


















WALKTHRUt The Dagger of Amon Ra 

Act I 
Look under blotter for a key. Unlock 
desk. Take paper. Look in wastebas­
ket next to desk and get baseball. Use 
question cursor on everyone to ask 
about everything in notebook. Ask 
Crodfeller about burglary. 

The Police Station 
Cross the street (use eye cursor on 
both sides until you get a message 
"no cars coming"). Wake drunk 
outside station. Enter station, exit 
and get newspaper the drunk left on 
the pavement. 

Go to Luigi's stand by the Tribune 
office and trade coupon from paper 
for sandwich, then give it to the Desk 
Sergeant Police Station. Ask about 
speakeasy, password "Charleston" 
and robbery. Talk to O'Riley. 

All around the town 
To travel by taxicab. bring your press 
pass up as a cursor and use it on the 
driver to give him your destination. 
Then use the notebook, click on desti­
nation and exit the notebook. 

Go to all addresses in note book, 
starting with the 12th St. Dock. Ask 
Steve about everyone and everything. 
Then go to Lo Fat's and talk to the 
three boys. You must approach 
several times before the subject of a 
hobby comes up, then you can trade 
baseball for magnifying glass. 

Getting inside the Museum 
Take cab to the Lyendecker Museum. 
If this cab is full of trash, use your 
finger cursor to sift it until you find a 
claim ticket for Lo Fat Laundry. (You 
may have to use the cab many times 
to locate the trash-filled unit.) 

Take the claim ticket to Lo Fat and 
claim an evening dress. Go to the 
Speakeasy, use password, talk to 
Ziggy at first table. Go to the ladies 
room, use the evening dress on the 
dressing room partition. 
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Act II 
Go to Museum. Use press pass on 
Heimlich to get in. Eavesdrop on 
everyone who isn't a happy party­
goer. There are 14 different conversa­
tions you must listen to before you 
will be permitted out of the Rotunda, 
though you may visit the gift shop. 
You must also talk to Steve. 

Enter gift shop and use magnifying 
glass to look at the daggers. You'll 
see some from Pittsburgh, but you'll 
also see the real Amon Ra dagger. (At 
this point you will be kicked out of 
the shop, and the dagger will be gone 
if you return later.) 

Go to the front of the rotunda. Take 
a drinking glass to use and hear 
conversations through doors. Talk to 
all and ask many questions. Shortly 
after this you can enter the Mastodon 
room. Go through the door into the 
Armor room and into the Mummy 
Display. Examine Medallion and 
blood, open Mummy Case, and you 
will find Pippin Carter's body. You 
will find "PS" on the Medallion it 
belongs to Ptahsheptut "Tut" Smith. 
Keep it for evidence. Examine body 
for evidence and get notebook. Keep 
it for evidence. 

Act ID 
Go to Olympia's office. Remove cloth 
from article from beside her desk. By 
reading the Rosetta stone with magni­
fying glass, you will automatically 
copy it to the note book. If you push 
the one horn on her desk, a secret 
door will open to the alcohol preser­
vation lab. Go to Yvette's office. 

Yvette' s Office 
Look in her wastebasket. Get carbon 
paper. Read it by holding it in front 
of the light. Then tum the light off 
and enter Carrington's office. 
Examine all. Return to Yvette's. 

Go to the light, use eye cursor on the 
lamp twice, take the bulb. As you 
leave, go to the Rodin statue, and 
examine the back of the neck by 

using the hand cursor of the head. 
Walk through the archway, and you 
will discover a secret stairway leading 
down. Use Yvette's bulb on old one. 
Save the game. Go down the steps. 

Downstairs 
Enter Hemlich's office. Examine 
room, move to left of the rat trap. 
Get and use dinosaur bone to spring 
the trap, then take the cheese. 
Examine books until you find one 
that is reversed. Take and open it, 
remove the garter and note and keep 
for evidence. Try pushing the button 
behind one of the medal pictures, but 
don't use the secret passage. 

Go out into the hall and look at the 
mirror-like alcove in the wall. Use 
dinosaur bone to break the glass. 
Take the lantern. Go through the 
other door into alcohol preservation 
lab. Go through the door. to right 

Ernie' s Office 
Get wire cutters from tool box. Take 
"snake lasso at end of desk. Look at 
the desk and check the alcoholic 
index. Around this time you should 
hear a message on the intercom tell­
ing Ernie that Vat 13 leaks. Check the 
Warthog vat, which is 13 (the second 
on the left as you come in the front 
door). Push button over Ernie's desk. 

Leave office and go to the vat. Use 
the hand cursor on it, and you will 
climb up and obtain the Amon Ra 
Dagger. Go to the back door, enter, 
and you will see an opening (to the 
Mummy Room). Save game. 

Light lantern by using your hand 
cursor on it, then go up the passage. 
In the Mummy's room, use magnify­
ing glass on Rosetta stone to copy the 
characters into your note book. Go 
back to Carrington's office. 
Carrington' s Office 
On the way here you will see Ziggy's 
body in the Pterodactyl room. Use 
wire cutter to get a section of wire. In 
Carrington's office you will find a 
dead body. Examine the two letters 
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"CP" in blood on his desk, which 
stand for "Crime and Punishment.,, 
Check books there to find this book, 
then open it and take Police file . 
Examine his phone list: under 
"B.SA YFF" you will find combina­
tion to safe behind big picture. The 
number is KL 052 7. Use hand cursor 
to click on each number, and the safe 
will open. Read diary, but leave it for 
evidence. Check calendar and clock. 

The Galleries 
Go into the Old Master's Gallery and 
check Bosch painting. Note the glint­
ing, then examine this spot until you 
seea key glued over another key. Use 
Dagger to pry it loose, and take it. 

Go to Armor room, then south to 
Head room. Examine heads: Ziggy's 
head is mounted on the wall. As you 
return through the Mastodon Room, 
you will see Ernie Leach's body on 
the Mastodon Tusks. Examine it and 
get the Warthog hairs as evidence. 

Go to the Rodin Gallery. Take stairs 
down and go to back door of the 
Preservation Lab. This is the 
Mammalogy Lab. Take Snake oil 
bottle, and make sure it full. If not, 
fill it with oily substance near 
entrance hall from the stairs. Save 
game. Go to the cold storage box at 
the back of the room. Open top and 
take the meat. Use key to open the 
trunk, and quickly throw meat to the 
beetles. Examine trunk, get watch. 

Act IV 
Go to Yvette's office and talk with 
her. As you leave you will bump into 
Steve. As he enters Yvette office, use 
water glass to listen to their conversa­
tion. Leave and wander around. 
When you return to her office, there 
will be signs of a struggle. Examine 
the scene, and you will find a piece of 
fabric, red hairs, and a shoe. Take 
shoe and leave the other evidence. 

& you enter the Old Masters gallery 
you will find a new statue. Examine 
it, then use Dinosaur bone to break 
plaster casting. Inside is Yvette. 

Examine body. Take red hairs and 
bifocals. Go to the Armor room and 
look at the dog. You will notice one 
of Steve's boots near it. Get it. 

The Cobra 
Return to the Rodin statue. The 
Countess is apparently dying in 
Olympia's office. Save game. As you 
enter the office, you will be attacked 
by a cobra: shake the snake oil at it 
three times. It will back into a 
comer. Use Snake Lasso to capture 
it. By using your hand cursor on the 
cage in the corner, you will dispose 
of the Cobra. 

Examine the Countess. Look at her 
ankle to see how she died. Get 
Smelling Salts from her. Get grapes 
on the floor. (You may need to go to 
the container in the alcohol preserva­
tion room to refill the Snake Oil 
Bottle if it's less than one-quarter 
full.) Save. Using the notebook, deci­
pher the scroll on the wall: the 
solution is "Womb" and "Tomb." 

ActV 
As you enter Mastodon Room, the 
murderer appears. Run to 
Pterodactyl room, close door. Use the 
wire on it to wire the door knobs 
shut. Run to Medieval Armor Room, 
shut door, drop bar in place. 

Go toward Mummy Room. Stop at 
locked door. Move chair in front. 
Open transom on top. Run to 
Mummy Room, open and enter 
mummy casket, shut lid. After 
murderer leaves, save game. Run to 
the transom door and enter. Push the 
crate in front of door, cut rope, push 
to crate back of you to one side. 
Enter elevator, push lever. Save. Go 
to mummy storage room, take a 
mummy out of its case, prop it 
against the door. Use Snake Lasso on 
the mummy case on your left. Use 
hand cursor on it, and it will open. 
Enter and shut the case. 

You are captured by Rameses 
Najeer. He'll free you if know the 
answers from the scroll in Olympia's 

room: "Womb" and "Tomb." (Spell 
them out from your notebook.) You 
are allowed to go free upon your 
promise to keep their secret. Save. 

Furnace room, cobras, rats 
As you enter, you see Steve under a 
coal pile. Clear his face and use 
Smelling Salts, but give him his boot 
before he stands up. Move the Sun 
Symbo~ light lantern, enter passage. 
Shake the snake oil at cobras. 

As you near the top, you see a lotof 
rats. Throw the cheese through the 
first opening and enter the second. 
You will hear gun shots, so you know 
the killer is still after you. You will 
emerge from the talking Rex mouth. 
Hurry and press the button to start 
him talking and capture the Killer. 

Act VI 
At the Coroner's Inquest, you must 
have the Amon Ra dagger, Watney 
police file, ankh medallion, red hair, 
pocket watch, wire cutters, carbon 
paper, Yvette's shoe, garter, grapes, 
Pippin's notebook, bifocals, and 
warthog hairs. 

The majority of the answers you.must 
answer are O'Riley, for Financial 
gain, or to Hide a Crime. (You can 
use any of these.) The exceptions are: 

For jealousy or revenge: Yvette 

Whose skeleton was in the trunk: Dr 
A. Carrington 

Who murdered and impersonated 
Carrington: Watney Little 

Who stole Amon Ra's Dagger: 
Watney Little 

Who was behind robbery: O'Riley 

Who was the women involved in 
stealing paintings: Countess 

Who was the man involved in stealing 
paintings: Watney Little 

Who was the middleman who forged 
the painting: Ziggy 

Who was the High Priest of The 
Amon Ra Cult: Ramesses Najeer 

What museum employee ran a fenc-
ing operation: Ernie Leech B 
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Darklands 
The starting town has unlimited 
special missions for easy, fast money. 
Get plate armor, two-handed swords 
and long bows as soon as possible. 
To acquire gear and money quickly, 
pick an unimportant town (with no 
university, an inept doctor, etc.) and 
battle the city guards as much as you 
want (otherwise, always avoid ruin­
ing your reputation). Always have 
character with highest charisma deal 
with all people and do buying and 
selling. 

Character with highest artifice skill 
should carry lockpick. Laying siege to 
a castle is the easiest way of killing 
robber knights, but you get more loot 
by sneaking in. When witch offers 
something in return for her life, save, 
then find out date of Sabbath, then 
reboot and get her three potion 
formulae. In any town, always sneak 
into all central market offices at night 
to increase stealth and artifice skills. 

Mike Prero 

Plan 9 from Outer Space 
Rio de Janeiro: Take taxi to EWJ 
Airport. Enter. Give ticket to atten­
dant. Go to runway, plane and 
cockpit. Talk to pilot. Note name 
(Steve Peters). Taxi will take you to 
Macho Hombre Hotel. Examine 
guest register for Peter's room# (21) . 
Get key to room 21. 

Go to room 21 and get pilot I.D. Use 
passport photo on I.D. Go to beach. 
Go to cave. Get film reel labelled 
'Lo'. Go to projection booth and give 
reel to projectionist. Watch movie. 
Go to airport. 

Enter. Police will arrive. Bribe police­
man. You'll end up in jail. Give rum 
to guard. Get statuette. Use hammer 
on statuette. Get slimy pupa. Drop 
hammer. Go to airport. Fly home. 

Paul Shaffer 
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Passkeys: Castle Basenji, there wolf. 
Sphinx, Golux. Witch Tower, rose­
bud. Dwarf Mines, Mine 1 through 
S, omega, alpha, theta. 

Items: Last Flower of Summer, B2: 1, 
10. Yak Opening Stone, D4: 12, 3. 
Key to Tower of High Magic, Cave of 
Illusion Level 4: 2, 14. Key to 
Darzog's Tower, Tower of High 
Magic Level 4: 7, 12. Amulet of the 
North Sphinx, Al: 11, S. Faery 
Wand, D4: 8, 14. Celia, D4: 1S, 1S. 
Bone Whistle, E4: S, 14. 

Attributes: F3:, 0, 1- +S levels. F3: 
12, 12 - +S armor. E2: 3, 4 - +SO 
speed. Al: 7, 6 -+SO energy resis­
tance. D3: 1S, 4 - +SO electrical 
resistance. F3: 14, 6 - poison resis­
tance. Asp 8, 3 - +100 HP. 
Nightshadow 7, 7-+10 levels. 

Where to find Mega Credits needed 
to build the Newcastle: Ancient 
Temple of Yak at 13, 9; 18, 9; 20, 9; 
23, 9; 27, 9. Tomb of 1,000 Terrors 
at 1, 16; 6, 9; 11, 30; 13, 13; 17, 28; 
17, 15. Golem Dungeon at 4, 1; 6, 1; 
11, 22; 11, 28; 15, 6; 17, 17. 

Tommy Russell 

Legend of Kyrandia 
The saw is under the table in 
Grandpa's house. If you drop a fire­
berry in a room in the cave, it will 
never burn out. The first time you 
meet Malcolm, give him back his 
knife. Drop the pinecone, the acorn 
and walnut down the hole in the 
deadwood glade for the first stone in 
the amulet. This is healing. Use heal­
ing on the cardinal for the quill. 
When mixing potions, combine 
gemstones with flowers of similar 
col ors. 

Eric Grosskurth 

Ultima: Forge of Virtue 
Quest of Honesty: look for secret 
passageway after the X room, all 
others are bogus. Quest of Love: find 

the Tree of Life by entering a teleport 
in one of the caves. Use pick on tree 
with bucket underneath. You may 
want to use your virtue stone here, 
because you'll need to come back. 
Quest of Valor: kill black dragon 
with Black Sword. Black Sword: talk 
to mirror with fire, defeat dragon, 
obtain crystal, talk to mirror and trap 
demon; talk to Erithian, and he'll set 
you up, then head the blank until 
extreme red and use hammer on the 
blank until you get a message. Talk to 
Erithian, place gem in one hand and 
the sword blank on the other. (The 
Black Sword is a very powerful 
weapon but also a curse, because you 
can never get rid of it.) Finale: destroy 
Exodus by using the three slices of 
virtue and using gargoyle and 
Britannia armor from museum. 

Name not provided 

Legend of Kyrandia 
Maze & fireberries: a fueberry lasts a 
maximum of four rooms, but won't 
run out once you drop it. So get four 
berries and drop one in each room. 
Go back and repeat as needed, and 
soon the entire cave will be lit and 
you won't need the berries anymore. 
If you keep a map, this will help 
locate the "secret" places, and you 
can go back and forth between places 
without having to worry about losing 
light. Remember, there are four 
rooms be~een bushes, and you will 
be eaten many times before finishing 
the task, so save frequently. 

Liria Morrell 

This month Mike Prem and 
Tommy Russell were randomly . 
selected to receive the game of 

their choice for sending in Keys. 
So send in yours today! (All 

submissions become exclusive 
property of Eldritch, LTD. until 

October 11, 2317 A.O. 
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Patch A 
Legend of Kyrandia ... from 1 

Picking up an item and clicking it on 
yourself will also elicit a response: some­
times comica~ sometimes informative, 
sometimes providing a clue. If you try to 
use an item on something it can't be used 
on, it will fall to the bottom of the screen 
with a thunk. 

Chapter by chapter 
Each Chapter consists of a few minor 
quests and one major quest. Ranging 
range from novice level to difficult, 
puzzles become harder and more 
complex as you progress. Everything 
involves object manipulation or magic 
orientation. Characters provide clues, 
humor, quests and leads as to "What do 
I do now?, Where do I go next?, Who 
should I seek out next to keep 
going?" 

The first Chapter, which 
takes place around your house, 
is novice level. Chapter Two, 
set in Timbermist Woods, is 
intermediate. (Contrary to the 
axiom, it is sometimes benefi­
cial to place all your eggs 
(nuts) in the same basket 
(hole). And note Darm's clue: 
you're looking for seasonal 
birthstones. How many seasons are 
there? 

Copy protection occurs when you 
move from one Chapter to the next by 
matching an item on screen with an item 
in the manual. If you have extended 
memory, the program will recognize it 
and use it to allow more fluid movement 
in scene transitions. 
Conclusions: I really liked this game. I 
enjoyed the graphics, animation and 
music, and story line. It's got my vote for 
Graphic Adventure of the Year - so far 
- and I can't wait for Book 2. But, I 
guess I'll have to - just like everyone 
else who plays it. D 

Difficulty: Novice to Advanced 

Company: Westwood/Virgin 

Price: $59.95 

QuestBusters price: $55 

In the tradition of games whose names we won't even mention, 
QuestBustezs is proud to cmnounce our first 'j>atch. n To install, put 
your October issue of QuestBustezs into drive A, this patch into drive 
B, and type "Install Patch A, homina homina" 

The Dark Half. .. from 6 The Two Towers ....... from 9 

scenes and some black-and-white dream 
sequences and trances that improve the 
look of the game and its overall tension 
level. illustrations are sufficiently 
detailed and bring to life the visual 
images scribed by King and suggested by 
storyboards and some scenes from the 
motion picture version. Closeups look a 
little choppy, but the side views work 
nicely. Most locations also have day and 
night versions, a simple detail left out of 
many games but necessary for realistic 
plots. 

The music and sound effects are 
some of the best Capstone has produced. 
Tense music plays throughout and sets a 
grim tone for the events that take place. 
At the very least, the music puts you in 

the right frame of mind for a 
horror story. Sound effects 
also reflect some of the care 
Capstone gave this game. 
Though the bone saw in the 
introduction could have 
been more convincing, digi­
tized sounds like the 

telephone dialing, sirens, 
birds and screams make the 
experience a little more realistic. 
Conclusions: As a horror buff, I 

was quite satisfied with the work done 
on The Dark Half. While the game is not 
particularly difficult, it closely follows 
the plot of the original work - unlike 
many other King adaptations. Capstone 
managed to successfully interject puzzles 
into a story that at first glance have 
none, and created a challenging environ­
ment in which.to solve a mystery, avoid 
suspicion and, most importantly, stay 
alive. Give The Dark Half a try! It's the 
only box on the software shelves with 
the unique, unusual shrink-wrap 
imprinted with bloody handprints! D 

Skill Level: Novice to intermediate 

Company: Capstone 

Price: $49.95 

QuestBusters price: $ 45 

the level of most currently available role­
playing games. Still, I have enjoyed both 
Volumes. Sharing the experiences and 
companionship of the Tolkien characters 
within the many plots and subplots of 
the richly woven Interplay adaptation of 
The Two Towers makes hours of enjoya­
ble play, and should be the deciding 
factor in evaluating the worth of this 
game to the buying public. l! 

Difficulty: Intermediate 

Company: Interplay 

Price: $49.95 

QuestBusters price: $45 

Amon Ra ... from 5 

which will determine the fate of the 
killer or killers and Laura's present and 
future fate, so be sure to take notes 
throughout the investigation. You'll 
probably find yourself wandering 
around a lot in Acts 3 and 4 until you 
can piece things together. When a clock 
appears in the upper-left corner of your 
monitor, you'll know you're moving 
along. The only arcade sequence is in 
Act 5. All I can say is: keep moving, 
close/bolt doors and end up hiding in a 
coffin (for awhile). Not enough? Hey, 
this is a review, not a walkthrough, for 
which I am better known. Look for one 
in QB soon, though, by C. F. Shaffer. 

Conclusions: The game was too short, 
and the graphics fall short of Sierra's 
standard. The sound was great. The 
early 'ask someone about something' 
was annoying and tedious. The copy 
protection was cumbersome (I am not an 
Egyptologist, nor do I want to be). If you 
liked The Colonel's Bequest, however, 
you'll probably like this one. It gave me 
something to play during the normal 
summer doldrums. ll 

Difficulty: Novice to Intermediate 

Company: Sierra 

Price: $69.95 

QuestBusters price: $59 



King's Quest Vl.. ........ from 1 

Williams, claims more than a million 
ways to play through the game. 

Hardest King•s Quest ever 
The world of KQ6 is quite constrained. 
None of the six islands extends more 
than a half-dozen screens or so. Only the 
catacombs and the Castle of the Crown 
are substantial in size; the mazes in the 
catacombs are confusing, but not overly 
extensive, and it's hard to get lost in the 
castle. Instead of walking around, KQ6 
requires that Alexander teleport himself 
from one island to another often. Very 
often. This is because the game is enor­
mously dependent of one event or action 
triggering another as a way to increase 
playing time, gather clues, solve 
extended puzzles and just make some 
puzzles more difficult. 

At this level the ploy works; KQ6 is 
the most difficult of all the KQ games to 
solve. Just figuring out where to go next 
is a constant problem, and each visit to 
an island is like peeling just one layer of 
an onion. A large onion. There were 
times I felt motion-sick with all of 
Alexander's comings and goings. 

There is one weak spot in this tough­
ening up of the game, however. The 
most difficult sequence is climbing up 
the Logic Cliffs, a series of five logic 
puzzles. Two of the questions constitute 
the game's copy protection; once you 

· figure out the answers (not easy), they 
must then be translated into an iconic 
alphabet included in the Guidebook to 
the Green Isles. The guidebook comes 
with the games; don't lose it! But the 
other cliff puzzles cannot be solved with­
out using the guidebook, and the 
solutions there are well hidden. Between 
the obscurity of the puzzles and the need 
to translate the copy protection, be ready 
for a frustrating time. 

This is especially vexing because no 
matter which path through the game the 
player takes, all must solve the cliffs. The 
situation has the potential to induce 
some inexperienced adventurers to turn 
their computers off and never return to 

KQ6. Since Sierra is making a strong 
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effort to create games that all levels of 
players can complete, yet still be chal­
lenged, this is a problem. 

More animation 
The graphics are especially nice. The 
backgrounds are not nearly as elaborate 
and detailed as those in KQS, but they 
don't lower Sierra's artistic standards at 
all. Detailed and varied, each island in 
the game has a different look, from the 
oriental quality of the Island of the 
Crown, to the fantastic and colorful Isle 
of Wonder, to the game's artistic master­
work, the Isle of the Dead. The 
company's decision to spend less money 
on backgrounds and invest it in more 
animation was a good one: playing Heir 

Today, Gone Tomorrow is more like 
controlling an animated feature film 
than any other game I have ever seen. 

The game's climactic sword fight, the 
dance of the skeletons, the strut and 
shuffle of the Sense Gnomes - all flow 
from the player's actions, enhance the 
story, and entertain at the same time. 
Even little bits, like Beauty's pirouette 
when her clothes are transformed, add 
the kind of gloss that separates a very 
good game from a great one. 

There is full musical scoring through­
out; each scene seems to have its own 
theme, and a couple of the melodies rise 
above the tonal muddle we normally 
expect in games. With a sound card, 
there are voices in the opening, and wall­
to-wall digital background effects 
throughout add a realistic aural dimen­
sion that rounds out the game world. 

A landmark game 
KQ6 is not just good, it's a landmark 
game. But as KQ1 invented and defined 
the animated adventure, Heir Today, 
Gone Tomorrow marks its end in a most 
important way. No, adventure games 
will not go away, but KQ6 represents a 

fin de siecle, the end of an era. It is a 
game that should have been - needed to 

be - first published on CD-ROM. For 
all of its strengths and gloss, it is ill 
served being played from a hard drive. H 
only because of its prominence in the 

world of computer entertainment, King's 
Quest VI is the proof that the era of CD 
game playing is upon us. 

Why?, you may ask. It's not just 
because the game takes up over seven­
teen megabytes of disk space. Games 
today routinely break 20 megs and have 
already approached 30 megs in size. But 
even 486-class computers are routinely 
being sold with 40-meg hard drives, and 
with DOS and Windows installed, there 
is no room for the average consumer to 
even load the newest games. 

Why? It's not just because KQ6's 
opening animation is over seven megs in 
length and the company suggests remov­
ing it after you've seen it a few times in 
order to save disk space. That opening is 
much less than half of what was 
produced; to add more would balloon 
the game's size enormously. We won't be 
able to see the rest until the CD-ROM 
version is released early next year. 

Why? It's not just because the game 
is full of fully animated sequences that 
also take up an enormous amount of 
space. KQ6 is the closest thing we have 
yet to an interactive animated feature, 
and it could use even more of those 
sequences. 

Why? Perhaps because of the enor­
mous amount of dialogue in the game. 
We have ears, but we cannot hear. Why? 
Perhaps it is because Sierra cautions us 
that if all that wonderful animation runs 
slowly, or the on-the-fly sound decom­
pression might hang up the game, we 
should consider defragmenting our hard 
drives before we play. 

Why? It is all of these and more. It is 
because imagination has no limits, and 
current hardware does. There are other 
games proving this point today, but 

King's Quest has always been the bench­
mark. It is the end of one era, and when 
it is released on CD near the beginning 
of next year, it should be the beginning 
of another. Kill your hard drives! ll 

l)ifficulty: Intermediate 
Company: Sierra On-line 
Price: $79.95 
QuestBusters price: $69 
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Swap Shop 
Trade or sell your old 
adventures with a free ad. 
Adventures and original 

programs only, limit 10 games per ad, 
one ad per issue. * = cluebook included. 

Amiga 
SeMrade games for IBMware: Universe 3, $5. 
King's Quest 3, $10. $15@: Drakkhen, Bar 
Games, Populous, Powermonger, Star Ffight, 
Hero's Quest 1. $20, *Altered Destiny. Frank 
Moore, 14-91 High St, London, Ont., Canada 
N6C4J8 

Trade/sell: Bloodwych, Corruption, Deja Vu 2, 
Hard Nova, Les Manley in Search for the King, 
Sierra games, Spacewrecked, Star Flight 2, etc. 
Also some C-64 adventures. Richard Goodkind, 
4444 W Pine #413, St Louis, M063108-1203 

Apple 
M & M, $20. Times of Lore, $15. Questron 2, 
$10. Many early lnfocoms. Write for lists. Bruce 
Smtth, 9158 Conifer Lane #8, Cucamonga, CA 
91730 

MSDOS & Questalikes 
Sell only, 5": M & M 3, $25, cluebook $7. Both, 
$30. Mili Roberts, POB 6486, Florence KY 
41022-6486. Prodigy #SVSHBOA 

Sell only, $25 @: *Indy and Fate 0/GA 1.2 MB), 
3" Magic Candle 2, 5" *Tunnels & Trolls, Space 
Quest 4 (VGA 1.44 MB). $15 @: Conquests of 
Camelot, Colonel's Bequest, Trial by Fire, Larry 
3, Space Quest 3, Journey. Many old games, 
send SASE for list. Robert Kraus, 3038 N 
Christiana, Chicago IL 60618 

Will buy any IBM-compatible games, old & new. 
Send list w~h date of release and version, other 
info. Send SASE for large list of my software, 
including applications. No tradesl Dennis Billow, 
353 Hamer St, Clyde OH 43410 

Sell only: Loom CD, $30. All 3.5", $15@: Out of 
this World, Hair Raising Havoc w/Sound Source. 
Space Quest 1 VGA, $10. Joseph Carter, 410 N 
1 Oth St, Prospect Park NJ 07508-2211 

Trade only: *MM3, *Lord of Rings 1, Breach 2 w/ 
Campaign, Savage Empire, Martian Dreams, 
others. Some w/character edttors. Trade my 2 
for your 1. T. Dauer, 1816 Lynvale Lane, Walnut 
Creek, CA 94596 

Will buy or trade solutions for IBM games. Send 
list & prices, I'll send mine. W. H. Willett, POB 
301, Lewisport KY 42351 . 

Sell: Space Quest VGA, $20. Willy Beamish 
VGA, $30. Bane of Cosmic, $30. Bruce Smtth, 
9158 Conifer Lane #B, Cucamonga, CA 91730 

Indy & Last Crusade, 5• 256-color, $15. Lost 
Treasures 2, 5:, $20. Want Police Quest 3, Larry 
1 - must be 3• HO, 256-VGA. Paul Shaffer, 
1523-C Crescent Lane, Matthews, NC 28105 

WiO trade Ultima 7, Bane, Populous for 
Ultima Underworld, Lost Treasures of 
lnfocom, Pohl's Gateway, Crusaders of Dark 
Savant. Chris Pttcavage, 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. Liria39 krausl, 1101 Centre Pkwy C-
59, Lexington KY 40517Sell only, 3", $26@: 
*Black Gate, *Lord of Rings 2, Darklands. 
Postpaid. Richard Robillard, 52 S Main St, 
Baldwinville MA 01436 

SellArade: 3.5" Ultima Underworld, $20. Both 
Castles, $20. 3• Civilization, $25. Want 
M.U.L.E. Nicholas Aquila Jr, POB 471, 
Sebastopol, CA 95473-0471 

WiU trade Martian Memo, Rise of Dragon, or 
Free D. C. for Heart of China or Lost in LA. 
Paul Kmosena, 5827 Emstan Hills Rd, 
Racine WI 53406 
Want books, disks, addresses for nearby 
RPGs for Twilighl!Mercenary 2000, Traveler, 
T & T, similar games. Have ttems to trade, 
will buy. P. Doerr, POB 398, Suisun, CA 
94585 

Sell only: 3• HO VGA Police Quest 3, $20. 
Larry 5, 5• HO VGA, $15. Ultima 3 5• LO, $5. 
Chris Kelly, 3709 Sandal Lane, Cincinnati 
OH 45248-2815 

SellArade: any CD-ROM, new RPGs. 3", 
$30: *Ultima 7, Ultima Underworld. $15: 
*Ultima 6, Vengeance of Excalibur. Planet's 
Edge, $22. Indy & Fate, $25. Heart of China, 
$12. Magic Candle 2, $19. Spacewrecked, 
$10. Price includes shipping. Pete Gedzyk, 
502 S. Brookwood Tr, McHenry IL 60050 

Trade only, 3• LO: King's Quest 5 EGA, 
Gateway to Savage Frontier, Pools of 
Darkness, Eye of Beholder; 5• LO: M & M 3, 
Castles, Terminator. Want Bane of Cosmic, 
War in Middle Earth, Magic Candle 1. Tory 
Richard, Box 129, E Kelowna, BC, Canada 
VOH 1GO 

Want: Prophecy of the Shadow, Indy & Fate, 
Ultima 7. Trade my Magic Candle 2, Monkey 
Island 2, Crystals of Trazere, Two Towers, or 
Quest for Clues 4 book. Will pay $3 bonuse. 
T eU me a good joke and receive $2 extra! J 
Hadler, 15 E Lagoon Dr, Brick NJ 08723 

Want 3• Civilization, Planet's Edge, 
Prophecy of Shadow, Indy & Fate, Magic 
Candle 2. Also any kid's software: Reader 
Rabbtt, Playhouse, etc. James DeMarco, 
19966 Promenade Cir, Riverside CA 92508 

Sell, $15@: Champions of Krynn 5", Ultima 
6 5", MegatraveUer 2 3". Darklands 3• VGA, 
$35. James Wilkes, 3189 Haney's Br, 
Huntington WV 25704Sellnrade: Fred Pohl's 
Gateway, $30. Ultima Underworld, $20. $20 
@: Pools of Darkness, Star Trek 25th. King's 

Quest 4 VGA, $25. $1 O @: Indiana Jones 
Last Crusade, Eye of Horus. Shawn Lauzon, 
29606 - 41 st St, Salem WI 53168 

Will trade my 3 for 1 of yours: Larry 3, 
Murder Club, Search for King, Indy & Last 
Crusade. Trade 1for1: Indy Atlantis 3", 
Cruise for Corpse 3", King's Quest 5 5". 
Want Sea Rogue, Lost Files of Sherlock. Ed 
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 DeFeo, 1460 Buck 
Hill Dr, Southampton PA 18966 

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 cluebooks above for $5 
except FTA. Sean Stratman, 866 Mercury 
Circle, Ltttleton CO 80124 

Sellnrade, 5" VGA: Space Quest 1 & 4, $25 
@. *Space Quest 2, $15. King's Quest 5, 
lndy's Last Crusade, $20 @.Want Indy & 
Fate, Batman Returns, 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 1 OBth St, 
Richmond Hill NY 11418 

Sell only, 5" MC3. Cluebook, $7. Both for 
$30. Mili Roberts, POB 6486, Florence KY 
41022-6486. Prodigy #SVSSH80A 

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 

Sellnrade (my 2 for your 1), all 5": Death 
Knights, Eye 1, Eye 2, Quest I or Glory 2, 
Sorcerian, Knights of Legend, *M & M 2, 
Bard 2-3, King's Quest 4, Ultima 5. Want 
Ultima 7, Magic Candle 2, Ultima 
Underground, Monkey 2. Joseph Defeo, 
1460 Buck Hill Dr, Southampton, PA 18966 



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 $17 
(with solutions to I-VI) 

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. 

Special of the Month! 
Quest for Clues: The Book of 

Swords, with 20 solutions, 
including King's Quest VI, M & 
M: Clouds of Xeen, Dark Seed, 

Spellcasting 301, Legend of 
Kyrandia. QuestBusters members 
can advance order this $17 .00 
book for $15 (plus shipping). 

Only advance orders will be auto­
graphed, and the book should 

arrive in January. The usual #of 
QBs will be added for each book. 
Orders must be postmarked by 

November 31, 1992. 

MSDOS Quests 
(State disk size& EGA or VGA.) 

Prophecy of the Shadow $46 
Lord of the Rings, Vol. 2 $45 
Legend of Kyrandia $55 
Dagger of Amon Ra $59 
Indy & Fate of Atlantis $46 
Spellcasting 301 · $45 
Lost Treasures of Infocom 1 or 2 $42 
Frederick Pohl's Gateway $43 
Dark Queen of Krynn $50 
The Dark Half $45 

Quest Busters 
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 $50 
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 l\Z. 

Permit No. 1153 


