
































LU Keys

Dark Heart of Uukrul
One way to open the door to reach Sagar-
is the Sage is to invoke the massive
prayer Belamoq, which blows it open.
Priests should have at least a gold ring for
this. When at a teleportal, try entering the
word Melas, which may teleport you to
the spot where you can acquire the me-
dallion. The medallion can be used at any
time and place (except combat) to trans-
port you back to the place you found it.
(Rub it.) At the dungeon past the Sanctu-
ary of the Dragon, invoke the prayer
Kuuraoth to destroy the vision in the
black mirror (found far to the north),
which will give you a Kauri plaque. To
get the urn holding Uukrul’s heart, pull
down levers uxp, tjy and tfwfo to open
the way. Be sure to copy down all the in-
formation in the Archives, since you lose
it when you enter scenario disk B, just
before passing the level after the Sanctu-
ary of Twisted Paths. This occurs around
the eleventh Archive message.

Robert Breezley

Answer to the Priest’s riddle: gbjui. To
get the Dark Heart, push levers p of,
uisff, gpvs, gjwf and fjhiu before en-
tering the maze. To arm the beacon, use
the following codes: north quadrant—
pof uxp uisff pof; east quadrant—
uisff pof gpvs gpvs; south quadrant—
pof uisff gpvs gpvs; west quadrant—
uisff uisff uxp gjwf. Answers to Gar-
goyle’s riddles: qsjftu, nbhjdjbo,
ibnnfs, tbhbsjt. Answers to Phoenix
riddles: Vvlsvm, bespo, j xjmm
svmf. To free Mara, use sequence B W
D M S F Z. To finish the quesT, type
the last line of the prayer called
Mbjsjbo.

Khalid Hassan

You don’t have to wait to go up another
level to earn a ring. Return often to the
Temples of all four gods and the Magi-
cian’s Circle. A level 10 character may
have earned at least 20 rings. The first
two hearts are located behind locked
grates near the marketplace. The keys to
the grates are in the ancient catacombs
beneath the temple. There are a number
of 180-degree rotating squares
(“spinners™) in the middle of rooms and
in the halls here, so check your bearings
frequently. The first heart is also behind a
grate opened by the iron key, but you
must cast a magic spell to open the secret
door at the end of the passage. The sec-
ond key opens the grate north of the mar-
ketplace; this leads to a room filled with
noxious gas. The heart is in a room
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guarded by a secret door requiring magic
to open, just before you enter the gas
room.

Fred Andoli

Champions of Krynn
The entrance to the catacombs in Throtl
isat9, 0. Be sure to take care of business
at 12, 7 (Temple) first. It’s a very long
passageway, with many battles. Continue
east about halfway through the passage to
aroom that is safe. You’ll also find some
key magic items here. Continue to the
chamber with mult-colored lights for a
battle that will net you treasure and a +1
Ring of Protection. Keep following pas-
sageway to the caverns, go south through
a door then bear west. Use Wand of Ice
Storm on White Dragons. Be sure the tar-
get is three spaces from your party, or
they’ll be wounded. After this battle, re-
turn to Sir Karl for another quest.
He’ll send you to Gargath. You’ll find an
Inn at 7, 11. Visit guards at 13, 6 for
Plate Mail and Gauntlets of ogre strength.
The Dracs guard secret doors at 7, 7.
From there, follow map in Journal entry
23 to reach the Keep. There follow map
#72. There is an exit outside in the north-
east comner on level one. The Castellan is
in the southeast room on level two. One
level four, go to the west rooms for bat-
tles that will yield white and red magic
scrolls. Myratani is in the room to the
northeast. Follow Myratani upstairs to the
top of the Tower, defeat Black Dragons
with Ice Wand and return to outpost.
Richard Rasmussen

Be sure to include a Knight in the party;
he’s needed in the Knight’s Tomb. The
“Test of Fear” can be completed only by
a Knight. Fireballs, Magic Missiles to
slay odd Mages, and Prayer are very im-
portant spells to obtain. Always keep a
couple of Detect Magic spells ready, for
they’re necessary to find good stuff
among the junk you’ll find as treasure.
Gargath: the magic Longsword and
Greatsword on level six are cursed—
leave them alone! Journal entry 13 is out-
post three. Journal entry 23 is Gargath
Keep (entrance portion). Journal entry 45
is the town of Jekel. Journal entry 72 is
the Tower of Gargath Keep.

Paul Hill Jr

It Came from the Desert

When escaping from the hospital, find a
wheelchair as soon as possible. You need
five pieces of evidence to convince the
Mayor the threat is real: plaster casts of
the ants’ tracks (go to the site of the me-

teor crash for these), tissue samples for an
ant’s leg (give to you by a neighbor later
in the game), sending off a piece of dead
ant to Dr. Wells (after you firebomb
enough ants to get it), recording ant
sounds (charter a plane) and fluid samples
(after the attack on Neptune Hall). Al-
ways aim at the ants’ antennae during
shooting sequences.

Andrew Phang

Dragon Wars
Here’s an easy way to build up charac-
ters. When you first load the game, tell
the program you want to begin a new
game. Your characters will retain all their
skills, attributes, spells and so gn, but will
lose all items and gold. Then go to the
Arena in north Purgatory. Get your free
weapons and run from the gladiators. Go
to the statue of Irkalla in west Purgatory
and leave an item there until she is
pleased. Then enter the Apsu Waters to
get to the Magan Underworld. Go west
and follow the edge of the lake till you
reach a wall. Follow the wall west and
north to a door. Kick through two doors
and move one space forward. Then go
north into the canyon. You will receive
five free skill points. Save the game here!
Reboot and begin a new game: your char-
acters will have the five skill points to
spend, and you can repeat this sequence
as often as you need to get them up to
turn them into Supercharacters. This is
most effective when just starting out, not
such a good idea if you’re really far into
the quest; it’s also best to find three other
NPCs to join your party so you’ll have a
full group and all will benefit.

Andy Nguyen

Windwalker

Sail to the island with the cave north of
Xiang Loh and enter the cave to find in-
structions on how to perform the Tantric
Dance. Whenever you find an idol, per-
form the dance in front of it to gain bless-
ings. All talismans need a striped-turtle
shell (found by hailing friendly fishing
frigates). The Isles of the Dead are near
the northeast of the game map. The sha-
man who creates the talismans is found in
the northeastern-most cave in these Isles.
The talismans are: Invisibility (requires a
blind man’s shoe), Levitation (heron
feather), Waterwalking (mandible from
sea beetle), and Invulnerability (scale of
sea dragon). Mantras for all talismans can
be found in the shaman’s cave. Make sure
you use the Invulnerable talisman before
fighting Zhurong. Ingredients for the elix-



ir needed to cure the Emperor: peach seed
(from Isles of Dead, only during full
moon), jade (behind Emperor’s throne),
god (from freeing the explorer in cave
found on isles north of the palace), jas-
mine (from Nubian princess on ground
floor of main palace) and rhinocerous
horn (from Zhurong’s possessions up-
stairs of main palace). Combat tips: best
way to kill Thieves is with the staff. As-
sassins and Palace Guards are best dis-
patched barehanded, since they move fast
and you can quickly cartwheel backwards
when barehanded. Use the roundhouse
kick to attack in this mode (attack when
your foe’s legs are crossed as they move
toward you) and always be in Concentra-
tion mode.

Andrew Phang

To defeat Warlord, first burn incense to
quicken self (the prayer is “Quicken my
pace.”). In battle, scoot forward till
you’re at a point where you can do a front
kick and just overlap his sword when he
has it horizontal (strike position). When
he raises his sword, scoot forward, do a
back kick, then step back. Repeat the pro-
cess till he’s vanquished.

Bob Shumaker

Colonel’s Bequest

To find the secret rooms, try moving the
armoires in the hallway of the top floor
and the clock and mirror on the first
floor. To find the ultimate location of the
bodies, go to the old carriage house and
take the oil can from the table; get the
crowbar from inside the carriage. Walk to
the Chapel and step on the boards in the
left lower comer till you find one that
moves. Lift it with the crowbar. Get the
Bible and copy the names of the people
who lived in the house. Go to the bell
tower and oil the bell, but not while di-
rectly under it, then pull the ring with the
cane (found in a secret room in the sec-
ond act). After the bell falls, take the
crank from it. Enter the kitchen and take
the bone from the refrigerator. Walk to
the doghouse in the second act and give
the bone to the dog. Look in the dog-
house and get the necklace. Walk to Ce-
lie’s house and knock on the door. When
she open it, give her the necklace and en-
ter the house. Take the carrot from the ta-
ble. Leave the house and walk to the
stable; give the carrot to the horse. Open
the gate and take the lantern. Return to
the big house and oil the armor (tin man)
in the entrance on his head. Read the note
and take what’s inside. After Clarence
dies in the seventh act, get the matches.
Got to the hedge garden outside and in-
sert the valve in the shaft. Turn it and
push the statue. Light the lantern and go
down. To know which vault to open in

the big grave, read the list of names from
the Bible and check which name does not
exist. Use the monacle to magnify ob-
jects. To enter the big grave, insert the
crank into the hole in the metal plate in
the laundry section of the basement. Do
not kill the Colonel!

Eran Lahen

Swords of Twilight
To complete the first quest, go east from
the starting castle to Eastmarch Castle.
Find the Knight of the castle (when you
ask “who” he will say that his words are
heard). Offer him a gift, your name and
cause. Ask for aid and he’ll give you the
shield (repeat if he doesn’t do so right
away). Take it back to Aedifice Castle.
The Shadowlord of Avon is Gog (fears
Sword of Protection, found in Arcadia).
Shadowlord of Annwyn is Aryonek (fears
Sword of Salvation from Arden. Shadow-
lord of Arcadia is Maron (fears Sword of
Cold from Avalon). Shadowlord of Ava-
lon is Circe (fears Sword of Relief from
Achemar). Use Flask of Alexin as protec-
tion against Gog; Vervain against Aryo-
nek; Nepenthe against Circe; Mandragora
against Maron. Avoid combat unless ab-
solutely necessary, for once you kill an
innocent group (even if they attack you)
everyone will attack you. Even when fac-
ing hostile foes, try to talk your way out
of it by being friendly, greeting them, of-
fering your name and cause; continuing
conversation will reduce their aggression.
Andrew Phang

Centauri Alliance

In the early stages, a Drenot Mech from

Trader Drake’s (level two, Omicron VII)

will give you plenty of firepower. On lev-

el three, find the computer and type

bmmjbodf, ebzobc and gsbduzs.
Bruce E. Wiley

Keef the Thief

Turn left upon entering Tel Hande. The
first right turn leads to the contest, the
second right (follow the left wall till after
the second floor) leads to the Magician
King—stop at his library on the third lev-
el. Mem Santi Maze: there are six secret
doors, all at the ends of passageways. The
maze can be mapped on a normal grid;
just be aware that passageways can cross
over each other. Map the northeast area
first, since the doors that don’t lead to
Mem’s first teleport you to this area. Also
at Mem Santi, see the Curator, then go
upstairs to visit the treasury. Take the key
and a Clydesdale to the hut. Trade the
horse for another key, then find the li-
brary, the treasury, and the door down-
stairs. Then go to the ruins and find the
matching door.

Traps and how to pick them: walls (wave
weapon ahead of you); floor (tap it care-
fully); right of pedestal (stick knife in
hole); back wall (twist upright sword);
front of pedestal (push in the front panel);
tree (use rope to secure yourself); egg
(carefully take it); leaking brick (slip
knife under brick); ceiling (use rope to
secure loose rock); front of pedestal
(push buttons one and three); torches
(pull torch holders forward); floor (use
knife to jam spikes); right wall (use knife
to jam panel); ceiling (squirt oil into
cracks in ceiling); sceptre (crush its top);
gem (remove it from stand); right side of
bench (squirt oil inside hole); candles (re-
move them from wall); fireplace (brush
embers back into fire); teapot (keep it
from spilling); torch (pull it forward);
pedestal (slide knife under it).

William Gustafson

Leisure Suit Larry III
Chip n’ Dales: Talk. Give tips. Sit. Ap-
plaud. Stand. Talk to Dale. Sit. Look at
Dale. Ask about: Larry, date, bamboo.
Leave. Go to Cabana fountain and fill
bottle. Go to cliff east of Comedy Club
and enter bamboo forest (a maze). Exit is
in the extreme northwest corner. Look for
subtle paths north. Drink water when ex-
hausted. (Exact path: N, 2N, 2E, N, W,
N, E, 3N, 2W, S, 3W, 2N, W, N.) Exit at
river. Swim if you want, but save first. N.
Drink from river. North to rock. Remove
pantyhose. Tie to rock. Pick leaves. Make
lasso. Climb tree. Get coconuts. Down.
Throw lasso at rock. Tie lasso to tree. Rip
dress. Cross rope. 3

Fred J. Philipp

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 you’l 1 get three
free issues of QB for each passage of
clues and tips that appears (two for Cana-
dian and 1st Class subscribers, one for
overseas). That means that you may nev-
er have to renew your subscription again!
[All submissions become the exclusive
property of QuestBusters.]

When sending in clues, do not code
them—we’ll do that here. If you can do a
thorough walkthrough for the game, let
us know in the same letter. Be sure to
put your name and address on the sheet
with your clues, to ensure credit. It’s ok
to send clues for several games at once.

To decode clues,
count one letter back.
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Centauri Alliance

Continued from page ten

exactly how many experience points are
required for each party member to be pro-
moted. Instead of stating the number of
experience points accumulated in battle,
the characters’ status report lists the num-
ber each team member needs to earn for
advancement.

Right now Capt. Xdd’s report says he
needs 486 experience points; when he
wins another battle and earns 86 points,
the report will say 400. After it hits zero,
he is ready to be promoted. This novel
and insightful addition to computer role-
playing more than com-
pensates for that vanish-
ing auto-map.

Another convenience
shows up when examin-
ing a character’s inven-
tory so you can trade
items to another one.

party’s demise, you might think some-
thing’s wrong with the program when the
game’s opening menu is displayed in-
stead. This allows you to reload a saved
game without having to reboot the pro-
gram when everyone gets killed, as must
be done with many RPGs, including
Bard's Tale.

Throughout the quest you must solve
the standard RPG puzzle-type: “what the
heck does this frobitz board do, and
where’s the battery?” Trial and error is
usually the only way to figure out much
of the hardware that is strewn about the
dozen worlds that comprise the game’s
universe. Weapons, armor, artifacts and
other objects can at
usel least be identified
5154 and compared by
using the Sell com-
mand. This de-
witl scribes their

ad potential damage
and other factors

There are three display
screens for each charac-
ter, showing his status,

that tell which, if
any, of your crew
can wield the Ion

skills and inventory. If,
when looking at Capt.
Xdd’s inventory, you hit the number 2 to
examine Shorty, the display goes directly
to Shorty’s inventory, making it easier to
compare their possessions. Trade a weap-
on to Shorty from Xdd’s inventory, then
hit 2, and Shorty’s ready to ready that
weapon. (And speaking of readying
weapons, I really like the way the game
lets me ready a weapon and fire it on the
same combat turn.)

A Potpourri of Puzzles

On the third level of Omicron, Capt.
Xdd ran across his first logic puzzle. Sev-
eral Mechanoids guarding pieces of a cru-
cial and powerful weapon called the
Fractyr Fist insisted he tell them the au-
thorization code before they’d let him get
hold of the goods.

Instead of scouring the maze for clues
to the code, Xdd studied the numbers in-
scribed on the robots: one said 10-7-4, a
numerical progression whose next num-
ber is 1 (subtract 3 from each preceding
number). The others on this level were
similar but based on different
progressions.

Real-time puzzles are also in store, and
these are tied into the story line as sub-
quests or missions from HQ. One mission
sends you out to shut down a runaway re-
actor before it reaches critical mass,
which involves racing through the maze
and finding the central core within a time
limit.

Fail to do so, and the party dies—but
since there’s no special illustration for the
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Space Travel the Easy Way

Blaster, for
instance.

But many pieces of hardware won’t be
useful till you figure them out by trial and
error. That Ion Blaster needs a power
pack, and the Armory sells f8, f10 and f9
packs—no clues here, you just have to
buy and try till you hit the right one. You
lose a bundle when reselling a useless
pack to the Armory, which can be frus-
trating. (To raise cash, you can sell weap-
ons and jewels obtained in battle.)

The plot is pretty linear but flexible;
there’s a preferred way to accomplish the
quest, but many parts of the main path are
interchangeable. There is no significant
character interaction in terms of conver-
sation, though you can find computers to
type words into in hopes of extracting a
clue or two. Upon completing some of
the timed puzzles, you’ll be rewarded
with big bonuses for your characters and
sometimes treated to a mini-movie com-
posed of a series of graphics. (The end
game sequence is five minutes long.)

Documentation consists of a compre-
hensive 49-page booklet, a Field Guide
with background on this mission (sequels
will have their own such Field Guides), a
reference card of Psionic abilities and the
star map. The game itself spans both
sides of three regular-size floppies.
Conclusions: There are no major
breakthroughs in computer gaming here,
just a good old-fashioned step-on-every-
square dungeon game interlaced with
stimulating logic puzzles and a combat
system that is unique for role-playing
games. It’s filled with hardware (weap-

Artura

The back of the package says this is an
“action adventure” set in medieval Eng-
land. You’re supposed to be Artura,
whose quest is to rescue a beautiful ap-
prentice to Merdyn the Mage who also
happens to be keeper of the secret of the
ancient treasures. Bigger letters proclaim:
“Hack and slash your way to glory!”

Hack and slash your way through a
mediocre ar-

ff;‘gfeﬁ‘e‘ﬁt‘_ . Type: Mislabeled
Each screen | Arcade Game

of this ar- Systems: Amiga,
cade game ST, IB C64
representsa | Version re-
oo g | viewed: Amiga
castle. Your

character, about two inches tall and
weakly animated, moves from room to
room tossing axes at the guards, rats and
anything else that gets in the way.

You’re supposed to pick up six Runes
whose possession will enable you to com-
plete the quest. Food, which replenishes
your life force, is also lying around on the
floor. A fold-out map of the entire maze
is included, and the manual reveals the
location of all food stores and the Runes.
Conclusions: It’s common to see ac-
tion adventures that focus more on the ac-
tion than the adventure, but Artura
contains no elements of adventure or
role-playing games whatsoever. Someone
in marketing must have decided that
since action adventures like Times of
Lore are selling well, they might be able
to fob this dog of an arcade game off on
adventure gamers. Because even if you
are looking for an action game as a
change of pace, Artura is a loser.

Skill Level: Novice
Protection: Program

Price: $39.95

Company: Gremlin/Mastertronic

ons and artifacts) to figure out, and you'’ll
spend lots of time going over your team’s
inventory, skills and capabilities as they
grow in abilities and collect more arti-
facts. Despite the tedious nature of com-
bat because I didn’t have a mouse,
Centauriheld my interest till 2 A. M. last
night, and I started playing again right af-
ter breakfast—this could turn into the
next big science fiction series.

Skill Level: Intermediate

Protection: Scenario disks
Price: $49.95
Company: Broderbund



> Swap
H Shop

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
Sell/trade: Times of Lore, $10. Dragon Wars,
$15,M & M 1. GS: Pirates, King’s Quest 4.
Want Ultima 4, Dark Castle 2. Brian Hard-
wick, 9339 Viento Fuerte Way, La Mesa CA
92041

$20 @: Battletech, Ultima 5, Azure Bonds.
$15 @: Ultima 4, Demon’s Winter, 2400 AD,
Autoduel, M & M, Bard’s Tale, Deathlord.
Robert Breezley, 4922 Coco Palm Dr, Fre-
mont CA 94538

Trade/sell: Ultima 3, Murder on Mississippi,
$20 @. Gemstone Warrior, Dungeon Master’s
Asst. #1, $15 @. Chris Sampson, 2013 NE 32
Ave, Ft Lauderdale FL 33305

Knights of Legend & solution, $30. Pool of
Rad & cluebook, $20. Legacy of Ancients,

Wasteland, $10 @. Chris Carlucci, 8 North
Santa Cruz Ave, Los Gatos CA 95030

Dragon Wars, $20. *M & M 1, $15. Apshai
Trilogy, $10. GS Bard 1 & *2, $15 @. Dark
Castle, $20. *King’s Quest 2, $15. *Dream
Zone, $10. *Manhunter 1, $20. Keef the
Thief, $25. (* = w/cluebook) Will trade one
for any GS football game. P. Matta, 2081
Boulevard, West Hartford CT 06107

Sell only: Pool of Rad, Azure Bonds, War of
Lance, Dragon Wars, King’s Bounty, Wizard-
ry 1-5. Brad Kinman, 3 Cedar Lane, Lenox
MA 01240

Seeking Telengard. Chris Cook, POB U-1405,
Mobile AL 36688

COMMODORE
$15 @: Ultima 1 & 2, Omega, Phantasie 2 &
3,M &M 1, Bard 2 & 3 (w/cluebooks), Book
of Adventure. Kevin Hidinger, 14 Coronet Ct,
Schenectady NY 12309

Sell only: Dragon Wars, Pool of Rad, Azure
Bonds, Heroes of Lance, Tangled Tales, De-
mon’s Winter, Times of Lore, Legend of
Blacksilver, Magic Candle, more. Bob Green-
field, 106 Heritage Dr, Freehold NJ07728

Amiga: Want Nord & Bert, Hitchhiker’s
Guide, Enchanter, Sorcerer, Planetfall, Sus-
pect, Seastalker, Sherlock (Infocom), Dead-
line. Wendy Prinkey, 13851 Marven Dr,
North Huntington PA 15642

Amiga: Trade/sell—Swords of Twilight,
Times of Lore, *Keef the Thief, Federation,
*Starflight, Adventure Construction. (* = w/
cluebook) Tony Ellison, 407 N Division,
Lowell MI 49331

MSDOS & Quest-alikes
Trade/sell (3.5”): Indy’s Last Crusade (ac-
tion), $17. Wizardry S, $20. Impossible Mis-
sion 2, $10. Want Ultima 5, other 3.5” games.

Dark Heart of Uuk’

Continued from page six

wouldn’t be a boon—putting the back-up
on the same disk as the saved game is
hardly solid insurance against disaster.]
Conclusions: With its innovative auto-
map features, Dark Heart could become
one of those pivotal points in game devel-
opment, much as the original Ultima and
Wizardry were in their time. Due to the
complexity of the objects and their use,
it’s definitely not for a beginner. It’s rec-
ommended for anyone who enjoyed the
first three Wizardry games, especially
Knight of Diamonds, or adventurers seek-
ing a significant challenge.

Skill Level: Intermediate
Protection: Off-disk
Price: $49.95

Company: Broderbund

Andrew Arno, 101 W. Summit, San Antonio
TX 78202

Best-selling games, mostly 3.5”, sell only.
Send for list. Steve Lake, 90 McKay St, Bev-
erly MA 01915

Trade/sell, both disk sizes, $25 @: Arthur (In-
focom), Shogun. B C Nolan, 8 Longmeadow
Rd, Lincoln RI 02865

Trade: Faery Tale, Magic Candle, Wasteland,
Manhunter NY, Battletech—all 5.25” disks.
Want Paladin, Ultima 4, Azure Bonds, Neuro-
mancer, or send list. Richard Carlin, 91-48
108 St, Richmond Hill NY 11418

Trade: Prophecy, Space Quest 3, Wizard’s
Crown, Crimson Crown, many Infocoms.
Want Police Quest 2, Hero’s Quest, Lurking
Horror, Zak, others. Send list & phone. Steve
Clarke, 3673 Wyola Dr, Newton Square PA
19073

Trade only: Mean Streets, Journey, Manhunt-
er 2, SimCity, Ultima 5, Omnicron Conspira-
cy, Prophecy, Nobunaga’s Ambition, Hero’s
Quest, Indy 3 adventure, more. Want Neuro-
mancer, Starflight 2, Colonel’s Bequest,
Codename Iceman. Send list. Michael Loftus,
8619 Crescent, Raytown M) 64138

Azure Bonds, both sizes, $20. B. Yee, 175 W
85th 2-B, NYC, NY 10024

$25 @: Wizardry 5, Mechwarrior, Magic Can-
dle, Heroes of Lance. $20 @: Gauntlet 2, War
in Middle Earth, Capt. Blood. Al Polanec, 403
Whitestown Rd, Butler PA 16001

Trade: Mines of Titan, Battletech. Both sizes.
Ronald Kow, 1209 Limeridge Dr, Walnut
Creek CA 94518

ATARI
Want to buy Ogre, Killed Until Dead. Send
prices. Ed Hall, 66 Morrison, Yellowknife,
N.W.T., Canada X1A 271

MISCELLANEOUS )
Want Book of Adventure 1 & 2. Todd Walk-
er, 1305 Chesteron Way, Walnut Creek CA
94596

Kobold Korner:
Knights of Legend

Occasionally we hear from gamers who
disagree with a review. When enough of
them pile up, we actually publish some of
these letters in the Kobold Korner col-
umn. Here are afew about Eric Todd
Mitchell’s RPG from Origin.

KOL has some strong pluses—a very
good plot, interesting characters and
unique combat and magic—but there are
many flaws. Armor provides a random
amount of protection on each hit, which
makes no sense. If a character has a Bow
ready in combat, the only way to switch
to a Melee weapon is to discard the Bow,
losing it permanently. But many monsters
can use Missile weapons while they have
Melee weapons ready. And how about
when an Archer aims at an enemy on the
far side of the screen and hits the tree
right in front of his face—no one would
ever have the coordination to do that. It’s
also stupid for the Wizard not to be able
to cast spells (such as Healing All).
And the mini-quests called “interesting
and challenging” in the review are the ul-
tra-MegaFlaw of the century. I've played
nearly every RPG of the past few years,
and the mini-quests in KOL are easily the
most tedious I've ever done! In Combat
Mode it takes forever to get through one,
and there’s not one bit of text description
as the characters go step by agonizingly
slow step searching for the quest object.
When you get it, the only way to exit is
for the person with the object to walk all
the way back to the entry spot (another
half hour wasted). And if you Flee, the
object is lost! Of course, there’s no way
he could maybe put it in his pack before
fleeing! Since there are 24 of these utterly
ludicrous quests, which are the game’s
goal, it is very much ruined for me.

Ken Nigro

KOL has great potential and gorgeous
graphics, but the disk-swapping is wear-
ing out my C128 drive. After checking
into an Inn for saving, it took seven
swaps (over eight minutes) to get out
again! It takes six or more swaps to get
out of a town and into the wilderness. Of-
ten the same two disks are swapped sev-
eral times consecutively! Combat is
pretty sensible, but even when you are
still raw recruits, you may easily meet
twelve Great Orcs, of which a new gang
can possibly handle two. The Arena
where you must fight to get a promotion
is two or three days from the nearest
town, so you never get there in one piece.
Finally, there in no means of trading gold
between characters. [The last three com-
plaints are true for all versions.]

Paul Hill Jr
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e nak, 5 Garfield Ave, Adams WA 01220
Waiting for Duffy

Duffy is deciding on new drapes,
so contact these
people if you can help.

Battletech: need maps and hints. What
am I supposed to do in the Starport?
James Kessler, 301 Circle Lane, St Mi-
chael, MN 55376

Ultima 3: need maps and tips on how to
get lots of money, plus other help too.
Enchanter: how do I kill dragon and
Krill? Got the Guncho scroll. Uninvit-
ed: Need help in general. Todd Walker,
13036 Chesterton Way, Walnut Creek CA
945

Battletech: need to know what to do in
the map room at the end of the game. B.
C. Nolan, 8 Longmeadow Rd, Lincoln RI
02865

Elite: Need help on fifth mission—the
16-bit version. Clarence Brown Jr, 817 W

; 1 Grand Ave #5, Waukegan IL 60085
Deathlord: Where can I find the six items

needed to complete the quest? What are
the seven words? I also need a map of
Lord. Gordon Wu, 310 Hill St, San Fran-
cisco CA 94114

Wizardry IV: Found level 11 and solved
all riddles but one—"Where am 1?”
What’s the answer? Will this end the
game? (Have got the clear light from this
level, but found nothing else.) Hillel Ka-
minsky, 1290 E 19th St 2-A, Brooklyn,
NY 11230

Ultima V: How do I get Sandalwood Box
with the Harpsichord? What is it used
for? Need help in Doom. Steven Paster-

Thirteen-issue Renewals for the Price of Twelve!

Just like the day you first subscribed, you can now get 13 issues of
QuestBusters for the price of twelve—if your sub expires prior to May
1990 and we receive your renewal by April 12, 1990. Third class re-
newals are $18 a year, Adventure Express (1st Class & in an envelope,
to US only) costs $24, Canadian subs are $24 US funds only, and over-
seas subs are $32 in US $$. ( Arizona residents, add 5% AZ sales tax).
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Passport to

Adventure
Ultima VI: MSDOS, 640K required for
all graphic modes................. $69.95

Bad Blood: MSDOS, 640K VGA,
512K EGA, Tandy, 384K CGA.....$49.95
Quest for Clues I: $24.99
Quest for Clues II: $24.99
Official Book of Ultima (advance
orders, should ship in May-June; see

news for more info:........ocecvevunenen $12.99
Official Book of King's Quest:
.................................................... $9.99

King’s Quest Companion:  $14.95
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.)

With each game you get a free packet of
mapping paper—and 3 issues added to
your sub (2 for 1st Class and Canadian
subs, 1 for overseas).

US orders, add $3 shipping/ handling per
book & game; Canada & APO, $6; over-
seas, $12. Credit cards are not valid in
this realm, and we don’t bill. AZ resi-
dents add 5% sales tax. Send checks pay-
able to QuestBusters, with street address,
not a Post Office Box.
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