an exclusive
biography of Richard Garriott.
During October, QuestBusters
members can get this $18.99
book for $17 (plus shipping).
The first 100 copies will be auto-
graphed by the author. If it's a
gift, state the person's name.

MSDOS Quests
(State disk size& EGA or VGA.)
Prophecy of the Shadow $46
Lord of the Rings, Vol. 2 $45
Ultima Underworld $54
Dagger of Amon Ra $51
Indy & Fate of Atlantis $46
Spellcasting 301 $45
Lost Treasures of Infocom 1or2 $42
Frederick Pohl’s Gateway $43
Dark Queen of Krynn $50
Eye of the Beholder 2 $39

QuestBusters

POB 85143
Tucson AZ 85754

Forwarding and Return Postage Guaranteed
Address Correction Requested

Amiga Missions
Conquests of the Longbow VGA $51
Treasures of the Savage Empire ~ $xx

Dark Queen of Krynn $50
Amiga & MSDOS

Death Knights of Krynn $39

Gateway to Savage Frontier $35

See this issue’s reviews for prices of
recent releases.

VISA/Mastercard: print & sign name
as it appears on card & include expi-
ration date

Bulk Rate
U.S. Postage
PAID
Tucson AZ
Permit No. 1153




