


















W alkthrough: Les Manley in Search for the King 
New York 

In General 
You may ask anyone about any­
one else or anything. Frequently 
this produces clues or lead to other 
things to ask about. Certain "ask 
about" questions are pertinent in 
specific situations, and these are 
noted in the solution. 

Look in toolbox. Get reporter's 
ID. S. E. Walk to elevator. Press 
button. Look guard. Look dream. 
Get dream. 

The Scarf 
N. E. E. Go up steps. Ring bell. 
Show ID. Walk to couch. Sit on 
couch. Ask about xfbuifs. Ask 
for tpeb. Show scarf. Tqjmm 

Circus Pass 
W. [Outside trailer] Knock on 
door. Btl for xpsl. S. Get shovel. 
Work. Drop shovel. N. Knock on 
door. Talk. Btl for uj dlfu. E. 

Madame Zarmooska 
Walk near wagon. Look wagon. 
Walk on steps. Ljtt Zarmooska. 
Look candle. Take wax. Touch liz­

ard. Take card . 
.------------------------------------------------------. 
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Luigi and Helmut 
Go to Strongman (southwest 
of the platform). Look man. 
Give xby. Wait. Take rosin. 
N. Give esfbn to Helmut. Get 
Helmut. W. 

The Cape 
Walk to Test-o-Strength. Look 
man. Walk to concession. Get 
popcorn. Enter Big Top. Drop 
popcorn. E. Give sptjo to Tra­
peze Artist. Get cape. W.W. 

Mail-A-Midget 
Return to mailbox outside Bus 
Terminal. Open box. Put Hel­
mut in box. 

Going to Las Vegas 
Return to Test-o-Strength. 
Look man. Stand on platform. 

Las Vegas 
The Desert 
Open mailbox. Get Helmut E. 
S. Answer phone. N. Open 

------------------------------------------------------ thermos. Drink water. W. W. 
Starting Out 
Listen to radio. Walk behind desk. 
Open drawer. Look in drawer. Get 
thermos. Get lunch bag. Open 
lunch bag. Look in lunch bag. 
Drop jar. Get jar. Open jar. Look 
in jar. Close jar. East. Open ther­
mos. Fill thermos with water (at 
the fountain). E. E. Watch TV. 
Walk to desk and stand near keys. 

Getting the Keys 
Btl boss for sbjtf. Wait till Stella 
diverts boss's attention. Get keys. 
W. W. Unlock and open door. N. 
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tpeb on tdbsg. E. Climb fence. 
Get scarf. West (five times). 

Circus 
In General 
To enter areas, stand near a person 
or object and "look man/object." If 
you get a "not a good spot" mes­
sage, move around till you find a 
good spot. 

By Fred J. Philipp 

N. 

The Lobby 
Stand near Bernardo. Qbhf Fabu­
lous. NW to pool. 

The Pool 
W. Sit on lounge. Look woman. 
Wait. Get sunglasses. 

The Typical Room 
Go east four times to the elevator. 
Enter. Press button. E. N. 



The Bathroom 
Look sink. Get floss. Exit bath­
room. Look sign. Get sign. Turn 
sign over. Look sign. 

The Skeleton Key 
Go near cart. Look cart. Sit on 
bed. Wait. Stand. Walle to door to 
hall. Put tjho on door. Walle near 
cart. Wait till the maid turns her 
back while making bed. Get key. 

Penthouse 
Return to elevator. Press button. 
West, then north to the top of the 
Hot Tub. 

Hot Tub 
Look tub. Look inside tub. Look 
drain. Look inside drain. U j f 
gmptt to ifmnvu. Mpxfs ifmn­
vu into drain. Get gmptt. 

The Suit 
Go into the cleaners and give re­
ceipt to Susie. Get suit. 

Leaving Las Vegas 
Leave hotel. Look. ljudiijlf. 

The Kingdom 
Close Gate 
South. Walle to building in north­
east corner. Bump into building 
and walle east until you 're outside 
Red's Bar. Enter phone booth. 
Xfbs tvju. Enter bar. Tjoh. Wait 
outside bar until you 're told the 
gates are open. 

The Banana 
Enter gate and walle to Mansion 
steps. W. [Foyer] N. [Dining 
Room] Look table. Look on table. 
Look fruit bowl. Look in fruit 
bowl. Get banana. 

Secret Passage 
Go upstairs to bedroom. Walk east 
to wall. Open cvsfbv. Look in. 
Press button. Wait. Slide down 
pole. Wait. Release pole. 

Sandwich 
Walle to east side of counter. Open 
counter. Walle inside and go to the 
east side. Look under counter. Get 
bread.Peelbanana.Makesand-

wich. Exit through door to dining 
room. 

The Alarm 
Tu hoe on bearskin rug. Look in­
side mouth. Put ifmnvu in mouth. 

Las Vegas 
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Trophy Room 
Walle behind rope. Get guitar. 
Look guitar. Fix guitar with 
gmptt. Look case. Get micro­
phone. 

Last Act 
Return to Red's Bar and go inside. 
Sing. Sit back and watch the show. 

Map Key 
A: Lunch bag 
B: Jar of peanut butter 
C: Thermos 

K: Resurrection card 
L: Rosin 
M: Helmut 
N: Popcorn 
0: Cape 
P: Sunglasses 
Q: Dental floss 
R: Sign 
S : Skeleton key 
T: Receipt 
U: White suit 
V: Banana 
W: Loaf of bread 
X: Guitar 
Y: Microphone 
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Adventures thru Time 
Teleported from page 9 

talce and open. Finally, a status line in the 
middle of the screen shows your charac­
ter's health, your score, the time and the 
year. Clicking the right mouse button on 
this line accesses the game, preferences 
and help menus. You can set the dif~cul­
ty level in the preferences menu to give 
you less time to finish the g~e .. 

Combine these elements with mterac­
tive graphics (the ability to click on ob­
jects in the main wind~w), and you have 
a hybrid interface that is easy to use, be­
cause there are sometimes multiple ways 
to perform a task. I found this refreshing 
and, even though the screen doesn ·~ look 
polished, it plays smoother and c::as1er 
than a lot of other games from big com­
panies. 

Back to ye future of ye past ... 
The plot revolves around the subtitle, 

Scavenger Hunt. As Douglas "Buck" 
Walker, you and three of ~our ~riends ~e 
children of 21 st century Histonans, scien­
tists allowed to use the newly discovered 
time travel technology to investigate past 
races and cultures firsthand without dis­
turbing the balance of time. The Histori­
ans are also charged with protecting the 
past, present and future from meddling 
hands. 

It is the year 2059, and your fath~r and 
friends' Historian parents are attending a 
convention marking the 17th anniversary 
of the development of time travel. Sick of 
always being in the backgroun~ and nev­
er allowed to journey through Ume, the 
four of you have decided u~n ~ contest. 

The goal is to travel back m Um~ an~ 
return with artifacts from five eras m his­
tory: a dinosaur egg from prehis~ric 
times a papyrus scroll from ancient 
Egypt, a lyre from Greece, a shield from 
medieval England and a tomahawk from 
the American West. The first to return to 
the present with these objects is the 
winner. 

Now this is a fairly original plot as far 
as computer games go. Some might argue 
that it reminds them of Bill and Te<f s 
Excellent Adventure, but I beg to differ. 
Bill and Ted are stupid Southern Califor­
nia teenagers, whereas you and your 
friends are children of scientists and 
raised to follow in their footsteps. 

The challenge is a personal test for 
each of you to prove that you can accom­
plish it with the same amount of care and 
forethought shown by the Historians. I 
truly enjoyed the story and, after I fin­
ished the game, wanted more. Though I 
had just gotten used to the time travel ma­
chine, I still wanted to do a lot more ad-
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venturing. 
The puzzles in Scavenger Hu~t have 

solutions that range from very simple to 
downright nonsensical. They kept me on 
my toes, and I only ch~t~ and referred 
to the "reviewers only hmt sheet a 
couple of times. Most of the puzzles are 
object-related. There certainly are lots of 
objects to collect 

You can only carry sixteen objects, 
some of which are used twice. Make sure 
you leave a good range of saved games 
on disk to go back to when you leave an 
object somewhere. Even if you do forget 
something, you can always use the ma­
chine to return to that time zone. 

To travel through time, you insert a 
colored card into a slot on the machine. 
The cards are reusable, so you may never 
have to restore a game unless the charac­
ter dies. The cleverness of the author 
comes through in one puzzle that requires 
you to confront yourself in another ti_m_e 
zone. Although the idea was done ong1- . 
nally in Sorcerer (remember Infocoi:n?), It 
still fits into The Scavenger Hunt without 
being a ripoff. 

A bit of arcade action too . 
If adventuring isn't enough to satisfy 

you, there are couple of sequences that 
might be considered arcade games. Actu­
ally they consist of nothing more than 
jumping over rocks and t~bleweeds at 
the right time. Your health is lower~ 
when you make a bad jump. Health is 
crucial later on in the game, where you_ 
can die rather quickly in one place. So it 
is in your best interest to get master these 
sequences. They're really no big deal. 

One part of the game I didn't like was 
the descent into the secret passageway 
where the time machine is kept in your 
house. You have to go down ten or so 
flights of stairs! Since the character 
moves slowly enough already, this scene 
is intolerable-especially when I had_ to 
go back up into the house for someth~g 
I'd forgotten. Fortunately, the game will 
accept typed-in commands even when the 
character is moving. 

The graphics are very simpli~tic but 
also very descriptive and revealmg. Ob­
jects look like they should and most ~n 
be selected within the picture. Sound is 
almost nonexistent. If atmospheric music 
had been added, I would have enjoyed 
Adventures Through Time so much more. 

Packaging includes a United Earth 
(world government of the 21st ce~tury) 
sticker, time machine operator's license::, 
function key command template ~nd His­
torian's Handbook (copy protecuon on 
that ugly brown paper). The c~py protec­
tion comes into play nght outside the 
time machine room. 

Conclusions: Overall, I was very im­
pressed. I expected a lot less from a new 
company ,but was .~wn for a loop .. If 
mine and other cnticISms are talcen mto 
account, Vol. II could be exceptional. 
Until then, I'll just to have to play other 
time-traveling games! 

Skill Level: Intermediate 
Protection: Ugly brown paper 
Price: $49.95 
Company: Aurum Software 

MSDOS Conversion 

Future Wars 
I looked over the VGA graphics version 
of this slick animated adventure from 
France, which was just converted from 
the Amiga original (the game, not 
France). It's an entertaining time a:avel 
story in which you, an innocent pamter, 
get caught up in the _middle of~ war be­
ing waged by earthlmgs and aliens of the 
distant future. . 

. The graphics are brightly daubed with 
color but not quite as polished and don't 
have the aura of fine art that graced the 
Amiga original. At least the text is easier 
to read in the menu overlays that cover 
the picture. It employs the same system 
of interactive graphics, which lets you 
choose a verb, then watch the names 
of interactive objects appear behind_the 
verb in the parser window as you glide 
the cursor around the screen. 

I had just as much trouble getting the 
cursor to stay on some o~ the small it~ms 
(since they're barely a pixel or two wide) 
while I clicked the mouse button. And the 
program will wear out your mouse hand 
by making you get close to an _onscreen 
object before you can operate it or use 
something on it (unlike Sierra and Lucas­
Film games, in which the "go to" com­
mand is implied and your character "real­
izes" he must walk over to an objoct in 
order to use it) 

One convenient enhancement for 
MSOOS allows you to change the backup 
drive to A, B or C at any time. However, 
the game froze on me when I tried to re­
store a game saved on A while playing 
from B. To avoid problems, save on the 
same drive you 're playing on. 

The music from the Amiga game 
sounds equally excitirig when piped 
through a Roland, and the program also 
supports Ad Lib and the PC speaker .. 
Conclusions: Despite a few annoymg 
trivialities in the game design and several 
far from logical puzzles, this is recom­
mended for fans of animated adventures. 
It is still one of the best European quests 
and a lot of fun. 



~. 

Secret of the Silver Blades 
Don't have your Cleric (or other charac­
ter equipped with a non-edged weapon 
such as a Mace or Flail) fight Giant 
Slugs, as they will do zero points dam­
age. Storm Giants aren't affected by 
Lightning Spells, and Frost Giants are not 
affected by Ice Storms or Cone of Cold. 
You can slow down Golems with a Light­
ning spell, but Fireballs will heal them. If 
you tire of combat. reduce the play level. 
This lowers the number of hit points of 
the monsters, not the number of encoun­
ters. Remember to increase the play level 
before tackling the Dreadlord - just to 
be fair! 
Teleport gates are really handy for 
shuttling between town and the mine. 
Some locations are: 3, 0 in the Mayor's 

· home goes to 1, 1 near the Well of 
Knowledge; 5, 48 in Red Dragon's Lair 
goes to 7, 1 near the Well; 10, 6 in Black 
Circle Headquarters goes to 14, 14 near 
the Well; and 2, 15 in the Temple of Tyr 
goes to 3, 3 near the Well. Note: the tele­
porter on level eight is broken and tele­
ports you somewhere on level nine. 

Les B. Minaker 

New Verdigris: When in the Armoury 
(14, 6), buy mirrors to reflect the gaze of 
Basilisks and Medusae. The canaries will 
warn the party of bad air in the mines. Be 
sure to restore all hit points before enter­
ing area 15, 10. Upon entering that room, 
all party members will suffer about 30 
points damage each, then have to fight 
three Cockatrices, two Medusae and three 
Fire Giants. Black Circle HQ: area 14, 
6 is the Armoury for the Black Circle. 
Treasures include a Quarterstaff +2. Area 
8, 4 contains a secret door. To enter it. 
the party must have the key from 10, 5. 
The key will glow, then the party must 
look or search to find the door. Temple 
of Tyr: An entire hoard of treasure is 
stored at 15, 13. Some items include two 
Shields +3, Chain Mail +3 and a Dagger 
+3. Answers to riddles seven and 
eight: xjoe and gjsf (see last month's 
issue for answers to other riddles). 

Brian James 

To duplicate powerful items and 
. gold: save the game, then deposit all 

such items in the New Verdigris vault. 
Go to the Training Room and drop 
(erase) the characters. Then load your 
saved game and return to the Vault; 
you'll have two of each item. This pro­
cess may be repeated as often as you like. 

Brandon Doan 

The Kristal 
After several flights in space, you'll come 
across the ship of the pirate who kid­
napped the Princess. Fire at it till it enters 
a warp hole, then follow it into the Dark 
Void. After the pirate and Princess pass 
your character, use the item you got from 
the Princess when you first met her in the 
Palace. You should now find yourself 
with the Belt and back aboard your ship. 
Set a course for Magno, but make sure 
you have at least 40 Psychic points. When 
you arrive, you automatically lose 100 
Health points and must fight the pirate. If 
you're good. you'll beat him with the 20 
Health points you have left If not. try and 
find more easy fights around the universe 
before going to Magno. (You gain Health 
points for each victorious battle.) 
A combat tip: the easiest way to win a 
fight is to just keep using the overhead 
blow Goystick pushed up, and keep hit­
ting the button). The other guy almost al­
ways runs out of energy before you do. 

Andrew Phang 

Witch's Brew 
The treasure that reviewer Russ Ceccola 
couldn't find is the huge pearl. It's in the 
ooze in the cauldron. Stir the ooze with 
the ladle until the pearl is caught in it. 
then take the pearl. 

Richard D. Goodkind 

Starl1ight 2: Trading Tips 
Start the game by equipping the ship with 
nothing but engines and cargo pods, get­
ting better engines as you make money. 
After you have level five engines, add 
shields and weapons. Save often, as it's 
easy to die even with top defensive and 
offensive equipment The G'nunk at 159, 
30 sell Phase Inductors. They want Data 
Crystals from 7, 51 (which you can get by 
trading Livelong from 125, 95. The Dja­
boon at 161, 53 sell Amusoballs. God­
masks are found at 54, 195. Get a Field 
Stunner at 184, 148 for Dreamgrids. Plan­
etary teleporters are traded at 242, 164 if 
you have some Grow Goo. The Sentients 
at 106, 73 and 12, 157 will not trade. 

Caryn Neumann 

King's Quest N: Ye Beginning 
Go east twice, then north and cross the 
bridge. Look under the bridge. Get Gold­
en Ball. Go west and enter the house. 
Clean house. After dinner, clean up. Get 
pouch of diamonds. Leave house. Go 
south. Enter mine. Give pouch of dia­
monds to Dwarf with lantern. Get lantern 
(hold onto it for the Troll's cave later on). 

Leave mine. Go east and look for worm. 
If it's there, take it and go west to the 
ocean. Go north three times, knock on the 
door and enter the house. Give diamonds 
to fisherman. Take fishing pole. Walk to 
end of pier. Put the worm on the hook. 
Fish till you catch a fish. Save game. 
Jump off the pier and swim west two 
screens to the island. Search the beach for 
a feather. Get feather. Swim back to 
shore. 

J arrod Boland 

To get the crown from the frog: 
take the Golden Ball and drop it into the 
pond, being careful not to get too close to 
the frog. 

David Inglis 

Ultima VI: End Game 
Once you've gathered all the Moon 
Stones and manufactured the balloon, 
you 're ready for the final quest [see July 
for how to get the Stones and make the 
balloon]. Use the Orb of Moons to create 
a Moon Gate one space away to the 
southwest. Enter the Moon Gate. Travel 
due south till you reach the Hall of 
Knowledge, a large pyramid. Walk 
around it and continue south to the coast. 
Don't slay the Gargoyles you meet. who 
are important Follow the coast to the east 
to a cave in the mountains slightly to the 
north. 
The cave is guarded by Beh Lem, a Gar­
goyle child. Enter and talk to Captain 
John, who gives you a scroll that enables 
you to speak the Gargoyle's language. 
Leave the cave, taking Beh Lem with 
you. Follow Beh's directions to his fa­
ther's house, then follow his father's in­
structions. After talking to the Inquisitor, 
travel to the Hall of Knowledge. Dispel 
the field to the south and get the Purple 
Lens. Create a Moon Gate two spaces 
away and to the northwest. It takes you to 
Moonglow. 
Go north to the Lycaeum and follow the 
trail to the east, where you'll find a the 
Lensmaker in a building. If you have a 
Glass Sword (search in Trinsic), he'll 
create a second lens for you. Create a 
Moon Gate two spaces to the east and go 
to Yew. Follow the trail east till you 
reach a dock. Take the skiff to Lost Hope 
Bay and go all the way south. You'll find 
a trail leading to the Cyclops' House. 
Talk to Cyclops. Search dungeon for 
Vortex Cube. Once you have the Cube 
and the two Lenses, return to the land of 
the Gargoyles. Travel to the north and 
follow the trail that dead ends by the 
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mountains. Cast Wind Change and use 
balloon. Enter Temple and talk to Shrine. 
If it says you're not focuses, this means 
your Karma is too low. You can raise it 
by talking to Iolo and saying Spam, 
Spam, Spam, Humbug to access the cheat 
menu and edit your character [or you can 
just play for a loot time and be good]. If 
you're sent on a quest, the answers are 
dpefy, bmm mjgf and the mantras are 
psvobo. Create a Moon Gate one space 
away to the southeast. Enter the Shrine 
and follow the directions written in the 
Codex. Once it is all set up, use the Vor­
tex Cube. 

Brett Stauffer 

Useful teleports: these use the Alt 214 
technique of holding down the Alt key 
and pressing those numbers in succession 
on the numeric keypad (don't enter com­
mas, spaces or other punctuation marks; 
the Os are zeros, not letters). Paws: 16B, 
22A, O; Buccaneer's Den: 242, 275, 0; 
Ye Lycaeum: 37B, 1A7, 0; Nicodemus' 
Hut (for spells, etc.): 148, OCC, O; Haw­
kin's final resting place: 09B, OE6, 4; 
Hythloth: 3B4, 3A3, O; Sin V'raal: 329, 
OEF, 0: Captain John: E3, FO, 4; Temple 
of Singularity: 7F, 31, 5; Stonegate: 258, 
119, 0. [See September Keys for more.] 
Just for Fun: after winning the game, 
talk to the Wisps and get the Armaged­
don spell. If not level eight already, use 
lolo's cheat menu to attain it, then stand 
in front of Lord British and cast the spell. 

Michael Noth 

Escape from Hell 
City on Edge of Eternity: Get Stalin 
and Kahn to join for now. Get (and keep) 
Laptop Computer. In northeast comer, 
get Garbage Can Lids and equip for de­
fense. Kill the Screamer in the Court­
house to get his Mirrored Shades. Give it 
to NPC north of the Fire Pit to get a 
Trench Coat. Loot Minos' Estate in the 
northwest. Limbo: go southwest and 
pick up Ach Chu (first give Stalin's use­
ful items to Khan, then drop Stalin). 
Check homes for useful items. Get Bow 
training in Library. Training Camp: 
Head north to the tridents. On the way, 
see Quasimoto for shovel. Hit tridents. In 
graveyard, use shovel for useful items. 
To master Lockpicking skill, stand near 
door and use lockpick (will boost to ten). 
When ready, hit the building in the north­
west and loot chests for Hell Guard Pass. 
Recruitment Cave: head east, south, 
east and north to the cave on the map. In 
the southeast room you'll find the De­
monic Shield. Leave and head south to 
Lucifer's Landing. 

Fred J. Philipp 

Drakkhen 
When creating characters, enter your first 
character's name as 31415927. When 
asked to repeat it, type SUPERVISOR. 
Finally, name the character as usual. This 
will give you higher stats than usual. Af­
ter finishing character generation, reboot 
the game as normal. Now whenever 
you're standing outside, you can press 
the control key to access a special menu. 
The left half of the menu lets you select 
places to go, the right handles monsters 
you can encounter. Experimentation will 
prove useful. 

David Mullen 

Conquests of Camelot 
In Gaza: don't hire Jibar; go with 
Hazm. Don't drink from the first lake, 
don't fight with guards at city wall. In 
Jerusalem: don't chase thief who steals 
your purse. If you need money, sell your 
mule to Mohammed. When buying ap­
ples from the Seeress, buy the Apple of 
Truth. In Catacombs: get medallion 
from mummy by using sword. 

Thomas Chambers 

In Catacombs: use sword to get Amu­
let and approach sliding door to obtain 
Golden Apple. Find Galahad (you'll get 
bitten) and give him the healing potion 
(from the beggar before the entrance to 
the Catacombs). Place apple in hand of 
Venus and pass test to escape, using 
Lodestone to determine directions. 

Charles D. Jones 

Chronoquest II 
When starting out, pick up the anchor 
from the seaside and examine rocks to the 
right of the screen to find some coins. Get 
the trunk from the village; you'll need it 
in Stage XIII. Stage X contains the sword 
(useful against the snake in Stage XI) and 
the sheath. To enter the house in Stage 
III, examine the door carefully to find a 
key. Give it to the Blacksmith, who will 
modify it. Use the key to enter the door. 
Be polite to the Guardian inside, and he'll 
give you a gold compass. Once you ar­
rive in Stage XIII, examine the door to 
the tavern and you'll find the horseshoe. 
To get past the Musketeers, challenge 
them by using the glove. 

Andrew Phang 

Megatraveller 1 
When creating characters, make one 
skilled in energy weapons. It also helps to 
give one character a high skill level in . 
gambling. Once you start playing, kill the 
three assassins waiting for you outside 
the bar on Efate. Then go directly to your 
ship and fly to Llun (in the Efate system) 
and land on the planet. Go to the starport 

and select the buy command Go down to 
the word "Null" and hit the plus key to 
buy it. You'll instantly receive a billion 
credits! After getting the money, outfit 
each character with a Battle Dress, 
PGMP, and nine of type of grenade. Up­
grade the ship's computer to Model 3, 
buy all necessary programs and a Jump 2 
drive. Follow the instructions given at the 
outset of the game, and you '11 have an 
easy time of it 

Nick Rodolakis 

Code-name: ICEMAN 
After the briefing in Washington, don't 
forget to take your orders from the table. 
Before descending the elevator, walk 
over to the guard and "get id card." He 
gives you the wrong one, so type it again. 
Use ID card to open the secret compart­
ment in your briefcase once you 're on the 
sub. The safe combination is 23448803. 
The briefcase combination is 762134. 

David Inglis 

Ancient Land of Y s 
Daan Tower: to pass throug the Musi­
cal Room, retrace your steps out to the 
column hall. Use the hammer to strike the 
second column to the right The column 
will be smashed in half. You can enter 
the tower only after defeating the final 
monster in the mine. Magical items will 
not work against the major monsters, so 
always save before fighting one. You 
can't read a book till you get glasses from 
Mara. 

Caryn Neumann 

Future Magic 
There's a weapons shop on Ceyjavik: 
land at 2112, 480 to buy weapons and 
ammo. Don't board pirate ships till your 
team has high hit points, strong armor 
and weapons and lots of ammo. To boost · 
Attributes, find the corresponding Health 
Spas inside towers on Caldorre. This 
costs 1,000 credits per lesson. 

David Inglis 

'l(f,ys to tlie 'l(f,ys 
Each month two contributors to Keys 
get the game of their choice. The 
winners are randomly selected. Please 
send clues and tips to recent adven­
tures-those not covered in previous 
issues, walkthroughs or Quest for 
Clues. [All clues become exclusive 
property of QuestBusters.] This 
month's winners: David Mullen and 
Charles D. Jones 

To decode clues, 
count one letter back. 



• Trade or sell your old adventures with a 
free ad. (Adventures only, no pirated 
software, limit of 10 games per ad. 

Please state system. 

APPLE 
Trade, or $20@: Ultima 4, 2400 AD, Bard 1 
& 3. Toby Jackson, 17043 Fiesta Way, Sali­
nas CA 93907 

SelVtrade, $20@: *Ultima 5, Dragon Wars, 
Ultima 1 & 3. $10@: Times of Lore, 
*Wasteland, Maniac Mansion, M & M 1, Ad­
venture Construction, King's Quest 2. * = 
character editor for $10 extra. Joe Quilici, 
7130 Browns Valley Rd, Vacaville CA 95688 

Dragon Side 2, with 10 subadventures, re­
quires Bronze Dragon 3.0. $15. William Da­
vies, 527 W 3rd St #101, Long Beach CA 
90802 

Will buy old graphic adventures like Lantern 
of D'Garnma, Back in Time, Psychosphere, 
Robots of Dawn, Lion's Share and The Philis­
tine Play. Will pay with foreign bank draft in 
US funds. Chris Livingstone, 17 McDougall 
St, Milson's Point, NSW 206 Australia 

Sell for $20@: Bard 2 GS & cluebook, Keef 
the Thief GS, Dungeon Master GS. $5 @: 
Last Ninja GS, Ring Quest, Space Quest 
Trade any one for Dragon Wars, Pool of Rad 
GS, or Cryllan Mission GS. Dan Young, 295 
Still River Rd, POB 69, Still River MA 01467 

Mac: Want The Witness, Suspect, Sherlock: 
Riddle of Crown Jewels, Border 7.one, Planet­
fall, 7.ork 3, Infidel, Cutthroats, Enchanter, 
Quarterstaff. Must have all original game 
parts. Prefer to buy. L. A. Urness, 1454 N. 
1600 E., Logan UT 84321. 

COMMODORE 
Amiga: will trade Future Wars, Dungeon 
Master, Starflight, Indiana Jones (adventure), 
Chamber of Psi-Mutant Priestess, Swords of 
Twilight, Windwalker, Faery Tale, Return to 
Atlantis, more. Want M & M 2, Ultima 5, or 
send list to Nathan Franklin, 30 Parkview Dr, 
Feeding Hills MA 01030 

Amlga: over 80 games to sell. Most for $15, 
newer ones, $20. Send for list. Bob Russo, 
321 Ascot Lane, Stream wood IL 60107 

Amlga: will trade Lords of Rising Sun, It 
Came from Desert, Demon's Winter, Battle­
tech 1, Dark Castle, Champions of Krynn, 
Deathbringer, more new titles. Steve Lee, 
7031 Bret Harte Dr, San Jose CA 95120 

Sell only, C-64: Knights of Legend, $15. $10 
@: M & M 2, Space Rogue, Future Magic. L. 
Turner, 2729 Reunion St, Violet LA 70092 

Sell only, C-64: Battletech 1, Bard 3, Eternal 
Dagger, Elite, Hillsfar, Heroes of Lance, Leg­
end of Blacksilver, Ultima 5, more. David 
Mullen, 6718 44th Ave N., Crystal MN 88428 

MSDOS & QUEST-AUKES 
Sell only, 5.25, $15 @:Hero's Quest, 
*Starflight 2, Leisure Suit 3, * Pool of Rad k, 
Loom. *Starflight 1, $12. * means cluebook 
included Lee Birch, POB 213, Bryn Mawr CA 
92318 

Sell only, 5.25, $15 @: Heroes of Lance, Im­
possible Mission 2, Twilight 7.one, Clue Mas­
ter Detective, King of Chicago, Hitchhiker's 
Guide, Indiana Jones in Revenge of Ancients, 
Dr. Doom's Revenge. 6204 E lOth St, Kansas 
City MO 64126 

Trade: Starflight 2, Batman. Want War of 
Lance, Conquests of Camelot, Chaos Strikes 
Back, Ultima 6, Sword of Aragon, Puzzle Gal­
lery 1. John O'Bryant, 8575 Rathman Place, 
Cincinnati OH 45255 

Sell only, 5.25: Ultima 6 (version 3.2, with 
cluebook), $28. Silver Blades & cluebook, 
$24. Megatraveller 1 & cluebook, $22. Bad 
Blood or Day of Viper, $18. Book of Adven­
tures 1, $22. Postpaid. Richard Robillard, 52 
S. Main St, Baldwinville MA 01436 

Trade: King's Quest 1-4 (256K KQ4), Space 
Quest 1-2, Journey. Want Space Quest 3, Lei­
sure Suit 3, Hero's Quest, MT32-compatibles. 
Chris Linton, POB 35, Coventry VT 05825. 

Trade/sell: Ultima 6, Hero's Quest 1, Bard 2, 
Space Quest 3, Azure Bonds, Pool of Rad, 
Prophecy, Neuromancer, Sorcerian, Adven­
ture Construction Set, more. Send SASE for 
list. Michael Noth, 119 Washington Park Rd, 
Iowa City IA 52245-4829. 

Will buy 3.5: Knights of Legend, Ultima 6, 
Hero's Quest, Keef the Thief, other new 
quests. Tom Page, 96 Haddon Place, Upper 
Montclair NJ 07043 

Trade/sell, 5.25: Space Quest 3, Omnicron 
Conspiracy, Zak McKracken, Shogun, Be­
yond 7.ork, more. Want Maniac Mansion, Ul­
tima Trilogy, 7.ork Zero, Lurking Horror, It 
Came from Desert, more. Steve Clarke, 3673 
Wyola Dr, Newtown Square, PA 19073 

Canadians only! SelVtrade: 3.5 Police Quest 
2, Manhunter SF & NY. Want 5.25 Code­
name Iceman, any Space Quest, Axe of Rage, 
King's Quest 3, lndy's Crusade (action), Ram­
bo 3. Write lst, send list. R. Hovdestad, RR 1 
Metcalfe, Ont, Canada KOA 2PO. 

Trade: Infidel, Planetfall. Want Quarterstaff. 
Also have joystick for IBM & Apple. Brad 
Nolan, 8 Longmeadow Rd, Lincoln RI 02865 

Sell, 5.25: M & M 1, Azure Bonds, Pool of 
Rad T. Purdy, 6927 Kent Way, Cyrpress CA 
90630. 

Sell only, 3.5: Pirates, Starflight, Space Quest 
3, Police Quest, Alien Fire~l5@. $20@: 
Wizardry 5, War in Middle Earth, Bard 2, Lei­
sure Suit 3. Hero's Quest, $25. Robert Kraus, 
3038 N. Christiana Ave, Chicago IL 60618 

SelVtrade: Starflight, Wasteland, Arthur, $20 
@.More. Toby Jackson (see first Apple ad). 

ST 
Want The Witness, Suspect, Planetfall, 7.ork 
3, Infidel, Cutthroats, Enchanter, Suspended. 

Waiting for Duffy 
Duffy' seating sand for breakfast, 

so contact these people if you can help. 

M & M II: how to get thru barrier in Co­
rab 's Cave? Out of Dawn's Cavern with Orb? 
Dolores Buck, POB 53, Benedict MD 20612 

M & M II: What's final word? Dragon 
Wars: how to finish offNamtar? David Esco­
lar, 1079 Fuchsia Dr, Sunnyvale CA 94086 

Dragon Wars: how to restore city of Yellow 
Mud Toad? Bard I: where's review board? 
Smurfy, 1400 Banana Rd Lot 126, Lakeland 
FL33809 

Borrowed Time: how to prevent being 
killed on steps? Hollywood Hljlnx: how to 
get in house? R. E. Whitley, 1651 Madison 
Ave C-3, Anderson IN 46011 

Neuromancer: need password for Central 
Justice. How to get past Larry in Microsofts? 
L. Perez, 420 Douglas St, Elgin IL 60120 

Manhunter SF: what do I do with man with 
the pipe? What's message from Jewel of 
Heaven and what does it mean? How to enter 
Laundromat, get anything at The Shop? Any 
general help? Randy Hovdestad RR 1 Met­
calfe, Ont., Canada KOA 2PO. 

Journey: how to open gate in 2nd part? Af­
ter leaving cave, how to get through forest 
without Fire Essence; can you save Bergeron? 
Cutthroats: after meeting on Lookout Point, 
how do I get out to sea? Brad Nolan, 8 Long­
meadow Rd, Lincoln RI 02865 

Transylvania (ST): where is cross? Sue 
Medley, 9 Warwick Rd, Sidup, Kent, England 
DA146LJ 

Knights of Legend: need help. N. Andre­
sen, 5742 Princeton PI, Ypsilanti MI 48197 

Future Magic: need clues on Sentinels, 
how to get NPCs to talk; who can use Laser 
Rifles; what are unnamed materials on planet 
surfaces, how to get rid of them once aboard 
ATV? LTC Anthony Giasi, USAE SHAPE­
POL Div, APO NY 09055 

Populous: need list of all 500 worlds in con­
quest mode. S. Geisinger, 21 Sturbridge Ct, 
NanuetNY 10954 

Prefer to buy, write lst. L. A. Urness, 1454 N. 
1600 E., Logan UT 84321. 

Sell only, $20@: Dungeon Master, Blood­
wych, Pirates, more. Tom Page, 96 Haddon 
Place, Upper Montclair NJ 07043 

MISCELLANEOUS 
CP/M: Want Adventure, the 550 point ver­
sion, and Adventure II. Theodore Pantenberg, 
1550 Acacia Way, Morgan Hill CA 95037 

I want to buy Wizi-System & Ulti-System 
manuals & maps by Mike Nichols. Mike Pe­
pan, 4411 W Howie Pl, Milwaukee WI 53216 
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Passport to 
Adventure 

Books & Map Kits 
Quest for Clues I or II $24.99 

Official Book of Ultima $12.99 

King's Quest Companion $14.95 
(has solutions to games I-IV) 

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

With each game you get a free 
packet of mapping paper-and 3 

issues added to your sub (2 for lst 
Class and Canadian subs, 1 for 

overseas). With Quest for Clues 
you get the same; other books 
entitle you to two extra issues for 
regular subs, one for lst Class, 

Canada and overseas.) 

To US addresses, add $3 shipping/etc. for 
each book & game; to Canada, APO, $6; 
overseas, $12. No credit cards or bill 
mes. AZ, residents add 5% sales tax. 
Please send street address, not POB. 

MSDOS Quests 
Lord of the Rings 
Battletech II 
Bane of the Cosmic Forge 
Silver Blades (512K 
MegTraveller (512K) 
Bad Blood (640K) 
Escape from Hell 
Circuit's Edge (512K) 
Les Manley (640K) 
Ultima VI (640K 
Conquests of Camelot (512K) 
Code-name ICEMAN (512K) 
Bad Blood MSOOS, 640K VGA, 

$45 
$40 
$45 
$40 
$50 
$40 
$38 
$45 
$50 
$55 
$45 
$45 

512K EGA, Tandy, 384K CGA $50 
Starflight 2 (512K) $45 

Amiga Missions 
(512K except•, which need a meg) 

King's Quest IV • $45 
Police Quest II* $45 
Leisuire Suit ID $45 

Apple Outings 
Space Quest III GS $45 
Champions of Krynn 128K $40 

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

C64 Seek & Slays 
Breakers 
Times of Lore 
Silver Blades (512K 

Assorted Systems 

$30 
$30 
$35 

King's Bounty $35 
Psi-Mutant Priestess or Drakkhen 

MSOOS, Amiga $40 
Loom MSOOS, Amiga (512K) $50 
Future Wars Amiga, MSOOS $40 
Keys to Maramon C64 $30 

MSOOS (512K) $40 
Centauri Alliance Appl ( 64K), $35 

C64$30 
Starfiight: C64 $35 

Mac, Amiga (512K) $40 
QuestMaster: C64, Apple (48K), $30; 

MSOOS, GS, $35 
Transylvania 3: MSOOS (512K)and 

IIGS $32 
Champions of Krynn: Amiga• and 

MSDOS $45 
Hero's Quest: Amiga• $45 

MSOOS (512K) $50 

Bulk Rate 
U.S. Postage 

PAID 
Tucson l\l.. 

Permit No. 1153 

YOUR SUBSCRIPTION EXPIRES: 92/02 

GOLETA CA 93117 


