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key. Enter car. Open glove 
box. Examine registration and 
photo. Get map. Exit car. W. 
SW (2) . Enter cab [1212 West 
End St.]. Exit cab. N. 

Joey Siegel's Place 
Open coat. Open wallet. Op­
erate card on slot by elevator. 
NW. Operate card on slot in 
elevator. Exit elevator. Exam­
ine photo on fireplace. Enter 
elevator. Operate card on slot 
in elevator. Exit elevator. 
Drop card. Close wallet and 
coat. S. Enter cab [520 S. 
Kedzie] . Exit cab. 

Bungalow 
Operate gun on door knob. 
NW. Get slip of paper. Get 
earring. Open desk. Get small 
unmarked key and diary. S. 
Enter cab [934 W. Sherman]. 
Exit cab. N. NE. Operate 
small unmarked key on lock. 
N. 

Dr. Brody's Office 
Save game. Jefoujgz which 
uisff wjbmt dpoubjo tpejvn 
qfoubuipm and which dpoubjo 
cjptpejvnjujt. Write this down. 
Restore game. Operate 
tzsjohf on cjptpejvnjujt. Oper­
ate tzsjohf on tfmg. Get the 
three tpejvn qfoubuipm vials. 
S (2). NW. 

Ace's Office 
Operate gun on shadow. Oper­
ate small unmarked key on 
door. Drop small unmarked 
key. N. Examine man. Open 
file cabinet. Examine the three files . Get 
file labeled "Ace" (and ammo from the 
desk if you need it). S (3). Enter cab [Po­
lice]. Exit cab. SE (3) . N. 

Joe's Bar 
NW. N. W. Examine slip of paper. Op­
erate safe [uijsuz-uisff, uxfouz-gpvs, uij­
suz-tjy (typed in as numbers, not words). 
Drop slip of paper. Open cardboard box. 
Get unmarked key. Get manila folder. 
Examine folder. S (3). N. NW. S. 

Elevato 
Weird 

K 

Sewer 

E 

- Office C 

934W. 
Sherman 

E. Operate gun on alligator (when he 
shows up). S. Put gun, bad check folder 
and "Ace" file in whirlpool. N (2). Open 
manhole. N (2) W (to Trunk of Car). 

Mercedes 
Operate unmarked key on trunk. Drop 
unmarked key. "Esbh" hbh pgg xpnbo. 
Operate tzsjohf on wjbm. Drop wjbm. 
Operate tzsjohf on xpnbo. S. W. SW 
(2). Enter cab [626 Auburn Rd]. Exit 

N 

cab. 

Estate 
Open mailbox. Examine envelope. Open 
envelope. Examine letter. N. Operate 
knocker. Hit butler. N. NE. Open 
nightstand. Open envelope. Examine en­
velope. Close envelope. Take envelope. 
Operate tzsjohf on vial. Operate tzsjohf 
on man. Drop vial. NW. 

Continued on page 13 



Sentinel Worlds I: Future Magic 
· "needle in the haystack" quality because your party and local denizens. are dis~ 

By Stephen Kmg the playfields are so large that it isn't ne- played as.diffe~ent colored.blips. This 
What do you get when you mix a touch of cessary or desirable to explore 98% of "radar" view gi~es y~u ~ idea of your 
Star Wars with a pinch of Starflight, add a .them. Due to such immensity, the planet position and ~hich dir~tion ~o go. As 
smidgeon of Star Command, a bit of Alien surfaces were portrayed as blobs of differ- your party gams expene~ce, Important 
and maybe a dash of Sherlock Holmes? A ent color. highlights of the maze wh ill be shown.fin 
raft of lawsuits from George Lucas and a this display. Early on, owever, you 
half-dozen others, if you m'ix in too much A Room with a View just have to go slowly and investigate 
of any ingredient into such a recipe. But Future Magic restricts itself to a single every room. 
that's not likely to happen with Future solar system with a mere three planets. Below this display and to the left ap-
Magic, which doesn't exhibit enough in- Like Starflight, it also uses color to differ- pears a picture and text description of the 
fluence from any single source to consti- entiate one region from another, but at a room you are in; to the right of this will 
tute copyright infringements, and in fact greater resolution, so you see more de~ls be the picture of your current party lead-
gives science fiction RPGs a truly original of the terrain features. The orb1- er or whatever creature you have targeted 
and imaginative ta1 display is divided into three fo~ questioning or zapping with the laser. 
plot for the first Type: Science Fiction major sections. On top is a for- Some inhabitants will direct you to read 
time. Role-playing ward view from your interceptor from a book of Paragraphs like the one in 

System: IBM (256K, . to the planet's horizon. Just be- Wasteland, which gives the story even Spaced Out 
The game DOS 2.11 & color mom- low and to the left is a color- more depth. 

tor required; EGA, CGA coded tactical map of the entire A11 of the graphics (150 of them) are starts out as a 
group of intercep­
tors (yours among 
them) are being 
towed into the 
Caldorre solar 
system by a star 
ferry. As the ac­

& 16-color Tandy sup- surface, and right of this is a high-resolution sixteen-color pictures of 
ported; minimum 8 MHz closer view of your currently se- excellent quality. A great deal of effort 
clock speed recommended lected landing site. was expended to give each member of 

by QB) . Once you ' ve landed, the your five-person crew an individual per-
Planned Conversions: screen splits into four parts. The sonality and visage. Oddly enough, 
GS, Amiga, C 64/128 top left section is an above- townspeople are much the same; indeed, 

tion evolves, you must protect the local 
merchants from raiders that have been at­
tacking virtually all of the trade convoys, 
find the cause of these raids and put a stop 
to them. Ultimately this involves a 
unique plot twist for a science fiction sto­
ry, but all I'll say about this is that it's 
hinted at by the game' s title. (OK, you 
probably already guessed there's an Evil 
Wizard type lurking somewhere in the 
depths of space, right?) 

The four-part display shows an over­
head view of your ship and surroundings, 
a long distance scanner that can be adjust­
ed in increments from one to five, a top­
and side-view of your ship and its vital 
statistics, and (if an enemy ship is target­
ed) three views of the ship and its stats. 

If the lasers are turned on (by hitting 
the Return or Enter key), they automati­
cally fire on any enemy ship that comes 
close enough. Pressing the P key allows 
you to program the computer to fire on 
the hull, engines, weapons or computer of 
the target. 

A key difference between Future Mag­
ic and the other games I mentioned is size. 
Starflight and Star Command have a 

ground view of the immediate many are described as clones. They usu-
area, centered on your All Terrain Vehi- ally look and sound alike. 
cle. On the right side is a long distance The only spot animation is restricted to 
scan of the local area and just below is a vehicle movement and laser fire, but this 
static picture of the forward view from doesn't detract from the game. Many 
your ATV, along with a list of mined ore. sound effects can be heard, from the the 
To the right of this, whirring of the ATV 
you'll see the ATV stats motor to the various 
or a picture of any crea- sounds of individual 
ture you've targeted with weapons: the ratatat of 
your laser. the hyper-Uzi , the 

Both the above and BOOM-BOOM-
forward views show a BOOM of the AK-
great deal of detail in the 4700 automatic, and 
widely varied surface the Gauzz rifle's high-
features. You might see pitched whine. 
trees or saplings, bushes, But your ears really 
buildings, rivers, mountains, valleys, get a treat in the music. There are separ-
caves and many other things. Face your ate theme songs for the western town, 
ATV towards a building or cave, and you many of the individual buildings, each of 
will be given the option of entering. If the 20 weapons and the ship's return to 
you decide to do so, the screen splits once orbit. Suffice it to say that there is a lot 
again into three sections. of original music! Best advantage is tak-

The top half of this new screen is dom- en of the single-voice stock IBM sound 
inated by the forward view of your party chip. The three-voice Tandy chip is put 
leader. This is represented as a vector to use only minimally because of the 
graphics maze similar to Wizardry games. great effort that went into the one-voice 

Superimposed on this is a radar screen 
that shows an aboveground view, where Continued on next page 
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music, but I did notice that the sound was 
a bit mellower on the Tandy machines. 

Moving is the Key 
Movement is accomplished with the 

four cursor keys. The left and right ar­
rows change your direction in 45-degree 
increments (90 degrees indoors) and the 
up arrow moves you forward. In space, 
the up arrow increases thruster strength, 
while the down arrow reduces it. 

Another key to keep in mind is the 
space bar. Technically, this is used for 
aiming your laser. The real importance of 
targeting is to select people to question. 
The majority will either not want to talk, 
or won't have much to say. From time to 
time, however, you will find someone 
with valuable information. These special 
people usually show up on your scanner 
as slightly lighter colored blips. 

Are We Having Fun Yet? 
A great deal of the early game, as with 

many RPGs, is spent building up party 
statistics and increasing funds. There are 
several ways to do this. You can mine for 
three different kinds of ore on the planets, 
escort trader ships to their destinations, 
destroy enemy raider ships or pick up lost 
equipment for the Science Foundation. 

I found science runs were the most ef­
ficient method for getting cash in the ear­
ly game. The only problem is that it 
doesn't allow you to increase the experi­
ence or attributes of your party members. 
Once you hav~ enough money from 
science runs, buy some decent equipment 
and start trying to build up personal 
attributes. 

Promotions are given based on experi­
ence in combat. But before you start bat­
tling their ships, try to find Grager's blue 
merchant class vessel. If you board it and 
talk to him, he'll quadruple your firing 
power. Then Program the ship's comput­
er to fire on the hull. Try to find an indi­
vidual raider far enough away from its 
group to be taken on separately, then hit 
the space bar to target it. When the hull 
is breached, your entire crew gets experi­
ence points. Later, you will be able to 
board the enemy ships and raid their ar­
mory, but wait until you are at least a 
Combat Cadet. Keep killing raiders be­
tween science and refueling runs, and 
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your crew will soon be prepared to delve 
into the deeper secrets of this solar sys­
tem. While you're at it, check out the 
town on Norjeann to find the armory and 
ammo chest. 

Who Done It? 
The designer and creator of the Senti­

nel Worlds saga is Karl Buiter, a life-long 
science fiction buff. Along with graphics 
help from Michael Kosaka and some 
sound advice from Dave Warhol, Karl put 

"Science runs 
were most ef­
fective for get­
ting cash early 
in the game." 

together this first chapter in what could 
turn into the next major series. 

Future Magic is classed as a Science 
Fiction mystery, like Starflight. The big 
difference is that this game is a lot more 
full-bodied, with finer attention to detail. 
To give Starflight proper credit, it was an 
incredibly complex game for its time and 
remains a classic. But fortunately for all 
of us, time marches on, and computer 
gaming on MS DOS machines is advanc­
ing technically at an unprecedented rate. 

So What's Not to Like? 
There were only three things I really 

didn't like about Future Magic. One is 
that it plays horrendously slow on a stan­
dard 8088 machine with a 4.77 MHz 
clock speed. I tried it on my Tandy 1000 
briefly but gave up and moved to a 
lOOOTX, whose was more acceptable. 
This is not really a fault. As I said before, 
games for MSDOS machines are being 
pushed faster and further than ever be­
fore. One of the tradeoffs is that as sound 
and graphics improve, older hardware is 
being pushed closer to its limit. The net 
result is well worth increasing the video, 
audio and speed of your machine closer 
to today's standard. 

The second thing I disliked was the 
feeling that I was missing a lot. From 
time to time a new beacon would show up 

on a planet's surface. I suspected that if I 
questioned people more fully, I'd get 
some hints that would lead me to these 
places on my own, but I rapidly became 
bored with questioning hundreds of peo­
ple who seemed to have only three or four 
standard answers, so I started talking only 
to those special people I spoke of earlier. 

And I disliked the way the program in­
stalled on my hard disk. I have spoken 
before about my preference for putting a 
game where and how I want. Future 
Magic can be installed on any disk you 
like, but must be in two separate directo­
ries called FMPLA Y and FMDAT. In the 
first place, I see no reason why two direc­
tories are necessary. In the second place, 
it should be easy to put that directory in a 
path of your choice and select your own 
name for it. The average hard drive own­
er has enough extra directories and mini­
mally descriptive names to worry about 
without aggravating the situation. 

In the Box 
Future Magic comes in a nicely illus­

trated box that contains two manuals, a 
quick reference card, two 5.25" floppy 
disks and an ad for the Sentinel Worlds 
hint book. The larger of the two manuals 
offers background and details on how to 
play. The other has the Paragraphs. 
There is also a card that can be sent in 
along with $7.50 to get the 3.5" micro­
floppy. Or you can pay extra for a separ­
ate package with both disk formats. 

You will find considerable enhance­
ment in both speed and visual effects if 
you have a hard drive and EGA or Tandy 
TGA video. I also recommend a mini­
mum 8 MHz clock speed, or movement 
seems more like a chess game. The disks 
are unprotected. 
Conclusions: With the few minor quib­
bles that I have mentioned, I would say 
that Future Magic is a great success. 
Graphics are superb, and sound is more 
than acceptable. The plo~ is substantial, 
and the wide variety of options and 
equipment is guaranteed to give all 
players more than their money's worth. 

Skill Level: Intermediate 
Copy Protection: Must have game 
manuals 
Price:$49.95 (5.25"); $54.95 (both disk 
formats) 
Company: Electronic Arts 



Alien Fires 
Continued from page 6 

Not so Sound Graphics 
Alien Fires supports CGA and EGA 

graphics, but not Tandy TGA. Since 
none of the rest of the game was particu­
larly memorable, I was hoping at least to 
see some impressive graphics. Unfortu­
nately, the EGA screens are more or less 
identical to the CGA. They are more col­
orful, to be sure, but the color is badly 
used. People and objects you encounter 
are made up of large blobs of contrasting 
colors that seem to overlap surface fea­
tures at the merest whim. 

When the game was first loaded, a 
message appeared on the screen telling 

me that a special 
sound driver 

had been 
loaded. 
The 
sound did 

indeed seem loosely connected to the rest 
of the game. (I found this out when I 
broke out in the middle of a repeating 
musical passage that just kept repeating 
as I used the computer for other pro­
jects.) If this driver were meant to power 
an optional audio board, nothing was said 
about it. Possibly it was just there to 
keep the speed up, because the sound 
was nothing special, just a few odd tunes 
with simple harmony. 

The package includes an owners man­
ual, three 5.25" floppy and two 3.5" mi­
cro-floppies. There is no copy protection 
of any kind, so backups can be made and 
the files can be transferred to hard disk 
with a minimum of trouble. 
Conclusions: I was severely disappoint­
ed with Alien Fires. Obviously more 
time should have been invested in plan­
ning. It is just a skeletal game apparently 
thrown together to cover a basic concept 
that didn't have nearly enough thought 
invested in it. In general, I had the im­
pression that several people sat down one 
afternoon and said, "Let's make a game." 

Skill Level: Intermediate 
Protection: None 
Price: IBM, $44.95; ST & Amiga, 
$39.95 
Company: Paragon/Electronic Arts 

Deja Vu Walkthru 
Contmued from page 10 

Guest Room 
Open nightstand. Examine notepad. Op­
erate qfodjm on notepad. Examine note­
pad. Take notepad. Operate tzsjohf on 
vial. Operate tzsjohf on woman. Drop 
pencil, tzsjohf and vial. S (3). Enter cab 
[Police] . SE (3). E. SE. N. 

Map Key 
A: trenchcoat (handkerchief, glasses, cig­
arettes, lighter), wallet (key), holster, gun, 
bullets 
B: earring 
C: envelope, safe (unmarked key, manila 
folder) D: body, car key, silver key, 
pencil 
E: syringe, vials 
F: slot machines, quarters, Wheel of 
Fortune 
G: car, registration, photo, map 
H: photo 
I: slip of paper, earring, small unmarked 
key & diary 
J: vials of sodium pentathol & 
biosodiumitis 
K: Ace's file , ammo 
L: mailbox (envelope) 
M: nightstand (envelope) 
N: man 
0: nightstand (notepad), woman 

Adventure Hotline 
Continued from page 7 

The Official Book of King's Quest 
Compute editor Donald B. Trivette put to­
gether this collection of hints, answers to 
the most frequently asked questions about 
all four games, and a raft of other infor­
mation on the first four games in this ser­
ies. It also tells how to access the top 
secret "author's tools" Sierra employees 
use to move around at will in all Sierra 
adventures, and offers an in-depth look at 
the making of King's Quest. Published 
by Compute Books, it goes for $10.95. 

Going for the Gold: Bestselling 
Adventures of 1988 
King's Quest IV went gold (100,000 cop­
ies) in the first two weeks. Many dealers 
are calling Pool of Radiance the bestsell­
ing C 64 game of all time, and it should 
go gold with the IBM version. Ultima IV 
has already sold over 250,000 copies. 

Waiting for Duffy 
Duffy is not Duffy, so write these 

people if you can help. 

Questron 2, Phantasie 1, Oo-topos, Pala­
din, Ultima 4, Deja Vu, King of Chicago, 
King's Quest 3, Mobeius, Bard's Tale 1, 
The Pawn: Need clues, maps badly. P. 
Bashtrash, 995 De Nogent, Boucherville, 
Quebec, Canada J4B 2R4 

Wizardry: How do I find the lOth level? 
Christopher LoGiudice, 17 Macintosh Rd, 
Norwalk, CT 06851 

Emerald Mine: How do I complete or get 
past level 4? Tum a diamond into a rock 
and you can't get past it. E. Gooch, 1703 
E 10 Mile Rd, Madison Hts, MI 48071 

Bureaucracy: How do I get past gate 3 
houses south of my own? Do with weirdo 
in farmhouse? Norm Lowrey, 170 Ste­
phenson Lane, Springfield, IL 62707 

Mindwheel: Need any and all help (in­
cluding maps). Can't get past stoned sol­
dier to get latchkey. How do you get it? 
Vasant Jayasankar, 74 Country Dr, Wes­
ton, MA 02193 

Might & Magic: Been playing long time 
but haven't made any progress. Need any 
general help on anything special, any­
where. Erik Kurlanska, 20 Scrimshaw 
Ln, Saco, ME 04072-2240 

Pool of Radiance: How do you get treas­
ure in Cadona Textile House area? How 
do I get past all the monsters? Need maps 
& supermen, lots more help. Brad Fowl­
er, RRl Box 95, Lacrosse, KS 67548 

Wizardry 2: Need help on level 6, answer 
to riddle. Bard 3: need help with Malefia. 
Might & Magic: need any info worth 

knowing. Ultima 4: what is complete 
word of passage to Codex? Phil Tayco, 
3569 Boston Ave, Oakland, CA 94602 

King's Quest 3: Need help on ship. How 
to get off ship before made a cabin boy? 
Need maps, location of spell ingredients, 
esp. dew. Or any other clues. N. Mad­
den, 5 Willard Cir, Bedford, MA 01730 

King 's Quest 4: How do I get past Lo­
lotte's goons when going up mountain 
pass? How do I get unicorn to Lolotte? 
Brad Burnett, 404 West Metzen, Harvard, 
IL 60033 
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King's Quest IV 
To get magic fruit, wear dspxo at water­
fall. Get cpbse near cave entrance. To 
avoid cave troll, go in and out till he's not 
there. Use cpbse to cross chasm. To 
move through swamp, kvnq on uvgut. 
You need the cpbse to reach the island. 
Use gmvuf for snake. 

Tom Dowd 

Manhunter New York 
Day Two: Track all three subjects that 
appear on the Tracker. The visit to the 
park is the most difficult: use the Tracker 
frequently to determine where the other 
two subjects go. 

Robert J . Koenn 

The locations of the four modules are 
nvtfvn (upq gmpps), past robot in hospi­
tal, divsdi (bu dboemft) and in Ibssz't 
sbejp. Once you have them, go to Grand 
Central and use dspxcbs to get in 
window. 

Tom Dowd 

The Mars Saga 
To avoid combat with more powerful 
foes , do the following when confronted: 
say "no" to "Do you attack?". If e enemy 
wants to fight after the "Tactical Combat" 
prompt, choose "no." When prompted for 
"View Combat?", hit the RETURN key 
quickly and repeatedly until the screen 
turns grey and the main menu comes up. 
In the casino, Laser Slots is the best way 
to make money. Save outside the casino 
after each big win. Go to the Computer 
Center often to build up your Program­
ming Skills. You'll need this to break 
into the system on the computer network. 

Chris Logiudice 

Bard's Tale III 
You don't really need a Thief to win­
just have a Magic User cast QSFD, and 
Tarjan can ' t summon help. 

Jeff Krich 

Future Magic 
After entering the battle station with a 
low-level crew, move through it by enter­
ing the small rooms when the raiders at-
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tack-so you can fight them one at a 
time. After victory, quickly move 
through the station when the raiders 
aren't visible. Use the long range display 
function of the ground combat helmet to 
locate the armories, then go there and 
take the items. Each armory contains 
heavy combat armor that makes you al­
most invincible. Sell the EA passcard for 
2,500 credits at the towers. 

Robert J . Koenn 

Ultima V 
To get through Shame's first room, climb 
the rocks and push the walls two east by 
two nroth, three east by one north, and 
four east by zero north of the south west 
comer. Get a Black Badge in Winde­
mere (on the island near the map's north­
west comer) and wear it while exploring 
Blackthorn 's Palace. 

Greg Watanabe 

To get past the Guardian at Stonegate, 
lure him outside and let him follow you 
around the Keep. Then dash in before he 
can (you can also an the An Tym scroll 
to freeze time). To get the Sandalwood 
Box, go to LB's chamber and sit on the 
chair next to the harpsichord and type 
6789878767653 . 

James Tan 

Wasteland 
When one character gets strong enough 
to defeat outdoor monsters, you can easi­
ly win almost any battle. Station this 
character outside a town or other area 
where a major battle will be waged. Af­
ter each battle, use Medical Skills to get 
everyone up to unconscious, then switch 
to the outdoor character and wait one 
hour for every four Hit Points sustained 
by your most seriously wounded people. 
If the character outside isn't attacked, the 
other party will be completely restored in 
a minute or so of real time. And they · 
can't be attacked while you're viewing 
the outside character. 

Wes Irby 

Demon's Winter 
To get the God Runes: defeat the Yeti to 
and get the icicle. Enter the scroll room 

(in the God Runes dungeon) and get the 
Prayer Scroll. Use the icicle to block the 
Ice Door. Use the Prayer Scroll on the Ice 
Altar. The Ancient God will send you to 
retrieve the Orb of Evertime. To get the 
Orb, you must pass all the tests. Bring the 
Orb back to the Ancient God, and the 
Runes are yours. To enter Eregore's 
Temple, rest in the old lady's dungeon, 
then ring the bell in the dungeon on the is­
land. The portcullis to Eregore's Temple 
will be up. In the dungeon with the God 
Runes, there's a blocked passage. There's 
a secret door on the west wall, and you'll 
find the Demon Crystal in that room. 

BradKinman 

AD & D: Pool of Radiance 
You can save NPCs Skullcrusher and 
Dirtten to your save disk. After locating 
Skullcrusher (2, 15 in the Cadoma Textile 
area), go to Phlan. As you enter the gate, 
go north, then east to the Training 
Grounds. Don't go past the City Council, 
or he'll leave the party. Save Skullcrush­
er to disk in the Training Grounds, so you 
can add him to your party anytime you 
need a new NPC. Do the same with Dirt­
ten. Skullcrusher can be used carry spe­
cial items. To duplicate special items, get 
him knocked out in battle (bandage him if 
he's dying). If he's at zero or one Hit 
Point, he's in the condition you want. 
Have your party give him any special 
items (+Swords, Cloak of Displacement, 
Wands, etc.) you want duplicated. Go to 
the Training Ground (again bypassing the 
Council) and save him to disk. Then add 
him to the party and trade all items to one 
character. Exit Training Ground and cast 
Cure Light Wounds on Skullcrusher. Go 
to City Council, and he'll leave the party. 
Go back to the Training Ground, add him 
to the party and repeat until all your char­
acters have what they need. As you find 
more items, repeat this to arm everyone 
with special armor and magic gear. 

Danny Peterson 

The "Same Old" 
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 svstem, 

APPLE 
Suspended, $8. Questron 2, $12. Or trade 
both for Bard 2 or 3, or Wasteland. Theo 
Chen, 10 Redbud Ct, Potomac, MD 20854 

Will trade Ultima 4 for King's Quest 1, 2 or 3. 
Send list. Lou Tometich, 1299 Kasamada Dr, 
Ft Myers, FL 33919 

Changing systems--over 70 games to sell. 
Send SASE for list. Douglas Adair, 3833 Co­
logne Ln, Austin, TX 78727 

rade/sell: Ultima 1 & 4, Wizardry 4, Legacy 
of Ancients, Bard 1 & 2, Leather Goddesses. 
Want Deathlord, Wasteland, 2400 AD. Send 
list for mine. Mike Clayman, 2 Ridge Rd, 
Winfield, PA 17889 

$30@: Bard 3, Ultima 5. $10@: Gauntlet, 
Amazon, Talisman. Serpent's Star, $5. Ulti­
ma 4, $30. $20@: Bard 3, AD&D DM's As-

OK, so they're 
not really 
bumper stick­
ers of the 
Ancient Astro­
nauts, who 
probably didn't 
have cars any­
way. But 

sistant, #1. Write lst, send list. Chris Carluc­
ci, 15927 Viewfield Rd, Monte Sereno, CA 
95030 

Trade/sell: Wasteland w/cluebook, $23. 
King's Quest 3, $20. Bard l, $15. 2400 AD, 
Ultima 1, $16 @. Moonmist, Zork 1 w/ 
cluebook, $10@. Many more to trade. Scott 
Jones, 4821 Schoolview Dr, Kemersville, NC 
27284 

$20@: Wizardry 1, Bard 1 & 2, Ultima 1, 2 
& 3, Wizard's Crown, Plundered Hearts, 
Leather Goddesses, Bureaucracy. David Hall, 
101-C Edgewater Pk, Bronx, NY 10465 

COMMODORE 
$5@: The Hobbit, Fellowship of Ring, Plun­
dered Hearts. Joe Lore, 34 Woodford St, 
Worcester, MA 01604 

$20@: Wasteland, Ultima 4, Pirates, Bard 1 
& 2 with advanced characters, Phantasie 3, 
Roadwar Europa. More. D. Clark, 214 Wash­
ington St, Hachettstown, NJ 07840 

Trade/sell: Wasteland, Maniac Mansion, 
Phantasie 3, Bard 2, Pirates, Questron 2, Elite, 
Mindwheel, Star Trek 1, Infocoms. Send list. 
Lou Tometich, 1299 Kasamada Dr, Ft Myers, 
FL 33919 

Ultima 4, $25. Questron 2 or Wizardry 1, 
$15. Want Phantasie 1 or 3-inl Football. Tim 
Niland, 1009 Peter Rd, Schenectady, NY 
12303 

Ultima4, $25. Hitchhiker's Guid, $15. Lords 

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" 
stickers on it. 

Caution D~j:%lwtt'Js 
~«is~~, d~ua~0Di , 

,IJydw~! 

BAUBARIANS . 
haw more 

FUN! 

Also Available: 

Support your Local Dragon 
He's Dead Jim-You Grab tus 
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 

of Conquest, $20. Fairlight, $20. Star Trek l, 
$20. Richard Mills, 4709 Woods Edge Rd, 
Virginia Beach, VA 23462 

$8 @: Zork 2, Deadline, Murder on Zinder­
neuf, Fahrenheit451, Amazon. C. Jackimow­
icz, 70 3rd Ave, Garden City, NY 11040 

Numerous games. Send SASE for list. Mike 
Bagnall, RD #1, Box 1025, New Freedom, PA 
17349 

Trade/sell: Ultima 3, Sherlock, Hollywood 
Hijinx, Portal, Mindshadow, others. Want 
Brimstone, Breakers, more. C 64 & Amiga 
traders wanted. RD Goodkind, 4444 West 
Pine #413, St Louis, MO 63108 

Sell: Bard 1 & 2, Ultima 3, Tass Times, Phan­
tasie, Legacy of Ancients, most Infocoms. 
Mike Alberghini, 3900 Northpoint Dr, Mariet­
ta, GA30062 

31 adventures to trade or sell cheap. Ex­
change lists. Cap.t J. Hadler, 15 E. Lagoon 
Dr, Brickstown, NJ 08723 

$5 @: Deadline, ACS. Chris Kelly, 3709 
Sandal Lane, Cincinnati, OH 45248 

Infocoms, $5 @. Send SASE for list. David 
Robeson, 1921 Stanley Ave #6, Signal Hill, 
CA 90806 

AMIGA: Deep Space, Faery Tale, Phantasie 
3. Send list/offer. Simon Lee, 7031 Bret 

Continued on next page 

Order yours 
now, for sup­
plies are limit­
ed (we only 
have 75,000 
left!). Stickers 
are $2 each, or 
6for$10. (lst 
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, 
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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Continued from previous page 
Harte Dr, San Jose, CA 95120-3213 

AMIGA: Barbarian, $15 or trade for Wish­
bringer. Paul Shaffer, 1705-C O'Shea Ave, 
Bowling Green, KY 54210 

AMIGA-$10@: King's Quest 3, Defender 
of Crown, Sinbad, Leisure Suit Larry, Temple 
of Apshai, Shadowgate, Mindshadow, Deep 
Space, more. Tony Ellison, 407 N Division, 
Lowell, MI 49331 

AMIGA-trade/sell: Paladin, Guild of 
Thieves, Ultima 3, Phantasie 3, Faery Tale, 
more. Want Ogre, Ultima4, Phantasie 1, Bard 
1-2, Shadowgate. Send list. Mike Metzger, 
209 Kepler Lake Ct, Slidell, LA 70461 

IBM & QUEST-AUKES 
Trade/sell: King's Quest 4, Star Command, 
2400 AD, AutoDuel, Might & Magic, Bureau­
cracy, Thexder, more. Dagan Galarneau, 6342 
Conlon Ave, El Cerrito, CA 94530 

Trade/sell: King 's Quest 4, $25. Deja Vu, 
$15. Willow, Infiltrator & more, $10. Want 
Zak McKracken, LA Crackdown, Dreamzone, 
Movie Monster, Omnicron Conspiracy. Tim 
Dowd, POB 360602, Lynnwood, VA 98046 

100+ games (all Ultimas, Wizardrys and4 
Zorks). FC, POB 1842, West Monroe, LA 
71294 

$25 @: Ultima 4 & cluebook, Sentinel World 

& clue book. Star Command, Romance Three 
Kingdoms, $20@. Breach, Starflight, $15@. 
Tony Ellison, 407 N Division, Lowell, MI 
49331 

Want to buy complete set of original Scott Ad­
ams adventures (Ghost Town, Golden Voy­
age, etc.). Dave Gelder, 513 Portville-Ceres 
Rd, Portville, NY 14770 

$10@: Beyond Zork, Zak McKracken, Pi­
rates, RingsofZilfin, Willow, King's Quest3. 
Chris Steinig, 10808 Middleboro, Damascus, 

MD20872 

Wizardry, $25. Gauntlet, $30. Richard Mills, 
4709 Woods Edge Rd, Virginia Beach, VA 
23462 

ATARI 
ST: Want Paladin, Breach, Heroes of Lance, 
Dungeon Master. Trade, sell or buy. Send 
list. R. Podlesak, 11616 SW 4th Terr., Yukon, 
OK 73099. 

ST-$10 @: Gauntlet, Land of Havoc, Space 
Quest, Rogue. $15 @: Questron 2, Bureaucra­
cy, Stationfall, Beyond Zork, Knight Ore, Ul­
tima 2. Trade for Ultima 4, A. Reality: City. 
Robert Olsen, 6818 Winterberry Cir., Wichita, 
KS 67226 

Sell (ST): A. Reality: City, Warlock's Quest, 
Beyond Zork, Gateway, Questron 2, Phantasie 
1, 2 & 3, Golden Path, Dark Castle, King's 
Quest 2, Shadowgate, Rings of Zilfin. $15 @, 
2 for $25, 3 for $30. Dale Angelotti, 600 
Primrose St, Haverhill, MA 01830 

QuestBusters 
POB 32698 
Tucson, AZ 85751 
Forwarding and Return Postage Guaranteed 
Address Correction Requested 

Passport to 
Adventure 

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

Leisure Suit Larry 2: IBM, $45 
Warlock: GS, Mac, $35; ST, Ami, $30; C 
64,$25 
Future Magic: IBM, $45 (5.25") 

$50, (3.25") 
Neuromancer: Apple, $40; C 64, $35 
Times of Lore: Ap, C, $30 
Ultima 5: Amiga, $45 
Zak McKracken: IBM, $40; others, $35 
A D & D: C 64, $35; IBM, $40 (state 

disk size) 
Earthly Delights: $25 
Wizardry 4: Apple, $45 
Quest for Clues: $24.99 
QB Map Kit (includes US/ APO shipping) 
Kit A: (for text/graphic garries) $8 
Kit B: (for role-playing games) $8 

Enclose $3 shipping & handling for lst 
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. 

Bulk Rate 
U.S. Postage 

PAID 
Tucson AZ 

Permit No. 3056 


