





























Impossible Mission II

By Tracie Forman-Hines

The original Impossible Mission could
have easily made it to the top of the Sur-
geon General’s list of addictive substanc-
es. That action quest pitted players, as
acrobatic secret agents, against the evil
Elvin Atombender—master scientist and
builder of the best-guarded sanctuary

since Masada. The object was to search
various rooms in his fortress for pieces of

bolts of electricity that kill the agent. An-
other kind resembles a steam shovel. It
doesn’t shoot. Instead, it pushes you off
the platform you stand on, or crushes you
against the wall if it corners you. The
third species doesn’t affect the agent by
touching him, but it lays bombs that ex-
plode when touched by an agent or anoth-
errobot. The final, and most annoying,
robot is the little, grinning elf that putters

along and steals elevator
colored computer platforms.
cards, which were Type: Action Adventure Your mission, should
then assembled to | Systems: C 64/128, Apple 2, you choose to accept it,
form pieces of 2 | 1BM, Amiga, ST is to search the furniture
[EEELR, IR in each section of the
to the instructions,

you could gain access to Elvin’s private
quarters when all the pieces were put
together.

Oh, there was a slight obstacle the
agent had to overcome: a series of nerdy-
looking but very lethal robots that guard-
ed every room. You could jump over
them, disarm them or occasionally outwit
them. But in my case at least, the robots
prevailed in the end. Despite a year’s
worth of valiant effort, Impossible Mis-
sion proved...impossible.

Enter Impossible Mission II, a diaboli-
cal sequel that measures up to the original
(are you listening, Steven Spielberg?) and
even outshines it in a few areas. If you
liked the original, you’ll love this—and if
you never played it, be sure to give this
new version a spin.

LikeIM 1, this is an action adventure:
you can leave your mapping and note-
taking chores behind, but you’d better
brush up on your maneuvers with the joy-
stick. The game starts with the same spe-
cial effects as IM I: Elvin’s voice,
synthesized to Karloff-esque perfection,
chortles, “Another visitor! Stay
awhile...stay FOREVER! Hahahaha!”

The agent begins in an elevator shaft
between two different sections of Elvin’s
home. Each section has its own motif:
one section might be the living area, filled
with plants and sofas and bookshelves,
while another might be a gymnasium
complete with barbells, or a garage lit-
tered with spare tires and gas pumps. No
matter which section you enter, you’ll al-
ways encounter robots.

There are four types of robots, though
individuals vary widely within each type.
The most obviously dangerous are the
chubby little fellows decked out in Poin-
dexter glasses. Not only are these guys
lethal to the touch, but they also shoot

fortress for coded clues
(more on these later) or bombs, computer
passwords and other tools you can use to
achieve your main goal: searching the
safe hidden in each area.

The safes are the key to Impossible
Mission II. These contain musical codes
you have to record on your pocket com-
puter. Just drop a bomb to blow the safe
open, search the hole and record the tune.
‘When you’ve recorded seven different
musical clues, you enter Elvin’s inner
sanctum for the final confrontation.
(Sound familiar?)

Besides the addition of new robots, the
best improvement in the game is the way
you assemble clues. Instead of manipu-
lating clumsy, confusing puzzle pieces,
you use the pocket computer to line up the
numbers you find.

Numbers are displayed along a three-
digit grid. Each digit is controlled by an
arrow that scrolls numbers up and down.
A message informs you when one of the
three digits is correct. Line up all three
digits and you’ve completed a key, which
lets you move to the next section of the
fortress.

This is primarily a pattern game, al-
though it requires jumping and dodging
skills as well. While the map changes
with every game, it’s only the graphics
and locations of rooms that really change.
For example, in one game you might find
a particular platform and object set-up in
the gym section, while in the next game,
the same room is filled with mainframe
computer equipment instead.

The graphics are excellent, done in the
same high resolution style you may have
seen in Epyx releases like Summer Games
and Winter Games, and the sound effects
are superb. Particularly unnerving is your
agent’s anguished scream as he slips off

the edge of a platform and falls into obliv-
ion. Don’t worry too much, though, you
have unlimited lives. Time is the enemy
here. You can find extra time by search-
ing furniture, but it still doesn’t seem to
be enough to finish the game.
Conclusions: So is Impossible Mission 11
really impossible? Maybe. Is it addic-
tive? Absolutely. Should you check it
out? Definitely.

Skill Level: Advanced

Protection: Program

Price: ST, Amiga, $50; others, $40
Company: Epyx

IBM Conversion
Ultma V
By Stephen King

It is simply amazing that each new Ultima
is so much better than the last. Whenever
a new one is released, I find that not only
was all the pre-release hype true, but the
game is even better than I was led to
believe.

Ultima V begins a few years after the
fourth chapter left off. Lord British has
been mislaid (heaven help the royal
courtesan), and you’ve been summoned to
find him. Graphics use twice the resolu-
tion as previously, adding realism by
eliminating that blocky look that gives the
impression you are moving around on a
giant checkerboard. Attention to detail is
absolutely incredible.

Besides the normal battle sounds, there
are many other sound effects: a harpsi-
chord you can play, the crackling of the
fireplace, and the tick tock of the clock
are just a few. In addition to the usual
rooms like the healer, weapon shoppes,
etc., there are now bedrooms and barracks
with beds for each citizen. These rooms
are even personally decorated by the
owners.

Combat is depicted much like in Ulti-
ma IV, but you now have direct control
over where you want to hit, so you can
now attack diagonally. Another new twist
in combat is spellcasting. When casting a
multiple-kill spell like Flame, it no longer
selectively picks out your enemies. In-
stead, a cone of fire shoots from your
Mage’s fingertips.

Continued on next page
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Manhunter

Continued from page one

type in names of people and dig up their
files in the Orb’s main computer. The
first thing I learned was that Reno Davis,
a corpse I found when I investigated the
explosion at Bellevue, was a Manhunter
whose file said he was not dead, but
transferred to Chicago.

The Interface of the Future

Using MAD’s “Info” features was the
only time I had to type in words, for the
traditional parser was replaced by what
looks like a prototype for the CDI stuff
(interactive games displayed on a TV or
monitor via a new kind of compact disc
player) that will soon be making a bid for
your entertainment dollar. With stick,
mouse or keys, you steer an arrow about
the screen. Point it at a door, or some-
times to the side of the screen, and you’ll
be told to press enter to move in that di-
rection, usually into an adjoining room.
The cursor becomes a hand when it’s pos-
itioned over an item that can be used or
picked up. It’s an elegant, convenient in-
terface whose only drawback is that it
limits the number and combina-
tions of things you can do.

Graphic Differences

With double the resolution
used in previous Sierra games,
the new graphics look great on a
Tandy. Rather than always see-
ing your character and manually
directing him or her, you’ll view
most scenes from the first-
person perspective—through the charac-
ter’s eyes.

But you will see your character’s ani-
mated figure (as in former Sierra games)
in scenes that can be depicted more enter-
tainingly or naturally from that perspec-
tive; in these, however, his actions are
completely animated and you never have
to guide him around. Many other scenes,
such as the one in which eyes fly out of a
corpse and attack your face (they are real-
ly baby Orbs) are fully animated. Some-
times the graphics get gruesome, showing
blood pouring out of a knife wound.

Windowing techniques accentuate oth-
er animation. In one scene, a gang
squeezes your head till it pops off and
your internal organs gush out through
your neck. This appears in a window set
into the main  picture of the bar, which
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makes it look as if it’s being shown on a
big-screen TV. Some clues are even ani-
mated, like when the bartender makes a
certain motion with his hand and arm.
(And fans of Space Quest will be pleased
to learn that those ubiquitous keycards
play arole in this game too.) Another at-
tractive cinematic ef-

Conclusions: One thing that I really
liked about Manhunter is that so far it has
only killed me twice, and both times I
was revived (after a clever message from
the game’s designers, who appeared on
screen, all dressed in robes, and let me
“back up to just before you got killed”).
Maybe you like getting

fect was accomplished ot killed, restoring a saved
by leaving most of the = oy game, and getting killed
screen black, which T again, but I don’t, so I ap-
highlights the art that 2 i =] preciate this aspect of
appears in a small cir-  Fi e 5 === Manhunter's design. The
cle of light. The music |5 N ﬂ “Z] interface is exceptional.
and sound effects are i 1 ol Though I’m not sure it
also well-conceived by S ST will completely replace
and carried out. (== =T e the traditional parser, it is

We’ve all come to
expect a variety of arcade-style games
from Sierra adventures, and you’ll find a
good mix of entertaining mini-games that
are never too hard to get in the way of the
adventure. I haven’t found a card game
yet, but was amused by one whose goal is
to throw knives and stick them between a
bartender’s fingers as they are splayed out
on a table. Sierra did a good job of re-
warding you for winning these mini-
games, like
showing an ani-
mated display of
the carnival
when you win a
videogame.

In addition to
the city map, do-
cumentation in-
cludesa
reference card
and the “Manhunter’s Field Guide,”
which contains Sierra’s new copy protec-
tion. They have given up on the popular
and gamer-friendly “key disk™ method
and are now using the “type in a word
from page 5, paragraph 4, line 21” meth-
od. Problem is, the program quits on you
if you get it wrong the first time. Most
such games allow you at least three mis-
takes, which are easy enough to make un-
der these circumstances; in fact, I had to
reboot the program three times the first
time I tried to play it. And this is neces-
sary even if playing from the original
disks.

Speaking of disks, the package in-
cludes five large disks and two for people
using a 3.5” drive. Since the disks are
unprotected, you can move them to a hard
disk and not worry about hidden files.

a nice alternative that I’d
like to see again. More functional and
less intrusive than a menu-based inter-
face, this one is also smoother than hav-
ing to steer your character all over the
screen. But the thing that makes this
Sierra’s most distinctive animated adven-
ture yet is the premise of using MAD to
tag people so you can get clues. Itis
original and different, and—most impor-
tant—fun to play. Recommended.

Skill Level: Intermediate

Protection: Type in words from manual
Price: $49.95

Company: Sierra

Ultima V: IBM

Continued from previous page

Besides the richer look of the townes
and overland, the dungeons have also
been spiced up. There are now three dis-
tinct dungeon styles. Because of the
higher resolution and and better color
spread, monsters approaching you in the
dungeon settings look much more three-
dimensional than the flat-looking ones
that came at you in earlier installments.

Ultima I supports CGA, EGA, Tandy
TGA and Hercules graphics, but there
seems to be a problem interfacing correct-
ly with a Tandy 1000TX equipped with a
Tandy EGA board. It works as advertised
on floppies when the E (for EGA) param-
eter is used to load the game, but if you
try to run it from a hard drive, the copy
protection interferes and it won’t run even
with the master disk in drive A. (For an

in-depth review, see the July, 1988 issue.)



L. A. Crackdown

Continued from page three

Anyway, I’m sure you get my drift.
Realism is great! It serves the vital func-
tion of allowing the player to empathize
with his game persona, but how about
leaving the mundanities of the outside
world to real life? Maybe we can just as-
sume that the officers are taking turns
sleeping (as cops do on a real stakeout)
during "Time Compress,"” hmm?

Look and Feel

The high-resolution, two-color CGA
graphics, like those in many other Epyx
games, use the familiar Cyan and Magen-
ta primaries. Not my first choice, but
hey, it looks better than Police Quest in
the CGA color mode. There is no sup-
port for the larger palettes of EGA or
Tandy CGA, but for the most part, there
is no real need.

There are very few sounds in L. A.
Crackdown. A one-voice theme song
plays as the title screen is being dis-
played. Aside from this, the only sound
effects I ever remember hearing were the
engine sound of your van as you drive
around the city and the patter pat of your
rookie’s footsteps as he makes his way
from room to room.

Aside from the usual registration card
and advertising pamphlets, the L. A.
Crackdown package includes a booklet
called the “Narcotics Surveillance Manu-
al” that gives you some tips on starting
and playing the game, as well as the case
file and criminal histories on the six ma-
jor suspects.

It can be installed on a hard drive (C:
drive only) for increased speed and con-
venience. It is copy-protected by the key
disk method, so you will have to have
your master disk in one of the floppy
drives briefly as the game starts, but
there are no hidden files to contend with.

Misleading Packaging

One thing I do take exception to is that
the back of the box displays only the C-
64 graphics. It is common practice
among companies to display only good
looking graphics, and I find this very
misleading to potential buyers.

A better system would be to use the
three panels to show pictures of the best
graphics like those on the Amiga, then
the medium graphics as on the C-64 or
IBM EGA, and last but not least, the

worst graphics, like IBM CGA. C’mon
guys, let’s strike a blow for truth in
advertising.

Conclusions: Although an intermediate
level is indicated on the package, L. A.
Crackdown is really a game for beginning
players. The lack of a parser and limited
number of options make finishing it more
a matter of perserverance than skill. My
biggest complaint with it was that I even-
tually made several arrests based on evi-
dence that I didn’t understand.

For instance, I found a dead body, and
was able to arrest one of Sim’s gunsels
for murder, but why did it have to be
him? I didn’t see him do it and had no
reason to believe it wasn’t someone else.
For this reason, I recommend this game
only to rank beginners and hard core po-
lice game fanatics.

Skill Level: Novice

Protection: Key Disk

Price: Apple, IBM, $49.95; C 64, $39.95
Company: Epyx

CeLesRaTE 1988: Magic
YEAR OF THE DRAGON

Choose from the greatest selection of dragons

sculptures, belt buckles, coffee cups,
‘&é‘} , posters, key chains, lapel pins,
% UK & rubber stamps, statio , and more.
Y : Loy 5 § mp: meTy,

W Dragon

T-SHIRTS
Sllkscreened on
heavywelght
100% cotton T's.

Intense Dragon

TS_ $11.50
(+ $2 Shipping)

Colors: Black print on
white, Ivory, wildberry,
or light blue.

Elegant Dragon

! ETS_$11.50
(+ $2 Shipping)

Dancing Dragon Designs, Dept BQ
1881 Fieldbrook Rd  Arcata, CA 95521

Waiting for Duffy
Duffy is upgrading the QB parser, so
write these people if you can help.

Dungeon Master: How you I get key from
room on right after Riddle Room on Level
6? What good are Rabbit’s Foot & neck-
laces? How do I get through disappearing
wall in “T Hate to be Ignored” room on
Level 67 Also need maps. Glen DeSena,
1014 Biltmore Dr, Winter Haven, FL.
33881

Ultima 2: Have been playing for a long
time but can’t kill Minax. Antos has
blessed me, but I don’t know how to
claim the ring, or to get the Quick Sword.
G. Lisiak, 5646 Eagle Ct, N. Vancouver,
B. C., Canada V7R 4T9

Wizardry 3: How do I kill L’kbreth?
Cutthroats: What are coordinates of treas-
ure? Infidel: Where do I dig in the sand?
Chi Shum, 1941 3rd Ave, 6-E, NYC, NY
10029

Uninvited: Can’t get past ghost in bed-
room, reach ceiling light in bathroom,
open door in den (no key!). What good is
greenhouse? M. Blackwell, 6201 Foun-
tain Ave #104, L. A., CA 90028

Titanic: Need any help on this game. Ac-
tivision & the developer in England sent
hints, but they are inaccurate. Wayne
Townsend, 641 Plomosa Ct, Fremont, CA
94539

Dragonworld: How do I get out of Cupo-
1a? In small door after scaring warrior?
Amazon: How do I get in antechamber
rooms? What is bottle on floor for?
Chris Carlucci, 15927 Viewfield Rd,
Montesereno, CA 95030

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
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Pool of Radiance
To defeat the trolls and ogres in the Rope
Guild, recruit two heroes in the Training
Halls and put them in positions three and
six. Equip Fighters with bows and ar-
rows. Keep attacking the same troll until
it’s dead, or it will regenerate. Need help
with the orcs in Sokol Keep’s castle ante-
chamber? Once combat starts, retreat to-
ward the north door, firing arrows as you
go. The monsters will follow and will be
easy pickings. To clear
the Kuto’s Well block,
go directly to the well
in the center of the

‘ map area. Enter the
; well, go to the

% northeast part of the

¥ Catacombs and de-
{ feat Norris the Gray.
g Then you can use

the Catacombs to rest
and recuperate. In Vah-
lingen Graveyard, enter
) the cryptat4, 6. Defeat
the two squads of skele-
tons and move to 7, 9.
Search to find 5,000 ex-
perience, money,
gems and jewelry.
Get more points and items by defeating
the Spectre in the tower in the southwest
corner. (Use the Stinking Cloud spell.)
Lou Tometich

If a shopkeeper offers more for a weapon
than the Armory says it’s worth, equip it
to see if it’s magical. The key battle in
the Rope Guild, have Magic Users cast
Sleep spells on the ogres to form a living
wall between your party and the trolls. In
Sokal’s Keep you’ll find a useful scroll at
6, 13 and a Great Hammer at 15, 6. At
Podol Plaza, use “disguise yourself as
monsters” option. To avoid fights when
you meet a monster group, use “sly.” Lis-
ten for info from them. There’s a temple
at 1, 14 where you can rest. Visit the Pitt
at 6, 8 and the Orc Temple at 14, 8.
Danny Peterson

Uninvited
The Rec Room and the Cards: Operate
grammophone. Operate key on cabinet.

14 QuestBusters

Kays to the Kingdoms &

Open cabinet and speak to doll: Specan
Heafod Abraxas. Close cabinet. Open E
door. E. Get bouquet. Open NW door.
Open N door. N. (The following series
results in the combination to the safe.)
Open desk. Examine card. Write down
atomic number of mercury. Drop card.
Examine and drop remaining cards until
you have written down the atomic num-
bers of Silver and Gold. NW (2)

Edgar Bork

Dr. Dumont’s

WildP.A.R. T. 1.
At the Science Art Museum, go S, E, N.
Turn faucet. S. W. N. E. E. E. Con-
nect xjsft to generator. N. Connect xjsft
to slab. SW. S. Opendoor. S. Turn
faucet. Turn handle. Turn wheel. N.
Close door. W. Take rock. NE. NE.
Examine slab (repeat until codeword ap-
pears). W. Type codeword. Take laser.
(Go to Planetarium.)

Stephen Payne

2400 A. D.

Here’s how to get a Fielder Disperser and
a Plasmarifle. (The Field Disperser pro-
tects you from almost all damage from
robots and allows you to walk through
force fields. You won’t need passcards
(the Plasma Rifle will blast doors open,
ZAXK’s (blast the robots too), or energy
cells (plenty of nodes, and no need to
worry about *bots). To get the Field Dis-
perser, go to the D building of Megatech
and take the transport up. Break down
the door to the south. There are five cab-
inets along the right wall in the next
room. The middle one has the Field Dis-
perser blueprints. Take them to Les in
Megatech building F and say cmvfgsjout
and he’ll build one for 3,500 credits.

To get a Plasma Rifle, you must con-
stantly buy weapons from Wes through-
out the game. Eventually he’ll offer a
broken Plasma Rifle. Hugo is the only
one who can fix it, but you’ll need more
part. Find the Muliplier Tube in the trash
behind Gilbert’s Electronics. Buy a Mi-
crostat from Larry’s Electronics. Say
sfhvmbups to Gilbert, who’ll trade an
Energy Regulator for the Microstat. Buy

an HV Oscillator from Larry and take it
these three items and 550 credits to Hugo.
Many more weapons and devices are sold
in the Underground complex. Try outa
variety of them to see which ones work
best for you.

The Transporter Guidance Device, needed
for one approach to the Main Computer,
is in the Underground. Go to South Sta-
tion and walk along the tracks to the west
until you find a locked door. Break it
open and take the ladder down . Go south
through the force fields and dismantle the
Protectors. Break down the locked door
to the east. Break down the third door on
the north wall. The Guidance Device is
on the third pipe to the left.

Brian Riggs

Star Command
Princess Versilda’s location is random-
ized, but she is always on a planet in a
sector that is reached through a black
hole. The coordinates of the black holes
are (10, 29), (28, 14) and (23, 6). Enter
each one and search every planet in the
sector that lies on beyond until you hear a
radio message. Make a cargo delivery on
that planet and you’ll find the Princess.
After rescuing the Princess, you’ll get a
mission that takes you to a planet where
illegal trade is going on between the In-
sects and Robots. Go to the coordinates
specified in the mission briefing and en-
gage the Robot Recon Probes in battle.
To destroy them, you need at least a Kata-
na class Escort ship and a decent weapon,
preferably a 1.25 MT Nuclear Missile.
Before firing at the Probes, have your
character Aim three times to get the best
possible aim. You must aim again after
each shot, so it would be prudent to pos-
sess some form of defensive hardware and
a Missile Killer.

David Heidt

The “Typo of Death”
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
Trade, or $12 @: Infidel, Suspect, Earthly De-
lights, Critical Mass, Zork 3, Dragon’s Eye,
Rescue at Rigel, Bard’s Tale 1. B. Blystone,
POB 1313, Snohomish, WA 98290

Almost every adventure for the Apple: All Ul-
timas, Wasteland, 2400 AD, Bard 1-2, Elite &

100s more. $10-$25 @, send SASE for list.

D. Gauthier, 1035 Highland Ave, Dayton, OH

45410

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, Mindshad-
ow, Zork 2, Transylvania, Crimson Crown,
Reach for the Stars, Sword of Kadash. D.
gagnoﬁbe]l. 9772 Via Pavia, Burbank, CA

1

Trade/sell: 50+ games & adventures. Also GS
stuff & new releases. K. & S. Wadsten, 20318
Livonia, MI 48152

$10 @: Gemstone Warrior, Interactive Fic-
tion, Expedition Amazon. $15 @: Mystery
House, Empire of Overmind, 7 Cities of Gold,
Realms of Darkness, Suspended. Bard’s Tale,
$20. Ultima 5, $25. Will buy or trade for
Timeship (original only, with docs). Gayle
Ann Stanford, 3281 Foxgate Dr., Memphis
TN 38115

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 34, 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

$30 @: Bard 3, Deathlord. $25 : Wizardry 2.
$10: Spy vs. Spy 1-2 (on same disk. All 4 for
$75, or any reasonable offer. Rich Sanford,
77 Locust Hill Rd, Darien, CT 06820

COMMODORE
Trade/sell ($12 @): Tass Times, Titanic,
Moebius, 9 Princes in Amber, Portal, PSI 5
Trading, Law of West, Mindshadow, Caul-
dron, Gate of Dawn. Send list and/or offer. L.
Parsi, 28-34 41st St, Astoria, NY 11103
Sell/trade: Legacy of the Ancients, Pirates,
any Phantasie & more. Write for list. WANT
TO BUY AMIGA 500, NEW OR USED. K.
Crgde?’bring, 4501 Cadison St, Torrance, CA
9050

Trade/sell: Might & Magic, Ultima 2-3, Bard
1-2, Questron 2, A. Reality: Dungeon, many
Infocoms. Want Wizardry, Realms of Dark-
ness, Tass Times, Wizard’s Crown. Send list
&/or offer. R. Perez, 1140 Burke Ave, Bronx,
NY 10469

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 whhints, solution.
State 1571 or 1541 drive. $6 or trade. Tony

Continued on next page

Interview

Continued from page seven

St. André: Hopefully the game will hold
together. All computer RPGs force you
to fight a vast number of monsters, proba-
bly to keep you from falling asleep. Ex-
cept for, say Infocom games, in which a
monster dies if you have the right object
when you meet him, and you die if you
don’t. Wasteland is less fighting mon-
sters for the sake of fighting monsters;
unlike Might and Magic, in which you
must kill a million monsters to get tough
enough to reach the end game and kill the
biggest monsters of all, no matter how
high you go up in levels in Waste-
land .. .how high can you go, Mike?

Stackpole: The mechanism is there for
you to go up to 50th level, but the levels
are called ranks and I forget all their
names. Most people I hear of are reach-
ing Fire Grenadier.

St. André: So it’s not necessary to reach
50th level to win, and even at higher lev-
els your characters should still be recog-
nizably human, not guys with mega-
attributes and thousands of hit points.

Stackpole: The progression is that you
get better and better destructive equip-
men. And from the game designer’s
point of view in balancing the game, the
question was “How do you reign those
weapons back in?” You just make a lim-
ited supply of bullets. So if someone just
rock and rolls on full automatic all the
time, eventually he’ll find that, hey,
there’s no more bullets. One of the other
things we tried to do was to make it an
experience in which you didn’t have to
get “out of the game” until you were done
playing—you don’t really go up in level,
you go up in rank. And how do you do
that? You radio back to headquarters and
tell them in essence what you’ve done,
and they reward you with a promotion.
The only place it breaks down is when
you have to allocate attribute points to
your character. Other than that, and
that’s a very minor thing, you don’t have
to get outside the game, you don’t see the
numbers go flying by as much as in other
games, in which you worry about going
up in levels or switching class align-
ments. It’s creating that mythos and
keeping you in it as opposed to saying
‘you’re really only playing a game’.
You’re not thinking about the game
system.

QB: Will there be a Wasteland 11 ?

St. André: Only Brian Fargo and his
lawyers know. [Interplay now manufac-
tures and markets its own software, but
EA holds the rights to Wasteland .]

Stackpole: A better way to put it might
be: will there be a Wasteland -like game
with a similar system that allows for
transferring in characters from Waste-
land? Yes, there will be. It may even be
called Wasteland I , but I doubt it. And
there’s a project that Liz Danforth and I
are working on— a Wasteland -based
game, a little one-disk game all to itself,
that you can play using the original pro-
gram. And we’ll both be working on dif-
ferent projects for Interplay and other
companies. You’ll also see a lot more in-
volvement from other non-computer
game designers. I know Interplay is also
talking to other paper and pencil game
designers like Paul Jaquays (who did
TSR’s Enchanted Wood ), SSI hired
George McDonald ( Champions, from
Hero Games)and MicroProse has a
couple of people who worked for Heri-
tage and TSR. I think computer games
will be a lot better for it.
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Fourmnier, RD 3 Box 112, Bainbridge, NY
13733

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-
cz(1).46C. 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

IBM & QUEST-ALIKES
Trade/sell ($10@): Shadowgate, Police Quest,
King’s Quest 3. Want fantasy RPGs, mainly
Ultima 2 & all Wizardrys. Joe Lore, 34
Woodford St, Worcester, MA 01604

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, Mas-
ter 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

ATARI
ST: Paladin, Heroes of the Lance, Beyond
Zork, Guild of Thieves. $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,
Dungeon Master map & spell list, & more.
Want Obliterator, Ultima 4, Pirates, Autoduel,
other new titles. 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
93117
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POB 32698

Tucson, AZ 85751

Forwarding and Return Postage Guaranteed
Address Correction Requested

YOUR SUBSCRIPTION EXPIRES:

Passport to
Adventure

For a 10%-20% discount, order from
QB—& get 3 extra issues for each game

Manhunter: IBM, $50

Captain Blood: C, $30; IBM, $35; ST &
Amiga, $45

Alien Mind: GS, $50

LA Crackdown: IBM, $45; Ap, C, $35
Ultima 5: IBM, Apple, $45

Zak McKracken: IBM, $40; others, $35
AD&D: C64,335 IBM, $40

Earthly Delights: $25

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 &
APO, $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.
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Tucson AZ
Permit No. 3056

89/08



