
































L] Keys

Manhunter San Francisco
Day 1: Inbank, look at words cbu
wpnju as if you were on other side of
door. Day 2: After muzzling dog in
Tad’s apartment, note design next to
word Heaven on wall; you’ll need it later.
At temple, look at statues representing
Castle, Gateway and Hell (in that order).
Rub Heaven jewel with dmpui from
Qfufs Cspxo’t apartment. After you
jump out window with the scroll, move to
the right—don’t travel. Day 3: At wax
museum, use gboh on Noah’s tie to get
orb ID card. Go to Hyde Pier and use ib-
udifu under pier. At Alcatraz, use ibu-
difu to get out of crate. Give statue to
sccond mutant on the left in the second
row. Use ID card to free all mutants.
Make sure you hold the orb-on-a-stick up
to the face scanner.

Brian Riggs

Tangled Tales
Run from ghosts and ghouls. Go down
rope north of start to find Alvin. Explore
for secret door and go down ladder to
find shovel. Ejh in hbsefo for night-
crawlers. Feed to hpmegjti for blue key.
Get free bucket by returning to shop with
Bmwjo. Use key at Ibvoufe ipvtf to
find Fear spell. Doppleganger in dfoufs
cell. Freeing Sneezy in bottom cell al-
lows you to find diamonds in pool north
of mblf. He’ll leave you soon after ob-
taining them, as well Goldilocks when
she opens lock in house. Drop diamonds
in pool in basement of Xjabse’t Upxfs
to change to coal. Fbu tufx to get
matches to light coal. Statue of Jennifer:
use potion from Esby (40 gold) and fol-
low her directions. (She can see secret
doors.)

Charles Jones

Demon’s Winter

Recommended party: Dark Elvish Wiz-
ard, Elvish Ranger and Visionary, Dwarf
Thief, Human Paladin. Be sure they gain
at least one Intellect point with each lev-
el; you’ll need them for skills. Use joy-
stick (on C 64 version) in port 2, not 1 as
data card says. Idlewood is on a large is-
land south of starting position. To op-
suixftu is hidden demon city of Qoorik.
I suggest enchanting an item with a po-
tent Heal spell (eight points Heal 3 x a
day) at the Dwarven Cave. This will save
your Wizard lots of spell points. College
of Metal Runes is in the npvoubjot
tpvui of Jemfxppe. College of Wind
Runes is fbtu of Jemfxppe on small is-
land in lake. College of Fire Runes is on
island xftu of Jemfxppe. College of
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Spirit Runes is on small island just north
of the largest desert island (College of
Kung Fu is in middle of this desert. Col-
lege of Fencing is on same island as town
of Ufsmbe.

Adam Spatz

Populous
Use sword on rock and grass landscapes,
ball-and-chain with desert. Unless on an
ice world, build a castle as soon as possi-
ble. To really mess up the enemy, volca-
no him right in the center of his
settlement. With enough manna, speak
loudly and swamp a lot (swamping’s the
most effective way of slowing down the
foe). Use earthquakes to disrupt castle-
building.

Nate Trost

Sentinel Worlds: Future Magic
Don’t use the pre-rolled party. Give all
characters 20 Comprehension points. Try
to give Medic and Engineer 20 Dexterity.
When first released into space, don’t stick
around to get blasted if new at the con-
trols. Warp to a planet. Find Granger’s
Space Yacht and board it, then go up-
stairs and he’ll upgrade your ship. If you
get minerals on Caldorre, sell them on
Norjaenn, and vice versa. A discount
weapons shop is at 2112, 480 on
Ceyjavik.

Steve Kehlet

Sword of Aragorn
Your first mission outside Aladda should
be to kill Minotaur in wooded area just to
northwest of Aladda. Hire some charac-
ters before the fight, for the troops won’t
fight the Minotaur. Agree to join Petrov’s
army when you attack Brocada, and
they’ll become vassals. Accept Elves’ of-
fer to cut down on lumber production.
They’ll then attack Paritan with you.
Don’t attack Paritan till you get message
that Pitlag has sent his troops out of
town. Kill the Giants and release their
prisoners before entering Sur Nova. The
Giants are found on the trail and near the
river to the northeast of Sur Nova. Don’t
move during months when attrition is
above zero, or some of your men will
leave or die.

Jon Haverly

King Arthur and the Holy Grail
The Conkers and the Leprechaun:
Cyr uvsumf, Sfusbdu ifbe and mfht.
Wait (till conkers stop). Cyr human. Take
all. N. Examine tracks. W. Listen to mur-
muring. E. Drop cpuumf. Hide behind
rock. Wait (till leprechaun grabs

cpuumf). The Kraken and the
Bracelet: Drop all but sword. S. Cyr
ffm. S. SW. Examine Kraken. Examine
cpbu. Shock Kraken. Ne. N. Cyr hu-
man. Take txpse. Attack tentacle with
txpse. Cyr uvsumf. S. Swim through
bracelet. N. Sfusbdu ifbe. Cyr human.
Take all. Wear bracelet. N. Take all. The
Black Knight: Examine Knight. E. At-
tack Knight (till he drops sword twice).
Hit nfebmmjpo with txpse.

Paul Shaffer

Starflight
When you try to orbit a planet and a satel-
lite stops you and states a number, answer
yes only to multiples of tjy. Earth is the
third planet in system uwp ivoesfe
gjguffo, fjhiuz-tjy. The City of the
Ancients is at uxfouz-ojof O, uijsuffo
X on a planet in system gjguz-tjx, pof-
ivoesfe, gpsuz-gpvs. (This applies to
the IBM version and will probably work
on Amiga and C 64 versions.)

Garrett Lee

Ultima V
To avoid battles when characters are
weakened by lengthy campaigns in the
dungeons or Underworld, equip one or
two of your strongest characters with
Rings of Invisibility. When you encounter
a party of Mongbats or appear to be
trapped by Demons and don’t want to flee
(Avatars never flee), then have just your
visible characters flee. The monsters, una-
ble to see those wearing the Rings, will
leave, and you’ll win the battle.

Richard Conley

Curse of the Azure Bonds

In Hap: it’s not necessary to have Akk-
bar join the group, though he will if you
enter the Bar or Temple. Duplicate Dust
of Disappearance before entering Hap
and use in toughest battles. After the bat-
tle, you get a map to the caves. Enter
Wilderness, choose Caves and fight Sala-
manders and Dark Elves. This way you
may gain 1,000-2,000 points. After heal-
ing everyone and learning spells, save
and turn left twice to meet Silk for your
next assignment. While exploring, don’t
open doors at this point; run from EIf en-
counters. There’s a set battle at the large
open space, about 4 x 4, where you can’t
see the far side. A tough Dragonlich lives
south of this area. After defeating him,
proceed south and west to the tower and
Dracandros. Save, and always resave be-
fore entering the tower’s next level. Par-
ley nice with Dragons after Mark is



removed. Use Fumble or Hold spells in
Berserker EIf attack. After next battle, re-
treat to top floor to rest and learn spells.
Stairs down are at opposite corner of door
where party entered this level. If map-
ping, remember that each lower level
adds a new vertical and horiztonal row to
the grid. After exploring everything and
defeating Wyverns, save before going
outside. Use Dust. After defeating Dra-
candros (see next paragraph), enter door
to caves and give black eggs to Silk.
Charles Jones

To defeat Dracandros: Cast as many
preparatory spells (Bless, Resist Cold &
Fire, Prayer, Protection from Evil 10’ ra-
dius, Shiled, Invisibility, Strength, Invisi-
bility 10’ radius, Fire Shield) as possible
before entering the room. If you’ve found
Potion of Speed, use it on your best
Fighter instead of the Haste spell, which
will age him. Get as close to Draconos as
possible before attacking, to take advan-
tage of your Invisibility. Keep team close
together to benefit from Protection. If
your Mages know Hold Monster, use it
on the Efretis to bottle them up, then
have Clerics cast Hold Person on the
Dark Elves.

Perry Davis

Join the Swanmays if you have a fe-
male character. They’ll pay you if you
bring them the Dragon Heart and/or
Dragon Egg. To get the Heart, attack the
Dragons on roof of the tower. The Egg is
on level two of the Tower in the Labora-
tory. Blessed Bolts found in the Cvsjbm
hmfo will kill Rakshasa. Get the Bolts
from the Queen’s Spirit. In Myth Dran-
nor, help the man who’s being chased by
Hellhounds. Then get his treasure at
gpvsuffo, uisff. Enter the Temple at
Myth Drannor last, since you can’t keep
adventuring after you slay Mr. T. Search
around all towns for dungeons after re-
moving last two bonds. For a real good
time, go to caverns under Dagger Falls,
where you’ll find the Mulmaster Behold-
er Corps meeting with many High
Priests, Dark Elf Lords and Rakshasas.
Use Dust and Bolts.

Jon Haverly

The key to winning (as in Pool of Ra-
diance) is the Dust of Disappearance,
found in the Sewers or Hideout. Give it
to a backup character for duplication (see
September 1989 issue for how-to). Also
duplicate Wands of Fire, Ice, Lightning
(only usable by Wizards) and Defoliation
(works only in Yulash). Yulash: Use
Dust periodically here. After entering Pit,
enter door on right and move to next
room, then enter door on right again. Af-
ter battle, Alias and Dragonbait will join

you, departing when you leave Pit. Turn
east to main passage and look at Journal
Entry uxfouz for entrance to stairs. Exit-
ing stairs, go north to find Mogion.
Zhentil Keep: Go with Ruskettle. (If
you don’t have Dust, you should have
mirror.) Find her by exploring town. Af-
ter freeing prisoner, follow Ippefe
xpnbo. Use Journal Entry gjguz-ojof
to find way out; you’ll meet Zhentrim as
you exit. Myth Drannor: Head east to
next set of dungeons, fighting as you go.
You can speak to anyone, but beware.
Journal Entry uxfouz-gjwf is false. Go
north in next set of dungeons. To avoid
battles, Parley and speak Haughty. Enter
Ruined Temple to north. After battles,
find ‘stairs leading up’ and go north, then
east to last door. Using Dust in camp
prior to this will be beneficial. Defeat
minions of Mr. T. with Wands of Fire,
Ice and Lightning. Kill T. with bows.
Charles Jones

Indiana Jones and the Last
Crusade
To pull out the plug from water-filled
room, use ippl from the arm of the dib-
jofe-vq tlifmfupo. You also need to be
in the room below the stopper. The
three statues: PQFO the grail diary
for a clue. To raise the drawbridge:
use sfe dpsepo from the library to re-
pair the machine in another part of the
catacombs, then turn the wheel. The
combination: take the painting of the
trophy from Henry’s house and give it to
the guard in the hallway outside. Which
is the correct grail? If you read the
inscription in the catacombs, it should
have narrowed the choice to two (you did
make notes, right?). You have to read the
accounts in the Grail diary that came with
the game to see the descriptions of these.
Note that one says it hmpxt and the oth-
er doesn’t. You can tell which of the two
is right by getting into the wbvmu in the
castle. A picture will tell you if the right
one hmpxt or not. If you are unaware of
both of these things, you will just have to
try them one at a time until you get the
right one.

Stephen King and the person who sent
the solution without his name on it!

Wizardry V

This sequence of steps immediately pre-
cedes the encounter with the Sorn. Re-
member you cannot exit from this level
in between steps in the sequence. You
must finish the entire process in one at-

-tempt. Present the Jack of Spades to the

Lord of Spades. Use the Orb on the Hot
Red flame. Enter the portal to go to Level
8. Defeat your clones and proceed to Red
Sphere. Use Staff of Fbsui at Sphere.

Answer B, E, J for candles then obuvsf
for next riddle. Exit this level using por-
tal. Present the Queen of Hearts to the
Lord of Hearts. Use the Orb on the Warm
Blue flame. Enter the portal to go to Lev-
el 8. Defeat your clones and proceed to
Blue Sphere. Use Staff of Xbufs at
Sphere. Answer C, I, F for candles, then
hspxui for the next riddle. Exit this level
using portal. Present the King of Dia-
monds to the Lord of Diamonds. Use the
Orb on the Cool Yellow flame. Enter the
portal to go to Level 8. Defeat your
clones and proceed to Yellow Sphere. Af-
ter defeating the clones, you will receive
the final card, the Ace of Clubs. Use Staff
of Fire at sphere. Answer D, H, G for
candles, then dibohf for next riddle. Exit
this level using portal. Present the Ace of
Clubs to the Lord of Clubs. Use the Orb
on the Cold White flame. Enter the portal
to go to Level 8. Defeat your clones and
proceed to White Sphere. Use Staff of
Air at Sphere. Answer B, C, D, E, F,
G, H, I, ]J for candles, then ivnbo for
next riddle

Harald Smit

Usurper: Mines of Qyntarr
To get geiger counter, get and wear hbt
«nbtl from Nveez Sppn before entering
Tvqqmz Sppn. To get past the Scorpi-
on, go southwest from the room, then
south to the Rainy Room (the Scorpion
follows and is disabled by rain). To get
past the pig in the pig sty: get qfbsm
ofdlmbdf from Kfxfmsz tupsf. Dbtu
ofdlmbdf (while in pig sty). To enter
the vault, get clue from wall in Qsjtpo.
Sandy Walton

To decode clues,
count one letter back.

Keys to the Keys

For new subscribers, here’s how this sec-
tion works. First you send in clues and
tips to recent adventures—those not cov-
ered in previous issues, walkthroughs or
Quest for Clues I or II. We’ll publish the
most useful ones and pay you $5 for
each, so you might wind up netting $15
like Charles Jones did this month, or even
more. [All submissions become exclusive
property of QuestBusters.]

Until this month, we gave two contrib-
utors (chosen randomly, and taking into
consideration the number of clues each
person sent) the game of their choice.
We’re trying this new policy to see if it
generates more or fewer clues. Let us
know what you think—the final decision
will appear in next month’s issue.




The Kristal

Continued from page seven

which makes combat harder to master .

You don’t die in eitker kind of combat.
Whether in space or on land, you’ll re-
start (without rebooting) at the last time
you entered the bridge. There are ways to
die permanently, in which case you must
rcboot the program. This takes awhile:
though you can fast-forward through the
opening sequence by clicking the stick
button, you may do so only one scene at a
time, not straight through them all.

Knowing what to say to whom is the
key to finding the objects you’ll eventual-
ly need to get the Kristal. (You don’t get
points for puzzle-solving.) In all there are
22 people and 22 items, not many when
you consider the game spans four disks.
(Obviously much of that space was spent
on graphics.)

I didn’t find enough clues (maybe
they’re in there somewhere) to various
puzzles. A solution provided by Cinema-
Ware helped. It also provided an example
of what I mean about not enough clues.
There’s nary a hint that the Princess pos-
sesses a vital item, so it’s a matter of con-
versational trial and error whether you
get it or not. On top of that, there’s no
way to get back in to see her if you later
realize she has something you want. (And
she gets snatched by the bad guys a few
scene later anyway.)

There’s a definite Sixties feel to the
game and its sense of humor. The ques-
tion “What’s happening?” is the best way
to learn more of the plot, for instance.
Then there are characters who keep tell-
ing you to “Go with the Flow,” and one
whose main activity is to “just groove
around.”

The introductory music is a weird mix
of Gregorian chant and pan pipes, but this
and the voice-overs are not heard during
the game. You will hear digitized sound
effects, such a groan when an assailant
jabs his sword into your throat. But thank
the stars there’s no clomp-clomp of your
character’s footsteps as in so many ad-
ventures, an effect most of us soon turn
off. You can save one game on a separate
disk and copy all four wholly unprotected
disks with ease.

Conclusions: The Kristal , like several
CinemaWare productions, relies too
much on glitzy graphics. The interface is
the frustrating, and the puzzles and clues
could have been bolstered as well. If you
like high calibre graphics over smooth
gameplay and clever puzzles, The Kristal
is highly recommended.

Skill Level: Novice

Protection: None

Price: $49.95

Company: Fissionchip/CinemaWare
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Murder Club

Continued from page ten

Company and talk to Michael Carson.

One interesting character is Professor
Latner, whom you’ll meet in the Ceme-
tery. Latner’s hints are in the form of
questions. (What else would you expect
from a teacher?) Even his help becomes
more and more complete when reexam-
ined after new people, places or evidence
are discovered.

A nice feature of Murder Club is the
case book you can use to keep track of
testimony. It includes pictures of the
characters (also seen onscreen during
questioning), places for personal infor-
mation gleaned from the suspects, and
additional notes. Several pages are also
provided for keeping general notes. Be
sure to record everything in your case-
book. Even some of the seemingly irrele-
vant information becomes important
when you acquire additional facts later.
Of course, you'’ll discover lots of things
that have no bearing on the case.

The process of solving this murder be-
gins with questioning a few obvious peo-
ple at obvious locations. You get
information about personalities, alibis,
family connections and activities.
Though it’s not apparent in the early
hours of playing, you eventually piece
together enough parts of the puzzle to
learn that the mystery actually began
some 20 years ago. Begin your timeline
from then in order to discover how each
suspect fits into the recent murder. Span-
ning two 3.5” or three 5.25” disks, the
murder takes about 40-50 hours to solve.

The best way to play it is with a hard
disk. The three PC/MS-DOS disks can
be copied to floppies or the hard disk,
but you need to insert Disk A in the flop-
py drive to complete loading. A mouse is
the most preferable input device. The
joystick moves the cursor slowly, and us-
ing the arrow keys can lead to tendonitis.
Conclusions: Murder Club’s real chal-
lenge lies in solving the case quickly by
isolating the important clues from the
misleading ones—in other words, a good
game if you like red herrings for break-
fast, lunch and dinner. Imported by Kyo-
dai (a consortium made up of Japanese
software developers and Broderbund),
this was a bestseller over there but proba-
bly won’t fare so well here. It is fairly
easy to solve, difficult to prove and a
good game for someone who enjoys in-
trigue and computer graphics.

The Last Crusade

Continued from page eleven

Harmonious Undertaking

The music on the Ad-Lib is especially
nice. I really liked the eerie background
theme that played the whole time I ex-
plored the catacombs (music that wasn’t
present without the Ad-Lib). But what I
was most pleased to hear were outstand-
ing sound effects like the sloshing of
Indy’s wet footsteps, the dripping water
in the caves and a growling German
Shepherd.

The Last Crusade is a six-disker in
5.25” format. An enclosed coupon lets
you upgrade to 3.5” for $10. Perhaps I've
been spoiled by companies that include
both formats in one box, but I find $10 a
bit excessive—after all, some people
won’t even be able to use the 5.25”
format.

At least there’s no “on-disk” copy-
protection. The bad news is that there is
key word copy protection and it is partic-
ularly revulsive. A two-page booklet con-
tains four sections in numbered columns
and lettered rows with four blue letters
from the Greek alphabet at the crux of
each row/column. But that’s not all: both
sides of both pages are covered over with
the sentence “Indiana Jones and the Last
Crusade” in red letters, and you must use
ared filter to see the blue lettering
underneath.

A Puzzling Solution

One review recently published else-
where claims two solutions exist, but
there are at least four. All revolve around
selecting the right Grail. What you do
with it determines the number of points
you get: zero to 100. But one solution,
which LucasFilm says is worth 75 points,
won’t work due to a bug: if Elsa grabs the
Grail and falls in the crevasse, you’re
supposed to get it and give it to the Knight.
But if you abort the final “cut-away
scene,” you can’t give it to him. The solu-
tion? Don’t abort it. If you did, restore an
earlier save.
Conclusions: Copy protection aside,
this is an excellent game. Peerless puz-
zles, admirable animation and superior
sound quality will lead to many hours of
good, clean fun. It’s especially recom-
mended for Zak McKracken and Maniac
Mansion fans, but certainly not limited to
that audience.

Skill Level: Novice
Protection: Key Disk

Price: $39.95

Company: Kyodai/Broderbund

Skill Level: Intermediate
Protection: Key word
Price: $49.95

Company: LucasFilm/EA



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
The Ultimate Bard’s Tale character editor.
Changes stats, spells, classes, more. $17.50.
Mark Mayhew, Rte 8, Box 1365, Rogersville
TN 37857

Mac—Deja Vu 2, Moebius, M & M, Dragon-
world, Fahrenheit 451, Crimson Crown, Tran-
sylvania, Borrowed Time, Mind Shadow,
Suspended, and more. D M Campbell, 9772
Pavia, Burbank CA 91504

$20 @: M & M 2, Pool of Rad. $15 @: Bard
3, Bard 2 w/cluebook. Eugene Lin, 3947 Ar-
thur, Lincolnwood IL 60645

Trade/sell: Infocom adventures, Magic Can-
dle, Pool of Rad, M & M 2, Wizardry 5,
Times of Lore, Questron 2. Want Battletech,
Tangled Tales, Dragon Wars. Write 1st. C.
Shum, 1941 3rd Ave #6-E, NYC NY 10029

$15@: Adventure Master, Tangled Tales. $10
@: Swiss Family Robinson, Crypt of Medea,
Earthly Delights, Alpine Encounter. Bruce Sti,
9244 Timberline Lane #B, Rancho Cucamon-
ga CA 91730

Must sell: Tangled Tales, Times of Lore, Ar-
thur, Pool of Rad, Magic Candle, Blacksilver,
M &M 2, Wizardry 5, Bard 3, Demon’s Win-
ter & most Apple adventure & RPGs. Brian
Hurd, 18669 Withey Rd, Monte Sereno CA
95030

Trade/sell ($20 @): Ultima 1, Stationfall,
King’s Quest 1. Send $2 shipping if not trad-
ing. Matt Bergeron, 610 E Pleasantview, Man-
heim PA 17545

COMMODORE
Trade/sell, $20 @: Wasteland, Ultima 4 w/
cluebook, Moebius, Bard’s Tale 3, Guild of
Thieves, Shogun, Gauntlet. Want Leather
Goddesses, Curse of Azure Bonds, Zork Trilo-
gy, King of Chicago. Gabe Montez, 12887
Cortez, Turlock, CA 95380

Trade/sell: Crimson Crown, Transylvania,
Death in Caribbean, Swiss Family Robinson,
Mindshadow, 7 Cities of Gold, more. Send
SASE for list, with your list. H. L. Bouchez,
POB 967, Lakewood CA 90714

Amiga—Ultima 4, Faery Tale Adventure,
Demon’s Winter, Journey. $20 @ includes

shipping. Want Bard’s Tale 2, Time & Magik,
Zork Zero. Dale Angelotti, 600 Primrose St,
Haverhill, MA 01830

Amiga—trade/sell, $12 @: Moebius, Road-
war 2000, Vampire’s Empire, ACS, Archon.
Tony Ellison, 407 N Division, Lowell, MI
49331

IBM & QUEST-ALIKES
Sell/trade: M & M 2, $30. Scavengers Mutant
World or Prophecy, $20 @. Want Universe 1,
Bard’s Tale 2. Tony Ellison, 407 N Division,
Lowell, MI 49331

Trade/sell: Indiana Jones, Battletech, Waste-
land, Gold Rush, Sinbad, Leisure Suit Larry 2,
King’s Quest 4, more. Send list or request.
Sloane Hau, 2219 79th St, Brooklyn, NY
11214

Azure Bonds, Magic Candle (both w/
cluebook) on 5.25” disk. $24 @, write 1st.
Richard Robillard, 52 South Main, Baldwin-
ville, MA 01436

Trade only: Hillsfar w/cluebook, War in Mid-
dle Earth, Space Quest 2, Leisure Suit 1. Want
Questron 2, Times of Lore. Make offer or
send list to T. Dauer, HQ V Corps DEH,
AETV-EHP-ES, APO NY 09079

Want 256K King’s Quest 4 & cluebook for
Future Magic. Peter Rocco, 6342 SW 32 St,
Miami FL 33155

Trade/sell: Bard’s 1 & 2, Wasteland, Neuro-
mancer, Questron, Legacy of Ancients. Want
Pool of Rad, M & M 2, Wizardry 3, Heroes of
Lance. Raymond Fong, Box 700, Sub PO #11,
Edmonton, Alta, Canada T6G 2E0Q

ATARI
8-bit—sell only: A. Reality, Ultima 1-2, 7 Cit-
ies of Gold, Gemstone Warrior, Return of
Heracles, Zorro, more. Write for list. Bob
Albright, 912 Mt Rose Ave, York PA 17403

ST, $15 @: Demon’s Winter, Populous,
King’s Quest 4, more. Jim Hollingsworth,
POB 27, Kelso WA 98626

ST, sell only: Leisure Suit Larry 1-2, Ultima
5, Manhunter NY, Moebius, Autoduel, Road-
war 2000, Beyond Zork, Questron 2, King’s
Quest 3, more. Send SASE for list. Kevin
Jones, 482 Nicole Dr #8-D, Bartlett IL 60103

rNew ads will now run for one issue
only. To get yours in the next
month’ s issue, it must arrive by the
15th of the preceding month. All
ads are edited, and we assume no
responsibility for typos (or the en-
tire staff would be in Sing Sing by
now!) or anything else connected
with the ads. (Remember, no ille-
gally copied software, caveat emp-

L tor, etc.)

Adventure Hotline

Continued from page two

& D games a “computer wargame”
(which accurately describes all the A D &
D titles but Hillsfar). War of the Lance is
set for Apple soon and C 64 by Christ-
mas. Dragons of Flame, the follow-up to
Heros of the Lance, was delayed and may
be out now. But IBM and Amiga versions
of Dungeon Masters’ Assistant # 2 are on
the shelf.

Azure Bonds Bugs: Upgrade Info
You can swap version 1.0 of the IBM and
C 64 Bonds for 1.2 by sending in your
disks. Check with SSI Tech Support first:
(408) 737-6810, 24 hours a day.

Passport to Nowhere

A handful of subscribers wrote to say
they’d like to keep buying games from
0B, so we’ll eventually return adventure
games to our list of wares. Probably not
till the spring, though.

“Imagine Nation” Update:
An Online Mystery

Previewed here last month, GEnie’s adven-

ture-style CB simulator, /magine Nation
went “live” with a murder mystery last-
ing through October. After players ex-
plored the town of Metropolis for clues,
they studied the coroner’s report, other
background info and a list of suspects
that were posted on a bulletin board in
the LiveWire Chat section. Most interest-
ing was the way GEnie gamemasters
played the roles of suspects, whom gam-
ers could interrogate “live” when they ran
across them in Metropolis. The experi-
ence was like being in a living Deadline.
(Quantum Link users may recognize the
sysop for Imagine Nation and GEnie’s
CB section, who was known as Bon-
nieB3 on Q-link the past two years.)

Corporate-type Stuff

EA finally went public. They also ac-
quired distribution of CinemaWare
games and Three-Sixty Pacific. After
leaving Epyx, Hugh Bowen is now at
Sega. Former Managing Editor of now-
defunct Commodore Magazine Jim
Gracely became Director of Marketing
Services for Free Spirit Software, who
did Planet of Lust and other extremely
tasteful Amiga adventures.

Commore Magazine Update
Commodore didn’t mention they were
folding in the October issue, but the sub-
scription list was acquired by IDG, who
will offer subscribers a choice of Run or
AmigaWorld to complete their subs. But
if you’ve got a 64 and an Amiga, you’ll
be better off with a whole new sub to
INF O—and probably better off even if
you only have one machine or the other.



Waiting for Duffy

Duffy’s in Panama shopping for hats, so
contact these people if you can help.

Pool of Radiance: Need help in Kobold
Caves. Where are the nomads? Also need
any other help! Michelle Milliorn, 7202
C Alo Alo St, Honolulu, HI 96818

Demon’s Winter: what item activates
Chapel of the Past & where is it?

Battletech: What do I do in the Starmap
room? Doug Campos, 5959 Kemerer
Hollow Rd, Export PA 15632

King Mitre so I can help Princess? Su-
zanne Humpbhries, Lot 8 Oakey Flat Rd,
Moaryfield, Qld Australia 4506

Last Ninja 1-2: 1—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
TX 77423

Where’s Cowardice shard & area of
darkness? T Evenson, Box 207, Frontier,

Sask, Canada SON OWO0

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 Marginal 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 w/o radiation? Mike Jasper,

QuestBusters

POB 5845

Tucson, AZ 85703

Forwarding and Return Postage Guaranteed
Address Correction Requested

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 Griffin,
8055 Renault Dr, Jacksonville FL 32244

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

Passport to
Adventure

Quest for Clues I:  $24.99

Quest for Clues II: $24.99

QB Map 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.
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