




















Death in adventure gaming: is it always necessary? 
All year long I've been reviewing games 
instead of designing them, and in doing 
so have become aware of a problem in 
computer games-especially in fantasy 
role-playing, my main love, but also in 
other game genres as well. Namely, the 
problem of Death to the player. 

First I should get some disclaimers out 
of the way. My games-Tunnels and 
Trolls, Stormbringer and Wasteland-are 
not death-free. As a designer I've been 
known to take just as much joy in killing 
off my players as anyone. Still, I believe 
there are times when game death is ap._ 
propriate, when the Game Master should 
award that death without even a back­
ward glance. But I no longer believe in 
unnecessary or gratuitous game murder, 
and hope I can bring more designers to 
see that point of view. 

What is the fun of a computer game? 
Is it fun to be be killed over and over 
again while battling your way against all 
odds through a killer program? I think 
not As a player, I often get discouraged 
and give up after getting killed too many 
times. Is that what game designers want, 
to defeat the player so often that he or she 
gives up on their games? 

The Ideal Adventure 
Ideally, we'd like to create a game so 

absorbing and fascinating that the player 
gets lost in the game world and can only 
tear himself away with the greatest of dif­
ficulty. Then why do we treat our players 
so badly, kill them off and kick them out 
of our worlds so often? Because we don't 
really think about what we're doing-we 
just blindly follow the patterns of the 
past 

All RPGs, be they fantasy, science fic­
tion or topical, developed from the semi­
nal ideas of Dave Arneson and friends, 
the source of Dungeons and Dragons 
back in the Seventies. Yet there are peo­
ple writing RPGs today who never even 
heard of Arneson, Gygax or St Andre, 
who have no idea of the origin of the con­
cepts they use so blithely. 

The first pencil and paper RPGs were 
basically hack and slash games whose ob­
ject was to kill as many monsters, grab as 
much loot and make your character as 
powerful as possible. All designers went 
through that stage; some games, and 
some gamers, never went beyond it. 

When games jumped from graph paper 
and dice to the personal computer, they 
remained hack and slash. The key differ­
ence was that there's no way to sweet­
talk the computer when you get in a jam, 
whereas a human GM might let you talk 
your way out of it. As the genre devel­
oped, however, GMs learned to fudge the 
die rolls a bit and keep those players alive 
and going, on to the next mind-numbing 

horror or fearsome challenge. 
Any paper and pencil game designer 

who's spent 50 hours plotting an elabo­
rate adventure campaign doesn't want to 
ruin it all by killing his players at the be­
ginning. Sure, you may off a player char­
acter here or there, especially if the 
player proves himself too dense, too un­
popular or too lousy at role-playing to 
contribute to the en­
joyment of the 
group. The other par­
ty members can car­
ry on, and the dead 
player can always 
roll up a fresh char­
acter and rejoin 
them. 

path-The One True Way-through all 
the many twistings and turnings of the ac­
tion. Take a wrong turn and, whoops, the 
path crumbles beneath your feet, drops 
you into a pit full of vipers, and you 're 
dead. Or fail to solve the puzzle in ten 
seconds, and the Evil Witch springs from 
the cave and catches you. You can't fight, 
you can't run, and you can't bargain-

you 're just dead and 
out of the game. 

But computers 
don't care how the 
quest turns out. If the 
entire party gets killed 
in some games, the 

I'm not saying all 
computer games mur­
der their players unrea­
sonably. Many excel­
lent adventures give 
the player every 
chance to survive. If 
your entire party gets 
wiped out in Ultima, 
Times of Lore or 

Deja Vu does It Again Wasteland, then you 
know you really blew it 

badly-but that you can also restore your 
last saved position with a very good 
chance of playing past that particular 
stumbling block. The same cannot be 
said for games like Azure Bonds or 
Deathbringer. 

player has to start all over. Here's an ex­
ample of an otherwise excellent game 
that falls into that trap: Curse of the 
Azure Bonds. It has a complex plot, a sto­
ry line capable of picking you up in plac­
es and carrying you right along, a virtual­
ly infinite variety of character types, 
weapons, magic and the like. As a player, 
you're limited only by your imagination. 

The object is to rid yourself of five 
magical marks. While doing so, you'll 
enjoy exploring the beautifully developed 
D & D world, meeting strange peoples, 
fighting bizarre monsters and charting a 
fascinating geography. But all that depth 
in world creation takes a back seat to 
practically endless tactical combat 
against ever more hopeless odds. 

In fact, in an article in Computer Gam­
ing World, the designers admitting stack­
ing the dice against gamers-a deliberate 
bending of the rules to try try and kill the 
player. Worse than that, they made a 
game in which you can easily waltz into 
an evil stronghold and get the marks re­
moved, yet have to fight your way 
through ten times the original number 
and power levels of monsters simply to 
get back out into the world. 

Of course you can save the game and 
try to emerge victorious from a hopeless 
situation, which means getting killed over 
and over. Needless to say, though I liked 
many elements of Azure Bonds, I've quit 
playing it-and will never see half the 
good things they put in it. 

Another kind of game that kills off its 
players all too often is the logical puzzle­
solving adventure like those for which In­
focom was once so well known. Many of 
these tum out to have just one successful 

By Ken St. Andre 

Note that plenty of games don't rely 
on death to defeat the player. SimCity, 
for instance, doesn't kick you out of the 
game for building a lousy city. Even Lu­
casfilm 's lukewarm Loom won't kill you 
if you don't solve the puzzles. 

The Solution? 
I wouldn't raise the question of death 

in games if I didn't have a solution. In ad­
venture and role-playing games, the de­
signer should kill the player only when 
he has blown things so badly that there's 
no possible way to recover. Instead of 
having that monster kill the outmatched 
warrior, have him knock the poor guy un­
conscious and drag him off to his lair. Or 
let some computer-controlled character 
rescue the guy. 

Yeah, I know this kind of thing might 
be hard to program into a game. But it 
would be worth it. To game designers 
reading this article, I ask: don't you find 
it far more satisfying to have your players 
on tenterhooks, wondering what's going 
to happen next, than to just slay them and 
make them start over? And to the players, 
which would you prefer? 

Again, I'm not saying there aren't 
plenty of good games out there. Just that 
too many potentially good games have 
been ruined by the designer's short­
sighted policy of killing off the player un­
necessarily. When creating your next 
game, stop and think: is this death really 
necessary? What do you and the player 
really gain from this game death? If you 
don't have a good answer, don't do it 
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Sneak 
Preview! Les Manley in: Search for the King 
Why did Accolade put off publishing ad­
ventures all this time, when industry vete­
ran Michael Berlyn has been producing 
games there since he left Electronic Arts 
(along with a raft of other designers). It 
must be that they were waiting until their 
new game system was perfected: Acco­
lade is well-known for their polished 
presentation style, and this adventure is 
no exception. 

Les Manley was designed by Steve 
Cartwright, who wrote some major video­
games Jong ago. It's good to see that, as 
EA and Activision stumble over each oth­
er in the race to snare the videogame mar­
ket, a few artists are still looking toward 
the future of interactive entertainment. 

Cartwright and Berlyn are credited 
with creating the game's engine. We got 
a pre-beta copy with just enough bugs to 
impede significant progress, so this will 
be a quick sneak preview, to be expanded 
upon in ; a' future issue. 

Quest for Frisbees 
I almost sailed all three 3.5" disks out 

the window after trying to install the 
game, which proved maddening for 
someone just adapting to the MSOOS en­
vironment. I kept getting an "out of mem­
ory" message, even though it was sup­
posed to be a 640K game and the ZEOS 
-----------. I'm using 

Type: Animated ~K. A 
Adventure phone 
Systems: MSDOS call illu-
( 640K required, but minated 
read the fine print); my be-
rnouse optional; Ad fuddled 

d brain on Lib, CMS, Rolan , this fine 
Casio, "generic MIDI" point the 
Planned conver- game re-
sions: Arniga quires 

.._----------------~640Kof 
"free memory," not overall memory. Ulti­
mately, I hear you'll need 589K free for 
VGA graphics, 565K for EGA. 

So there I sat, struggling to weasel 
memory out of the system by deleting 
lines in the autoexec and config files. Fi­
nally I did so, though only by dumping 
the DOS shell that I cling to so dearly 
whenever I try to do anything file-related. 

Accolade says the package will clearly 
point out the "free memory" require­
ments, but still I wonder how many peo­
ple will end up like me, trying to carve 
out enough RAM to accommodate this 
memory-hungry program. Had I not dis­
covered a utility for doing so just a few 
days before, I definitely would have 
sailed the disks out the window, since I 
managed to wreak utter devastation on 
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the computer the last time I attempted to 
rewrite my autoexec file using "edlin." 

Enough Whining ... 
When I finally got it running, I beheld 

a faint glow from the east-the sun was 
rising, for it had taken me all night! Dili­
gent reviewer that I am (it says so right 
here in my resume), I stayed at the key­
board and watched a cartoon-style intro 
about a TV station's promotional cam­
paign to give a million dollars to the per­
son who can find Elvis Presley, the King. 
Then I set out as Les Manley, lowly em­
ployee of the station, on my quest for El­
vis. The search stretches from New York 
City to Vegas and, naturally, to Nashville. 

The scenery seemed familiar, for the 
presentation style adopts many elements 
of Sierra's animated games. With the ar­
row keys or a mouse, you guide Les 
about the screen and type in full-sentence 
commands (and soon start yanking out 
your hair when the parser doesn't recog­
nize half your words). I didn't get to try 
out the mouse interface, because I dread­
ed the thought of going back in and in­
stalling the mouse driver (or even trying 
to figure out where to install it). 

Interior scenes are portrayed in an in­
teresting style in which you see the out­
side of the building and look into it 
through a big hole in the wall. The illu­
sion of depth is reinforced by the pro­
gram's insistence that you get close to an 
object before you can do anything with it. 

The illustrations are all finely detailed 
and profit from a rich palette. You see 
full-screen pictures, for the parser shows 
up only when you type, and the pro­
gram's responses are displayed in pop-up 
windows instead of below the illustration. 
Dialogue is posted in cartoon-style bal­
loons, and when you examine important 
objects, they are illustrated and described 
in individual windows. 

All kinds of spirited animation is seen: 
cars zoom by, balloons float overhead, 
people walk past. At least one scene, a 
circus, is shown from an aerial view in 
which the characters and animated rides 
are tiny, as if seen from the Goodyear 
blimp. 

A Sweat-stained Clue 
Puzzles consist primarily of object ma­

nipulation. You've got to round up ian i. d. 
card, for example, in order to pose as a re­
porter and collect clues from an Elvis fan 
whose most prized possession is a sweat­
stained scarf the King tossed to her at his 
last concert. 

A logical inconsistency reared its logi-

By Shay Addams 

cally inconsistent head when I tried to 
climb a rail and get to the counter in the 
bus station. I was not allowed to do so, 
on the pretext that I might split my 
pants-even though the rail was much 
lower than the fence I had already 
climbed earlier ( a "graphics error" pre­
vented me from circumnavigating the 
maze of rails and reaching the counter). 

Though the parser comprehends full 
sentences and pronouns, most situations 
can be handled with two-word com­
mands. Hopefully the vocabulary will be 
augmented before the game is released, 
as I had trouble talking to anyone about 
anything but the most obvious subjects. 

And the parser can be finicky. You 
can'tjust "get jar" that's in your lunch 
bag, for the parser wants you to say "get 
jar from bag." That's what I call a sophis­
ticated parser-maybe even too sophisti­
cated. 

Banana and Peanut 
Butter Sanwiches 

Besides the predictable Elvis jokes, a 
plethora of computer jokes poke fun at 
adventuring and computing in general. 
"Examine sidewalk," for instance, and 
you'll read: "without it you'd fall through 
the bottom of the monitor." I looked at a 
mail box and was asked if I thought that 
letters deposited there would be sent to 
another computer game. A bit of topical 
humor is also in store: when I examined 
the bus, I got a gag about the Greyhound 
strike. 

Sound effects had not been put into the 
pre-beta version; text messages indicated 
there will be plenty of them. The music 
was already in place, and I heard a varie­
ty of tunes in different locations. Ulti­
mately I put down the headphones when 
it started sounding too much like elevator 
music . 

You can adjust the animation speed 
and the volume. Ten games can be saved, 
and you can name them. As in Sierra 
games and few others, there's a conven­
ient button for changing directories. 
Conclusions: None-this is a preview, 
based on a pre-beta version, so all I can 
say is that it looks very promising and I 
hope to know more about editing con­
fig.sys and auto.exec files by the time it's 
released. But if that sort of thing is no big 
deal to you, and you like the Sierra ad­
ventures, this is certainly a . good­
looking, smooth-playing quest with an 
original plot. 

Skill Level: Undetermined 
Protection: Offdisk 
Price: $59.95 
Company: Accolade 
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Ultima VI 
See page one for access to Iolo's secret 
cheat menu. 

To teleport anywhere in the land, 
press the Alt key and 2, 1, 4 on the key­
pad (keeping the Atl key depressed). A 
gargoyle's message will appear. By using 
the numbers obtained when you press Alt 
2, 1, 3 (to get a free Peer at the land, as 
described in June) you can teleport any­
where in the game. The last number of 
the "2 1 3" series is the level you're cur­
rently on. The last three spaces preceding 
that are the position of your party along 
the Y axis. Preceding those are three 
numbers representing the X axis. To tele­
port anywhere, follow these rules. 1: The 
X and Y axes follows a hexadecimal sys­
tem that starts with OOO; if you move ten 
spaces to the right, for example, your po­
sition will be OOA. 2: Once you reach the 
position "OFF," moving one space to the 
right takes you to 100. The system re­
peats itself till you reach the end of the 
map. So, to teleport, A: press Alt 2, 1, 4. 
B: Type in the three-digit hexadecimal 
value for the X axis. C: Type in the 
three-digit hexadecimal value for the Y 
axis. D: Type in the level number you 
wish to go to (Britannia is level 0; any­
thing higher is below Britannia). 

Brian Coats 

To make lots of money, go downstairs 
at the library and find these books: Wiz­
ard of Oz, Snilwit's Big Book of Board­
game Strategy, and the Lost Book of 
Mantras. Take the Wizard to Lord Brit­
ish, who'll give you some gems. Take 
Snilwit's to Dr. Cat in Paws for a small 
sum of money. Take Lost Book to the 
Wisps in Spiritwood (see white spot on 
map). You can trade the book for useless 
information, or as many gold nuggets as 
your pack can hold (so be sure it's nearly 
empty before going; do so in LB's castle, 
but don't forget to bring the book!). A se­
cret door in Moonglow's food shop leads 
to the catacombs. I was hit with fatal 
bugs when Leonna and Leodon joined in 
Buccaneer's Den. 

Brian Riggs 

For Rune of Valor, ask Lord British 
about talking mouse, Sherry. Take cheese 
to levels below castle, give to Sherry af­
ter talking. Let Sherry join group. Avoid 
or be careful in battle, since the mouse 
dies easily. Go to Jhelom and send her 
into the mouse hole in the west wall of 
the tavern in Jhelom. Say goodbye and 
she'll leave the party. Rune of Sacri­
fice: Get freshly cut yew log (buy it 
from Ben in Yew) and take to Minoc to 

get it cut into a board at the sawmill. Take 
this to Julia, who'll make pan pipes from 
it Then Selganor will give you the Rune 
if.you play "Stones." The numbers for the 
tune: 6789878767653. Rune of Com­
passion: see Chancellor Tholden in Bri­
tannia. Rune of Spirituality: talk to 
daughter Marney about Father Quenton' s 
death, then locate Quenton House in' Ska­
ra Brae and search box in main room. 
Rune of Justice: tell prisoner that he's 
lying about kids. He'll tell you where he 
hid the Run (under plant in slaughtered 
lamb bar). Rune or Honesty: visit Pe­
numbra in Moonglow (in building with 
all the fields of power; cast Dispel Field 
to reach inner door). She'll say where it's 
buried and that you must take daffodils to 
his grave. Take flowers to Beyvin's cou­
sin, who'll give you a key for the crypt 
The crypt is under the saw mill at the 
north end of the island; check the dun­
geon, two levels down. Grab loot found 
on remains of bodies. Rune or Humili­
ty: See Antonio in New Magincia, 
who'll tell you to ask Arurendir for it. 
To learn lots about the Gargoyles, 
talk to Sin Vrall in the SE corner of Dry­
lands. Spells are available from the Mage 
in Cove and the Mage in the saw mill 
north ofLycaeum. 
Buccaneer's Den is at 31S, 33E. Sutok Is­
land is at 75S, 60E (balloonist is there). 
Serpent's Hold is at 71S, 36E. Seek out 
the Gargoyle Hall of Knowledge at 65S, 
16E. Get broken lens. You can talk to the 
Gargoyles here, but will have to kill a few 
(use Kill spell). Gypsy Zoltan sells rea­
gents and tells about Silver Tablet needed 
to translate Book. 

To use the Black Moon Stone for 
gate travel, consider "X" your position 
and use it on one of the positions in the 
following diagram (to go to 23, for exam­
ple, move the cursor north two spaces, 
west two spaces and hit return. 

23 24 09 10 11 
22 07 01 08 12 
21 04 x 03 13 
20 OS 02 06 14 
19 18 17 16 15 

Destinations or above: 
1: Lord British' s castle 
2: Gargoyle land 
3: nowhere 
4: nowhere 
5: Sacrificial stone south of the Tomb of 
Kings, 7N, 25E 
6: Entrance to Codex at 64S, 74E 
7: Dungeon dedicated to Mondain at 24N, 
SW 
8: Dungeon with Shrine of Passion at 

23N,56W 
9: Portal at Brittany at 4S, 16E 
10: Shrine of Compassion at IN, 24E 
11: Jhelom at 65S, 20W 
12: Shrine of Valor at 72S, 19W 
13: Yew 
14: Shrine ofJustice at 41N, 2W 
15: Minoc at 37N, 35E 
16: Shrine of Sacrifice at 25N, 65E 
17: Trinsic at 53S, lOE 
18: Shrine of Honor at 59S, 2E 
19: Skara Brae at 18S, 29W 
20: Shrine of Spirituality in outer space 
21: New Magincia at42S, 54E 
22: Shrine of Humility at 71S, 66E (Is­
land of Avatar) 
23: Moonglow at 18S, 74E, near Penum­
bria's home 
24: Shrine of Honesty at 13N, 78E 

C. F. Shaffer 

Buy a sextant from Ephemerides in Ly­
caeum (also ask about lenses. Get 111ag­
ic items from dead mage on fourth level 
of Swamp cave ON, 38E. (If you bring 
the body back and have a Healer revive 
it, you're joined by an invisible horse!) 
More magic items are found on level four 
of Heftimus cave in Jhelom (past the Sil­
ver Serpent). Magical armor, etc., is on 
level four of the dragon's cave west of 
Trinsic (with lots of dragons!). The pi­
rate's cave is found by going to the is­
land south of New Magincia (about 58S, 
51E) and killing the Hydra. Then dig 
with a shovel, SW of tree. Pirate treasure 
is filled with goodies, besides the Silver 
Tablet. Save game on the third level, 
since most exits to level four are one-way 
traps. 

Dennis Ewell 

To get the balloon, go to Sutek's Cas­
tle. Cast Telekinesis on the crank to low­
er the drawbridge. In the cat.aCombs un­
der the castle, there's a dead body with 
the plans for the balloon. Take them to 
Michelle in Minoc, then go to Charlotte 
in New Magincia and ask her to construct 
a silk bag. You'll have to go back and 
forth from Magincia to Paws several 
times, so you may want to bury some 
Moon Stones. Next you'll need some 
rope, which can be bought at Paws, and a 
cauldron, found either in the sewers un­
der Britain or in the dungeon Covetous. 
Finally, use the plans. 
Once you have the balloon, use the 
red Moon Gate to the southwest, which 
takes you to the altar where the game be­
gan. There's a path to the northeast that 
ends up at the base of some mountains. 
Since the balloon can't fly over the snow­
capped peaks, you'll have to navigate 
straight across the gray area. Do so by 
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casting Wind Change to the south before 
boarding the balloon. (You can't cast 
spells while riding it) Once across the 
mountains, dismount and enter the build­
ing to the north. Talk to the Altar of Sin­
gul<µity (in center of room), which sends 
you on your final quests. Also in the 
room is the Book of Circles, whose sig­
nificance I have not discovered. 
Ask Homer in Buccaneer's Den about the 
Tablet and the Thieve's Guild. A secret 
door behind the food shop at the den 
leads to Budo's house and the Bucca­
neer's Cave, which extends into the sew­
ers under Britannia. 
The Vortex Cube (needed on the final 
quest) is at Stonegate (the castle in the 
mountains due south ofMinoc). Caution: 
don't put anything of value in the Cube. 

Brian Riggs 

Transylvania III 
Graveyard: follow ghost, get skeleton, 
up, bury skeleton. Chateau: give rose to 
monster. Museum: say ifsblmft. Take 
teeth out of vase before taking scroll. 
Take moths. Mummy: release moths. 
Answer to riddle: shadow. Well: put 
sfn vt in well. Say s.fnvt. Type swim, or 
put sfnvt in bucket. Say sfnvt. Gypsy 
Queen: go to Chateau and drink yellow 
potion. Go to well. North. By Mere: 
play flute. Ride elk. Dobrodes: drop 
sfnvt. Go to castle (don't carry crown). 
Pet dog. Get dog with hobble. Say sfnvt. 
Go to Chateau. Give purple potion to 
dog. 

Fred Philipp 

Transylvania: Ye Bright, Shiny 
New Version 
You can't just get open the coffin now, 
for a bar is needed. To get it, go north 
from the house and open the cellar door. 
Go down into the cellar and feel the wall; 
something will fall to the floor. Feel the 
floor and you'll find the bar. 

Steve Romberger 

Starflight 2 
These systems contain colony worlds: 
106, 14; 199,82;241,36;238,53;249, 
l; 181, 197;216,45;35, 105;215,44; 
34,71;200, 108; 159,30; 198, 104;207, 
37. System 132, 6 contains two colony 
worlds. A planetary Teleporter is sold in 
241, 163. 

Jeff Peedin 

Code-name: ICEMAN 
Repairing the Conveyor: First cycle 
equipment and examine conveyor. Go to 
Machinery Room. Open cabinet. Get cot­
ter pin. Get cylinder (six inches). Walk to 
lathe. Use lathe. Set lathe (one inch). 
Turn on lathe. Walk to drill press. Use 
drill. Get bit (1/4-inch). Tum on drill. 
Walk to grinder. Use grinder. Walk all 
the way left into the Engine Room.- Open 
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drawer. Get hammer. Return to Torpedo 
Room. Fix conveyor. Insert cotter pin; 
Cycle equipment. When torpedo is load­
ed, return to Engine Room and put ham­
mer in drawer. Walk to Galley if you 
wish to gamble. Otherwise, head for the 
control panel and skip the next paragraph. 
The Russian Destroyer: At the sec­
ond stop, the Captain tells you to accom­
pany him topside. Follow him up the lad­
der. When he grumbles, talk. After the 
animated sequence, save and return to the 
control panel. Tum on silent running 
(Shift/F4); turn active sonar off (Shift/ 
F3). Don't go faster than five knots. Dive 
to about 700 feet but don't fire a torpedo 
yet. Remain at 700 feet till you see a 
white line. (Numerous torpedoes will 
miss, so don't worry.) When the white 
line is about halfway across the screen, 
fire all your Harpoon missiles. Be sure to 
target first Don't fire when enemy torpe­
does are near. After sinking the destroyer 
(which may take more than a few at­
tempts), fire decoys to get rid of their tor­
pedoes, because the torpedoes will hit 
you unless you sink the destroyer. 

From the forthcoming walkthru by 
Adam Fischbach 

Centauri Alliance 
On Andrini, don't miss the Oracle in the 
NW comer, level two. You can avoid a 
shocking ordeal on level three by visiting 
SW comer as soon as possible. After get­
ting the palm on Andrini, activate it and 
report to HQ, who'll send you to Chro­
num. Go there right away, without stop­
ping at the Academy in order to avoid 
missing a shot at another mission and 
more experience points. The key to solv­
ing Zentek's Fortress on Kevner's 
World is on sub-level one. Find skeleton 
in SE section and read clue carefully. 
Then go to sub-level two and apply word 
qfovmujnbuf to three clues on this lev­
el. Return to terminal on sub-level one 
and enter the three words. You'll get the 
password needed for access to sub-level 
three. 

JimDeMarco 

Epsilon Indi: don't go to HQ here till 
your characters are highly trained and ad­
vanced. If you go too soon, there's no 
way back and if you manage to escape, 
you'll never be able to return to get the 
equipment and passwords there. If you 
can pass test in Guild in the east of Tau 
Eridani, opt for Piloting. Go to shipyards 
in central Veladron II and go to Arcturan 
shuttle. Go north to cockpit and activate. 
You'll crash on moon of Veladron and 
find entrance to outpost of the old civili­
zation. Answer to riddle on second floor 
of Guild on Tan Eridani is eight. In 
NW of mine on Adrini Cluster, write 
psbdmf to gain access to Oracle. 

· Robert Breezeley 

Conquests of Camelot 
Camelot: Don't leave without rose, 
lodestone (Merlin's chest) and coins. Af­
ter donating at Chapel, return to Treasur­
er for more coins. Travel to the following 
places in this order. Glastonbury Tar: 
Give one copper to Troll, one gold to 
Hunter. Get silk sleeve. Against the 
Black Knight, hold shield up and lance to 
right; when he's near, shift lance to left. 
Cut shackles with sword. Put Gawaine on 
horse. Give sleeve to hag. Boars: Let 
program move horse; when boar almost 
is at horse, hit space bar. 

Fred Philipp 

Riddles of the Stones-always use­
ful, ofu; drive men mad, hpme; bright 
as diamonds, tfb; seen in water, cmvf; 
lovely and round, qfbsm; tum around 
once, lfz; have three lives, xbufs; go in 
circles, mpeftupof; you'll break me, 
ifbsu; when young, xjof; always hun­
gry, gjsf; see nothing else, njssps; 
measured in hours, candle. 

EranLahav 

More riddles-full of holes, tj fwf; 
points that downward thrust, jdjdmf; 
dream or stamp feet, nvtjd 

Damien Harris 

Future Wars 
Inside Office Building: Examine 
trash can. Take paper bag. Walk into toi­
let. Operate cupboard. Take insecticide. 
Operate door to W. C. and take little red 
flag (on floor). Use cvdlfu on tjol, then 
exit toilet and walk to the door on the 
right. After you get the message "some­
thing is under your feet," operate carpel 
Operate right door. After the boss leaves, 
use cvdlfu on left door. Operate right 
door. Teleport Room: Examine ma­
chine. Examine opening. Walk to ma­
chine and use qbqfs on opening. Oper­
ate green button. Operate red button. 
Take documents. Enter teleport tube. 

From the forthcoming walkthru 
by Andrew Phang 

'l(f,ys to tlie 'l(f,ys 
Each month one contributor to Keys 
get the game of his or her choice. 
The winner is randomly selected. 
Please send clues and tips to recent 
adventures--those not covered in pre­
vious issues, walkthroughs or Quest 
for Clues. [All clues become exclu­
sive property of QuestBusters.] This 
month's winner is Fred Philipp. 

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 mtem. 

APPLE 
Want Dungeon & Wilderness Campaign, 
Odyssey, other Synergistic titles, Wizard & 
Princess, Cranston Manor, other old Sierras, 
Oldorfs Revenge. Adam Levbarg, 11 Royal 
Ave, Lakewood NJ 08701 

SelVtrade: $12@, Dragon Wars, Times of 
Lore, Pool of Rad. $10@: Bard 3, Legacy of 
Ancients, Adventure Construction. Want 
King's Bounty, Battletech, Akalabeth, Knights 
of Legend, Mines of Titan. Justin Phillips, 
14423 NE llth Place, Bellevue WA 98007 

Sell only--$10@: Legacy of Ancients, Death­
lord. $20@: Bard 1 w/cluebook, Ultima 5, M 
& M w/cluebook. GS only, sell/trade: $20 
@for Leisure Suitl, Keef Thief, King's Quest 
4. Want any GS software. Ayurnu Kasai, 425 
Greenglade Ave, Worthington OH 43085 

Sell: Champions of Krynn, Azure Bonds, Wi­
zardry 5, Knights of Legend, M & M 1 & 2, 
Wasteland, Bard 3, King's Quest 2, Pirates, 
Roadwar Europa. $15@, 4 for $50. C Stein­
beck, 12409 Overbrook, Leawood KS 66209 

$20 @: Krynn, Azure Bonds, King's Bounty, 
Battletehc, Mines of Titan, Centauri Alliance. 
$18 @:Demon's Winter, 2400 AD. $15 @: 
Deathlord, AutoDuel. R Breezeley, 4922 
Coco Palm Dr, Fremont CA 94538 

Sell: Crimson Crown, Dark Lord, Dondra, 
Hobbit, Holy Grail, Maniac Mansion, Talis­
man, Tass Times, Ultima 1, Zork Trilogy. T 
Denzler, 12941 Izard St, Omaha NE 68154 

Sell only--$15 @: Pool of Rad, Ultima 4. $13 
@: Alter Ego (male), 9 Princes Amber, Treas­
ure Island, Wizard of Oz, Rings of Zilfin. $11 
@:Swiss Family, Alice Wonderland, Apshai, 
early lnfocoms. Will trade for MSDOS soft­
ware. Frank Lee Linne, Care Inn of Seguin, 
1219 Eastwood Dr, Seguin TX 78155 

Sell Bard 2 w/cluebook, $15. Lee, POB 213, 
Bryn Mawr CA 92318 

Mac--trade, sell. $15@: King's Quest 1 & 2 
w/cluebooks, OrbQuest, Dark Castle, & Be­
yond D. C., Beyond Zork, Quarterstaff, Fool's 
Errand, Shadowgate & Uninvited w/ 
cluebooks. Want MSDOS quests. Joe Tala­
mantes, 1510 Condor, El Cajon CA 92019 

Mac: Will trade Manhunter 2 w/cluebook, 
King' Quest 2, Police Quest 2 w/cluebook, 
Zork 1, Dark Castle 1 & 2. Jamey Make, 1804 
Sun Lake, Round Rock TX 78689 

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

Amlga: sell Keef the Thief w/cluebook, Fed­
eration, Times of Lore, Swords of Twilight, 
Starflight w/cluebook, Shadow of Beast. $15 
@ & $2 shipping, or all for $100. Tony Elli­
son, 407 N Division, Lowell MI 49331 

C64: Want Murder on Mississippi. Moonmist, 
Murder Party, Pawn, Portal, Alter Ego (fe­
male), Twilight Zone. Helen Whitley, 1651 N 
Madison Ave C-3, Anderson IN 46011 

Selling M & M, Star Empire, Questron 2, AR 
City & Dungeon, Pirates, Azure Bonds. 
Amiga: Dungeon Master, Swords of Twi­
light, Dragon's Lair, Empire. T. P. Repke, 358 
1(2 E Broadway, Owatonna MN 55060 

Sell: Pool of Rad, Neuromancer, Wasteland, 
Pirates--$15 @.Others. Bob Schwartz, 139 
Beaconsfield Rd, Brookline MA 02146 

MSDOS & Quest-allkes 
Games, most 3.5" format, sell or trade. Steve 
Lake, 90 McKay St, Beverly MA 01915 

Indiana JOnes Last Crusade (adventure), Mean 
Streets both w/cluebook, $15 @. Space 
Rogue, Wizardry 4, $12@. Lee, POB 213, 
BrynMawr CA 92318 

$10@: Knights of Legend, Bad Blood, Drag­
on Wars, Neuromancer, Sentinel Worlds, 
Sword of Aragon, Windwalker, Mines of Ti­
tan, Wizardry 5, Camelot. M A Pritchard, 
3568 Greenwood Ave, Los Angeles CA 
90066 

Sell only, all 3.5" disks: Indiana Jones Last 
Crusade (adventure), Ornnicron Conspiracy, 
Dr. Doom's Revenge, Knight Force. One 
game, $12 plus $2 postage. Three or more, 
$10@, no postage. Joe Courtner, 410 N lOth 
St, Prospect Park NJ 07508 

Want: Enchanter, Sorcerer, Spellbrealcer, Cut­
throats, The Mist. Send prices. Julie Stam, 25 
E Jackson #1561, Chicago IL 60604 

Trade: King's Quest 3 & 4, Hero's Quest, Lei­
sure Suit Larry, Conquest Camelot, Defender 
of Crown. Send lists of your games. B Cohen, 
310 Franklin Turnpike, Mahwah NJ 07430 

Sell: Ultima 6 w/cluebook, Tangled Tales, 
Ancient Land Ys, Psychic War. $10@ & $2 
shipping, or all four for $30 & $2 ship. Tony 
Ellison, 407 N Division, Lowell MI 49331 

Sell: Defender of Crown, $20. John Stukey, 
1008 Great Oaks Dr, Gulf Breeze FL 32561 

Sell: Ultima5 w/cluebook, $15. W/cluebook 
& character editor (3.5" only), $15. 

Sell 5.25" Manhunter 2. Want Indiana Jones 
Last Crusade adventure, 3.5:. Mike Campbell, 
10410 Ashley Oaks Dr, Riverview FL 33569 

Sell only, 5.25": Heros of Lance, Hillsfar, $20 
@.Colonel's Bequest, $30. M & M 2 w/ 
cluebook, $30. David Ehmann, Lake Drive, 
Somers NY 10589 

ST 
Sell only, Corruption and Fish. $12@, both 
for $22. Write lst. Richard Goodkind, 4444 
W Pine #413, St Louis MO 63108 

Waiting for Duffy 
Duffy' s escaping from hell, so contact 

these people if you can help. 

Death in Caribbean: what phrases for kill the 
bull, escape from rombie, lift the mist. How 
to move pyramid, what to do with swing seat? 
J Schmitz, POB 6484 Bakersfield CA 93306 

Dragon War: where is Stone Hound, how to 
get Frog Boots, where is Dragon Plate & 
Vampire Lord? How to restore walls of Yel­
low Mud Toad city, get to lrkalla's Island, on 
island in Mystic Wood? Bard I: what's Mad 
One's name? Carlos Cross, 1400 Banana Rd 
Lot 126, Lakeland FL 3380') 

Ultima 2: where's Quicksword to kill Minax? 
Bob Kloak, 6311 North B, Springfield OR 
97478 

Krynn: is there anything of value in Sanction 
besides the eggs? Glenn Berryman, POB 348 
McVeytownPA 17051 

Dungeonquest: how to exit room with Nerd in 
it. Steven Swiatek, 266 Ashley St, Buffalo NY 
14212 

Ancient Land Y s: how to get through musical 
room of Daan Tower to get column without 
getting killed? What's Hammer used for? 
Matt Daubenspeck, Rte 2 Box 466, Tuttle OK 
73089 

Dark Heart of Uukrul: where's arming mecha­
nism? Linda Defoor, 2880 Stiegler Rd, Medi­
na OH 44256 

Book of Adventure, vol. 1, by Kim Schuette, 
wanted! Mike Pepan, 4411 W Howie Place, 
Milwaukee WI 53216 

Beyond Zork: where's Dome for the dispel, 
how to get past Corbies in gray field, get in 
house in the fields? Brad Nolan, 8 Longmead­
ow Rd, Lincoln RI 02865 

Deathlord: need hints, tips, maps, etc. Wizard­
ry 5: where is Bird Cage; how to get Staff of 
Air? Ayurnu Kasai. 425 Greenglade Ave, 
Worthington OH 43085 

Battletech: where's cave "southeastofhut"? 
T R Frechem, 441 Carlisle, Chesapeake VA 
23321 

Dungeon Master: have Fire Staff & Power 
Gem, killed dragon; how to finish game? T. P. 
Repke, 358 1(2 E Broadway, Owatonna MN 
55060 

Last Ninja: how to pass dragon on level 1? M 
& M: what's answer to riddle "King to King's 
L. 3"? Brandon Doan, 566 Raintree Cir, Cop­
pell TX 75019 

Ultima IV: where is Nostro, rune of entory for 
Shrine of V alor? What do spell kill, jinx and 
view have in common? What's regeant mix­
ture for dispel, negate, open? Where's man­
drake (exact directions)? What's pure axiom, 
combination for key of 3 parts, password 
needed in Codex? Chuck Pederson, R D 4 
Box 296-C, Slippery Rock PA 16057 
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Passport to 
Adventure 

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

Official Book or 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 or 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 
Circuit's Edge (512K) $45 

Les Manley (640K, see review $50 

Ultima VI (640K $65 

Looin (512K) $50 

Conquests or Camelot (512K) $45 

Code-name ICEMAN (512K) $45 

Bad Blood MSOOS, 640K VGA, 

512K EGA, Tandy, 384K CGA $50 

Mean Streets (512K) .$40 

Starflight 2 (512K) $45 

Wizardry S (256K $40 

Amiga Missions 
(all require Sl2K but those 

marked *, which need a meg) 

King's Quest IV * $45 
Police Quest II* $45 

Leisuire Suit ID $45 

Future Wars $40 

Psi-Mutant Priestess $40 

Drakkhen $40 

Swords of Twilight $40 

Sex Vixens from Space $35 

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

GOLETH CA 9311 7 

Apple Outings 
Space Quest ID GS $45 
Champions of Krynn 64K $40 

C64 Seek & Slays 
Breakers $30 

Times of Lore $30 

Assorted Systems 
Keys to Maramon C64 $30 

MSOOS (512K) $40 

Centauri Alliance Apple( 64K), $35 

C64$30 

Starflight: C64 $35 
Mac, Amiga (512K) $40 

X-Men: Madness in Murderworld 
C64, $30; MSDOS, $35 

Transylvania 3: MSOOS (512K)and 
IIGS $32 

Champions or Krynn: Amiga* and 
MSDOS $45 

Hero~s Quest: Amiga* $45 
MSOOS (512K) $50 

Universe 3 (512K) Amiga & 

MS DOS $40 

Bulk Rate 
U.S. Postage 

PAID 
Tucson AZ. 
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