





























Wrighttson, and you will complete
the Lucky Paper Mission.

Farr Windward

Go to 13,7 and meet Ougo and
Haalbok. Trust their advice. Get
Boots of Striding and Leaping at
12,10. If you go to 7,11, you will
have a fight, but will get the records
of the people in Farr Windward. You
must get the brand from the dead
guard. After the fight, Ougo will take
charge. From here take Ougo to see
Wrighttson, and he will free the
people of Farr Windward.

Neverwinter

You will be searched when you enter.
Rent a boat so you can leave and
return at will. To complete the Lucky
Paper mission you must find the miss-
ing Ambassadors.

You will find the Ambassadors at
these locations: From 14,12 go south
through the door, then east, northeast
through an arch, east through a secret
wall and south. Go to 0,10, then
north through a secret door.

To reach this location you will
have go through the Fat Man’s Bar.
Don’t talk to the Fat Man, just go
south, east, north, or west through
the secret doors. You can purchase
many spells at the local magic shop.

Port LLast

Nothing you do here affects the
game. You can explore and kill
monsters for experience points. At
0,3 is the Kraken Headquarters,
guarded by Golems. Use Lighting
Bolts and +3 weapons. Also in the
inner room is a Mage who will use
“Kill Living” spells. Hit him with a
spell each turn to make him lose
spells. The Trackless Sea Tours are
not necessary to the quest. If you take
them, stay on the ship, defeat the
pirates, then bring the ship back to
Port Llast.

Luskan
If you have completed all the Lucky

Paper Missions except Ruathym and
Mirabar, seek out Jagaerda at 6,6.
She will send you to Ruathym to
rescue Shipmaster Redleg. After you
return to Luskan, you will again
have to rescue Jagaerda, who is at
4,7. After you defeat the local
Captains, rescue Siulajia, who is
being held at 1,11. You enter the
same area in which Jagaerda is jailed.
Don’t try to enter the door 10, 2.

Ruathym

You must rescue Shipmaster Redleg,
to complete the last Lucky Paper
Project. Redleg is in a cell 8,3. Enter
the complex at 4,2, go south two
doors, then east thru a secret wall.

If you wish you may try to rescue
Redleg in 9,2. Go to 9,3, sneak into
the auditorium through the west
door. You may be able to free him if
you act quietly. Get the Bloodaxe
and Redshield before leaving
Ruathym; they are at 3,3, which is
entered by going to 5,8 then south to
a secret wall, then west and north.

Mirabar

If you have completed the above, the
Council will be meeting. Go to 10,6,
enter and present your information
to the council. Be sure to meet with
Elastul and King Steelfist before leav-
ing. Check 10,13 for Mirabar Magic,
which sells the most powerful items
in the game. Buy as many Hold and
Charm spells as you can.

Go to the chambers of Elastul
Raurym at 7,2 (enter at 5,3). He will
offer the help of his hammer
Kriiador. Accept, then visit King
Steelfist at 3,11. He will offer his
son, but as the NPC slots are filled,
instead he will give you a golden
Battle Axe +3. Note: hit every black-
robed Mage or Spy in each round of
combat, or you will find members of
your party dead. You must now
catch a boat to Fireshear.

Fireshear
You have two goals: to free the town

leaders, and to free the town docks so
the party can proceed. As you arrive
you, are attacked by Beholders, Yetis
and more fiends. Use spells to create a
wall between the Beholder and the
party. Use magic arrows and weapons
on the Beholder, and save your spells
for the other members of the attack-
ing group. Use Dispel Magic to
remove Slow and Fear spells.

After the battle, check your
supply of spells; it is worth going
back to Neverwinter for more. Enter
the Fireshear Mines via the shaft at 2,
14. You will fight a two-stage battle:
the Grand Yeti is immune to magic,
so use spells on his allies and attack
him with weapons. After he is dead,
you may rest safely anywhere.

Ice Peak/Aurilssbarg

Do not go to Tranjer Rolsk office,
which is a trap. If you meet
Northmen, befriend them. Tell them
the truth, that you are here to fight
against Luskan. Go to 0,17 and go
north, the only way to get to Bjorn
Hold. You will probably have to
work your way out the east door,
head north and then west to get to
this point. Enter Bjorn Hold at 0,1,
where you will encounter two groups
of Black Robes that must be elimi-
nated. If you don’t feel properly
equipped, it’s still not too late to
return to Neverwinter and stock up.
At 11, 12, meet with Big Fish to get
information. In the northeast corner,

leave the dock for Icewolf.

Icewolf

You arrive at 13,15. Work your way
north, but do not enter any doors or
archways. At 1,10 go north through a
door, and you will be near the end.
Go north to a blank wall, then west
through a secret wall and use the
Look option. You enter a tunnel that
exits at 8,7.

The Dragon is dead, but you will
be attacked by Blackrobes. Cast
Charm Person and Charm Monster
first, then use the Hold spells. Don’t

Continued on page 14



Crusaders of the

Dark Savant
If Belcanzar never seems to be in
his shop, try walking out the
door. Let the party rest for a full
eight hours. Reenter the shop.
Belcanzar and all his magical
implements will be there.
To quickly build up your party’s
Swimming skill (each should
begin with 10 points), locate a
body of water (Sea of Sorrow,
Eryn River, etc.). Move one
square forward into the water.
Step back onto land. Rest until
stamina is at 100%. Repeat until
all characters have maximum
Swim points of 100.

Eddie Deale

Might & Magic:
Clouds of Xeen
In Asp: set SW and NE globes
around well to Red to approach
device to north. To avoid being
repelled in NW part of city, cast
Etherealize when just south of
northern border of the area. Head
north and west from there.
Nightshadow: set three dials to
9 to activate/awaken vampire
Rivercity: witches are in NW part
of city. All party members need
Swim skill to approach tent where
guild membership is sold. Party
should be very strong to attack
characters in area west of training
grounds. There is a hidden door
south of 6,8, the toughest fight in
the city.

Charles Jones

People & things: Winter Druid
at A3: 6, 1. Autumn Druid at C2:
15, 9. Carlawana at C2: 10, 6.
Man who needs Crystals of
Piezoelectricity. Xeen Slayer
Sword is at Newcastle Dungeon.
Xeen’s Castle is in Clouds of
Xeen above Darzog’s Tower.
Levitate to walk over clouds. Go
north to sign “Xeen IN.”
Teleport 9 squares north. You
must win 4 cupie dolls at fair to
get Cupie Doll for Xeen’s Castle.

You should be at level 15, with

temporary +10 levels, have Xeen

Slayer Sword and cast Day of

Protection when you tackle Xeen.
Tommy Russell

Before taking on Xeen, make sure
you have more than one recently
saved game. After defeating him
and moving the mirror with his
sceptre, you find yourself in the
end game sequence.
Unfortunately the game is auto-
matically saved at this point. You
can explore the remaining areas,
but are locked in by a destroyed
Mirror.

Xeen is fairly easy to defeat.
Grab the Sword of Xeen from
your dungeon and give it to some-
one strong and fast. When you
find Xeen, cast a spell to teleport
to his location, then have every-
one block except the holder of the
Sword. Two or three rounds
should do it.

There is a lava cavern to the
northeast. At the bottom is a lost
city. If you drink from the well,
everyone will go up a level. You
may as well wait until everyone is
level 20 to avoid the training
limitation.

Dan Donahue

Dusk of the Gods

Getting started: you must
search every nook and cranny of
Asgard before leaving for
Midgard in order to be properly
equipped, be assigned many
minor quests, and to learn several
key words to ask characters later
on. The fate Vrd (upper right
edge of Asgard) gives you helmet,
shield and axe. Kill all wolves and
bears for experience points. Kill
warriors in training area for more
items. Get torch blessed to
lengthen its life. Visit healer. First
item for Fenrir’s shackles is found
in southern woods.

Midgard: Bow and arrow are
available in Ghori’s hut (NW of
initial left-hand cave entrance to
Midgard). Reward for killing
Treesmiter is Lifegiver Shield (but
it’s used up quickly). Beowulf (S
of King Nitheri) will give the

sword Hrunting for killing
dragon. Sigurdh has the secret for
slaying Grendel. Reward for kill-
ing Grendel includes the Hagalaz
Rune. Hrunding has the Valkrut
Key. Ragnor Storm Raiser is just
north of King Nithod.

Mike Prero

King’s Quest VI
Spell book ingredients: Swamp
ooze (from bump on log at Isle of
Wonder), River Styx Water (from
Realm of Dead), Black Horse
Feather (Isle of Sacred Mountain),
Salt Water (baby tears at Isle of
Wonder, Vial of Sacred Water
(oracle at Isle of Sacred Mt., after
completing catacombs), Falling
Water (fountain at Isle of Beast),
Skull (catacombs), Hot Oak
Embers (Isle of Mist, after using
“make rain” spell), Bit of Sulphur
& Brimstone (rotten egg at Isle of
Wonder), Strand of Maiden Hair
(Cassima at Castle)

Norman Hughes

The Catacombs: Return to
Sacred Mountain and climb cliff
steps (at the top, you’re automati-
cally thrown into the catacombs).
See docs for map of catacomb

-(specials such as traps are brown

squares, black squares are drop-
offs). Before you encounter the
first trap (room with carved floor
tiles), find and take the skull in
dead end east of entrance. Use
order listed in docs to cross tiles.
After tile room, get shield (hall-
way) and coins from skeleton (far
northwest deadend) before enter-
ing secnd trap (collapsing ceiling).
In second trap, throw brick into
gears to keep from getting
crushed.

Go to northeast dead end
(trapdoor drops you to second
level). Use tinderbox (lights
torch). Find room in middle of
second floor where you can hear
minotaur on other side of wall.
Use hole-in-wall on east wall.
Look hole-in-wall (seeing mino-
taur). Go to tapestry room you

QuestBusters



just saw minotaur in. Move tapes-
try (opening secret entrance). E.

Talk to winged girl. When mino-
taur is about to attack, use scarf
on minotaur (you are automati-
cally taken to Oracle and given
holy water as well as location of
Isle of Mists).

Paul Shaffer

Save after Beauty gives you the
clothes. From this point you can
follow one of the two paths, then
restore and try the other one.
Peter Spear

Summoning

Other World One:

The Maze of Portals

After using the portal behind
the first skull, you’ll emerge in a
maze of 31 portals. The secret
of getting out is to number the
portals starting from the north-
west portal as 1, southwest portal
as 15. There are two portals in
each room, except the
fifth, which has three
portals. The numbers
are designated U and B
to differentiate from
the top or bottom
portal. Thus 1-u-3,1-b-2 th1s
means that the upper in 1 will
send you to 3 and the bottom will
send you to 2. You are trying to
get to 11 to throw a switch, so
you can eliminate two portals in §
and return to the castle.

1-u=3 6-u=1 11-u=7 lever
1-b=2 6-b=12  11-b=1

2-u=10 7-u=13 12-u=9

2-b=9 7-b=6 12-b=6

3-u=8 8-u=1 use top port 13-u=15
3b=15 8-b=2al=5 13-b=1
4-u=2 9-u=3 14-u=1

4-b=5 backto1 9-b=2 14-b=1
S-u=3 10-u=12 15-u-4

5-b=3 10-b=15 15-b=1

al = after lever is thrown.

The idea is to get to 8 and use the
upper port, which takes you to
11, throw the lever, get to 5 and
walk out. (There is a lot of loot
on the outside.) Then use teleport
spell to return to Lord Evermore.
Now if you use the same portal as
before, you will arrive in
Otherworld Two and Three.

C. F. Shaffer

The Lost Files of

Sherlock Holmes
Two things must be analyzed at
your lab. To activate this
sequence, first use lab table. The
scene will shift, and you will be
seated at the table. Examine
things with the microscope, which
results in a sampling that is

placed into the
i test tube.
After a
chemical
or
two
is
auto
matical

ly added,
light the bun-
sen burner with
the matches.
Click on the tube
to see if more
chemicals are
needed. A
chemical reac-
tion will occur.
Examination of
the test tube
will then produce a clue.
In one instance this sequence is
necessary to continue with the
game.
When backstage, be sure to pick
up a flower and talk with
Wiggins. You’ll need him and his
Irregulars twice. Old newspapers
make good insulators.
F. J. Philipp

Spellcasting 301

Belly flop contest: In hotel
room, take all but seahorses,
eggshell, sheet and letter. Go to
Souvenir Shop and buy roc call.
Go to Poolside and wait until
contest begins. Examine Vince.
Give plumage to Vince. Wait until
both Yu’s are done diving, then
blow roc call (Vince will be
picked up by roc).

The Drink-mixing Contest
and Guzzling Competition: Go
to Pawn Shop and sell roc call
and shovel. Go to Grocery and
buy strawberry. Go to Surf Shop

and buy absorption pill. Go to
Sand Bar before 7:30 PM. Ratant
Voy (back to Foy). When contest
starts, give bar to Vince. Ratant
Spunj (changing it to Spurj:
Enlarge Wee Fruit). Spurj straw-
berry. Foy strawberry. When
guzzling contest begins, eat
absorption pill and drink daiquiri
(judge gives you T-shirt for next
contest). Take margarita.

Paul Shaffer

Frederick Pobl’s Gateway
The Aleph 4 mission: wait at
lake’s edge and get salamander.
Get behind rock at Heechee dome
and wait until aliens arrive. Then
go to their village. Enter Chief’s
hut and hide under floor. When
Chief returns, put salamander in
tank. Wait until salamander
leaves, then follow it back to the
lake and retrieve the cylinder. Put
cylinder in slot. The code: 4-4-3-
2-5. Take all three fans. Put red
fan in yellow slot, yellow fan in
blue slot, blue fan in red slot.
Take machine and return to base.
Mike Prero

Lure of the Temptress

To escape the cell, move torch.
Exit when Skorl enters.. Close
and lock door. Get knife in next
room. Cut leather cord to free
Ratpouch. Use knife on sack in
middle room. Get coin and green
bottle. Look at barrel. Use bottle
on tap. Give bottle to prisoner.
Push bricks in corner. Tell
Ratpouch to do same. To get
lockpick in town, see blacksmith,
ask everyone about girl, bribe
man in Magpie Tavern, talk to
blacksmith again. Then follow his
directions when you talk to old

man in front of the Magpie.
Shay Addams n

This month Eddie Deale and
Charles Jones were randomly
selected to receive the game of

their choice for sending in Keys.

So send yours in today! (All
submissions become exclusive

property of Eldritch, LTD. until
October 11, 2317 AD.)



Clouds of Xeen........from 1

three dimensional art for the bestiary,
non-player char-

Difficulty: Intermediate
Company: New World Computing
Price: $69.95

QuestBuster price:
§55

acters, temples, Type: Fantasy Role-playing

blacksmiths, etc., || System: MSDOS (2 MB RAM,

is often accompa- || 256-color VGA, hard drive with

nied by voices, 15.6 MB free space required;

which made the Roland, Ad Lib, Sound Blaster/Pro, || Quest for
game most enjoy- || Sound Master II, Pro Audio Glory 3

able. The ending || Spectrum, Sound Source) from 7
consisted of a Planned conversions: Amiga

lengthy animated this duty through

sequence that was
a most satisfying reward for the hard-
pressed and weary adventurer.

Streamlined combat

Combat is dexterity-controlled and turn-
based, and incorporates the normal M &
M spell list. Weapons, armor and artifact
progression range from the simplest to
the most powerful, and many of these
may be magically enhanced. Combat is
quick, and the monsters are briskly
dispatched — nothing like the long,
drawn-out conflicts seen in M & M II1
or Crusaders of the Dark Savant.

There is no copy protection, so you
don’t have to look for a key word in the
book. The simultaneously active mouse-
and keyboard-activated interface shows
icons on the right side of the screen.
Xeen uses intelligent, intuitive, and logi-
cal menus and control systems that make
playing the game a joy.

Conclusions: Jon Van Caneghem and
New World Computing have created
another very impressive game — Xeen
has the impact of the original Secret of
the Inner Sanctum, in the days when Jon
and his wife answered the hint line
personally. Other than the lack of
variety in the types of puzzles, and the
scarcity and obscurity of clues, Xeen is
one of the best games that I have ever
seen. I heartily recommend this beautiful
and fun-to-play, first-person perspective
game. It is so enjoyable that, even
though I have completed the main quest,
I plan to go back and investigate some of
the quests that I have not yet finished. 3

14

to the end, emphasizing the most
dramatic scenes throughout.
Conclusions: Quest for Glory III is far
more interesting and playable than either
of its predecessors, with the exception of
the VGA remake of I. The Coles have hit
their mark perfectly this time. They are
sure to receive many letters from fans
who were blown away by the story and
puzzles. They took disparate elements of
cultures and places, made them their
own and combined them to form a neat
new land fraught with equal parts
danger and fantasy. I look forward to
the next game in the series, which will
emphasize horror and monsters as its
main elements. The Coles have a unique

approach and vision in game design that
works best in Quest for Glory III. R
Skill Level: Intermediate

Company: Sierra On-Line

Price: $69.95
QuestBusters price: $55

Shadow of Yserbius.from 5

drag items with the mouse from the
onscreen boxes. Weak characters can get
further from the enemy by moving
behind stronger characters.

Conclusions: Yserbius is a deep and
complex game that would stand on its
own as a commercial release. You must
spend a lot of time to build up characters
until they’re strong enough to make it to
deeper levels, but the requirements for
advancement are quite fair. Yserbius

contains many subtleties, such as the
option to challenge other players to
combat, that I don’t have space to talk
about. One thing is sure: you’ll be
hooked by the Yserbius environment
until and long after you solve the
volcano’s mysteries. »n

Rates: $12.95 for 30 hours of TSN per
month, plus $4 for Medieval Land
(discount rates on 50, 75 and unlimited
hours include all TSN Lands)

Savage Frontier.....from 11

give up if some of your party is killed.
After you win, keep the battle going
until you can cast Heal spells. When you
take the Gem from the dead Dragon’s
claw, he comes back to life. Dwarves
will be help if possible, so get your party
away from them and spread out, because
the Dragon uses his breath weapon. ¥

Quest for Clues:
The Book of Swords

Due out in January, the next Quest for
Clues will have walkthroughs for:

The Dagger of Amon Ra

The Dark Half

Dark Seed

Dune

Gobliiins

Indiana Jones and the Fate of Atlantis
King’s Quest VI

The Legend of Kyrandia

Lost Files of Sherlock Holmes

Plan Nine from Outer Space

Quest for Glory III: Wages of War
Leather Goddessess of Phobos I1
Lord of the Rings II: The Two Towers
Might ¢ Magic: Clouds of Xeen
Planet’s Edge: Point of No Return
Prophecy of the Shadow
Spellcasting 301

The Summoning

Treasures of the Savage Frontier
Ultima: Forge of Virtue

Ultima VI: The Black Gate

Special thanks to Paul Shaffer, Clancy F.
Shaffer, Fred J. Philipp, Bruce Smith, Al

Giovetti and the rest of the QuestBusters
Guild for doing such a great job.

(See back page to order.)



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.

Apple

Sell, $20 each: Altemate Reality: The Dungeon,
Planetfall, Adventure Construction, 2400 AD,
Legacy of Ancients, Shadowgate, Dragon Wars,
Beyond Zork, Phantasie 3, M & M 2. M. Prero,
12659 Eckard Way, Aubum CA 95603

Commodore

Amiga: Gateway to Savage Frontier, $20. W/
cluebook, $25. Pools of Darkness, $30. W/
cluebook, $35. Silver Blades, $20. Dark Queen
of Krynn, $35. Will trade any of these for Keef
the Thief, Bard's Tale 3, any Ultima, Curse of
Azure Bonds. Or send list. Sheila Jenkins, 550
Oxford St #656, Chula Vista CA 91911

Amiga: Want Prospector in Mazes of Xor. Kathy
Longan, POB 1071, Oak Harbor WA 98277

Trade/sell: Black Crypt, Colonel's Bequest,
Corruption, Deja Vu 2, Eye of Beholder 2, Hard
Nova, Les Manley Search for the King, Murderl,
Spacewrecked, more. Send for ist. Richard
Goodkind, 4444 W Pine #413, St Louis, MO
63108

C-64: Sell only, 150 fitles, send SASE for list.
Also complete C-128 system for sale. Write for
details. John Peterson, 207 E Perry St, Durand
MI 48429-1635

MSDOS & Questalikes

$35, 3" *Ultima 7 & Forge, w/character editor.
$30, *Ultima Underworld 5°. $25, Darklands 3".
$25, The Summoning. Tony Ellison, 407 N
Division, Lowell Ml 49331

Want Spellcasting 301, Waxworks, Lost Files of
Sherlock, Spear of Destiny, Legend of Kymadia.
Will trade Clouds of Xeen, Quest for Glory 1
VGA, Star Saga: One, Out of this World. Mark
Parsell, 500 W Lake Lansing Rd #C48, E
Lansing M1 48823, Prodigy NWHP81A

Clouds of Xeen, $25. King's Quest VI, $25.
Heimdall, $15. Austin Hendricks, 155 Newell St,
Pittsfield MA 01201

Trade/sell: Bane/*Forge, Breach 2 w/Campaign
disk, Savage Empire, Martian Dreams, more.
Will trade my 2 for your 1. Send SASE for
details, or send list. T. Dauer, 1816 Lynvale
Lane, Walnut Creek CA 9459

Selltrade: Martian Memo, Rise of Dragon,
Space Quest 4, Legend of Kyrandia, Eco Quest,
Willy Beamish, Indiana Jones, Countdown, Eye
of Beholder 1, more. Lars Fuhrken-Batista, 635
Altara AVe, Coral Gables FL 33146

Computer Gaming World 1988-1992, complete
but for 4 issues, $40 plus shipping. Need more

m. Swap Shop

space for QB! Corey Silver, 15H Jean Marie
Gardens, Nanuet NJ 10954. Compuserve
70671,1363

Sell: 3" HD, *Dark Queen of Krynn, $35.
*Prophecy of Shadow, $25. Darklands, $35.
Michael Wilkes, 3189 Haney's Bridge,
Huntington WV 25704

Sell cheap or trade: King's Quest 4, Hero's
Quest, Space Quest 2, Sorcerian, Colonel's
Bequest, Larry VGA, Megatraveller 1 & 2.
Lots more older games. Glenn Berryman,
POB 348 McVeytown, PA 17051

Sell only: 5" *Savage Empire, $15. 5" *Rise
of Dragon, $20. Paul Rim, 1 Delamesa, W
Irvine CA 92720. Cashiers check only,
include $2 shipping.

Sell only, 3°, $24 each: *Lord of Rings 2,
Darklands. Richard Robillard, 52 S Main St,
Baldwinville MA 01436

Sell only: Police Quest 3, 3" HD VGA, $20.
Chris Kelly, 3709 Sandal Lane, Cincinnati
OH 45248-2815

Sell: Sound Blaster Pro, new, complete,
$125. Peter Matta, 73 Basswood Rd,
Farmington CT 06032

Selltrade: Quest for Glory 3 VGA, Search for
the King, Tunnels & Trolls, Castles, Secret of
Silver Blades, *Eye of Bsholder 1, Eye of
Beholder 2, Death Knights of Krynn,
Conquests of Camelot, Ultima 6. Send your
list. Bob Greenfield, 106 Heritage Dr,
Freshold NJ 07728

Sell only, 5": Eye of Beholder 2, $20. M & M
3, $18. Magic Candle 2, $18. Scott
Carpenter, 1625 Kalakaua Ct, Gulf Breeze
FL 32561

Selltrade: 4 Crystals of Trazere, Prophecy of
Shadow, $20 each. Gateway to Savage
Frontier, $15. Want Bloodwych, Ultima 4 and
7. Georgina Jankay, 809 Hatcher St,
Montgomery AL 36109-1701

To trade: Cruise for a Corpse, Indy Fate of
Atlantis, Sea Rogus, Kyrandia, King's Quest
5. Want: Lost Files of Sherlock, Amazon,
Dark Half, Conspiracy, Deadlock Files, Curse
of Enchantia. Have more, will trade 3 for 1.
Edward Carr, 216 Shaner St, Boyertown PA
19512

Sell, various sizes: *Prophecy of Shadow,
$25. $22 each: Willy Beamish, King's Quest
5, Megatraveller 2 (MT1 included), *Magic
Candle 2. $17 each: Space Quest 4, Spirit of
Excalibur, *Bard's Tale 3 (Bloodwych
included). Eddie Deale, Rte 3 Box 89-B,
Mineral VA 23117.

Sell only, 5 M & M 3, $25, cluebook $7.
Both, $30. Mili Roberts, POB 6486, Florence
KY 41022-6486. Prodigy #SVSH80A

Sell only, $25 @: *Indy and Fate (VGA 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 with date of release and
varsion, other info. Send SASE for large list
of my software, including applications.
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 10th St, Prospect Park
NJ 07508-2211

Selltrade, $23 each: Darklands, Monkey
Island 2, Elvira 2, $18 each: Eye of Beholder,
King's Quest 5, Lamry 5, Willy Beamish,
Gateway to Savage Frontier, more. Want
Perfect General, Indy & Atlantis, Spellcasting
201, Gateway, Martian Memo. Send your list.
Peter Dotto, 45561 Piute St, Temecula CA
92592

Sell: Space Quest VGA, $20. Willy Beamish
VGA, $30. Bane of Cosmic, $30. Bruce
Smith, 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* HD, 256-VGA. Paul
Shaffer, 1523-C Crescent Lane, Matthews,
NC 28105

Will trade Ultima 7, Bane, Populous for
Ultima Underworld, Lost Treasures of
Infocom, Pohl's Gateway, Crusaders of Dark
Savant. Chris Pitcavage, 19 Egypt Lane,
Clinton CT 06413

Sell only, $15 @, 2 for $25: Conquests of
Camelot, Hero's Quest 1, Magic Candle, 3rd
Courier, War in Middle Earth, Colonel's
Bequest, Rise of Dragon, Lightspeed,
Wasteland, Tangled Tales, Space Rogue.
Send SASE for list. Liria39 krausl, 1101
Centre Pkwy C-59, Lexington KY 40517

Selltrade: 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

Will 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 W1 53406

Sell only, $8 each: Silver Blades, Bard
Construction, Buck 1. T & T, Sorsorian, $10.
Ultima 7 w/Forge, $45. M & M 4, $35. Many
Apple adventures too. Kevin Kwan, 111
Chrystie St #21, NYC, NY 10002



I 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 Swords
Quest for Clues: Book of Orbs $17 each
(20 solutions each; see page 14)

The Official Book of Ultima $17
(solutions to I-VIL; Ultima Underground,
and exclusive biography of Lord British)

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!

Buy any game and get Quest
for Clues: The Book of Swords,
regularly, $17.00, for $15 (plus
regular shipping charges). Or you
can get The Book of Swords
and The Official Book of
Ultima, Revised Edition, a $34
a value, for $30. The Book of
Swords book should arrive in
late January. The Book of
Ultima will be shipped right
away, and the usual # of QBs will
be added for each book and
game. Orders must be post-
marked by December 15, 1992.

MSDOS Quests
(State disk size& EGA or VGA.)
Crusaders of the Dark Savant $59
The Summoning $55
Rex Nebular $55
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 1or2  $42

QuestBusters

POB 85143
Tucson AZ 85754

Forwarding and Return Postage Guaranteed
Address Correction Requested

It's the time of year when
everyone is buying at least
one game. So to support
your local Adventurers
Journal, order your quests
from us — orders recelved
by Dec 15 will be shipped In
time for Christmas.

With each game you get a free pack
of mapping paper & 3 issues added
to 3rd clags, 2 for 15t Class &
Canada, 1 for overseas. With Quest
for Clues, you get the same number
of free issues; other books entitle
you to 2 issues for regular subs, 1

for others.
Lure of the Temptress $45
Darklands $59
The Dark Half $45
Amiga Missions
Congquests of the Longbow VGA $51
Lulre of the Temptress $45
Dark Queen of Krynn $50

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

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

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




