


















Throwing down the Gauntlet II 
Gauntlet II was just one of countless se­
quels announced at the Summer Consu­
mer Electronics Show. Like Hollywood, 
Silicon Valley understands the value of a 
title that's already familiar to the spend­
ing public. Thus, many of the software ti­
tles released over the past few months 
have included Roman numerals in their 
names. There was Arkanoid II: The Re­
venge of Doh, F-15 Strike Eagle II, Space 
Quest III, Etc., and Etc. II: The Revenge 
of the Pillsbury Dohboy. 

Gauntlet II is the kind of game I call 
"guilty pleasure." It poses no tough logic 
puzzles to solve, no damsels to rescue · 
from distress and no noble causes for 
which to fight. Instead, it gives trigger­
happy garners (like myself on occasion) 
an unlimited supply of ammo, a wide va­
riety of monsters to wipe out, plenty of 
treasure to collect and over 100 different 
dungeons to conquer. 

Four on the Floor 
You begin by choosing one of four 

characters: Thor the Warrior, Thyra the 
Valkyrie, Questor the Elf or Merlin the 
Wizard. The game manual rates each of 
these characters for armor, shot power, 
hand-to-hand combat ability and magic 
power. As you might expect, Thor excels 
in shot power, and Merlin is tops when it 
comes to magic. 

The Amiga, Atari ST and IBM ver­
sions of Gauntlet II allow four characters 
to be active at once, but the C 64 version 
allows just two. 

overhead through a scrolling window. 
Besides the maze itself, the screen also 
displays each character's score and health 
point total. In addition, any keys or po­
tions that have been collected along the 
way appear below the scores. The keys 
are used to unlock some of the maze 
walls and locked treasure 
chests. Potions have a variety of 
effects, described below. 

Monsters Galore 
One of the things that helps 

keep Gauntlet II interesting de­
spite it's simplistic shoot-'em­
up style is the wide variety of 
monsters, potions and magical 
objects found in the mazes. In 
all, there are ten different types 
of monsters in the C 64 version 
(thirteen in other versions). These 
include Ghosts, Grunts, Demons, Lob­
bers, Sorcerers, Super Sorcerers, Death, 
Acid Puddles and two of my favorites-It 
and That. (Missing from the 64 version 
are The Dragon, The Thief and the 
Mugger.) 

Each of these monsters has a unique 
look and mode of operation requiring you 
to develop a variety of strategies to com­
bat them. Demons, for instance, throw 
fireballs at you and will even bite if they 
get close enough. Grunts just run up and 
start smacking you repeatedly with their 
clubs. Lobbers are disgusting little wimps 
who toss rocks at you from behind walls. 

But once you make 
When more than 
one character is 
in the maze, 
however, all 
movement is 
somewhat limit­
ed because both 

Type: Action Adventure 
Systems: IBM (EGA, VGA, 
CGA) , C 64, Amiga, ST 
Planned conversions: None 
Version reviewed: C 64 

your way over to 
their side of the wall, 
they run away. 

Sorcerers use in­
visibility to protect 
themselves. Contact 
with Death,while not 

characters must 
appear on screen at all times. This helps 
make the two-player version of the game 
a real cooperative effort. 

No matter which character you choose, 
you enter the first maze with just 2,000 
health points., You lose approximately 
one health point per second, and your 
health point total also decreases each 
time you're hit by a monster. When your 
health point total drops below 200, an 
audible signal warns that you are running 
low. Fortunately, 100 health points are re­
stored whenever you find food or cider. 

As you play, you view the action from 
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necessarily fatal, 
could cost you up to 200 health points. 
(With an assortment of enemies like 
these, who needs Dragons, Thieves and 
Muggers?) Since most of these hideous 
creatures are continuously pumped out of 
various types of monster generators, the 
elimination of these generators should be 
your first priority when trying to clear out 
a level. 

Unfortunately, monsters aren't the 
only things to worry about down in the 
dungeons. You'll also have to look out 
for dangerous force fields, stun tiles, and 

By Bob Guerra 

poisoned food, cider and potions. But 
don't get the wrong idea Life in the dun­
geons isn't all bad. There are several dif­
ferent types of potions and amulets that 
can be collected and used to increase 
your character's powers. 

Some potions, for instance, give your 
character 
extra armor. 
Others in­
crease the 
speed or 
power of 
your shots. 
Yet others 
magnify 
your magic 
power or 
hand-to­

ST version hand combat 
skill. Thus, even if you selected a charac­
ter who is deficient in a specific skill, 
you can even things up by finding the 
right potion. While under normal condi­
tions you can only carry a maximum of 
ten items at a time, there is even a potion 
that increases this capacity to flfteen. 

An Assortment of Amulets 
Amulets differ from potions: instead 

of simply improving your character's nat­
ural traits, they award with you entirely 
new abilities. Various amulets can make 
you invisible, invulnerable or repulsive 
to the monsters, . allow you to walk' 
through solid walls, or provide you with 
super shots that kill all monsters in their 
path, or ricocheting shots that can carom 
off walls and go around comers. The 
only drawback to the amulets is that their 
effects only last for a short time. 

None of the various versions are copy­
protected at all, a commendable move for 
Mindscape. Another one is on the back 
of the box, which shows screens shots of 
all versions, not just the best looking one. 
Conclusions: Alright, so maybe 
Gauntlet II isn't exactly intellectually 
stimulating. Maybe it is just a mindless 
exercise in demonocide. So what? It's a 
lot of fun, and that's the first thing I look 
for in a computer game. If you liked the 
original Gauntlet, you won't be disap­
pointed by Gauntlet II. 

Skill Level: Intermediate 
Protection: None 
Price: IBM, $39.95; Amiga, $49.95, 
C 64 & ST, $29.95 
Company: Atari/Mindscape 



Ancient Land of Y s 
Continued from page one 

If you approach people from the front, 
a pop up window displays any hints they 
might have about how to proceed with 
your mission. This is one of the few are­
as where the Sega version of Y s has an 
advantage over the computer game. If 
you walk up to a person in the Sega 
game, they'll will turn and face you. In 
the IBM version they just keep on walk­
ing, so you have to be very precise about 
direction and placement. Since the inhab­
itants change directions rather randomly, 
this can add to the problem. 

The Monster Mash 
Outside the confines of the civilized 

areas you will find monsters and various 
bad guys. Your strategy with these will 
be somewhat different, since you have a 
decided advantage when attacking them 
from behind or the side (be careful, they 
spin around on a dime!). At first you will 
encounter only the weakest monsters, 
like mutant dwarves, Kaenine's (how 
many guessed this was a dog?) and 
Forrestwalkers. 

Initially it will take several hits to dis­
patch these creatures. But as you build 
up experience points from previous kills, 
a single short thrust of the sword will do 
it Experience also increases your defen­
sive ability. Starting out with your chain 
mail and small shield, you have to be 
very careful not to go toe-to-toe with the 
bad guys. After you have reached level 
two or three, you can walk head on into 
the lesser ones without suffering 
damage. 

The overland areas are really more of 
a training ground to prepare you for your 
real challenges: clearing out the temple, 
mine and eventually the Dark Tower in 
your attempt to recover the lost books. 
After you reach level three or four and 
have the medium-range sword and armor 
you should explore the temple in Vatare 
Canyon. This area is home to creatures 
stronger than you're used to dealing 
with, so you will have to turn cautious 
once again. 

A Maze-ing 
The temple is a maze of brick walls 

with doorways in all directions similar to 
the ones in Prophecy, but the silver mine 
is laid out as a natural limestone cave­
unlike anything I've come across in a 
computer game. Readers of my previous 
reviews may remember that I see mazes 
as an unnecessary evil in computer gam­
ing. The mazes in Y s are a refreshing 

change, though. 
For one thing, there are several ways 

to get to your objective. Besides the usu­
al blind alleys, there are multiple en­
trances into the same room. Also, since 
all the mazes are made up of several 
smaller networks, it is possible for a per­
son with a good memory to do reasona­
bly well without mapping. Even so, 
compUlsive mappers will find the mazes 
sufficiently complex. The bottom line is 
that maps would have helped me a lot, 
but since I hate making them, I manageg 
to get by with memory and perseverance. 

In Control 
When you first run the game, control 

defaults to the keyboard. On the IBM, 
the 2, 4, 6 and 8 keys control your direc­
tion; the arrow keys on my Tandy key­
board were not functional. If you'd 
rather use a joystick, simply press con­
trol-I and a calibration window appears. 
Incidentally, this game uses the best 
method I have ever seen. You can actual­
ly see the joystick being calibrated right 
on the screen. 

The button summons a menu of op­
tions that govern checking your invento­
ry, equipping yourself with weapons and 
armor, and checking your status. (The S 
and I keys perform the same function.) 
Several other keyboard controls facilitate 
saving and loading a game, selecting mu­
sic, sound effects or no sound at all, and 
pausing or quitting. 

Aside from armor, weapons and books 
in your possession, the inventory list 
shows any magic items or mundane tools 
you have collected. There are five differ­
ent magical rings, several types of key, 
and even a magic seed that allows you to 
talk to certain plants. Some of these 
items can be purchased at the local pawn 
shop, like the wing that teleports you 
home, or the mirror that will put the 
"freeze" on monsters, but most have to 
be found in the dungeons. 

Lights, Camera, Action! 
A blurb on the box describes the 

graphics as "breathtaking" and the musi­
cal score as "award winning." While a 
bit of poetic license was taken here, this 
isn't too far off the mark. 

Sound comes from the standard one­
voice IBM stock speaker. You can opt 
for a constantly playing theme song that 
changes as you switch areas, or you can 
choose sound effects and hear battle 
sounds instead. A third option turn offs 
all sound. 

It really is a shame no support was 
provided for any of the third-party sound 
enhancer boards like Ad-Lib or CMS. 

That would have been a natural for a 
game like this, with such deep roots in the 
local arcade. Even without the enhanced 
sound, I was surprised at how good a job 
was done with the stock beeper. It was 
not unpleasant at all, but after several 
hours of playing, I predict that most peo­
ple will be turning it off. 

Graphics, while not "breathtaking," are 
certainly quite good. Sixteen colors are 
available in VGA, EGA and TGA modes, 
while only four show up in CGA. For 
folks who want high resolution at the cost 
of color, Hercules is supported. 

The backgrounds were the best­
looking scenes, especially the trees. Peo­
ple were much too small to be clearly dis­
cernable. But when you enter a shop, a 
small option window appears with a pic­
ture of the merchant. These pictures are 
quite cartoony. By contrast, their counter­
parts on the Sega version of the game are 
very realistic. 

Apples and Oranges? 
How do the two games compare? Well, 

the Sega game definitely sports better 
graphics and sound, but the IBM version 
has the advantage of size. The overland 
area and parts of the temple maze that I 
explored were at least two or three times 
larger on the IBM version. I guess that's 
the advantage of 640K. 

Apart from those few things, they were 
very nearly identical. Oh, there are some 
superficial differences. The bad guy in 
the Sega game is Dark Dekt instead of 
Malificus, the Seer becomes a Fortune 
Teller in the IBM version, and Arick 
changed his name to Aron. All in all it's 
an excellent translation in both directions, 
taking advantage of the best features of 
both machines. 

Keys to the Hard Disk Kingdom 
A hard disk can be used, but "key 

disk" copy protection requires you install 
the master disk in one of your drives 
when you first run the game. After this, it 
should be removed to prevent catastroph­
ic accidents. 
Conclusions: If you are a fan of the 
bonding of computer RPG and video­
games, this one is right up your alley. 
Graphics and sound are very good, if not 
exceptional, and the action gets fast and 
furious in spots. Add to this the character 
build-up and object-gathering activities of 
an average RPG and the game's unique 
mazes, and we've got a winner. 

Skill Level: Intermediate 
Protection: Key Disk 
Price: $44.95 
Company: Kyodai/Broderbund 
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Death Bringer 
First head to Temple of Set, which has 
the most money. Then check out the 
Towers for armor and magic swords. Ig­
nore the manual's advice about not kill­
ing people. Just get any information they 
possess, then wipe 'em out. (Yes, even 
the Good Elves, who have some of the 
game' s best armor.) The priest gives false 
tip about location of Dsptt. 

Paul Shaffer 

Universe m 
To get your blaster past the check-point 
where no weapons are allowed, eat the 
candy bar, wrap the blaster in the candy 
wrapper and put it in the hedgehog hole. 
He'll take it to the other side. There you 
get it back by punching buttons on the 
transceiver till you hit one that irritates 
the hedgehog and makes him drop it. 

Stephen King 

Manhunter San Francisco 
Day 2: At temple in stairway with stat­
ues, read dragon note. Look at third stat­
ue on right (R3), first on left (Ll), and 
fourth on right (R4). Fit words into the 
sentence. Rub statue with "ifbwfo" on it 
to get message gpvs qjodift. At dragon 
brand, don't brand yourself. Get scroll 
and jump out window. Move quickly to 
right and enter door. Take gpvs qjodift 
from container tfdpoe from left 

Steve Kehlet 

Might & Magic II 
The Path of Light to the Good Wizard 
Yekop is uxp, uxp, gpvs, tjy, tjy, 
uxfmwf, B, E, G, J; the access code is 
left tjyuz-gpvs, right uijsuz-uxp. The 
Path of Dark to the Evil Wizard Ybmug 
is pof, uisff, pof, uisffor tfwfo, ojof, 
fmfwfo, B, D, H, J; the access code is 
left uxfouz-uisff, right gpsuz-tjy. 
Each Talon is found in the corresponding 
element. Air Talon: fmfwfo, tfwfo; 
Water Talon: ufo, ufo; Fire Talon: 
gpvs, gpvs; Earth Talon: fjhiu, fjhiu . 
(Each Talon is well-guarded, so wait till 
your party is very strong.) To learn all 
spells, go to Qjofivstu, uxp, pofon 
lowest level. Bring along two million in 
gold. Don't free Corak until at least one 
Cleric can cast.Holy Word spell. Don't 
steal Murray's gold, or your stats will be 
reduced. King Kalohn and the Mega­
Dragon battled in the Ninth Century in C-
4 at gpvsteen, gjwf. 

DueyHua 

Day 93: have Cleric cast Obuvsrt 
Hbuf. This takes you to the bottom of 
the Dead Zone, where you can get Star­
burst. Get Sfe Evlf and Sfe Fzf in Am-
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bush Valley as soon as possible. When 
earning Triple Crown, fly to E-2 and 
drink from fountain, then fly to Arena 
and fight. Tree at E-2, uisff, tfwfo, re­
plenishes food supply, as does feast north 
of the entrance to Luxus Palace. Avoid 
the pool at E-3, 10, 12, which destroys all 
items in your packs. The Gourmet is at 
A-3, tfwfo, tjy. The Gem-maker (inside 
Volcano, uisff, uisff) gives you the En­
chant an Item spell. At tjy, ufo in Volca­
no you'll find 800-1,000 gems. Get them, 
leave, return for more. 

Brian Walker 

To fmd hirelings Flailer and Fumbler, 
search all the Qfbsm Jtmboes. You'll 
be attacked by White Knights, so party 
should be at least level seven. Succeed 
and you'll get 3,000 points for killing 
each set, plus some good magic items. If 
you prefer to avoid the Knights, look for 
the hirelings on the xftufso-most island. 
For an easy 2-3 million experience 
points, flyr to E-2, go two north and tele­
port eight east. Drink from fountain, fly 
to B-2, got to pof, ojof and defeat the 
Cuisinart. Search for up to 5,000 gold 
each and items up to +28! 

Jason M. Meagher 

Curse of the Azure Bonds 
To gain lots of experience, go to Hap 
right after Tilverton. Allow Akabar Bel 
Akas to join. Proceed to cave, then to 
Tower. Save game after first fight with 
Dark Elf Lord, before Challenge of the 
Sphere. Select Akabar to take challenge, 
an almost sure bet. This will net the party 
about 100,000 experience points to share. 
Save game (new save) and transfer char­
acters back to previous position to earn 
more points the same way. The Dark Elf 
Lord has the game's most powerful 
weapon, and each win at the Sphere Chal­
lenge gives you another chance at good 
equipment, including Magic-user spells. 

Dennis R. Ewell 

In Yulash, everyone should at least have 
a Wand of Jdf Tupsn or efgpmjbujpo 
to defeat Shambling Mounds. Don't use 
Lightning or Fire, which heals them! In 
the pit, you'll find Alias and Dragonbait 
by following smell of baked bread. When 

Now that we're running two pag-
es of Keys each issue, we've 

completely run out of clues-so 
send in more Keys now! Don't 
forget: you'll get a whopping 

$5.00 if your clues are published 
in QuestBusters! 

Alias says Temple of Moander is beyond 
door in front of you, turn right or left and 
enter that door. After the battles with · 
Cultists, rest twelve hours, fight some 
more. When fully rested, return to Tem­
ple for final battles, leading up to mon­
sters with 140 HP! In Zhentil, Olive 
Ruskette takes you to Dimswart the Sage. 
To get rid of Zhentil mark, accompany 
woman in purple who asks you to go with 
her; Dexam removes it, but keeps Amulet 
of I..,athander. When he leaves, remain in 
one-space shrine area and face wall and 
you only have to fight a few battles. 
While hunting for Dexarn, bypass any Be­
holders with their main eye turned away 
from you: they're dangerous Gas Spores. 

John Ransbottom 

Ultima V 
Upon entering Dungeon Shame, climb on 
the rocks in southwest comer of the room 
until you discover the secret passage. 
This leads to the first level of the dun­
geon. Before entering, make sure you 
have the Amulet (in Underworld on 
graves of Lord British's knights), LB's 
Crown (Blackthorn's Palace, level gpvs) 
and Sceptre (Stonegate), the Sandalwood 
Box (secret room in LB's chambers; play 
"Stones" on harpsichord to open door) 
and the Magic Carpet (in the same room; 
not imperative, but useful in traveling 
about the Underworld beneath Shame). 

Scott Haverly 

In Hap, enter every building, especially 
large ones in the center-you can rest in 
these. If overwhelmed in battle with 
Efreets and Dark Elves in barn, try again. 
The number of Dark Elves is randomized. 
When you finally beat them, take and use 
their armor for everyone in your party. 
Don't throwaway old armor, since "drop 
armor" doesn't work in daylight. To win 
battle with Dracolith, cast Cmftt, 
Qsbzfs, Qspufdujpo gspn Fwjm be­
fore entering room of Dragon skeleton. 
Cast Fireball on creature. All characters 
must survive this battle, for it's a long 
time way back to town, unless you exit 
caves and go to Essemdrea, in which case 
you lose Akabar Bel Akas. 

Nitin Kasturi 

Because of their Giant-fighting ability, at 
least one Ranger should be in your party. 
ujmwfsupo: keep Dust of Disappear­
ance handy for a very difficult situation. 
(Used in camp, it affects all members for 
several hours.) Ibq: magic is nearly use­
less against Drow. Defeat as many patrols 
as possible before battling the first Efreet; 
this way you'll face fewer Spellcasters. If 
Drow weapons are acquired, don't dis-



card previously held weapons. (You'll 
find out they disintegrate in daylight) 
Myth Drannor: Don't loot anything in 
graveyard. Beware of unusual sightings, 
for things aren't always what they s~m. 
Upon arrival in second ruins, help friend­
ly Rakasha, a nimble Fighter if given a 
weapon. Cast silence spells on adjacent 
creatures to render enemy Rakashas al­
most harmless. 

Patrick Knecht 

After losing each bond, report to the 
Standing Stones for the next quest. When 
attacking Drexam, charm Medusa ont~ 
your side for help. The Wand of Def?l!a­
tion destroys plants. Also charm a BIt 0 
Moander onto your side, or you'll have a 
tough fight. 

Patrick P. Jankowski 

The Magic Candle . 
To raise Sunken Isle, pull levers m 
Ebswbmf,Qjzbo and Jdf Qmbjot. 
Teleport to Isle and ask book about Ritu­
al of BxbsfofU. Unicorn (and Green 
Ring) is on Ifbwfocz. Chant Sherro's 
High Call to get it. Sarg.oz: porta" fro~ 
level 3 to 4 is south of ume trap m mIddle 
of level, in small alcovel. Get Elven 
Cloak from Crezimas under Crystal Cas­
tle before tackling Furnace of Hades. 

Brian Riggs 

Hillsfar 
Most important stats in character creation 
are Strength and Constituti?n, but Dexter­
ity should be moderately hIgh. Characters 
with high Strength should always try to 
force a lock, especially the simpler ones. 
If that fails, use a Knock Ring. Secret 
room entrances are always found in 
dfousbm opsuifso part of building. Go 
xftu into walls till you find a secret door. 

Nitin Kasturi 

Space Quest III 
Phleebhut: by heat resistant underwear at 
World of Wonders. When Amoid comes, 
go to top of Moe's Head (west & up) and 
stand by north pulley. When he's a few 
steps away, hsbc ippl. Go down stairs 
and get Amoid's invisibility belt. Ortega: 
wear underwear and find Scumsoft obser­
vational area to southwest. When observ­
ers leave, get uifsnbm efupobups 
from dsbuf and throw at generator in 
volcano. Get qpmf from bofnpnfufs ~o 
vault over crevice and return to your ShIp. 

Brian Riggs 

Neuromancer 
To enter Bank of Gemeinschaft's vault, 
use passcode BG 1066 (not coded). Use 
cyberjack to enter cyberspace, then use 
Probe program to fmd Bank of Zurich. 
Open an account and use trick from July 
'89 "Keys" to get 30,000 credits. To de-

feat AI Greystroke, go to Free Side and 
enter Starlight door. Enter cyberspace, go 
left four and straight till you reach the 
next ICE (Fantom BBS). Break the ICE 
and use program Battlechess 4.0 to easily 
get past the AI. Get program Hemlock 
1.0 and return to the city to confront 
Greystroke. Use Hemlock on AI. Ge~ pro­
gram from library and ret.urn to Starhght. 
This time attack the Starhght ICE and de­
feat AI to boost your Attack skills. Then 
go right four and straight to the next ICE. 
Break that one, and Neuromancer talks to 
you. Use any three Attack skills to escape 
prison, then use program you got from 
Greystroke and kill it like any other AI. 

Steven Rankin 

To get a discount on decks, ask Asano: 
"Why does Edo call you?" and th~n says 
"You don't like Edo." Next tell hIm, 
"Edo is a hobu't fzfcbmm." Don't sell 
your body parts or volunteer at H~tachi; 
upload all your money to your ~hip to 
avoid court fees. More money tIpS: For 
7 500 credits, upload Comlink 6 to Ho­
s~acorp (password fungeki). While 
there, put your name on the employee 
list, then go to Hosaka' s office and get 
10 000 credits. Calilink-bozobank, use 
Sequencer on intro screen and open an 
account. Then calilink-bankgemein 
(password verboten) and transfer 30,000 
credits from account # 646328356481 to 
your Zurich account. Also, there are 
500,000 credits in the Bank of Berne: au­
thorization code LYMA1211MARZ, 
account 121519831200. 

ErnestLai 

To get best software and make it to level 
six, jack into Bank of Berne and go to 
your right till you reach the next ICE. Af­
ter breaking it, get program K. G. B. from 
library. Use it in cyberspace; it takes you 
to level six and the K. G. B. BBS-where 
you'll find the best attack software in the 
game. The database fro Maas Biolabs is 
also on level six. Break into it, then tum 
off the alarm and unlock the door. Go 
back to city and buy a gas mask at the of­
fice across the street to the Biolab. Then 
enter and say you want to test some cy­
bereyes and that the test subject is you. 
Cybcreyes lets you hold unlimited num­
ber of programs and offers best shielding. 

Steven Rankin 

Wizardry V . 
Here's how to get lots of gold in a hurry. 
(This is for the IBM version, but similar 
steps should work on all systems.) A: 
Make two copies of master disk "a" and 
label them Disk 1 and Disk 2. B: On 
Disk 1 create a character named Alpha. 
He nee'ds at least 100 gold, so send him 
into combat if necessary. C: Put a write 
protect tab on Disk 1 and m.ove ~lpha to 
Disk 2. (The tab prevents hIS bemg 
erased from Disk 1.) D: On Disk 2, re-

name Alpha "Omega." (You must use the 
Leave Game option to save the new 
name.) E: Switch the write protect tab 
from Disk 1 to Disk 2. F: Move Omega 
to Disk 1; add him and Alpha to the party 
and pool gold to Alpha. G: Del~te Ome­
ga from Disk 1. SWItch tabs agam and 
move Alpha to Disk 2. H: On Disk 2, 
pool gold to Omega and delete Alpha. I: 
Repeat steps E-H until you have enough 
gold for really good armor, etc. 

Joseph Lore 

Level I: To enter Temple of Brotherhood 
at 17N, 8E, you need the Orb ofLl~lga­
man from room at 9N, 18E. To get mto 
this chamber, you must pick the lock (or 
cast Desto) on doors at lIN, 2IE. Inside 
the Temple of Brotherhood (and carrying 
the Orb), go to 24N, 8E and ask G'Bli 
Gedook about Brotherhood, Gatekeeper, 
Orb of Llylgamon and Triaxial Gate. He 
has valuable info about your ultimate 
goal. He also has a Holy Relic (figuriny) 
for $25,000 that will change o~e attribute 
of anyone character, then vanish. To use 
the Castle Transport at 4N, 12E, you 
need the Bag of Tokens found by search­
ing for hidden items among the bones 
and rustling armour at 4N, 4E. Before go­
ing after the Bag of Tokens, though, enter 
the Motor Room at 4N, 6E and shut off 
the motor. (Iron Nose will sell you the 
key to open the Room; ask him about the 
key after you buy it.) The sequence to 
shut off the motor is EDCB. Don't go 
into room at IN, 12E unless hit points are 
high. The shaft dum~s yo~ on ~v~l 2. 
(But if you've cast LitofeIt, you 11 Just 
float over the shaft.) Once down the shaft 
and on Level 2, you'll find a rope at 2N, 
5W that gets you back up to Levell. 
(Watch out for pits.) Answer to riddle of 
Dark Statue of the Fanged Beast (at 27N, 
20E) is wbnqjsf. It will move and let 
you pass. To enter room with Silver Door 
(27N, 5E), you need a Silver Key from 
pile of junk at 14N, 27E (search). 

Sandy Poynor 

End game: the four staffs need to win on 
level eight are on level tfwfo. Staff of 
Water: in pool at ufo E, uxfmwfN. 
This pool has some levels that heal, and 
level 10 restores magic-which is vital, 
since you can't return to castle after be­
ginning final quest. Staff of Fire: uijsuf­
fo E, ojof S; but first get Black Rod at 
uijsuffo E, eight N. Staff of Earth: 
five W, uijsuffo S, and you need wand 
from Evdl to enter. (Return his and buy 
another.) Air Staff: uxfm wf W, tfwfo 
S; you need caged bird from Mppo to 
enter. Answer to Bird's Riddle: mjgf. 
Cast Spell of Summoning quickly in final 
battIe with The Sorn, or you won't be 
able to defeat her. 

Fred P. Andoli 



Dark Side, Eclipse 
Continued from page three 

in ancient Egypt, Hahmid ill, a diaboli­
cal high priest of the sun god Ra, put a 
curse on the shrine ofRa. Any object 
coming between the shrine and the sun 
would be destroyed. Well, in just two 
hours there will be a total eclipse over 
Cairo-and unless you can fmd the 
shrine and destroy it in two hours of real 
time, you can just kiss the moon good­
bye. Of course your motives aren't en­
tirely altruistic. You also expect to fmd a 
fortune in treasure 
hidden in the shrine. 

sketch. Docs in both are seven-page af­
fairs that are well-illustrated. 
Conclusions: I like both games be­
cause their solid, three-dimensional 
worlds make you feel like you're really 
part of the story-an actual participant 
rather than an observer. Also, both fea­
ture superb mood-setting musical sound­
tracks that can be toggled off when you 
just want the sound effects. 

There are, however, a couple of draw­
backs to both games. The first problem 
(at least with the C 64 version) is the 
slow frame rate of the animation. Be­

Besides your 
trusty pistol and lim­
itless supply of bul­
lets, you start the 
game with a wrist­
watch, a water bottle 
and a compass. 
These three items 
are graphically dis­
played at the bottom 
of the screen to indi­
cate the amount of 
time remaining be-

Dark Side, IBM 

cause of the time re­
quired for the 
computer to calculate 
and redraw what the 
screen will look like 
from a new angle, it 
usually takes a full 
second or more to up­
date the screen when­
ever you move. While 
a second may not 
seem like a long time, 
it is enough to inter­
fere slightly with the 
illusion of free move­

fore the eclipse is total, the amount of 
water you have left and the direction 
you're facing. In addition, a beating 
heart shows you your current state of 
health. Each time you're injured-by 
falling from a high place or getting hit 
with poisoned darts-your heart beats a 
little faster. The faster your heart beats, 
the closer you are to a fatal heart attack. 
[As Sting said while playing the game, 
"Be still, my beating heart!"] 

You believe the shrine to be located in 
the top of a huge pyramid, but making 
your way through the fifteen-Ievellaby­
rinth of rooms inside is a real challenge. 
Many rooms are locked and can only be 
entered if you have an ankh, which 
serves as a key in this game. Ankhs can 
be found in various rooms in the pyra­
mid, as can water troughs and pools to 
replenish your water supply, and treasure 
chests to satiate your lust for loot. 

Though your pistol is sometimes used 
to defend yourself against dart-shooting 
mummies, it is more often used as a type 
of switch. You can, for example, open 
and close treasl,lre chests, blocked door­
ways and mummy cases simply by 
shooting at them. In one room you can 
even make a stairway appear by shooting 
a solid block that's sitting on the floor. It 
is possible, however, to destroy essential 
structures such as walkways by firing 
carelessly, so think before you shoot. 

The Total Eclipse package includes a 
pretty complete map of the the mazes, 
but the one with Dark Side is a primitive 
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ment. The second problem is that the 
graphics of your surroundings,while col­
orful, are blocky and lack detail. Despite 
these problems, I still consider the Frees­
cape system an impressive achievement. 

If I had to recommend one game over 
the other I'd probably pick Total Eclipse. 
It's more original, especially if you've 
already played Space Station Oblivion. If 
this is your first Freescape adventure, 
than either title is a good bet. 

Skill Level: Intermediate 
Protection: None 
Price: C 64, $29.95; others, $39.95 
Company: Incentive Software/ 
CinemaWare 

Death Bringer 
Continued from page six 

congratulatory message. There's no way 
this is another Dungeon Master." 
Conclusions: Maybe we shouldn't 
have saved England from the Nazis after 
all-just look at the software they're 
sending us! Well, maybe it's not that bad, 
just that it doesn't live up to the hype on 
the packaging: one quote from a British 
magazine says it has " ... better graphics, 
sound and gameplay (than Dungeon Mas­
ter)." How much Guinness did that re­
viewer have for lunch, we wonder? In the 
end, however, it is recommended for 
real beginners who aren't read y for a 
hardcore game like Dungeon Master, 
since magic and combat are unintimidat-

ing in this one. 

Skill Level: Novice 
Protection: None 
Price: C 64, $29.95; others, $39.95 
Company: Pandora/CinemaWare 

Adventure Hotline 
Continued from page five 

QB recently, don't send us the coupon 
from the book. Your free issues (two for 
Canada and First Class, one for overseas 
subs) were automatically added to your 
sub when you placed the order. 

Over There! 
Overseas subscribers planning to renew 
or order books, etc., should be sure your 
check is payable through a US bank. If 
it's not, the banks here require a $50 min­
imum before they can send it off for col­
lection. You can also send a postal 
money order payable in US funds. Sorry, 
but we're no longer accepting credit card 
orders-too many computer-related mail 
order rip-offs have made banks leery of 
the whole idea, and we finally had to shut 
down the Pennsylvania account that pre­
viously processed them. 

The Key Club 
If you need help on an older game and 
can't stand waiting for Duffy, request a 
copy of the Key Club list. It gives names 
and addresses of QBers who will answer 
questions of specific games. Write to 
Brian Smith, 3035 Montego, Plano TX 
75023 and send a self-addressed, stamped 
envelope. If you want to add your name 
tQ the Key Club-and can help with 
games released in the past year-Brian, 
the Official Keeper of the Keys-will be 
glad to add your name to the list. 

Six Free Issues of QB! 
Do you know anyone else on the entire 
planet who plays adventures? Get them to 
subscribe to QB-and mention your 
name when they do-and we'll add six 
free issues to your sub (four if it's First 
Class or Canadian, two for overseas.) 
You can even give someone a gift sub­
scription and get the free issues (but you 
can't give a gift sub to yourself or a 
household member). And thanks to eve­
ryone who has already done so. 

Keys to the Kingdoms Winners 
This month Steven Rankin and John 
Ransbottom get the game of their choice 
for sending in Keys. Next month, in an 
effort to attract more clues, we'll pay 
$5.00 for each published clue rather than 
making it a contest-but will also work 
up some interesting contests now and 
then. 





Waiting for Duffy 
Duffy's in the dungeon with Dinah, so 
contact these people if you can help. 

King Mitre so 1 can help Princess? Su­
zanne Humphries, Lot 8 Oakey Flat Rd, 
Moaryfield, Qld Australia 4506 

Last Ninja 1-2: I-how to get past red 
carpet in palace? 2: Get past alligator in 
sewers? What's map for? Jon Lester, 980 
Peartree Lane, Webster NY 14580 

Ultima 5: Where are jeweled arms & . 
what do they do? Where is sandalwood 
box? Eric Weiler, POB 1235, Brookshire 
TX77423 

Where's Cowardice shard & area of 
darkness? T Evenson, Box 207, Frontier, 
Sask, Canada SON OWO 

Oo-topo & Pawn: Need missing mission 
code. Blue key isn't behind pedestal in 
cave, where it's supposed to be. Renate 
Brink, POB 597, W Dundee IL 60118 

Bard 3: Did Tarmitia, got special weap­
ons & ready for Malefia-but when I 
cast EVIL at Vale of Lost Warriors, it 
fizzes! Help! Woosuk Sohn, 484 S Mar­
ginal Rd, Jericho NY 11753 

Magic Candle: Gate chant for Khazan? 
How to enter Meardom? Where's Kalb's 
Temple? T. Hadler, 15 E Lagoon Dr 
Bricktown NY 08723 ' 

Dungeon Master: How to reach 2nd lev­
el? G Kinney, POB 219, Taftsville CT 
06380 

Ultima 1: How to launch ship with the 4 
gems? & where is it? What about rescu­
ing Princess? Tom Radigan, 264 Addison 
Rd, Riverside IL 60546 

Jewels of Darkness: Keep drowning after 
blasting dynamite. L Smith, 7134 Co­
manche Ridge, Converse TX 78109 

Sorcerer: How to open trunk? Bard 3: 
password for Mouth to enter last level of 
Dark Domain? M & M 2: How to enter 
Dead Zone wlo radiation? Mike Jasper, 
RR 2 Box 65, Worthington IA 52078 

Times of Lore & Amazon: Stuck in 
Blasted Spot & need to get in Temple? 
Saved Princess but his father won't give 
me tablets! (Killed the Lyche.) Amazon: 
need help on highest level. Joy Griffm, 
8055 Renault Dr, Jacksonville FL 32244 

Azure Bonds: need maps, hints. B G Fea­
gins, 16-A Michael Loop, Ft Benning GA 
31905 

QuestBusters 
POB 5845 
Tucson, AZ 85703 
Forwarding and Return Postage Guaranteed 
Address Correction Requested 

YOUR SUBSCRIPTION EXPIRES: 92102 

GOLETA CA 93117 

Manhunter: how to get Harry's radio? 
Gold Rush: what to do in mine's secret 
passage? David Hepkin, 307 Overcreek 
Richardson TX 75080 ' 

Police Quest 2: what to do after 1 get lip­
stick & blood stain? At Marie's apt. after 
she's kidnapped? How to get scuba gear 
do at airport? Manhunter: What to do at' 
computer? (I know password.) After 2nd 
game & 1 fallout window? K Wagner, 
POB 36, Fombell PA 16123 

Passport to 
Adventure 

Quest for Clues I: $24.99 
Quest for Clues II: $24.99 
QB M~p Kit (includes US/APO shipping, 
Canadians send $3 US for shipping; no 
overseas sales) 
Kit A: (for text/graphic games) $8 
Kit B: (for role-playing games) $8 
(Each has 100 sheets of mapping paper.) 

US orders, enclose $3 shipping & han­
dling for the book. $6 to Canada & APO 
$12 overseas. Credit cards are not valid' 
in this realm, and we don't bill. COD or­
ders (US only), add $3. AZ residents add 
5% sales tax. Send checks payable to 
QuestBusters, with your street address, 
not a Post Office Box. 

Bulk Rate 
U.S. Postage 

PAID 
Tucson AZ 
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