





























Pool of Radiance

Continued from page 1

will buy your weapons, which makes it
harder to get rich fast), and a City Hall
whose clerk tells you of “Commissions”
(apparently A D & D jargon for quests,
though we refuse to change our name to
Commission Bust-
ers). Proclama-
tions posted
outside City Hall | ¢
refer you to relat-
ed text in a manu-
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al filled with
details on the var-
ious Commissions
and what hap-
pened to other
questers attempting to complete them. By
fulfilling a Commission, you’ll rack up
more experience points and gold and get a
crack at harder quests.

One Commission is to kill all the mon-
sters in the slums west of town, which
opens up new parts of Phlan. Sokal Keep
on Thorn Island is also full of monsters to
slay. Another goal is to locate maps,
books and other information about the an-
cient history of Phlan. No monsters will
attack you in this part of town, but you
may get embroiled in a bar brawl or two.

Three aspects make the game attractive
for those who hate to map. An auto-
mapping feature called “Area” will re-
place the picture with a top-down view of
your party’s immediate vicinity, a manual
includes basic maps of the first part of
town and many other dungeons and the
Wilderness areas, and an onscreen line
like this one—E 0: 03, 3,4—indicates the
party’s position and direction they’re
facing.

SSI’s Finest Interface

With cursor keys or joystick, you high-
light one of the commands in a row at the
bottom of the screen, then hit return or
punch the button to execute it; this menu
line wraps around, as do the vertical menu
choices that appear in the main window
when you buy things and scoop up treas-
ure, so you can instantly go from the right
side of a list to the left without having to
scroll through the whole thing. The same
menu system is employed whether you’re
exploring, in camp or fighting in an orc-
filled maze. (In maze-mode, you move
by leaning on the joystick or pressing the
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i, j, k and m keys, and can bring up the
other menu system at any time.)

The Tactical Combat Display
Essentially, this is the Wizard's Crown
combat system done the way it should
have been the first time around. Every as-
pect of combat was dramatically en-
hanced and streamlined for
Pool of Radiance. Instead of
simple lines for walls, you see
3-D mazes shown from an
‘1 oblique angle. The monsters
and your characters appear in
profile and are superbly de-
tailed and actually animated.
Arrows and other missile weap-
ons sail through the air, accom-
panied by appropriate sound
effects. The area damage spells
are particularly well-animated, and your
characters will pivot to face a monster
that moves beside them to attack. In com-
bat, characters may also move and attack
diagonally. Itis a pretty slick animated
combat system that has a “playing with
miniatures” feel I’ve only noticed previ-
ously in the Amiga versions of Ultima.
It’s also much easier to direct your
team in battle, for there are fewer com-
mands and they’re easier to find and se-
lect—joystick control makes a big
difference. A black box surrounds your
active character, then you pick an order
from the menu: Move/attack (you guide
the character about, attacking hand-to-
hand by bumping into a monster), Aim
(cycle through all potential targets until
you find a good one), Target (fire missile
weapon at previously selected monster),
View (check stats, or ready a new weapon
or item), Cast, Turn (dispel undead) and
Quick. Some options, such as Cast, bring
up more menus.

Quick, but not Fast

The Quick command turns over control
of an individual to the computer, which
does a pretty good job at tactical combat.
But Quick is far from quick: confronted
with two dozen goblins, I put everyone on
Quick—the ensuing battle took fifteen
minutes. Unlike the Wizard's Crown
combat system, this quick combat mode is
not an all-text variant. The advantage is
that you can switch one or all characters
back to manual control during the fray.

After your move, the computer cycles
through every one of the monsters and in-
dividually determines his action. His hit

points, armor class and weapon are dis-
played at this time, which is helpful. One
annoying flaw crops up after you’ve
wiped out the enemy: you still have to
cycle through your team, selecting
“Done” and “Quit” before the program
asks if you want to continue the battle.
This is a tedious time-waster—and since
there’s no one left to fight, how could you
possibly continue, unless for some warped
reason you want to sic your Magic-users
on your Fighters and Thieves? Even so,
it’s still the best combat system and inter-
face to emerge from SSI, notorious for
overly complex interfaces and manuals.

When a character is wounded, his icon
vanishes and a flashing message intermit-
tently reminds you he is dying. Unless
someone bandages the wounded orc-
basher, he’ll die soon. Conveniently, the
Bandage option appears on a standard
menu and is easy to locate and execute.
Dead characters can usually be resurrect-
ed with a spell or at a Temple, but some
spells vanquish any such hope.

To recover Hit Points, you can rest in
camp as long as necessary, or spend a
platinum coin to rest at an Inn. Either
way, you can rest long enough to recoup
all HP. However, time is important: the
manual says the longer you take to com-
plete the game, the harder it becomes.

You don’t always have to fight, for the
Parlay option lets you adopt assorted
stances when dealing with NPCs: Haugh-
ty, Sly, Meek, Nice and Abusive. De-
pending on your characters’ alignment
and stance, the non-player characters may
help or hinder your efforts (though you
can usually count on the latter).

Clerics and Magic-Users
Spellcasters will eventually master 55
spells, all straight out of the A D & D
books, just like the monsters. You must
memorize a spell before casting it, as in
Infocom’s Spellbreaker series (Dave Le-
bling was the D & D nut in the original
group of Infocom designers). In camp,
you can memorize multiple spells, includ-
ing the same one several times, by choos-
ing them from your a menu. But that’s
not all. Next you must rest fifteen min-
utes of game time to memorize each one,
plus more time to “relax.” Found in the
mazes, scrolls are another source of
spells. These must be “scribed” into your

Continued on next page
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Pool of Radiance
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Magic Book (again, recalling Spellbreak-
er) before being memorized.

Puzzles Too?

Most puzzles are of the mapping varie-
ty: teleports, illusory walls and so on.
You’ll need to come up with the right
password at times (the codewheel is also
used to decode onscreen clues), and cor-
rectly dealing with NPCs is another way
to obtain useful information and assis-
tance. Don’t look for a lot of logical
mindbenders like those in Bard’s Tale 111.
These puzzles are more reminiscent of
those in Wizard’'s Crown and Wizardry.

Is this a Bug? Or a Bugbear?

The only thing that attacked my sensi-
bilities occurred after I viewed a charac-
ter’s items while a shop. When I tried to
return to the shop menu, I got the “Still
Treasure Left” message that appears
when you’re going through the loot after
combat. I was able to return to the shop
without trouble, but for me this anomaly
was disconcerting.

Too Faithful to AD & D?

I’ve never played AD & D, soI'm
speaking purely as a veteran of countless
computer RPG campaigns when I say this
game is too faithful to the paper and pen-
cil version in certain respects. The multi-
step process for memorizing spells, for
example: while true to the original game,
it should have been chopped down to one
step. This kind of thing might be fun
when you’re sitting around a table with
friends, but not when you’re facing a
computer screen. TSR insisted SSI stick
by the original rules, and they had final
say on the finished product. That restric-
tion must have been creatively inhibiting
at the least, for it means ignoring much of
what game designers have learned about
writing RPGs designed to be played on a
computer—which are decidedly different
from face-to-face games.

On the other hand, many diehard fans
of the original game tell me combat is the
essence of A D & D, which is certainly
true in Pool of Radiance. If you like
combat—specifically tactical combat
with magic spells for artillery—explore
no further for your next game. (In a fu-
ture issue, we’ll have related comments
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set-ups, posters and maps, hoping some
of these people will be hooked into trying
their games. Central to the entire thing is
the Dealer’s Exhibition Hall, where about
5,000 dealers set up booths and hawk
their wares in an enclosed area bigger
than your average county fair.

And then there are the profes-
sional game designers such as
myself. We don’t come to game
(though we might if a good op-
portunity arises) or to sit at a
booth and sell things. No, we
come to schmooze. Origins is a
great place for freelancers to meet
people who might buy our product
For example, I met Jordan Weisman and
Ross Babcock of FASA, Infocom’s Chris
Erhardt, Bill Leslie from Omnitrend,
Johnny Williams of Computer Gaming
World, Didier Giserix of Casus Belli and
many more people than I can cram into
this sentence.

There was a far stronger computer
gaming presence at Origins this year than
I’ve seen previously. A partial list of
companies represented includes Infocom
(showing Battletech), SSI (selling vast
numbers of their A D & D games), Origin
Systems (Lord British showed up to pro-
mote Ultima V), Omnitrend (showing off
Paladin and Breach), Avalon Hill (with a
lot of war games I didn’t even look at),
Micro Prose (Laurence Schick just wan-
dered around and had a good time) and

Broderbund (who cut a deal with PBM
company Reality Simulations). I know I
left out a few, but I couldn’t meet
everyone.

And the Winners Are. ..

Three sets of awards were handed out.
I can’t say who won everything, but some
of the computer game winners were:
Bard's Tale III as Best Computer Game,

Pirates as Best Graphic Presenta-
tion Best Science Fiction/Fantasy
Game.

The Academy of Game Critics
Awards are not to be taken so seri-
ously. These go to the companies,
people and games that best exem-

plify tackiness, bad taste, stupidity

and insensitivity in the gaming indus-
try. Of course, it’s all done in fun, like

the list of the ten worst dressed women.

Many such awards were given this
year, but I’ll only mention the Bulk Eras-
er Award, which goes to the computer
game that would be best enjoyed by
hanging it on a refrigerator door with sev-
eral large magnets. This year’s winner
was Stellar Empires by SSI—described as
having the complexity of particle physics
and all the excitement of watching a re-
frigerator light bulb go out. Iknow you’ll
all want to rush out and buy it to verify
this for yourselves. Just don’t say I didn’t
wam you.

I’ve been to quite a few Origins con-
ventions, but this was the best one yet.
Next year it will be held in Los Angeles.
Maybe I'll see you there, gamers...

on this topic from Michael Bagnall and
others who have played A D & D in both
the original and the computer versions.
All readers with such experience, in fact,
are invited to share their thoughts on this
subject.)

Paper and Plastic

You get a 28-page manual on game
mechanics (not as hard as the manual
makes it look) and a 38-page Journal
filled with relevant text, clues, maps and

Continued on next page
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more useful information presented in the
form of an Adventurers Journal (of
course, we all know it’s not the Adven-
turers Journal.) A $12.95 clue book con-
tains maps, clues and tips on tactical
combat.

The C 64 game spans both sides of
four disks. A built-in Fastload feature
works remarkably fast, so you don’t have
to wait days for the program or a new
dungeon to load. And none of the disks
are protected. A codewheel enables you
to type in the correct word in order to
load the game.

Conclusions: Clearly the most polished
piece of work ever to emerge from SSI,
Pool of Radiance is highly recommended
if you love combat. Don’t balk at this
one just because you didn’t like Eternal
Dagger or Wizard's Crown—neither did
I, but I had fun with Pool of Radiance.
It’s also worth checking out if you have
been playing computer RPGs and want to
see what A D & D, the inspiration for the
genre is like—without having to sit
around a table with a bunch of people
who’ve decided they are going to be
Elves and Dwarves for the evening.

Skill Level: Advanced
Protection: Codewheel

Price: $39.95, C 64; $44.95, others
Company: Strategic Simulations/
Electronic Arts

Mainframe
Continued from page 3

Graphics are very fluid, smooth and
painted with vivid colors, and it remind-
ed me of watching a Saturday morning
cartoon. The colors blend well, creating a
computer-devastated landscape whose
feeling of eeriness was sometimes a little
unsettling. Other than your character,
nothing in this world is even remotely
humanoid. This heightens the drama, for
there’s nothing you can relate to in the
game: no humans to help, no friendly
faces—ijust you versus IT.

A nicely-composed science fiction
theme plays constantly as you roam earth
in search of the “off” switch. For me, a
good soundtrack often sets the tone of a
game, much like a movie soundtrack.
Mainframe’s theme succeeds beautifully
(but you can toggle it off if you prefer).
But aside from the occasional laser blast
and a few others, you won’t hear many
sound effects.

Conclusions: This is a shoot-’em-up that
ain’t. Jumping in with blasters blazing
will just get you killed. Mainframe pro-
motes strategy and planning—and it’s not
a game for the light of heart. Micro Illu-
sions is relatively new tothe indus-
try, but Mainframe shows they certainly
know what makes a good game. It’sa
joy to look at, listen to, and to play. Af-
ter playing Mainframe, I now treat my
Commodore with a little more respect: I
don’t want it to turn on me one day!

The Last Ninja

Continued from page 4

complexity of actions, using it was no
picnic either.

I also noticed an interesting paradox:
occasionally I’d run off the screen to the
southeast and find myself on a new road
facing northeast. These transitions could
have been made less jarring by adding a
couple of extra screens.

I heard only three sound effects, and
these were spread rather thinly around the
game. Music, however, is one of best im-
plementations of a single voice that I’ve
ever heard. A hauntingly Oriental sound-
ing theme plays when the game is first
run and again at each transition between
segments. The blurb on the box boasts
“6 different ‘movie score’ soundtracks.”

I only heard one, which played six times,
but it was beautifully done just the same.

Two booklets tell how play the game
and install it on a hard disk (you must
briefly insert the original program if play-

Skill Level: Intermediate to Advanced
Protection: Program

Price: $39.95

Company: Microlllusions/Mediagenic

ing from copies or hard disk), and Activi-
sion offers a recorded message with sev-
eral hints.

Conclusions: I give The Last Ninja a
limited recommendation. It’s hard to im-
agine better use of graphics in an IBM-
compatible game. This one would make
areally good showpiece to impress
friends or enemies, and the game itself is
not bad either. But due to the stiff inter-
face, you’ll probably get tired of fighting
for control and give up before you ever
finish the final level.

Skill Level: Intermediate
Protection: Key disk

Price: C64, Apple 11, $34.95; 1IGS,
IBM, $42.95

Company: System 3 Software/
Mediagenic

Waiting for Duffy

Duffy is meditating, so write these
people if you can help.

Black Cauldron: How do I get past witch-
es? If not by giving mirror, then what?
Chris Kelly, 3709 Sandal Lane, Cincinna-
ti, OH 45248

Bard’s Tale II: How do I cure my party of
poison after defeating Toxic Giant? Ron
St. Pierre, 405 Urban Takao, 4-2-17 Ta-
kao-dori, Nada-ku, Kobe, Japan 657.

Dark Lord: Need help. Also with Leisure
Suit Larry & Maniac Mansion. Donald
Kawamata, 1624-D-1 Liholiho St, Hono-
lulu, HI 96822

President is Missing: need help. Rich _
Worles, 789 Grafton St., Worcester, MA
01604

Wizardry I: Need help on level 10. How
do I find Werdna? Alan Barber, 5546
Apple Vale Dr., Murray, UT 84123

Wizardry II: Need answer to 1st riddle on
6th level, plus h ints to make party more
powerful. Chad Sakamoto, 3015 Calle
Juarez, San Clemente, CA 92672

Bard’s Tale 3: Need help with Geldia.
Might & Magic: Where is code key?
What is Thundranium for? Dan Heffron,
2 Lavelle Lane, Framingham, MA 01701

Alternate Reality, The Dungeon: What
time is midnight? I tried 12:00 and 12:30.
Mark Lain, 4518 Pine St., Hammond, IN
46327

Guild of Thieves: How do I get lute?
Don’t have enough money to buy. Might
& Magic: Need maps, help, supermen.
Michael Parkin, 5 Old Lantern Rd., Dan-
bury, CT 06810

Phantasie 3: Needs maps bad, also clues.
Guild of Thieves: How do I enter village,
windmill, wine cellar? Also need maps.
Tom Bray, Box 838, Houston, BC, Cana-
davoJ 120

Dungeon Master: After Test of Strength
on 6th level, where is key to locked door?
Somewhere aroud 13th level, where is
key to fit hole next to Ir symbol? What
do you do where it says “When a rock is
not arock”? Tom Page, 96 Haddon PI,
Upper Montclair, NJ 07043

QuestBusters 13



L

Wasteland

For a pair of strong NPCs, go to lab in
Darwin and use chemical (from Vegas ca-
sino, upstairs) on table, then use fruit
(from agricultural center) on table. Get
the antitoxin. Send your two weakest
NPCs (get all their stuff first) into combat
till they’re seriously wounded, then have
the main party get them back and wait till
they die. Bury them and use it on the two
guys in the tavern. Hire both. At Library,
Mad Dog should learn Demolitions and
Metal Maniac should study Assault Rifle.

To assemble Max, you need a servomotor,
fusion cell, power converter, ROM board
and android head, all found in the Vegas
sewers. In the Lab found in the southern
section of the sewers, think of the four lo-
cations on the right side of the wall as A,
B, C and D (starting from the top): AtD,
press 1 & 2, use servomotor, press 3.
Press 1 & 2, use servomotor, press 3. At
C, press 1 & 2, use servomotor, press 3.
At B, press 1 & 2, use fusion cell, press 1
& 2, use power converter. Press 1 & 2,
use servomotor. Press 1 & 2. Use ROM
board. Press 3. At A,press1 & 2, use
android head, press 1 & 2. Use ROM
board, press 3. Exit through force field to
the south.

John Pontaoe

Bard’s Tale III
Tenebrosia—Finding the Dungeon: First
go to Shadow Canyon (3N, 1W) and get
the shadow lock (14S, OE). Get tar from
the tar pit. (Nowhere, 2S, 6W) and put it
in a container. Go to the forest at SN, 7W
and use the hot tar next to what looks like
a pit. Get the magic door here and use it
and the shadow lock at 6N, 3W outdoors
to enter the dungeon. Also, look for the
Nuke spell and Bard’s Hall in the town.
Two very useful items—a Nospin Ring
and the Stone Blade—are found randomly
after combat on level 4 of the Chaos Dun-
geon, also a good place to go for experi-
ence points. Combat tips: use Bard song
#3 until all armor classes are -50. Cast
Luck once or twice to make Fighters more
effective and protect against magic. Ef-
fects of Bard song #4 are cumulative, so
you may soon get
more than 50 HP
back per round.
Ken
Pomaranski
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Tenebrosia: in the Dungeon: After en-
tering, you’ll be in Sceadu’s Realm.
Take stairs down at 6N, 10E (cast APAR
and SCSI). At the second level, cast
APAR (13N, 4E) and enter the room to
the east to slay Sceadu.

Jean Pascal Hiebert

To meet Werra, find all the Gods of War
in: Troy (4, 2), Stalingrad (12, 9), K’un
Way (3, 4), Nottingham (6, 6), Rome (6,
6), Wasteland (15, 2), Hiroshima (1, 10),
Berlin (5, 8). (Their names, correspond-
ing in order to the preceeding list: Bsft,
Twbsbajd, Zfo-Mp-Xboh, Tu. Hfpshf,
Nbst, Tejben, Tvtb-Op-P, Uzs. Or just
goto Berlinat 5, 8. Locate Werraat 1, 1
in Tarmitia and say Uzs. Run from
Black Slayers. Leave Tarmitia where
you entered by going to the end of pas-
sage at 12, 12.

Charles Jones

Deathlord
In last level of the mine on Akmihr, the
Word is Ojlvnv. Senju, at town of Two
Rivers, wants a cmvf dsztubm. You’ll
find a Word in the Uspmm Ipmf on Chi-
gaku. Cave of the Four Elements is due
west of Uplvhbxb. Fire Giants’ Cave is
just north of Dspzp on Btbhbub. To en-
ter dungeon behind Red Shogun’s Castle,
sail around back of mountains and enter
mountains south. The five Relics are:
Mboufso, Spe, Sjoh, Tqfbs and Uppui.
Uppui is hidden in Nbmlboui, east of
Efnpohvbse Dbtumf.

From “two people playing the game
too long,” Andrew Griffith and Scott
Nawrocki

Dream Zone
A bug in some versions won’t let you
jump from the castle courtyard—the only
command that works is JUMPU.

David Auerbach

Tower of Myraglen
To complete the 9th level you need five
keys and Menalick’s Teachings. You’ll
find a key on the 1st, 3rd and 7th levels,
and two on 9. Teach are in a gffejoh
uspvhi on 6. Be humble on 10. Braziers
are hit points for gold traders.

David Auerbach

Zak McKracken
To wake up bus driver, qmbz lbapp. Get
two items on plane: Distract Flight atten-
dant by using upjmfu gbqfs in sink and
fthh in microwave. Hostel entry: use upl-
fo to stnpwf gmbuf and repair entry.
Huge Face door: watch cut-scene of
Zaire Tribe Dance for sequence that opens
door. Massive doors: To open door two,
use wjozm ubgf on EBU in cppn cpy,
then sfdpse pqfojoh of door one or three.
To use blue crystal to become animal, use
it on bmubs tupof. To make yellow crys-
tal, use flagpole and both crystals on
bmubs tupof with Annie reading the
scroll. Zak needs a spacesuit? Try wet
suit, taped fish bowl and oxygen tank.
For lotto number on Mothership in
Cfsnveb, bring hvjubs to the Ljoh. To
find glowing object in Bermuda, become
epmgijo. Pyramid Door on Mars: use
cpeez gjo tjho to open. At monolith, buy
uxp uplfot for each person except Zak.
Keith Gossage

Guild of Thieves

The Colored Squares Maze

List dpmpst of the sbjocpx cbdlxbset—
VIBGYOR—-and proceed accordingly. If
stumped, go: SE, N, E, E, SE, S, SW,
E, then SE into the crypt. To exit the
Squares maze from the White Square, go
NW, N,NW, E, SW, SW, NW, N, NW.

Bank Manager’s Office and the Vault:
Make sure you’ve deposited all fifteen
treasures; sometimes you must wait for
the man to change a sign and open the
bank.) Drop all except bottle, cage and
gum. Difx hvn. Open door. Enter bank.
Examine bottle. Nzobi, ippsbz (until bird
says it). Enter mpoh rvfvf. Show dbse to
teller. [Save] Drop dbhf and cpuumf.
Tiblf cpuumf. Wait (till manager escorts
you out). Put hvn in Ifzipmf. (The nzobi
will efupobuf the cpuumf by saying
ippsbz But occasionally he won’t thz ju
in time, the reason for saving the game. If
it doesn’t fzgmpef while you’re outside,
restore and try again.)

Andrew Phang

The “Mangar for President”
edition of the QuestBusters

Code: count one
letter back—RC = QB.




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

Please state system,

APPLE
Wasteland, $20. Deathlord, $18. Beyond
Zork, $16. AR: Dungeon (& hint book), $16.
Many more, send SASE for list. R. Robillard,
52 S. Main St., Baldinville, TX 01436

Mindwheel, $22 or make offer. Write 1st. D.
Griffin, 29881 Preston Rd., Pueblo, CO 81006

Sell: Ultima 2, 3, 4; Wizardry 1, 2, 3; Bard’s
Tale, Ikari Warriors, ACS, Archon II, Zorro
and more. Write 1st, let’s swap lists. Chi H.
Shum, 1941 3rd Ave, NYC, NY 10029

Trade/sell: 2400 A. D., Bard’s Tale 3, Wizar-
dry 4, King’s Quest 3, Space Quest 2, Shard of
Spring. Brad Kinman, 510 Laurel Rd., Easley,
SC 29640

Mac, $15 @, 2 @ $25: Legacy, Dragonworld,
Fahrenheit 451, Borrowed Time, Mindshadow,
Zork 2, Transylvania, Crimson Crown, Reach

for the Stars, Sword of Kadash. D. Campbell,
9772 Via Pavia, Burbank, CA 91504

Want: Leather Goddesses, Hollywood Hijinx,
The Pawn. Have Bard’s Tale 1-2 (w/
cluebooks), Amnesia, Moebius. Will trade,
buy, sell. M. Scholz, 1019 California St.,
Woodland, CA 95695

Trade: Ultima 3-4, Bard 1-2, King’s Quest 2,
Might & Magic, Beyond Zork, more. Want
Wasteland, Ultima 5, Deathlord, others. Will
swap lists. D. Stewart, Rte 5, Box 1235, Hills-
borough, NC 27278

Trade: 2E/C version of Space Quest 2 for
Space Quest; King’s Quest 3 for KQ 1 or 2.
Maniac Mansion for sale: $10. G. Mintz,
4088 Armstrong Ave, Boise, ID 83704

Sell/trade: $15 @: Ballyhoo, Lurking Horror.
$20: Spellbreaker. Want new GS or Amiga
stuff. I pay postage. Aaron Chou, 7032
Woodbury, MN 55125

Trade/sell: Autoduel, Might & Magic, Bard 1,
Ultima 2, Aztec, 7 Cities of Gold. M. Bennett,
RD 1 Box 576, Montoursville, PA 17754

Sell/ Trade: $20 @: Ultima 4, Might & Magic
(both with super characters). $14: Moonmist.
$3: Underworld map for Ultima 5. Want
Wasteland, Bard 3. Greg Watanabe, 3203 N.
Alpine Rd, Stockton, CA 95205

$15 @: The Pawn, Mind Forever Voyaging,
Voodoo Island. Bruce Smith, 10035 Placer
St., #D, Cucamonga, CA 91730

COMMODORE
Trade: Defender of Crown, Heart of Africa,
Alice in Wonderland, Swiss Family Robinson.
Want Oo-topos, California Games, One on
One. Chris Kelly, 3709 Sandal Lane, Cincin-
nati, OH 45248

Rescue Rachel, a C-128 text/graphic adven-
ture on 2 2-sided disks w/hints, solution.
State 1571 or 1541 drive. $6 or trade. Tony
i’;%gier, RD 3 Box 112, Bainbridge, NY

Bard’s Tale 1: $17. Amiga Bard 1, $20, and
Bard 2, $25. Paul Shaffer, 1705-C, O’Shea
Ave, Bowling Green, KY 42101

$15 @ or trade: Defender of Crown, Legacy
of Ancients, Last Ninja. $10 @ or trade:
Phantasie, Roadwar 2000, Spell of Destruc-
tion, Black Magic, Portal, ACS, Heart of Afri-
c?).4 6C Burkart, 1320 Crosby Ave, NYC, NY
10461

$15 @: Roadwar, Beyond Zork. $10 @: Tri-
nity, PSI 5, Killed Until Dead, Labyrinth, ~
Hacker 2, Seastalker, Oo-topos. Craig Konec-
nik, 873 Yorkshire, Crystal Lake, IL 60014

Trade: Autoduel, Ultima 1-4, Might & Magic,
Eternal Dagger, Phantasie 3, Last Ninja. Let's
swap lists. R. Nelson, 1114 Tahoma Rd., Lex-
ington, K'Y 40503

$10 @: Questron 1, Phantasie 1-2, Bard 1.
$15 @: Bard 2 w/clue book, Phantasie 3. $20
@: Might & Magic, Questron 2. $25 @:

Continued on next page

Bumper Stickers of the Ancient Astronauts!

OK, so they’re
not really
bumper stick-
ers of the
Ancient Astro-
nauts, who
probably didn’t
have cars any-
way. But
even if you
don’t have a
car, you can
find plenty of
other things
that would
look a lot bet-
ter with one of
these quality
two-color,
vinyl 3” x 12”

READ T
¢ YOU A
PHASER

Order yours
now, for sup-
plies are limit-
ed (we only
have 75,000
left!). Stickers
are $2 each, or
6 for $10. (1st
Class US post-
age is included
in both prices.
Overseas, add
$2 for one, $4
for six.) AZ
residents, add
5% tax. Send
all your money
to QuestBust-
ers, POB
32698, Tucson,

stickers on it.

Also Available:

Bard on Board

Troll in Trunk

He’s Dead Jim—You Grab his
Tricorder, I'll Get his Wallet
Beware of Troll

Mad Max School of Defensive Driving
(black or white background)

Teleport Now, Orac

No Matter Where you Go,
There You Are

Don’t Panic

AZ 85751.

Warning: Monster Lurking
Inside My Trunk
I’d Rather Be Avenging & Pillaging
Carousing & Wenching
Slaying Dragons
Flogging Peasants
My Dungeon or Yours?
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Wasteland, Bard 3. Many more. Gene He-
skin, 65 West 19th St., Huntington Station,
NY 11746

Amiga: Trade or $15 @: Trinity, Mindshad-
ow. (See Apple ad.) Aaron Chou, 7032
Woodbury, MN 55125

IBM & QUEST-ALIKES
Am building IBM clone & need these parts:
135-watt power supply, 5.25” drive & control-
ler card, CGA & other cards. If you’ve up-
graded & have any of these lying around, write
me: Tom Radigan, 264 Addison Rd., River-
side, IL 60546

Sell: Wizard’s Crown, $20. ACS, $10. $15
@: Black Cauldron, Mindshadow, Gauntlet. E.
Su, 11 Kuchler Dr., Lagrangeville, NY 12540

Trade/sell: Moebius, Space Quest 2, Police
Quest, Wizard’s Crown, Roadwar 2000, Tass
Times, Wizardry, Bureaucracy, Leather God-
desses, Hitchhiker and more. Robert Garcia,
1350 N. State Parkway, Chicago, IL 60610

Trade/sell: Pirates, Universe 2, Bard 1, Master
Ninja, Wizardry 1-3. $20 @. James Bum-
gardner, RR 1 Box 136, Fillmore, IN 46128

Want Apshai Trilogy, Police Quest, Space
Quest 2, Lurking Horror, Stationfall, Border
Zone, Might & Magic, Bard’s Tale. Will buy/
trade (have most of older Infocoms and King’s
Quest 2) Carl Stubblefield Jr, 3780 Ramble-
wood, Flagstaff, AZ 86004

$15 @: Where in US is Carmen SanDiego?,
Where in World is Carmen SanDiego?, &
Where in Third World is Carmen SanDie-
go?,Hackers 2, Brimstone, Breakers, Lurking
Horror. Want to buy non-Infocom text adven-
tures. Maureen Moran, 160 W. 96 St., NYC,
NY 10025

ATARI
ST: Beyond Zork, Captain Blood, Gauntlet,
Rogue, more. Most are $15. J. Hollings-
worth, POB 27, Kelso, WA 98626

ST: $10 @—Knight Orc, Questron 2, Space
Quest. R. Podlesak, 11616 SW 4th Terrace,
Yukon, OK 73099

ST, trade: Barbarian, Dark Castle, Defender
of Crown, Gauntlet, Rogue, Time Bandit,
more. Want Obliterator, Sundog, Tangle-
wood. Have maps, clues for Dungeon Master,

will swap for more clues. Jayson Hogan, 502
N 75, Seattle, WA 98103

8-bit: $10 @ or trade: Age of Adventure,
Mask of Sun, Ultima 1, Zork 1, Questron. C.
Burkart, 1320 Crosby Ave, NYC, NY 10461

8-bit—trade: HHG, Zork (I on C 64), Eidolon
(AT & 64), for any Infocom but Hijinx, Infid-
el, Spellbreaker, Starcross, Wishbringer. J.
Kalstrom, 6237 Cumberland Dr., Goleta, CA
93117

OTHER
Nintendo—Legend of Zelda, Metroid. $20 @
or trade. C. Burkart, 1320 Crosby Ave, NYC,
NY 10461

QuestBusters
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Forwarding and Return Postage Guaranteed
Address Correction Requested

Passport to
Adventure
For a 10%-20% discount on NEW games

order from QB—& get 3 extra issues for
each game you buy.

Ultima 5: IBM, Apple, $45

Zak McKracken: IBM, $40; others, $35
AD&D: C64,%35 IBM, $40

Last Ninja: C 64, Apple, $30; others, $38
Earthly Delights: $25

Mainframe: C 64, $35

Wasteland: Apple, $ 44.95, C 64, $40
Wizardry 4: Apple, $45

Bard’s Tale 3: Apple, $45; C 64, $40
Quest for Clues: $24.99

QB Map Kit (includes US/APO shipping)
Kit A: (for text/graphic games) $8

Kit B: (for role-playing games) $8

Enclose $3 shipping & handling for 1st
game/book, $2 @ extra. $6 to Canada &
APOQ, $12 overseas. AZ residents add 5%
sales tax. Send checks payable to Quest-
Busters, with street address--no POBs.

AZ residents add 5% sales tax.

Bulk Rate
U.S. Postage
PAID
Tucson AZ
Permit No. 3056

YOUR SUBSCRIPTION EXPIRES: 8%/08

GOLETA CA 93117



