




























The Third Courier 
Continued from previous page 

Here you find 30 deutschemarks, your 
passport, a cash machine card, and a 
loaded Smith & Wesson. Also in the 
apartment are an answering machine and 
a computer tenninal. As you play, head­
quarters sends E-mail messages concern­
ing the mission to you through your 
computer tenninal, your sole contact 
with HQ. 

Besides E-mail, the computer also fea­
tures a Name Check function. When you 
select Name Check from the command 
bar, a list of names drops down. Clicking 
on a name produces a picture of the se­
lected person, along with a mini­
biography compiled by headquarters. 
Later in the game, one of the gadgets 
you'll pick up from mission support is a 
photo-FAX device that lets your discrete­
ly send a picture of anyone you encoun­
ter into headquarters to be checked 
against the main files. If a positive ID 
comes back, you'll see a new name on 
your Name Check list when you return to 
your tenninal. 

Use of the computer tenninal is also 
related to the game's copy protection 
scheme. To access the computer for the 
frrst time during each playing session, 
you must enter a password found by 
aligning symbols and letters on a Top Se-

cret 
-----------. Pass-

Type: Role-playing coder 
Graphic Adventure pro-
Systems: GS & ffiM vided 
(3"84K required for in the 
EGA, CGA; S12K for game 
MCGA & VGA (16 pac-

I I kage. 
co ors on y; supports (This 
mouse, joystick, key- pass-
boar; dlatest version word is 
supports Ad-Lib & Co- the 
voc sound) only 
Planned conver- fonn of 
sions: Amiga (Jan- copy 
Feb) protec-__________________ tion 

used, 
and it is easily installed on a hard disk.) 

Another Really Clever Subtitle 
Third Courier can be played using a 

mouse, a joystick or the keyboard, but 
the mouse is by far the best choice. As 
you play, the left side of the screen dis­
plays a first-person view of your imme­
diate surroundings. There is a dialogue 
window above: a status box below lists 
your current location, any weapon you 
have armed, and the amount of available 
ammunition. In addition, a small icon ap-

pears in the status box to let you know 
you're passing certain locations, such as 
bars, restaurants, government buildings, 
U-bahn stations and so on. 

The right side of the screen features 
bar graphs representing the five character 
traits mentioned above, and shows your 
current level, your total experience 
points, and the time and day of the mis­
sion. In addition to tapping the up and 
down arrows, you can 
click on a compass to 
turn and move your 
agent Four encounter 
options- Chat, Run, 
Fight and Threaten­
are listed as well, but 
like the compass head­
ings and arrows, these 
light up only when 
they can actually be 
used. 

There are three pull­
Checkpoint 

down menus at the top of this section la­
beled Action, Inventory and Places. The 
Action menu is essentially a list of useful 
verbs like use, search, listen, sneak, arm, 
buy, bribe, drop, stake out, hail cab, and 
so forth, along with the save, restore and 
quit options. The Inventory menu lists 
everything you carry around and pops up 
automatically when you select actions 
such as use, drop and arm. 

The Places menu is just what it sounds 
like: a listing of places with which 
you're already familiar. When you hail a 
cab and the driver asks you where you 
want to go, this menu drops down to let 
you make your choice. At the outset your 
choices are limited to your apartment, 
mission support, the nearest U-bahn sta­
tion and the always-useful 'follow that 
cab,' but as you explore Berlin and dis­
cover important locations, the list of 
places you can get to by cab grows. 

Let's Roll 
The first place you should take a cab 

to when you leave your apartment is 
Mission Support. Here you can pick up 
another l,()()() deutschemarks (to cover 
any miscellaneous expenses you might 
incur, i.e., cab fare, bribe money, lunch) 
and several neat high-tech toys (like the 
photo-FAX mentioned above) that can 
help you complete your mission. Some 
other available gadgets include lock­
picks, a bomb sniffer, amyl nitrate (a poi­
son antidote), surveillance bugs and a 
FERAT. This is probably the most im­
portant device of all, because it can de­
tect the presence of a special honnonium 
compound used to coat the NATO de­
fense plans. When you are within ten 
meters of the plans, the FERAT starts 
beeping. 

One thing you'll quickly discover as 
you sneak around Berlin is that it's not 
the friendliest city in the world. In fact, if 
you go out after dark, you'll encounter 
enough thugs, muggers, drunks and pan­
handlers to make you think you are back 
in New York City. Most of these pests 
can be easily dissuaded, either by simply 
threatening them, or by arming any of 
several available handguns and blasting 
_______ the scum. It is very 

important to 'unarm' 
yourself before con­
tinuing on your trav­
els, however. Many 
more times than I'd 
like to admit, I've 
been attacked and 
killed by after wast­
ing some thug. 

Constant surveil-
Charlie lance by the Gennan 

police is just one 
problem you'll have to overcome to suc­
cessfully complete your mission. Another 
problem is that time passes quickly and 
you can't waste much time sightseeing if 
you want to get to the plans before the 
Russians. Do take a few minutes to check 
out the Berlin wall, however. Considering 
what's been happening over there just 
since this game was released, it may be 
your last chance to see it. 
Conclusions: The Third Courier is an 
enjoyable role-playing game with a slick 
player interface and a clever espionage 
plot that will quickly draw most players 
into the story. However, the game could 
have been improved in a number of ways. 
First, there's virtually no sound. Even a 
few beeps and buzzes would have livened 
things a bit [A new version supports Ad­
Lib and Covoc; this package is according­
ly labeled, and the frrst version can be 
swapped by calling the Accolade techni­
cal support line.] And though the pictures 
are nice, there's very little animation. As 
the Gennan police rip your flesh apart 
with their automatic weapons, all that 
changes is their facial expression. A little 
more action was in order here. 

Finally, even though one of the en­
counter options is a Chat command, you 
can't really interact with NJ><:s through 
dialogue as you can in many other RPGs. 
I would have like to have been able to in­
terrogate people at greater length. Despite 
these problems, Third Courier is a good 
game. If Accolade makes just a few im­
provements, their next RPG could be a 
great one. 

Skill Level: Intennediate 
Protection: Key word 
Price: GS, $44.95; IBM, $49.95 
Company: Accolade 
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Leisure Suit Larry ill 
After getting credit card from nbjmcpy, 
go to beach and talk to Tawni. Give cred­
it card to her. She gives you ginsu knife. 
Sharpen blades on tufqt in front of 
dbtjop. D bswf wood. Go to area in 
front of Chip 'n' Dales. Cut hrbtt with 
knife. Weave hrbtt into hrbtt t1jsu. Go 
to outhouse and change into it. Return to 
Tawni. Sell Tawni the wood sculpture 
(you get $20). 

Chris Leichliter 

Indiana Jones and the Last Cru­
sade: The Graphic Adventure 
To reach Istendren from Berlin and avoid 
trouble with guards at checkpoints, take 
qbjoujoh from Henry's house, give it to 
the guard on bottom left on second floor 
of castle, get the qbtt from the gjmf 
dbcjofu, go to Berlin and give it to Hit­
ler for his signature. Just show it to the 
guard and he'll let you pass. To skip Ber­
lin completely, take the piece of tujdlfz 
ubqf from the back of the cppldbtf at 
Henry's house. Put it in the kbs of 
dmfbojoh tpmvujpo in Indy's office. 
Take the key back to Henry's house and 
use it to open the chest under the 
qmbou. Take the fake diary and give it 
to the guard when he asks for it (after you 
get captured in the castle). He'll take it, 
and you can go directly to the airport. 

Lawrence Chin 

Dragon Wars 
To earn lots of gold quickly, get the 
Dragon Teeth. Characters should be 
around level nine before sailing to Tvol­
fo Jtmboe, reached by fighting pirates 
in NE Rvbh and sailing there with their 
ship. Then it's on the Dragon Valley, 
where the Teeth are found near the mid­
dle and a little to the west. Each character 
should take as many Teeth as possible 
and sell them in a shop for 3,000 gold 
each. You can return for more. 

Robert Breezley 

To graduate from Magic College: cast 
Cjh Dijmm, Gjsf Tupsn, Dmpbl 
Bsdbof, fight Philistine without using 
magic. Disarm trap. Pick Soul Bowl from 
Wizard. To find entrance to College, you 
need Lanac 'toors Spectacles. They're in 
Lanac's Lab (cast Tpgufo Tupof). 

Brad Kinman 

Character development tips: two 
Fighters and Two Spellcasters make a 
good party. Give them just one point for 
each Skill, but give Magic Users high 
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Magic or Druid Magic. You'll fmd a 
power Sun Magic Spellcaster in one of 
the towns and can recruit him. Use expe­
rience points on Strength and Health for 
Fighters, Magic Areas for Spellcasters. In 
the beginning, enter Gladiator Pit in north 
center of Purgatory. They'll equip you 
with armor and weapons, which you can 
keep even if you lose. After losing, sell 
them at the shop, then go back for more. 
To regenerate Magic Points: in an­
cient ruins near Purgatory, take stairway 
in NE comer into Tars ruins. Go east. 
then south till you see message "Wall 
sounds hollow here." Enter and get Drag­
onstones to regenerate MP; you can re­
turn for more throughout the game. 

Peter Matta 

To get Soul Bowl, Sing Ring and 
Laugh Staff: After assembling Lan­
toc's Statue in Mud Toad, push statue 
(using Strength attribute) and enter Dun­
geon. Use Tpgufo Tupof spell to fmd 
Specticles. Equip Specticles on anyone 
and go to the Isle of Rustic (you'll need 
the Pirate Ship). At the Magic College, 
use Speciticles to make wall into a door 
(when you see the message). You'll face 
several tests, and the answers are: Is t 
Room: cast Dijmm Tqfmm to freeze 
fire; 2nd Room: cast Gjsf; 3rd 
Room: cast Dmpbl Bsdbof; 4th 
Room: use no magic; Sth Room: cast 
Tpgufo tupof; 6th Room: ignore him, 
go directly to next room. The Wizard will 
offer one of three items; repeat the con­
test twice to get all three. 

Peter Matta 

Ways to exit Purgatory: be sold into slav­
ery, dive through crack in outer wall, be 
thrown out with corpses, exit through Un­
derworld or through secret door in NW 
tower. To get the Dragon Gem from the 
dragon in Lansk, use the ankh sold in 
Yellow Mudtoad. Eyes for the statue in 
Dwarven Ruins are required after killing 
the pirates. Also, you get a hook after 
slaying them. Use it to free the party 
when it gets snared in traps in the Game 
Preserve. The pieces for Lanctoor's Stat­
ue are in the Ubs qjut, Ofdspqpmjt, 
Toblfqju and Gsffqpsu. In Necropolis 
you'll fmd Nergel. Slay his minions and 
feed him nvtisppnt (found in Nztujd 
xppet). He'll give you a silver key. In 
the Nztujd xppet you'll fmd a Beast­
hom by Enkidu's Statue. Only a character 
with at least 26 STR can successfully use 
il The result gives the character Druid 
magic abilities. For five free Skill points, 

enter Irkalla's Temple in the Underworld. 
Take the exit across from your entry point 
and try walking into the cliff all around 
there. You'll be rewarded when you hit 
the right spot. You need Mbodupps't 
tqgdubdmft to enter the Magic College; 
they're in his mbc. Use the Soften Stone 
spell. 

Brad Kinman 

To get Golden Boots from Temple 
Keepers in Yellow Mud Toad City, tfbm 
the mfbl in the city by casting a Dsfbuf 
Xbmm around il The Boots let you jump 
over water and small chasms. In the Mag­
ic Woods, use them to reach a small is­
land with a shrine on it. Open the shrine 
by using the qfh mfh from the Pirate's 
Battle. Openi,Jlg the shrine yields an En­
kindu Totem. Also reached with the 
Boots is the Island of Woe in the Under­
world of Irkalla's Temple. Here Irkalla is 
chained in place. Free her with the 
Tjmwfs Ifz from Ofshfm in 
Ofdspqpmjt. She'll send you to retrieve 
Roba's skull in the Sunken Ruins. Take 
the skull to the Dwarven Forge, then re­
turn to the Island of Woe, where you'll be 
rewarded with the Freedom Sword. 

Brad Kinman 

These clues use the city gates of Purgato­
ry as a reference poinl Information and a 
recruit are obtained in the bar at 2ON, 2E. 
Healing is available three spaces east, and 
a power regeneration square is at 5S, OE. 
Equipment may be purchased at 23N, 
11 W, and Low Magic scrolls are at 15N, 
20W. Defeat Humbaba in the northeast 
tower and you'll get 1,000 gold when you 
enter square at ON, 16W. Kick west in the 
northwest tower to enter city walls, go as 
far south as possible and kick west to exit 
city. The slave camp is southwest of the 
city. Use Bureaucracy skill to enter, use 
your skill and knowledge of magic to en­
ter Wizard's Hut (casting a spell isn't 
good enough) and you'll get some good 
equipment. Scrolls and another recruit are 
available in the various huts, and the fire 
north of the Wizard's Hut heals wounds. 

Fred P. Andoli 

Hero's Quest 
For a good Fighter, add 20 to Strength, 10 
each to Agility, Vitality, Weapons Use. 
Buy 50 apples. Outside Healer's Hut. get 
rocks. Throw rocks at nest until nest falls. 
Each day clean stables and practice with 
weapons master. Sleep in meadow at 
night. Stay out of the alley then. 

F. J. Phillip 



Sword of Aragon 
The Amulet of Aladda is three squares 
north of Absojy in a plain square. Send 
your character for it, since any other unit 
will be lost. Use Infantry and Bowmen, a 
few Knights, some Priests and Mages. 

Massimo Galluzzi 

Manhunter San Francisco 
Hot air balloon: gas on, light gas with 
matches. Go to second building from 
right. Land. Move tm bwft. Eliminate 
spcput. Move tmbwft to Access to 
Hell. Freedom: type in symbols found 
in Qsjwbuf dmvc. Maze: work your 
way to NE comer of NE section. (Route 
is indirect.) Save often. 

F. J. Phillip 

Keef the Thief 
To use spells: get Circle of Unity 
(Same Mercon's Reagent Shop), Pyramid 
of Power (in Hermet's Hut), or Cube of 
Force (Same Mercon's Treasury). Rea­
gents: Dragon's Drool (Fire), Peppermint 
(Heal), Scorpion Tail (Hatred), Skunk 
Juice (Protection), Owl Eye (Sight), Rhi­
no Hom (Opening), Glow Grass (Light), 
Wart Weed (power), Kiki Root (Magni­
fy), Black Pearl (Focus), Narcissus Root 
(Self), Phoenix Eggs (Infmity). Spells not 
found on scrolls: Makus Foodus (Pyra­
mid: Heal, Self, Power); Bigos Litus 
(Cube: Sight, Light, Power); Goodas Ne­
wus (Cube: Heal, Self, Infinity). Some 
ways to disarm traps: Hall of Strength's 
Leaking Brick-slip knife under brick; 
Ceiling-use rope to secure brick; Torch­
es-pull forward. Mem Santi Treasury, 
Part 1: Floor-use knife to jam spikes; 
Ceiling-put in lots of oil. Mem Santi 
Treasury, Part 2: Sceptre----<:rush top; 
Gem-remove from stand; Right 
Bench-squirt oil in hole. 

DueyHua 

To open East or West Double Doors, you 
need the Key of Koran. Throw Telloc' s 
Skull into the abyss of Tel Empor. Give 
Dsztubm tibse (in Same Mercon's 
Treasury) to Keeper of Mem Santi and 
get Achilles Robe after fighting guards 
behind tapestry. Give sjob to Mermaid 
and return to cave in the Waterfall to get 
Arm of Love. The Orb held by the Wiz­
ard King in the top of the u pxfs of U fm 
iboe is the Artifact Orb of Power. Cast 
Ibwjvt wbdvnvt in library behind dou­
ble doors and in library on third floor of 
Tel Hande to get Scroll of Infmity 

DueyHua 

Demon's Winter 
If you "Windwalk" out of Malifon' s 
Temple, there's no way back in. If you 

don't have the Faceted Mirror, do not 
save-tum the computer off! (The An­
cient may cast a Windwalk if you calion 
him in camp.) Dwarves work on cursed 
items for free. Offer loot to a full charac­
ter four-five times to be sure you detect 
all magic items. Bad Bugs: in the Un­
derground, the ship's icon reappears in 
the ship's original position, and the pro­
gram locks up if you attempt to board this 
mirage; once winter has been invoked, 
any encounter on the plains of the origi­
nal continent will lock up the program; 
don't "Possess" the last opponent in a 
battle, or the program will never know 
it's over, so you'll have to run and will 
get no credit; don't conjure anything if 
there are already twelve participants in a 
battle, or the program locks up. 

Wes Irby 

Targhan 
Don't kill the fairy, who'll follow you 
back to the well and serve as a light in the 
caves. There are two Life Potions and a 
goblet in the caves, but you must find the 
key (in the caves) to get the goblet and 
get out. In order to face the dragon's fITe, 
kill the oldest dwarf and get the ring he 
drops. Use the teleport in the fITst castle 
to get one Shrink Me potion and one See 
in the Dark potion (there's also a Life Po­
tion here). When you use the teleports in 
the second castle, enter the dark cave, use 
the See in Dark potion and go to the hole 
in the wall. Use Shrink Me and enter the 
hole. To use the Star against the Evil 
Wizard, just swing your sword straight­
arm at him or kneeling (it may take a few 
tries). 

Paul Shaffer 

Might & Magic II 
To enter Dead Zone, cast Obuvsrt 
bbuf on day ojofuz·uisff. You'll get 
Star Burst spell. Get Eagle Eye spell after 
completing quest in Middlegate at (ufo, 
uxp). Get Wizard Eye spell from the 
Cmjoe cfbbbs in Sandsobar. Get En­
chant Item spell in Gem-maker Volcano 
at (uisff, uisff), using teleport to get 
there. Get Walk on Water for 50 GP pof 
opsui and uislf' fbtu of Middlegate. 
Get Earth Encasement at (gpvsuffo, 
pof); Air Encasement at (pof, gpvsuf. 
fo); Water Encasement at (pof, pof); 
Fire Encasement at (gpvsuffo, gpvsuf. 
fo). Get Lloyd's Beacon at (tfwfo, 
fmfwfo) in Corak's Castle (D. UXP). J-
26 Fluxes in Pinehurst at (tfwfo, tjy). 
M-27 Radicon in Woodhaven at (uxp, 
fmfwfo). N-19 Capitor in Hillstone 
(uidf, uijsuffo). A-I Todillar in Luxas 
Palace at (afsp, tjy). Tavern drinks give 
a bonus. In Tundara, lock for secret pas­
sageways. In secret passageway, press 

button once, then fight the Snowbeast at 
(gjguffo, fjbiu). Mter battle go one 
north to get Emeral Ring (AC +15). Re­
peat this for rest of party. Spaz Twit in 
7th Century A-I (fmfwfo, uisff). Harri 
Kari and No Name in cave under Vulca­
nia (pof, gpvsufro). Hirelings in Tunda­
ra at (gjguffo, ufo). Red Duke and 
Dead Eye in Ambush Valley at (gpvsuf. 
ro, pof). Fire Disk in Castle Xabran at 
(tjy, gpvsuffo); Air Disk at (gjguffo, 
gjguffo). Guardian Pegasus is called 
NFFOV. Have your Knights and Rob­
bers fight Dead Knight at B-3 (gjwf, 
gpvsuffo), then see Jurors at D-2 
(tfwfo, afsp) for 5 million experience 
points. Have Archer and Thief fight Bar­
on Wilfrey at B-2 (fmfwfo, uxp). Have 
Sorcerers free the good and evil wizards 
on Isle of the Ancients. Sword of Nobili­
ty at D-I (afsp, fjbiu). Sword of Valor 
atA-2 (fmfwfo, uxp.) 

Mark Kassouf 

mtimaV 
The Jewelled Arms and Sword of Chaos 
are useless. Don't worry about Black­
thorn; let Lord British deal with him. The 
Glass Sword will instantly destroy any­
thing except Blackthorn. Dungeon of 
Doom: In room with dragons and water­
falls, in which it seems impossible to get 
across the water, follow this method. 
First kill off the dragons and sea serpents, 
then push or shoot the wall till the bridg­
es appear (which unfortunately opens a 
section of the wall and releases mong­
bats; run or fight). After exiting the room, 
go down the corridor till you reach the 
portal up. It may be wise to heal here. Go 
up, and after the battle, push the wall till 
all three passageways are open. You'll 
eventually fmd a room with a barrier and 
see Daemons on the other side. You need 
just one person to get through, because 
Lord British will heal everyone. 

Will Chester 

To decode clues, count 
two letters back. 

Keys, Keys, Keys 
For each set of your clues to a differ­
ent game that we publish here, you 
can get either $5 for three issues add­
ed to your sub (two for Canada and 
1st Qass, one for overseas). Strive for 
clues and tips on recently released 
games. Put your name and address 
on the sheet of paper with the clues, 
state whether you want the issues or 
$5, and don't code the clues. All en­
tries become property of QB. 



Adventure Hotline 
Continued from page twelve 

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. 

Online Nintendos? 
Yes, unsatisfied with chewing the legs off 
the computer game market, Nintendo is 
now going after CompuServe and GEnie. 
Nintendo is currently negotiating with 
AT & T to set up a similar network that 
could be accessed via the videogame ma­
chines, hoping to have it up this fall. 
(Latest statistics: 15% of US homes have 
computers, 20% have Nintendos.) 

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. 

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 
to 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 ~ssues of QB! 
Do you know anyone else on the en­

tire 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. 

But Who's Counting? 
This is our first 20-page issue, as prom­
ised in November. We'll do this when 
there's enough material to fIll a full 20 
pages. It costs more to send the 1st Class 
subs, but for now sub rates won't change. 
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Knights of Legend 
Continued from page four 

without weapons can get in on the action 
when you select kick, bash, head butt, or 
punch. 

Finally, you can pick a defensive ma­
neuver for each character. These include 
panic, back up, duck, jump and dodge. 
The program remembers the tactics you 
select, so during subsequent rounds you 
can repeat specific characters' actions in 
the previous round by just accepting the 
current settings. 

Magic-Elven Style 
Knights of Legend also features a very 

versatile and powerful magic system, 
though not necessarily one of the easiest 
to learn. While most other role-playing 
games use self-explanatory spell names 

like Fire Ball, Heal, Sum-1111 mono etc .• Knights of Leg-, end spells have names like 
Tyanawonta, Arnalyrta and 
Kumtweyyrfe. The idea is 
that the language of spells in 

Ashtalarea is Elven. 
Thus, every spell consists of five or six 

parts that describe the race it is to be used 
against, the particular character trait it 
will affect, the severity of the spell, the 
range of the spell and the spell's duration. 
If the spell is to be cast against a race of 
creature other than Human, Kelden, Elf 
or Dwarf, the particular race must also be 
specified. 

The beauty of this system is that it al­
lows you to create an almost infinite va­
riety of spells by mixing and matching 
various syllables. The big drawback, 
however, is that you must either keep the 
manual open to the appropriate reference 
section, or actually learn to speak Elven. 
(After all, how many of us really remem­
ber much from the Elven 101 course we 
took back in high school?) 

No Pooling! 
One problem that experienced gamers 

will discover quickly is LJtat there is no 
option that allows your characters to 
transfer or pool their gold. Therefore, 
even if, collectively, your group had 
enough gold crowns to buy a new suit of 
Platemail for the strongest Fighter, you'd 
still have to wait until at least one of the 
characters had sufficient funds on his 
own. But it doesn't matter who buys an 
item, since weapons and armor, once paid 
for, can be transferred from character to 
character. 

The interface problems I had with the 
game are probably limited to the C64 ver-

sion. Besides the hour-long set-up I men­
tioned at the outset, other problems in­
cluded the tendency for keys to repeat 
when entering text, lots of disk swaps 
when going from town to wilderness or 
back, and a frustrating control system. 
Let me explain. 

Clustered & Flustered 

There = _ clu,rem of lal keys needed to control your _; 
characters: I, J, K and L for 
vertical and horizontal 
movement, and A, S, Z and 
X for diagonal movement, and RETURN 
to confmn actions. (I seem to remember a 
few years back someone inventing some 
type of stick-like device that could do all 
that pretty easily. Oh, well. Maybe it was 
just a dream!) To move the highlight left 
and right along the icons, however, you 
must use the < (less than) and > (greater 
than) symbols. 

However, when entering text, you 
must use the up/down cursor key to move 
the cursor left, and the right/left cursor 
key to move the cursor right. Given the 
keys' positions, this sort of makes sense, 
but it won't come naturally to anyone 
who uses a 64 often. Finally, when you 
make a mistake (or print five S's when 
you meant to print one), don't reach for 
the INSIDEL key as you normally 
would-it's dead. 
Conclusions: Despite the interface 
problems with the C64 version [which we 
assume are non-existent on the Apple if 
you use a mouse], Knights • 
of Legend is a terrific game 
that has a lot going for it. 
The graphics are up to ORI-
GIN's usual high standards, ' 
the assorted mini-quests are 
interesting and challenging, the wide va­
riety of armor and weapons, the magic 
system is versatile, and the ability to 
create custom character icons allows you 
to develop truly unique heroes. Also, the 
non-player characters whom you meet in 
the cities of Ashtalarea seem more real 
than the cardboard cutout NPCs encoun­
tered in some role-playing games. In fact, 
they even recognize the sex of the charac­
ters they talk to and address them accord­
ingly. These factors, along with the 
game's modular design, definitely make 
Knights of Legend a contender for Best 
Quest of 1989. 

Skill Level: Advanced 
Protection: Program Disk 
Price: $49.95 
Company: ORIGIN 



• 
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 
$20 @: Demon's Winter, Moebius Auto­
Duel, Ultima 4, Ultima 5, M & M 'Zork 
Trilogy, Wasteland, Bard 3. Robert 
Breezley, 4922 Coco Palm Dr Fremont 
CA94538 ' 

SelVtrade: Deadline, Demon's Forge Last 
Ninja, Leather Goddesses, Bard I, R~adware 
Europa. Harold Heck, 2789 N Sheldon Rd, 
Strykersville NY 14145 

Sell only-Book of Adventure Games #1, 
$15. $25 @: Wasteland, Pool of Rad, Ultima 
3 w/clue book, M & M 2. M & M 2 character 
editor disk, $10. $15 @: Witness, Zork I, 
Tre~e Island. $20@: A.Reality the City, A. 
Reality the Dungeon (w/c1ue book), Bard 1 
(w/clue ~k), Pirates, Wizardry 1,2,3. Nich­
olas Aqwla Jr, POB 471 Sebastopol CA 
95473-0471 

$20@: M & M~, Zork 0, Banletech, King's 
Quest 2 & 4, leISure Suit Larry. $10@: Bor­
der Zone, Hitchhiker's Guide. $5 @: Shadows 
of Mordor, Fellowship of Ring. Garth Beagle, 
HC-73 Box 2A, Smithville Aats NY 13841 

Azure Bonds, $25. Trade/sell: Pool of Rad, 
Times of Lore, M & M 2, Usurper & many 
more. Also many for G S, including Keef 
Warlock, Uninvited and Questron 2. Ju1i~ 
Freeman, 1626 S. Stelling Rd Cupertino CA 
95014 ' 

Sell only-$lO@: M & M 1 or 2, Bard 1 Wi­
zardry,l!ltim!l4 or 5. $5 @: Zork Trilogy, 
ACS, WlShbringer, Legacy of Ancients. Mike 
Jasper, 440-C Mayflower, Iowa City IA 
52242 

COMMODORE 
SelVtrade: Bard 1 & 2, Legacy of Ancients, 
Questron & more. Want Pool of Rad, Wizard­
ry 3. Raymond Fong, Box 700, Sub PO #11, 
Edmonton, Alta, Canada T6G 2EO 

$20 @: Indiana Jones graphic & action adven­
tures, Battletech, Azure Bonds, Wasteland. 
Garth Beagle, HC-73 Box 2A, Smithville 
Flats NY 13841 

$10 @: Sinbad, Bard 3 character editor disk. 
$20: Bard 3 w/c1uebook. Robert Reitz, 218 N. 
4th S t, Sunbury P A 17801 

Trade/sell: 7 Cities of Gold, Ultima 3 w/clue 
book, Wishbringer, more. Want Akalabeth, 
Border Zone, Lurking Horror, more. Send 
SASE for list. C. Klabunde 947 Glenside S 
Euclid OH 44121 ' , 

Passionate Patti 
Continued from page seven 

nicating with the inhabitants, all of whom 
seem to have very narrow interests-as a 
result, you might become frustrated when 
the game repeatedly tells you a person 
"has no curiosity" about what you just 
said. A good bet seems to be to "ask (per­
S<?n) for a date," which usually prompts a 
hmt. 

. The only person I had any real trouble 
WIth was the showgirl, Cherri Tart. I fi­
nally had to call the Sierra BBS for a hint 
to fmd what she wanted. Even armed 
with the new knowledge, I couldn't trig­
ger her to reveal a reasonable hint I 
looked for a small classified ad in "Non­
toonyt Tonight" that would lead me in 
the correct direction, but alas, it was not 
to be found. 

Amiga: Dungeon Master, King's Quest 4, 
Larry 3. (See above ad for address.) 

Amiga: Swords of Twilight, $25. Times of 
Lore, $15. Tony Ellison, 407 N Division, 
Lowell MI 49331 

mM & QUEST-ALlKES 
SelVtrade: top-rated games, 3.5". Send for list. 
Steve Lake, 90 McKay, Beverly MA 01915 

Tr~de/sell, $20@: Prophecy, Omnicron Con­
sp~acy. $15 @: Icon Quest for the Ring. Tony 
Ellison, 407 N Division, Lowell MI 49331 

$25 @: David Wolf, Mean Streets, Space 
Quest 2, Larry 2, Police Quest 2, Manhunter 
2, Omincron Conspiracy, Sentinel Worlds 
Gold Rush. Indy's Last Crusade graphic ' 
game, $30. Write lst to hold titles. Corey Sil­
ver, 14L Jean Marie GDNS, Nanuet NY 
10945 

Trade/sell: all Ultimas, King's Quest 2 & 4 
Space Quest 2, Moebius, more. Send SASE 
for list Want Zork 0, Zak McKracken Mani­
ac Mansion. Mike Solen, 2850 S MarYland 
Pkwy, #P-106, Las Vegas NY 89109 

Want to buy Enchanter & Spellbreaker. David 
Doerr, 1956 Bellingham, Canton MI 48188 

Trade: Azur.e Bonds, Prophecy, Banletech, 
Future MagiC. Want M & M 2, Wizardry 5 
Neuromancer, Leisure 3, Space Quest 3. A: 
Pollack, 2002 Regis Dr, Davis CA 95616 

Trade: Manhunter 2 for Colonel's Bequest. 
Jeremy Sexton, 10729 Old Pond Dr Cincinna-
ti OH 45249 ' 

Sell: M & M 1 w/2 clue books, $55. Bard 1 w/ 
2 clue books, $45. Mark Kassouf, 12767 Roy­
al Ave, Grand Terrace CA 92324 

ATARI 
Bard 1 w/clue book, $22. Steven Avent, 
13531 Clairmont Way #54 Oregon City OR 
97045 ' 

Eye-grabbing Graphics 
Conversing with the tourists provides 

the player with some of the best graphics 
in an already stunning game. Most of the 
graphics and animation is of the usual 3-
D adventure type and are comparable to 
the recent quests developed under the 
new SCI interpreter. 

But when talking to various people, 
you are rewarded with a full-face view. 
Bli~g eyelids, pursed lips and flaring 
nostrIls are some of the excellent effects 
you'll witness. Of course, all this is done 
in 16-color EGA or TGA graphics that 
can be translated down to CGA or Her­
cules. VGA supports sixteen colors via 
EGA emulation. 

Ana One Ana Two 
Music has also been advanced another 

step forward. Larry III is so chockful of 
sound that there are very few places 
where silence reigns, even when using 
the PC internal speaker. The many theme 
songs are pleasant (except in the previ­
ously mentioned mode) and varied 
enough to avoid becoming a nuisance. 
And you can tum off the sound entirely. 

Nearly every third-party sound en­
hancement board is supported by Sierra, 
but Rolan~ MT-32 owners can usually 
e~pect a httle more than high quality mu­
SIC. A couple of screens in this game have 
high quality sound effects, most notably 
the swooshing wind/surf of the beach. ' 

Larry III has none of the usual style 
c~y ~rotection, but there is a keyword 
vaTlabon. Instead of having to look up a 
word from the manual when you run the 
game, you can start playing it and actual­
ly get quite far. Still, there are a couple of 
places where information from the manu­
al is required . 

. The "Nontoonyt Tonight" booklet con­
tams ~veral free show passes with vari­
ous serial numbers. The maitre d' will 
ask for one when you go to see Cherri 
Tart It also holds a significant hint about 
how to get through the bamboo maze. 
":'bile it's possible to get through it by 
trIal and err<?r, I doubt that many will 
have the pabence. Several other hints are 
provided as part of the island trivia in­
cluded in the book. 
C~nclusions: Patti effectively main­
tams the racy, romping spirit of the flrst 
two Larry games. Graphics and sound are 
great, and the humor is non-stop. If you 
are a fan of Lounge Lizards or Looking 
For Love, you can't go wrong with this 
one, which should definitely be rated 
somewhere between PG and R. 

SkiD Level: Intermediate 
Protection: Key word 
Price: $59.95 
Company: Sierra 
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Waiting for Duffy 
Duffy's still recovering from New 

Year's Eve, so contact these people if 
you can help. 

Dungeon Master: how to open last door 
on leve13? Kill Rock Monsters quickly? 
Allan Anderson, 623-B Amaopio Rd 
Kula III 96790 ' 

M & M 2: rescued lots of Hirelings but 
none show up at Inns. Time travel­
how? Where' s Shamash. Need other help 
too. StarOight: How to destroy Crystal 
Planet? (Need coordinates of where to 
drop egg.) Mark Kassouf, 12767 Royal 
Ave, Grand Terrace, CA 92324 

Demon's Winter: need general maps. 
How do I stop dying each time I get the 
Orb? Harold Heck, 2789 N Sheldon Rd 
Strykersville NY 14145 ' 

Beyond Z~rk, Bureaucracy, King's Quest 
4: Need hmts, tips, maps. S. Stiles Rte 1 
Box 510, Millstone, WV 25261. ' 

Spellbreaker: How do you get through 
the vault door? Get cube off the outcrop­
ping? M. Spivey, Rte 1 Box 1130, Rua­
ton, LA 71270. 

Le~acy of ~e ~cients: Where's Sap- • 
phrre Key 10 Prrate's Lair? Am at Level 8 
but can't find Key or doors down. Where 

do I get Magic Ice? Can't find Guardian 
Scroll or Pegasus exhibits in Museum. 
And where is Dimon Coin? J. Pullen, 
11015 Fenway St., Sun Valley CA 
91352 ' 

Wizardry IV: What's the Guard's Pass­
word. D. Berol, 8521 Ave. Onda, La Jol­
la, CA 92037. 

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

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

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

Phantasie 3: Needs maps bad, also clues. 
Guild or Thieves: How do I enter vil­
lage, windmill, wine cellar? Also need 
maps. Tom Bray, Box 838, Houston BC 
Canada VOJ 1ZO ' , 

Dungeon Master: How do you get key 
from room on the right after Riddle 
Room on Level 6? What good are the 
Rabbit's Foot and Pendant Feral? D. Bel-
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den, 536 Southern Hills Ct., Melbourne 
FL32940 ' 

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

Passport to 
Adventure 

Quest for Clues I: $24.99 
Quest for Clues II: $24.99 
Official Book of King's Quest: $10.95 
QB ~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, for delivery. 
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