




















Loom 
Continued from page three 

around the country. And, if the musical 
soundtrack seems familiar, it is probably 
because you have already heard mos_t of 
Tchaikovsky's "Swan Lake" many bmes 
before. 

There are great chunks of Loom in 
which the action is taken out of your con­
trol and you can't do anything but sit and 
watch what happens. These are called 
cut-scenes, and if you get bored with 
them during later replaying of the game, 
you can whisk them to their 
by touching the Escape key. Somebmes 

game world. On the other hand, the only 
way to lose at Loom is to quit playing be­
fore you reach the end. In the words of 
the manual, Loom is designed to be 
completed. 

Cinemaware 's It Came from the 
Desert also features a hero that cannot be 
slain, but that doesn't mean he always 
wins. It takes some of the thrill out to 
know that you literally can't go wrong in 
what you do. 

Though Loom is as beautiful and tech­
nically perfect as any computer product 
I've ever seen, that doesn't mean that I 
don't have any criticisms or quibbles 
about the design. I have tried to point out 

all the good things first be­
fore I mention what I think 
are the flaws in the pro­
duction. These are only 

monster too terrible for men to look at. 
Secondly, there are several scenes <?f 

major disruption where they chose to Il­
lustrate by shaking the camera-an old, 
old Hollywood trick used to make the au­
dience think there was an earthquake or 
bomb impact or something. Here it's a 
programming trick (and a cheap trick at 
that) that moves the picture up and down 
rapidly a few times. Oddly enough, Bob­
bin never loses his balance or even stag­
gers when the whole world around him is 
shaking. 

Third, you are given the impression 
the beginning of the game that Loom will 
be a nonviolent adventure. Bobbin has 
nothing to help him but his musical dis­
taff. And for quite a long time, the game 
stays nonviolent, something that I as a fa­
ther would be very happy to show to 
young children just to make them smile. 

it is frustrating to 
have to sit and 
watch while 
Bobbin passively 
lets things hap­
pen to him. Bob­
bin has his own 
personality, as 
dictated by the 
story needs, and 
it is not the same 
as yours. 

Loom is the 
first of a new se­

Bobbit Bags a Bird 

my opinions and may not 
bother other people. There 
is evidence in the manual 
that Moriarty and his game 
creation team knew exact­
ly what they were doing, 
and did it deliberately, 
which implies that they got 
exactly the effect they 

wanted. Some people may 

But,about two-thirds of the way 
through, the game takes on a darker 
The only move to among the shepherds is 
by terrorizing them, a young boy gets tom 
to shreds by a dragon, Bishop Mandible 
meets a horrible fate right on screen, and 
things continue to get worse-both 
shown and implied. A game of gentle and 
humorous discovery turns into a bloody 
apocalypse that's not at all suitable for 
young children. 

ries of Lucasfilm games called "story 
games" with good reason. Always re­
member that you are playing a story, al­
ready written with the 
determined. All you can do is discover 
what happens next-you don't really 
have any choices. 

Loom is very easy to install on the 
hard drive, taking five minutes or less. 
You may copy the six disks (or three 3.5-
inchers) if you wish to play on them, as 
they are not protected The game protec­
tion is a variant of the keyword system. 
The inside covers of the "Book of Pat­
terns," which is a small grimoire of 
known Weaver draughts and their whim­
sical histories, contain 48 sets of musical 
symbols, one of which will be randomly 
called for before you begin any play 
session. 

These "keyword symbols" are over­
printed with red ink scribbles to make 
them impossible to photocopy, and the 
game comes with a red gel window to fil­
ter out the interference. The game manu­
al is short and well written, and you 
should read it all, both for amusement 
and ease of play. 

One more thing: Bobbin cannot be 
killed or even harmed. In one sense this 
is good as you will not have to experi­
ence the old adventure game frustration 
of being killed again and again while try­
ing to solve the puzzles. That's great, and 
should insure maximum enjoyment of the 

love what they have done. I 
have mixed emotions. 

The One True Way 
First and foremost, Loom is not a 

game! It's a story-a good, possibly a 
great story. I wouldn't be surprised if Lu­
casfilm turned it into a movie. It would 
make a great motion 
picture-certainly far 
better than Willow. 

Last, the game ending is somewhat 
anti-climactic and drags on far too long. 
Obviously, Moriarty and company are 
planting the seeds for Loom JI, these­
quel. The story, which begins darkly, 
ends darkly as well. That's fine in litera­

ture or the movies, 
and lends a certain 
artistic integrity to 
such efforts; in a 
game, however, it's 
neither fair nor right. 
If I had really been 
playing Bobbin, not 
just watching him, I 
would have done 
some things differ­
ently, which would 

Considering the 
creator is Brian Moriar­
ty from the old Infoc­
om, it is not surprising 
that the Loom tale, with 
its very simple puzzles, 
reminds one of such In­
focom products as En­
chanter or Wishbringer. 
It is a true throwback to 
the "One True Way" 
style of adventure game 

Do I Hear Moat-zart? have netted a different 
conclusion. 

design. I didn't like then, ll:'1d I don'_t 
like it now. The ending of this story, like 
that of all adventures, may be pre-written, 
but I prefer interactive stories that a 
variety of ways to reach the conclusion. 

A couple of little things about the 
game animation and art also annoyed me. 
For one thing, Bobbin, and indeed all the 
Weavers, are wraiths. They have no fac­
es. In fact, that is worked into the plot, as 
it is said to be death to look beneath a 
Weaver's cowl. It seems very odd that 
the hero is some form of Medusa or other 

Conclusions: I give Loom a mixed re­
view. As a computer entertainment, 
Loom is superb, with a few small quib­
bles. But if you really like to participate 
or role-play in your gaming, Loom will 
be a big disappointment. Let's wait for 
the movie. 

Skill Level: Novice 
Protection: Offdisk 
Price: $59.95 
Company: Lucasfilm/EA 
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Ultima VI 
Using the Orb of Moons 
One space away from self: 
N: Lord British 
NE: Shrine of Compassion 
E: Nothing · 
SE: Codex 
S: Shrine of Diligence 
SW: Sacrificial Altar 
N: Nothing 
NW: building, unknown location 

Two spaces away from self: 
N: Moongate near Britain 
NE: Jehlom 
E: Yew 
SE: Minoc 
S: Trinsic 
SW: Skara Brae 
N: New Magincia 
NW: Moonglow 

Location of the runes: Compassion is 
in Britain. See Ariana in Conservatory; 
must get permission from mother in Tav­
ern. Honor is in Trinsic, on altar in center 
of town. Sacrifice is in Minoc. You must 
join Guild; to do so, you need to know 
how to play "Stones." Ask Hxfoop and 
make pan pipe with zfx board from z fx. 
Spirituality is in Skara Brae, in Mamey's 
hope chest. Valor is in Jhelom, in a 
mouse hole in Tavern; you must have 
Sherry the taJking mouse in your party 
(she's found in the basement of Lord 
British's castle). The other rune is in 
Moonglow, cvsjfe with Cfzwjo. 

Bob Shumaker 

The secret cheat key for finding your lo­
cation is activated by holding down the 
Alt key and pressing the numbers 2, 1 
and 3 (on the numeric keypad, not the 
keyboard) in sequence. You get a free 
Peer at the area, plus some numbers 
whose significance no one has yet figured 
out 

Duffy 

Champions of Krynn 
A good party consists of at least one 
Knight, two Clerics, two Mages, three 
Fighters and a Thief. Kenders make good 
Thieves; their Taunting is very helpful in 
combat. Dwarves are valuable for their 
ability to raise the dead. Kapaks can para­
lyze you, so be cautious. Fireball and Ice­
storm are useful against groups. Give 
potions to characters who can't cast 
spells; use them only in emergencies. 
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When you find jewelry, don't appraise it 
till you 're going to buy something expen­
sive, such as a Wand of Magic Missiles. 
Throtl: The solider in NW comer leads 
you into a trap. Before entering cata­
combs, make sure the area is completely 
cleared out. About halfway through the 
catacombs, the maze gets very confusing, 
so be sure to map it 
Gargath: Use maps from JE (Journal 
Entry) 23 and 72. Don't wear the hoods 
offered by the villager. Explore Keep for 
valuable items and experience. It's vital 
to kill Black Dragons quickly. 
Tomb: Rings of fire won't kill your 
Knight. Give sword to man in trouble. 
Save after each battle in tests of combat. 
Ogre Base: Explore Manor for evi­
dence. Kill Draconian assassins before 
going after traitor. 
Jelek: Use map from JE # 45. After sur­
viving ambush, explore graveyard. Get 
letter in office, head for NW comer. 
Again, defeat Dragons using magic and 
claim your loot in unused grave. 
Neraka: Clean out the base, free prison­
ers in dungeon. Kill Prison Lord. Be very 
careful with Green Dragons. 
Outpost # 3: Use map from JE 13. Free 
children by walking between the Inn and 
the Tavern. Release prisoners and kill 
Jadefang. All shops are empty. 
Sanction: Get treasure from Thieves in 
NW comer. Save woman from Minotaurs 
in warehouse and get amulet. Go to the 
Ruin and explore till Shadow People talk 
to you; follow their directions. Retrieve 
Dragonlance using map from JE 63. 
Temple of Duerghast: Kill Skyla and 
make quick work of Blue Dragons guard­
ing the eggs. Go to upper level of arena 
to find Sir Lebaum. Be very careful, as he 
has great magic powers and gets three 
moves per round. Kill messenger Dracs 
and fly to Kernen. 
Flying Fortresses: Follow Kender's 
advice. Go to top of tower and read scroll 
from Kender. After the crash, kill guards 
and take uniforms. Fly down to Kernen 
on backs of evil dragons. 
Kernen: Use map from JE 81. Make al­

liance with humans at meeting in NE 
room. Get help from Ogres. Set Draconi­
an barracks on fire. You'll probably have 
plenty of experience points from the bat­
tles in the temple, so visit the Training 
Hall. Inside Myrtani's Base, make a salve 
in the study to protect you from the Guar­
dian. Kill Dragon Master and go through 
passage to Myrtani's room. Kill Myrtani 

and rescue Maya. Defeat the three drag­
ons in the next room and you 'II have 
won. 

Nicholas Blawat 

Chamber of the 
Sci-Mutant Priestess 
Forget about the five trials and becoming 
a Divo; they'll only kill you. Throw the 
dagger at the Protozorqs or other Aspir­
ants to kill them without a fight and get 
their stuff. In The Noose, press the eye 
under the level to open a secret door to 
the caverns. Follow the caverns till you 
reach the two tuners. Tell them the truth, 
then Sci-scan the area to find a secret pan­
el. Open panel, take Vial and Bean. To 
rescue Sci-Fi, Sci-shift the sacrificial dag­
ger, then Brainwarp her. Give her the vial 
to drink. 

Nathan Franklin 

King's Bounty 
To get around easier, rent a boat in front 
of the castle. Most chests are along the 
water way and can be retrieved without 
fighting. To boost your Leadership, give 
all gold to peasants; this increases the 
number of troops you can recruit A good 
beginning party: Elf Bowmen, Barbari­
ans, Nomads, Druids and Dwarves. With 
this army you get high Morale and can 
hack your way through most of the first 
two levels of villains without any prob­
lems. After this, get Knights, which low­
ers your Morale to Normal, but the guys 
are still pretty tough, especially Knights. 
If you choose to garrison castles, leave 
your cheapest or least effective personnel. 
You don't have to leave everyone to get 
higher weekly commissions. Before trav­
eling to another Continent, make a back­
up copy of your play disk; it is erased 
when you go, and you won't be able to re­
treat to a previous save unless it's on a 
different disk. You need maps of naviga­
tion (found in chests) to get to each 
Continent 

Perry Davis 

Centauri Alliance 
Character Development: Buy Uzi 
9mm weapons for combat types, Berettas 
for others. On Omicron VII, go down­
stairs in SW comer, then to SE comer to 
Trader Drake. Buy Viking 9mm for Com­
bat types. Go downstairs in NE comer to 
get Fractyr Fingers. At computer in SW 
comer, type Gsbduzs, Bmmjbodf and 



Ebzobc. Build up characters on these 
two levels, returning to Academy for ad­
vancement When Combat types are ex­
perienced enough to use Viking 9mm, go 
to Kevner's World. 
Zentek's Fortress: enter via SW cor­

ner. Go down to third level using stairs in 
NW comer. This is the best place in the 
game for racking up experience points­
two groups of aliens. 
When Magic types are well-developed, 
go to Epsilon Indi. Save game before 
entering HQ in NW comer. They'll send 
you to Starbase VI, but it's tough fighting 
and you can't easily return. Once on the 
Starbase, read computer manual's pages 
1, 217-219 and 1,200. Go to terminal and 
open west passage using codes given. 
Save game (separate disk?) before going 
to second level. This is going to be tough 
combat, with four groups of monsters. 
Stairs to the third level are in the SE cor­
ner. Save game between successful 
fights, or flee. On third level, use center 
path; use computer to open side doors. 
Go through left door (south) to find base 
commander and learn password (dbtumf 
gjtu) for use on Kappa Var. Go back to 
computer terminal and use lift6 command 
to return to HQ (you need the Orange 
Globe from the second level). Get 9mm 
Sterling Machinegun, Riot Suit 1.7 be­
fore leaving. 

Dennis Ewell 

Loom 
Island: to get F note, dye wool and 
change straw to gold. To leave island, 
spin opening draft on sky from top of 
mountain (tree). You should have six 
drafts by now. 
Waterspout: reverse draft. Shepherds: 
note draft and leave. 
Crystal City: Tower. Go in. Ring bell. 
Cast Shepherd's draft in reverse on work­
er in tower. Reenter tower. Note scythe. 
Use bells to move around. View crystal 
sphere. 
Dragon's Lair: Gold into straw. Terror 
on dragon. North. 

Fred Philipp 

Knights of Legend 
Get training in weapons skills as soon as 
possible; balance offensive and defensive 
training, or you'll find it difficult to win 
in the Arena (north of Brettle on road to 
Htron). Training in Long Spear, Morn­
ingstar, War Maul and Heavy Maul is 
available in Shellemoon. The Halfway 
House on the Krell Way offers training in 
Clubs, Halberd, Great Hammer and Quar­
terstaff. Htron has Weapon Masters who 

teach Scimitar, Greatsword, Bastard 
Sword, Mace, War Hammer and Light 
Crossbow. For training in Hand Axe, 
Heavy Crossbow and Great Axe, go to 
tower outside of Brettle. For Long Bow, 
Elf Vow, Self Bow and Dagger, see the 
Elf in the tree house in middle of Klvar 
Wood. 

Fred Andoli 

To avoid losing equipment and battles, 
always go into battle with weapons un­
sheathed. You can size up the foe and de­
cide whether or not to flee; you won't 
lose any weapons or get hurt if you flee 
with sheathed weapons; you can keep 
bows ready, since you don't lose them if 
you flee. 
When ready to go to the Arena, send on 
PC at a time so you don't have to pay for 
more lodging (game save) for the other 
PCs. Keep weapons sheathed so you can 
flee all encounters on the way. Unsheath 
weapons before entering Arena. If you go 
in with a bow ready, make sure the PC 
has another weapon in the sheath, since 
you may have to do some hacking to de­
feat the foe. (If beaten, restore save.) 
Quest against Skeletons: Send in 
three PCs (two strongarms for hacking, 
one that can cast Harm Undead. Leave 
rest of the party resting at the gate. Go 
slowly, don't run, and more than half the 
skeletons will crumble before you get to 
the quest item. Also, make sure your 
Spellcasters remove their armor so they 
don't get easily fatigued. 

Perry Davis 

Code-name: ICEMAN 
To get off the island, perform CPR on 
girl after playing volleyball (see manual). 
Get your key from the native. Read sign 
next to keys. In bar, sit next to girl at the 
counter. Ask name and buy drinks for her 
till she passes out. Then talk to brunette 
sitting alone at the lower right-hand table. 
Ask her name. Buy her a drink. Answer 
yes to her question. Dance with her. At 
her doorway, kiss her. Answer yes to her 
question. In her room, talk to her. Kiss 
her till scene changes. Stand up. Read 
note on dresser. Leave hut Get earring 
just to the left of the steps of the hut. 
Open fbssjoh. Read microfilm. In your 
hut (#6), get the i.d. and change from 
drawer next to bed. Get address book 
from suit pocket in closet. Go to newspa­
per machine by lobby and insert change. 
Read paper, enter lobby. Listen to clerk. 
Return to your room and (using address 
book) call General. Then call number on 
sign in lobby. (When making a call, sim-

ply say "hello." 
Matthew Swanson 

USS Blackhawk: In Wardroom, open 
bookshelf (honest). Maiden voyage: 
Close hatches. Respond to all orders. 
Green board acknowledged. Depth at­
tained. Course (can be improved on): Lat­
itude/longitude-70/172, 83/85, 83/0, 60/ 
30, 36/12. 

Fred Philipp 

Conquests of Camelot 
In Merlin's room: Read scroll. Be 
sure to open the chest and get the lode­
stone. Take the rose off the bush in 
Gwenhyver's bower. At Glastonbury: 
Ask monk about Grail. Follow him. Draw· 
sword and kill him. Then go to the altar 
and talk to the Old Ones. You must use 
five pieces of silver to appease them. Get 
key they leave, then unlock the well. 
Reach in the well and get the crystal 
heart. In Jerusalem: After leaving Fati­
ma' s house, go to leprous beggar and talk 
beggar. Then say open the catacombs, 
and .they will open. To leave catacombs, 
use lodestone for proper directions. 

Marian Apgar 

Chaos Strikes Back 
Beyond the DDD-KU: open door 
with Solid key. When Knights attack, 
tum & run; you've got a long corridor to 
fight them in. At the end, you'll find but­
ton (S wall, 3 squares from end). Five 
dragons and permeable walls are on level 
below. Blast all doors with Fireballs. 
NETA: To tum off fireball generator, 
finded concealed button in permeable · 
wall at end of Corridor of Fire. 

Oystein Pettersen 

~ys to tlie ~ys 
Due to popular demand, we have re­
verted to the days of yore when we 
gave a free game to one of the people 
who sent in a contribution to the lat­
est Keys section. The winner is ran­
domly selected and gets the game of 
his or her choice. Please send clues 
and tips to recent adventures--those 
not covered in previous issues, walk­
throughs or Quest for Clues I or II. 
[All submissions become exclusive 
property of QuestBusters.] This 
month's winner is Dennis Ewell. 

To decode clues, 
count one letter back. 



Ultima VI 
Continued from page ten 

1991, but for now, games of this calibre 
are in a class, almost literally, by 
themselves. 

The greater range of colors provides a 
much more natural look. Swampy areas, 
for example, are no longer little squares 
that stick out like a sore thumb. They can 
be patchy and in some cases, blend in 
with the grassy areas, just like in real life. 

Some of the opening graphics look 
more perfect than anything that could 
have been created entirely by hand and 
mouse, but I have it on good authority 
that ORIGIN's digitization equipment ar­
rived too late for the Ultima VI project. 
All graphics in the game were created 
freehand, though some are based on life­
like photographs. 

If limited to EGA or Tandy-16 color 
graphics, you will still observe excellent 
quality. A lot is lost without the enhanced 
color spread, but a wonderful job was 
done tq retain as much quality as possi­
ble. Resolution in these modes is similar 
to the previous Ultima games, and the 
playfield is on a pru: with Ultima V. 

Since all graphics were created to take 
advantage of full VGA quality, special 
optimization routines had to be written to 
take the best advantage of EGA and even 
CGA during the conversion process. 

Sounds Good too! 
Ultima VI also makes extensive use of 

third-party sound, and you'll hear high­
quality, multi-channel sound with any of 
the boards mentioned on page one. From 
the Avatar theme song to Lord British's 
own "Rule Britannia," quality music 
abounds. But it is not obnoxious, repeti­
tive music, as is the case with many 
games. You might be travelling in rela­
tive silence when something you do kicks 
off a chorus of Britannia's theme song, 
bringing a smile to your face. Since mu­
sic board technology has not quite caught 
up in the area of quality sound effects, the 
PC speaker is used for this, and you'll 
recognize most of these sounds from 
prior games. They still effectively alert 
the player of certain ongoing actions. 

Talking Britannia Blues 
The parser is much better than in pre­

vious games. You can make it choke if 
you try, but it does an admirable job of 
making sense out of your sentences. 
Likewise, it doesn't restrict you to speak­
ing in full sentences. If you so choose, 
you can get responses by entering a sin­
gle word. 

Vocabulary of the inhabitants has been 
substantially expanded. Many people 
have much more to say in FalseProphet, 
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and their flowery dialogue is evocative, 
mood-setting and the best yet in an Ulti­
ma. (And so far I haven't found a single 
misspelled word.) Keywords in their dia­
logue are often highlighted in red, which 
makes clue-gathering less tedious. 

There are also some new types of 
equipment and a few new mysteries. 
Don't forget to search your fallen ene­
mies! Selling their gear to the armorer 
could be the best way you have to make 
money in the early game. My favorite 
new piece of armor is the swamp boots, 
that allow you to traverse swampy areas 
without getting poisoned. 

Of course there are other novel things 
to do. For example, if you find a bucket 
(try the Castle basement), you can milk 
one of the cows. Take the milk to a but­
ter churn, and voila-butter! 

You can harvest wheat in the fields 
and take it to the local miller to grind 
into flour. Take the resulting flour to the 
baker, and you have bread! As you can 
see, no effort was spared on detail. And 
besides giving you a nonviolent way of 
making money, this aspect allows you to 
participate in Britannian society in a 
whole new way. 

Gayles, Gayles, Gayles 
As I mentioned, starting with number 

four, the Ultima series branched away 
from the old "seek and slay" scenario. 
The last two games had distinct moral 
messages. 

In 1V, the player had to learn and un­
derstand the value of being good instead 
of evil. In V, we were shown that even 
though good is ... well ... good, it can be 
taken too far and subverted. 

It was the inclusion of these moralistic 
themes that made W and V so special, so 
much easier to immerse yourself in the 
world of Ultima and empathize with the 
central character than was possible in 
even the best of the "Seek & Slay" 
scenarios. 

At first, The False Prophet appears to 
revert to this old tried and true format 
But as the game unfolds, the message be­
comes more clear. Not everything that 
appears evil to the untrained eye is, in 
fact, evil. Likewise, not everything that 
is different is bad. Bigotry is often 
caused by ignorance of the facts. In truth, 
often the sole way to find the ultimate 
solution is by combining the strengths of 
your differences. 

Now Starring in 
Ultima VII-You! 

·Apart from the 48-page manual, the 
cloth map, the Orb of Moons and other 
goodies, you also get a coupon that al­
lows you to enter a contest. Fill outthe 
coupon and send it back to ORIGIN, 

along with a picture of yourself and a 
brief biography, and you may be one of 
20 lucky people to be featured in the next 
Ultima. Likenesses and personal informa­
tion on these people may be seen wander­
ing around the landscape of Ultima VII as 
soon as next year! 

A special edition of Ultima VI is still 
available in limited quantities directly 
from ORIGIN. In addition to the standard 
game, you will receive personal auto­
graphs of Lord British and his chief artist 
Denis Loubet, an authentic "Apache 
Tear" Moon Stone and a cassette tape of 
Lord British himself, offering history of 
the series and clues pertaining to VI. 

What about copy protection? The first 
time you meet Lord British, he asks three 
questions that can be answered from the 
player's manual. Once saving the game 
once, you never have to deal with copy 
protection again. 
Conclusions: I happen to be one of the 
diehard Ultima fans. (Some of you may 
even have copies of the 30-page Ultima 
W solution I wrote a few years ago.) It's 
been hard for me to adjust to the new 
world view, though I admit it is more rea­
listic. It is, likewise, hard to get used to 
the new mouse/icon method of control, 
but I must admit it's far less of a learning 
curve for newcomers to Britannia. 

These minor complaints aside, Richard 
Garriott has once again redefined the 
state of the art and given computer role­
playing a bold new face. Instead of intro­
ducing mere innovations, Ultima VI 
strikes the adventure community like a 
lightning bolt, electrifying us all with 
programming and gaming breakthroughs 
that are nothing short of stunning. It's not 
just the Best Quest of the Month, but also 
the best so far this year. 

Skill Level: Intermediate to advanced 
Copy protection: Keyword 
Price: $69.95 
Company: ORIGIN 

Adventure Hotline 
Continued from page five 

sues will focus on the Amiga. And if 
that's not weird enough for you, Com­
pute' s Amiga Resource was just bought 
by Penthouse publisher Bob Guccione. It 
will still be put together at Compute's of­
fices, but no word on editorial changes 
(though the plan is to go monthly). 

Back Issues Bonanza Bug 
When we published the contents of recent 
back issues in May, the contents of the 
October and November issues were trans­
posed. If you ordered one and received 
the wrong one, send it right back for re­
placement (And a tip of the QB helm to 
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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 
Want to buy Bard 2-3, Neuromancer, Wizard­
ry 2-5, Moebius, Times of Lore, Battletech, 
Knights of Legend, War of Lance, King's 
Bounty, Tangled Tales, Magic Candle, Jour­
ney, Space Rogue. Troy Montour, 100 Pano­
rama Ave NE, Fridley MN 55421 

Sell/trade, $15 @, 2 for $25: Ultima 3 (w/ 
maps, notes), Leather Goddesses, Bard 3, Leg­
acy of Ancients. Want M & M 1 or 2, Magic 
Candle. T Jewell, 107 E Main St, Mt Horeb 
Wl53572 

M & M 1, Bard 1-trade for RPG for Apple 
or MSOOS. N. Stouton, 3169 Glade Ct, Port 
Coquitlam, BC Canada V3B 1R6 

$15 @:Space Quest 1 & 2, King's Quest 3 & 
4, Wizardry 5, Ultima 4 & 5, M & M 1 & 2, 
Maniac Mansion. Send SASE for list Bud 
Hendricks, 155 Newell St, Pittsfield MA 
01201 

Sell/trade, $15@: Moebius, Legacy of An­
cients, M & M 1. Wasteland w /cluebook, $20. 
Ultima 4-5 w/cluebook, $20 & $30. Send 
SASE for list. Chris Brase, 789 N Fem St, 
Orange CA 92667 

$11 @, or trade (for IBM only): Ultima 5, Wi­
zardr l, 2 & 4, Deathlord, Bronze Dragon. 
Keith Anderson, 117 Montcalm Ave, Platts­
burg NY 12901 

Bard 3 w/hint book, $15. Amnesia, $10. 
Leather Goddesses, $10. Macintosh, $10@: 
Enchanter, Sorcerer, Spellbreaker, The Pawn, 
King .of Chicago. Arthur, $15. Todd Walker, 
1305 Chesterton Way, Walnut Creek CA 
94596 

$10@: Lurking Horror, Plundered Hearts. 
Paul Shaffer, 225 Franklin NE #47-W, Atlanta 
GA30342 

$20@: Pool of Rad w/cluebook, Bard 2 or 3 
w/cluebook. Gauntlet, $10. Dungeon Mas­
ter's Asst. 1., $15. A Martin, 1006 Bell Brook 
DR, Cropwell AL 35054 

COMMODORE 
Dragon Wars w/hintbook, $12. Bard 3, $12. 
Fran Maye, 493 Hurley Rd, Coatesville PA 
19320 

Amlga: selVtrade-Swords of Twilight, $20. 
Want Hillsfar, Faery Tale, or send list. P. 
Maha, 73 Basswood Rd, Farmington CT 
06032 

Many new & all-time favorites for sale. Send 
for list R. L. Ruth, 11330 SW 70th Terrace, 
Miami FL 33173 

Transylvania III 
Continued from page seven 

potion to use on what, and coming up 
with the right magic words or passwords. 

Mapping is also part of the challenge, 
for unlike most locations in Sierra adven­
tures, those in Transylvania are often 
connected in the most unlikely fashion. 
From the graveyard, you go east to the 
Chateau; from there, however, you must 
go south to return to the graveyard. 

I had trouble with one bug in the 
MSOOS version. Every other time I tried 
to restore a saved game, the keyboard 
locked up. Someone at Penguin said 
they're working on the bug; meanwhile, 
try punching the enter key again (if that 
fails, you have to reboot). It will let you 
save your games by name, but there's no 
way to read a list of saved games. And 
you can install the four 5.25" disks on a 
hard drive. 

Vanquish the Night comes with a busi­
ness card from Zin the Grande Necro­
mancer (a helpful character in the game), 
and a clue-filled booklet called Ram­
blings of a Mad Scientist, by Baron von 
Budweis. Even better, you get a free copy 
of the original Transylvania I with the 
MSOOS version. 
Conclusions: The satisfying logical 
puzzles, good clues and original sense of 
humor make up for graphics, which even 
with VGA are less than impressive. Of 
course, veterans of the previous Transyl­
vania tales won't want to miss this one. 
Those relatively new to the genre will 
also find it worth their while, especially 
since you get two games. 

Skill Level: Intermediate 
Protection: None 
Price: $39.95 
Company: PolarWare/Merit 

Amlga: trade/sell-Dream Zone, Silicon 
Dreams, $12. Breach 2, Universe 3, $18. Ar­
thur, $23. Zork Zero, $28. Postage, insurance 
included. Write lst. Richard Goodkind, 4444 
W Pine #413, St Louis MO 63108 

Amlga: trade-Swords of Twilight, Keef the 
Thief, Heroes of Lance, Zork Zero, Targhan, 
Space Rogue, more. Send your list. Nathan 
Franklin, 30 Parkview Dr, Feeding Hills MA 
01030 

Amlga: Most lnfocoms, $20 for any 3 titles. 
Sinbad, Dark Castle, Bard w/cluebook, Return 
to Atlantis: $10@. 1010 internal drive, $1Cl0. 
Paul Shaffer, 225 Franklin NE #47-W, Atlanta 
GA30342 

MSDOS & Quest-alikes 
Trade/sell, $20@: Battletech, Arthur, Sho­
gun. Planetfall, $10. Brad Nolan, 8 Long­
meadow Rd, Lincoln RI 02865 

X-Men 
Continued from page six 

sume the roles of superheroes in an ad­
venture game and use their individual tal­
ents to succeed in a quest X-Men is the 
first real interactive comic book. You 
write it as you play. But the best thing 
about it is-no reading. 

The graphics in X-Men are very good. 
Each level of the complex has its own at­
mosphere, from the Old West to a Gothic 
castle. In addition, the animation of the 
X-Men is superb. They really do move as 
I pictured them moving while I read the 
comic books. Sounds are limited in the 
game, with punches and kicks the only 
audible noises aside from the opening cir­
cus theme. Atmospheric niusic would 
have topped off the game. [MSOOS gam­
ers with Ad Lib boards will get this extra 
topping, hearing assorted tunes as well as 
sound effects.] 
Conclusions: The only complaint I 
have aboutX-Men is that there should 
have been more green potions around 
Murderworld, or the ones that are there 
should have restored a character to full 
health. Other than this, X-Men was very 
well done and will appeal to all types of 
game players, especially adventurers. 
Plus, you get a special comic book that's 
packaged with the game and not available 
anywhere else, making it an instant col­
lector's item. At this point, I can't wait 
for Paragon to put out the Punisher-who 
just so happens to be my favorite comic 
book character. [X-Men II is also on the 
way.] 

Skill Level: Intermediate 
Protection: Disk 
Price: C64, $34.95; MSDOS, $39.95 
Company: Paragon Software I Medalist 
International 

Trade/sell: Ultima 5 (3.5''), $25. Bard 1 
(5.25"), Bard 2 (both formats), $20@. Lukito 
Agasalem, 14301 Bruce B Downs Blvd 
#1004, Tampa FL 33613. 

Sell only, 5.25" only: King's Quest, $25. 
Mines of Titan or Bard 2, $20. $15 @:Space 
Quest 1, 2, 3, Police Quest, Manhunter NY, 
Star Command, Alien Fires. Robert Kraus, 
3038 N Christiana Ave, Chicago IL 60618 

Many IBM 5.25" games to sell/trade. Send list 
& SASE. Mark Kassouf, 12767 Royal Ave, 
Grand Terrace CA 92324 
Sell or $11 @: Ultima 5, Wizardry 4-5, Magic 
Candle, Paladin, Demon Stalkers, Journey, 
Prophecy, Wasteland. (Write for full list.) 
Want any King's Quest, Hero's Quest, Drag­
on Wars, Azure Bonds, Keef the Thief. Keith 
Anderson, 11 7 Montcahn Ave, Plattsburg NY 
12901 

Continued on next page 
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Waiting for Duffy 
Duffy' sin the gazebo, so contact 

these people if you can help. 

Dark Heart of Uukrul: where is arming 
mechanism? L Defoor, 2880 Stiegler Rd, 
Medina OH 44256 

Krynn: need CGA simulator that will run 
Krynn (SimCGA like 5.0 or higher) for 
use w/Hercules. M Kassouf, 12767 Royal 
Ave, Grand Terrace CA 92324 

Ultima 5: need Mantra of Honor, help on 
uncaging dragons in dungeons. N 
Hughes, 5801 Flaxman St Lot 75, Pensa­
cola FL 32506 

Mindshadow: need help; walkthru would 
be nice. S Gosinger, 21 Sturbridge Ct, 
Nanuet NY 10951 

Swap Shop 
Continued from previous page 

Sell only, 3.5": Hero's Quest, Code-name 
ICEMAN, Manhunter NY, Police Quest 2, 
Black Cauldron, Space Quest 3 . For prices, 
write to Damien Harris, 247 Lochridge Dr, 
Durham NC 27713 

Sell only, 3.5"-$20@: Wizardry 5, War in 

Middle Earth, Bard 2. $15 @:Pirates, Starf­
light, Alien Fires, Star Command. Robert 
Kraus, 3038 N Christiana Ave, Chicago IL 
60618 

Wanted: IBM CGA video monitor & connect­
ing cable. OK if not in working order, as long 
as it's cheap. Tom Radigan, 264 Addison Rd, 
Riverside IL 60546 
Trade: Mean Streets, M & M 2, Faery Tale, 
Breach, Hero's Quest, Ultirna 5. Want Neuro­
mancer, Circuit's Edge, Ultirna 6. Rob Garcia, 
34 Ridge Rd, Barrington Hills IL 60010 

ATARI ST 
Trade/sell: Space Quest 3, Baal, Captain 
Blood, Battletech, Mercenary, more. Send 
SASE for list Rhett Butler, 226 W Sandusky 
St, Findlay OH 45840 

Trade/sell: Heroes of Lance, Deathbringer, 
Ultirna4, more. WantDrakkhen, Hero's 
Quest, Keef the Thief. Tom Page, 96 Haddon 
Pl., Upper Montclair NJ 07043 

Trade/sell: Ultima 4, Moebius, Star Trek: 
Rebel Universe, Batman, Gold of the Realm, 
more. Send for list (SASE preferred). John Al­
exander, 6848 Brian Michael Ct, Springfield 
VA22153 

MISCELLANEOUS 
Wanted: anyone interested in joining an offi­
cially licensed Sierra Pen-Pals group. Kevin 
Wagner, POB 36, Fombell PA 16123-0036 

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

• 

Passport to 
Adventure 

Ultima VI: MSDOS ........................ $65 
Loom: MSDOS ................................. $50 
X-Men: ............. C64, $30; MSDOS, $35 
Transylvania 3: GS, MSDOS ........ $32 
Champions of Krynn: Amiga ..... $45 
Hero's Quest: Amiga (1 meg ....... $45 
Conquests of Camelot: MSDOS.$45 
Code-name ICEMAN: MSDOS .. $45 
Bad Blood: MSDOS, 640K VGA, 
512K EGA, Tandy, 384K CGA ......... $50 
Quest for Clues I or II: $24.99 
Official Book of Ultima ........ $12.99 
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 lst 
Class and Canadian subs, 1 for 
overseas). 

US, add $3 shipping/etc. @book & 
game; Canada, APO, $6; overseas, $12. 
No credit cards or bill mes. A'Z, add 5% 
sales tax. Send street address, not POB. 

Bulk Rate 
U.S. Postage 
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