




















You will be promoted and paid a sala­
ry from the throne room. The King might 
even be willing to pay a bonus for a few 
of those special items you recover, such 
as his Scepter. Then there is the training 
field, where your skills are increased. 

Possession Of A Profession 
When you choose from the wide varie­

ty of professions, you 're strictly limited 
by the character class and sex. Some re­
ceive more salary per year, 
while others maintain a bet­
ter Karma level. 

Your profession is usually 
notimportantatall,butsome 
quests can't even be fmished 
unless you have at least one 
person in your party who is a 
dues-paying member of a 
specific guild. 

For example, in one game 
I had to have a nurse or doctor 
to help the sick townsfolk, or 
I'd never have gotten started. Later in the 
same game, a fortune teller was required. 

Ze Game Boss, Ze Game ... 
Once you've made all these choices, 

you can organize your party and select a 
quest. There are three major scenarios, 
each with five completely different sub­
adventures. 

Each adventure usually includes one 
main objective (recover the stolen Scep­
ter, save the kidnapped Princess, purify 
the poisoned water, etc.) and a lesser one 
(kill the giant Dragon, Spider, etc.). Then 
there are several minor puzzles, such as 
open door A with jewel B, or pull this 
lever to drain the lake of acid. 

You will usually come back from each 
quest with a group of items you've 
picked up along the way. Some might be 
useful, some not Many things that sound 
nifty aren't You can usually tell by the 
amount of gold offered when you try to 
sell an item. 

Items that will come in handy can be 
distributed amongst your party members 
for use in later installments. Many are 
magical. Sometimes a quick word from 
the Enchantress or Elder can turn a seem­
ingly inert object into a powerful weapon 
ordefense. 

A Mixed up Magic System 
Speaking of magic, Sorcerian has one 

of the most complicated magic systems 
I've ever stumbled across! There are vol­
umes of Herbal Magic, Healing Magic, 
Offensive, Defensive and Transforma­
tion, just to name a few. 

Herbal Magic is simplest. There are 
five basic herbs that can be combined in 
varying mixtures to make 31 different 
types of potions. One might make you 
fly, while another could cause senility (a 
valuable asset if ever I saw one). 

All the other types of magic are im­
parted by enchanting an item with the 
properties of one out of seven Celestial 
Orbs. The sun, for example, is the magic 
of life and creation. Just holding an ob-

ject that is be­
stowed with 
solar properties 
increases a 
character's 
strength and 
vitality. 

Mercury, 
god of speed, 
controls the 
wind. He be-

In Ye Towne stows Intelli-
and Magi­

cal Offense. The moon reflects and 
increases the magic of .the other six, 
while providing resistance to magical 
spells cast against you. 

Venus, Mars, Jupiter and Saturn also 
combine with these three to make as 
powerful and diverse a magic system as I 
have seen. Strategy becomes a very im­
portant part of enchanting items, since 
one force of magic will sometimes cancel 
out another. 

Hardware Wars! 
Because it's a Sierra game, I expected 

Sorcerian to have 16-color support for 
VGA, EGA and Tandy graphic modes. I 
was correct on the first two counts, but 
Tandy owners must have an enhanced 
video card if they hope to play this one. 

Graphic quality ranges from so-so to 
excellent. Many of the backgrounds are 
quite nice, with nuances that give an al­
most three-dimensional appearance. 
Some of the others are very uninspiring. 
The characters themselves are too small, 
and too little attention was given to de­
tail. 

None of the weaker video modes are 
supported. For that matter, an AT-class 
machine with an 8 MHz processor, 512K 
and hard drive is about the minimum ac­
ceptable configuration. 

All sound standards are supported, 
from the lowly stock PC to the majestic 
Roland MT-32. Constant background 
music is provided in a light, catchy theme 
song for the main game, and a different 
one for each adventure. 

The music is varied, so it will be quite 
a while before it becomes annoying, and 

none of the adventures take all that long 
to complete. When the music does start to 
bother you, a simple keystroke toggles it 
off and on. The actual sound effects 
(magical bolts, clashing swords etc.) are 
provided courtesy of the internal PC 
speaker, with results on a par that you'd 
expect to hear. 

The Verdict? 
This is a tough one to call. I did even­

tually begin to enjoy Sorcerian. But it 
took so long before I did, I'm afraid most 
people will have stopped playing and 
shelved it by then. And even though I 
came to appreciate it more, there are 
some basic flaws that I need to mention. 

For one thing, there is no way to hand 
items from one party member to another. 
This can be merely a nuisance, or of cru­
cial importance, for example, with herbs. 

And while we're talking about 
herbs ... training a character in the art of 
mixing them is supposed to allow him or 
her to make potions unaided. Not so! You 
are still forced to go to the Herbalist. The 
only difference is that if you have enough 
ingredients, two potions will be mixed in­
stead of one. 

There was no way to carry enough of 
these spells, either. Each member can 
hold only two, and you cannot go back to 
town for more, since this would reset the 
game to its original status. 

For that matter, there is no way to car­
ry many of the magical items found in the 
dungeons. This makes it quite hard to de­
cide which ones to keep and which to 
give up. You are usually forced to make 
this decision long before you have 
enough information to be ready. 

You could not even see the effects and 
benefits of much of the magic. The "In­
vincible" spell for example, which cer­
tainly didn't seem to make anyone invin­
cible. 

Finally, you can only save a single cur­
rent game per adventure. If you didn't 
bring a critical item or have a person of 
the proper profession with you, you sim­
ply have to leave and come back a year 
older. 
Conclusions: I have to put the final tal­
ly on this one on the down side. It looks 
as though a lot of attention was given to 
too many disconnected details and not 
enough to any one thing. 

Skill level: Beginner to Intermediate 
Copy protection: none 
Price: $59.95 
Company: Sierra 
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Walkthrough: The Hound of Shadow 
General Comments 
When the solution says "go to museum," 
for example, type those words. It doesn't 
matter which character you use. The 
dates vary with different ones, so this so­
lution labels them generically. 

Day One 
Examine John. Inventory. Wait. Examine 
maid. Examine guests. Examine middle­
aged dowager. Examine female compan­
ion. Examine bookish man. Examine 
banker. Examine man with blazer. Exam­
ine Karmi. Examine Yasmin. Examine 
girl with dress. Examine arty man. Wait 
(till you hear scream from Karmi). Exam­
ine Karmi. Examine Saunders. Help 
Saunders. Examine bookish man. Talk to 
bookish man. Leave. Wait. E. Go to 
lounge. Get Tatler. Read Tatler. Go to 
nightclub. Wear pyjamas. Sleep. 

Day Two 
Get up. Go to museum. Wait until nine. 
N. N. W. Fill out application form. E. N. 
Help. Go home. Go to lounge. Write ap­
plication for museum. N. D. W. D. W. 
W. Wait till twelve. Wait (seven times). 
(Back outside your flat.) Time. Go to 
theatre. Time. Wait till eight. Go to night­
club. Sleep. 

Day Three 
Get up. Go to museum. Wait till nine. N. 
Go to bookstore. Enter store. Ask about 
Talbot. Ask for address. Leave card. Go 
to reading room. N. N. Readjoefy. Read 
Hecate. Read Ipvoe. Read Ipvoet of 
Booxzo. Read Cbshvftu. Get Cham­
ber's. Read qbhf uxp-uxp-ojof (type 
as a number). Get Hone's. Read 
Cvohbz. 

Day Four 
Get up. Drop pyjamas. W. Wait. Yes. 
Time. Go to bookstore. Enter store. Ask 
about Talbot. Read note. Go to 34B 
Dean. Open door. Enter flat. U.S. W. Get 
up. Read Times. Wait Yes. Examine en­
velope. Read note. Examine seal. Wait 
(three times). 

Day Five 
Enter store. Show envelope. Ask about 
psychic. Time. Go to Karmi. Help Pel­
ham. Wait. Wait. Read letter. Go to read­
ing room. N. W. Give letter to clerk. (If 
you don't have the letter, go home and 
you'll get it) E. N. (Find an empty desk 
by going west, then north.) Sit. Read 
about Cbuipsz. Get biographical dic­
tionary. Get Hpume. Get von Elsburg. 
Get Reza. Read about Ufqft. Go home. 

By Paul Shaffer 
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Wait till six. Examine Miranda. Seance. 
Hound. No. Cbuipsz. 

Day Six 
Go to attic. Examine marks. Examine 
footprints. Examine handprint. Examine 
symbols. Copy symbols. D. Go to reading 
room. N. N. (Find desk.) Sit. Get 
Csjefxfmm. Get up. Request 
Csjefxfmm. Read Csjefxfmm (go to 
Alternate Ending One, below, or continue 
with this section). Go to bookstore. Enter 
store. Get Kpvsobm. Read Kpvsobm. 
Ask about Mfoh. Go to reading room. N. 
N. Find desk. Sit Get Csjefxfmm. Read 
Csjefxfmm. How did you stop 
Xpsmtnbo? Make ipnvodvmvt. Ask 
about Stanopoulus. Ask about Paracelsus. 
Go to museum. N. N. N. Get Paracelsus. 
Read Paracelsus. Get up. Leave reading 
room. 

Day Seven 
Wait. (Type in time.) Go home. N. Get 
clay. Go to kitchen. Get water. Get pot. 
Get water. Get sulphur. Get salt. Get 
blood. Get hair. Get fingernails. Go to 
bathroom. Get mercury (go to Alternate 
Ending Two, or continue). Do not go to 
sleep! 

Day Eight 
Wait till two PM. Go to underground. D. 
Buy ticket D. Wait (for train). Enter 
train. Wait (four times). Leave train. U. 
U. U. Read board. W. Buy ticket E. Wait 

Back Issues 
The brochure sent to recent subscribers 
was sadly outdated, so here are the con­
tents of recent issues. Back issues are still 
$2.50 @ to USA, APO, Canada & Mexi­
co. Overseas: add $1.50 for lst issue, 50i 
for each additional one. 

Oct 89: Ancient Land of Y s, Total 
Eclipse, Dark Side, Universe 3, Death 
Bringer, GEnie's Imagine*Nation, 
Gauntlet2.Walkthru:Corruption 

Nov 89: Indiana Jones Last Crusade 
(adventure), Space Rogue, Wibarm, Fire 
King, The Kristal, Murder Club. Walk­
thru: Space Rogue 

Dec 89: Hero's Quest, Keefthe Thief, 
Windwalker, Manhunter San Francisco, 
Axe of Rage, Sword of Aragon, Best Ad­
venturing Computers. Walkthru: Hillsfar 

Jan 90: Leisure Suit Larary 3, Dragons 
of Flame, Indy's Last Crusade (action), 
Mean Streets, Mines of Titan, Third 
Courier, Knights of Legend, Psychic 
War, Savage, Rambo 3: Walkthru: Gold 
Rush 

till three PM. N. Enter train (when it ar­
rives). Wait (three times). Leave train. S 
(four times). W.W. Examine rooftop. E. 
E. S. W. Break thermometer. Make ipn­
vod vmvt. Write to Miranda. Drop ipn­
vodvmvt. Meditate. 

Alternate Ending One 
Go home. Go to attic. Use gate. W. 
Search room. Use gate. No. Cbuipsz. 
Examine headstone. Examine symbols. 
W. Examine roof. E. Use gate. E. Use 
gate. Go to bookstore. Enter store. Get 
Kpvsobm. Read Kpvsobm. Ask about 
Mfoh. Go to reading room. N. N. Re­
quest Csjefxfmm. Read Csjefxfmm. 
How did you stop Xpsmtnbo? Make 
ipnvodvmvt. Go home. Go to lounge. 
Write Paul Mason. Wait till you get his 
letter two days later. Go to attic. Use . 
gate. W. Use gate. E. S. W. Ask about 
Mason. Persuade (till she gives you the 
address). E. S. S. Knock. What is wrong? 
Haiti. Dangerous. Temptation. Persuade. 
N (four times). Get clay. E. Examine 
sign. E. Get salt. Get sulphur. Rent room. 
Look under bed. Get chamberpot. Get 
water. N. Get mercury. Get blood. Get 
hair.Getfingemails.Makeipn­
vodvmvt. Wait. Drop ipnvodvmvt. 
Meditate. 

Alternate Ending Two 
Go to lounge. Break thermometer. Make 
ipnvodvmvt. Write Miranda. Drop ipn­
vodvmvt. Meditate. 

Feb 90: Don't Go Alone, Demon's 
Tomb, Dragon Wars, Champions of 
Krynn, Joan of Arc, It Came from the 
Desert, Bride of the Robot. Walkthru: 
Space Rogue 

Mar 90: Starflight 2, Breach 2, David 
Wolf, Starflight 1 Amiga/Mac, CES Par­
ty Report Walkthru: Indy's Last Crusade 

Apr 90: Centauri Alliance, Colonel's 
Bequest, Hound of Shadow, Dark Heart 
ofUukrul, Iron Lord, Puzzle Gallery. 
Walkthru: Mines of Qyntarr 

May 90: Drakkhen, It Came from the 
Desert 2, Prince of Persia, DRAGON 
Force, Day of Viper. Walkthrus: Came 
from Desert 1, Leisure Suit Larry 3. 

Jun 90: Ultima 6, Loom, Code-name: 
ICEMAN, Transylvania 3, X-Men: Mad­
ness in Murderworld. Walkthru: Hero's 
Quest 

Jui 90: Circuit's Edge, Psi-Mutant 
Priestess, Keys to Maramon, Future War, 
Les Manley Searc for the Kin. Walkthru: 
Universe 3 



Ultima VI 
Battles are no longer so random, so return 
to sites where they occur to increase ex­
perience. A great way do so is at Sutek's 
Hold in Blackthorn Castle, and at the Ant 
Mound. Elevate yourself only at the 
Shrine of Spirituality, which raises all 
three attributes. And this Shrine hasn't 
been captured in the early part of the 
game. Reach it by entering a Moon Gate 
at midnight. You don't need to piece to­
gether the map to find the Silver Tablet 
as suggested by the Pirate, a time­
consuming task. Instead. free all eight 
Shrines and gather the Moon Stones, then 
head for the bottom level of Hythloth. 
Captain John will tell you how to con­
verse with the Gargoyles. To exit the 
dungeon and reach the Gargoyles' world, 
take the exit that is west and then north of 
his house. You'll meet Beh Lem at noon 
(wait for him). Ask him to join, then fol­
low his instructions to meet his father. 
After doing so, use the Moon Stone to 
travel to the Altar, then head south­
southwest to speak with the Inquisitor. 
Accept the Amulet and head due east to 
talk with Naxatilor. Follow his instruc­
tions on how to save the Gargoyles. The 
Vortex Cube is in the Hall of Knowledge 
(42S, 26E) but must be repaired by the 
Gargoyle Lensmaker northeast of Naxa­
tilor's house. 

David Thompson 

By using the cheat menu (say Spam 
three times to Iolo, then say Humbug), 
you can acquire any item in the game. 
These numbers correspond to some of the 
most useful: (8) Magic Helm, (14) Black 
Shield, (16) Magic Shield, (23) Magic 
Armor, (26) Gargoyle Belt, (28) Swamp 
Boots, (42) Crossbow, (46) Two-handed 
Sword, (47) Halberd, (48) Glass Sword, 
(50) Triple Crossbow, (54) Magic Bow, 
(56) Crossbow Bolts, (57) Empty Spell 
Book, (59) The Codex, (60) Book of 
Prophecy, (61) Book of Circles, (62) Vor­
tex Cube, (63) Lock Pick, (65) Black 
Pearl, (66) Blood Moss, (67) Garlic, (68), 
Ginseng, (69) Mandrake Root, (70) 
Nightshade, (71) Spidersilk, (72) Sulfur­
ous Ash, (73) Moon Stone, (74) Anhk, 
(75) Amulet of the Snake, (77) Gem, (79) 
Lightning Wand, (80) Fire Wand, (81) 
Storm Cloak, (83) Flask of Oil, (85) 
Moon Gate, (87) Orb of Moons, (88) 
Gold Crowns, (90) Torch, (91) Sleep 
Spell, (92) Silver Serpent Venom, (93) 
Sextant, (95) Grapes. More Some food 
and some other items are found in the 
numbers past 100. 

AhingHuan 

One of the most powerful weapons de-

vised is the bag, because you can put any­
thing in it. Move a cannon into the bag 
and carry it with you. When you need to 
do massive damage, take it out and use 
it-it's good for 30 damage points per hit. 
You can put anything in it, as long as 
your character is strong enough to carry 
it Put a Troll in it, for example, then 
leave the bag on the ground and walk · 
away till you can't see it anymore. When 
you return, you'll find the Troll has disap­
peared and left all his equipment and 
treasure behind. 
There's a way to get around the game's 
rule against replicating weapons and ar­
mor. Find or buy some expensive magic 
items (Glass Sword, Magic Armor), then 
Animate it. Now that it's alive, you can 
Clone it! (It won't work on every item, 
though.) 

LesMinaker 

To join the Thieve's G.uild. you need a 
belt from a Thief. Budo in Bucanneer's 
Den will initiate you. You have to be able 
to cast Pickpocket to get the belt. Phoenix 
is found two levels under the cellar be­
neath LB's castle. She's armed with two 
Glass Swords. When you get the belt, 
continue down through the caves and 
eventually you can climb up and come 
out of the cave at Bucanneer's Den. After 
B udo welcomes you, talk to Homer about 
the Silver Tablet. You can use Pickpocket 
to get his piece. The gypsy Blaine also 
has a piece, and Pickpocket again comes 
in handy. One piece is lost in the Dun­
geon Wrong. Sandy gives you a piece in 
exchange for a Dragon Egg. 
Other caves are found at 62S, 22W (Hef­
timus' Cave) on the same isle as Jhelom. 
There's a cave in the swamps east of 
Cove. 

Bob Shumacher 

Sorcerian 
All scenarios: sell common equipment at 
the end of each quest for lots of gold, then 
replace it in town. Stolen Scepter: use 
Long Sword for Fighter, Blue Sphere for 
magic types. Activate hidden door in 
room with two levels and railing by 
touching torch. Lucifer's Floodgate: 
Fighter can keep all five Magic Swords. 
Touch lamps to find instructions, etc. 
Start action by using Gabriel Sword 
found above lake. Visit room with rods 
until rod moves. Cursed Oasis: Visit Kia­
la and girl to activate sequences. Garden 
of the Gods: Easy gold and experience 
here. Be sure to visit Adana's and Shop­
keeper's after the quest Ice Cavern: ob­
tain Magic Robe, Shield and Armor. 
Characters can get frozen. Get lever near 
skeleton, use to change letters in signs. 

Magical items found after Wind Spirit re­
leased. Curse of Medusa: go to far right 
to enter caves below. Get mirror, then 
climb rope to see Anna-before fighting 
Medusa Missing Magician: obtain Morn­
ing Star, Energy Rod and Chain Mail. 

Dennis Ewell 

Circuit's Edge 
After first visiting Papa, go to the Police 
Station and ask Haijar about Kenji and 
qbtt. Enter the Morgue, see effects (an 
action), look wallet, look ticket. Find 
Friendly's Pawn Shop, talk to Friendly, 
show ticket, give $20. You can view the 
Holodisk at the Adult Video Store; then 
ask Laila about a kbqboftf Chip. 
While barhopping, talk to Street Dealers 
till you meet one selling a Detective's 
Badge, which allows you to access the 
Police Computer. Another Dealer has a 
Lockpick VI. When the Hooker asks for 
your room number, give it to her . When 
you get to her room, look three times. Af­
ter talking to the Jeweler about Japanese, 
go to the Tattoo Parlor and ask about Ser­
pents, Marco and Manny. To find Man­
ny, ask these people about him: Guido 
(AAA; look at matchbook), Heidi (Silver 
Palm), Texas Eyes shopkeeper, owner of 
casino, Fanya (try Red Light). Enter Ad­
Dur House, look, use Phantom Chip skill. 
Look, get and look at note. Enter desig­
nated warehouse. Look. Use Sashers. 
Look mg. Follow directions in both ring 
halves for computer password 
(hsbwjuz). Show the ring half to Guido 
for payment and a job. 

James Simpson 

Chaos Strikes Back 
The Dungeon Master Pwple Worm Box 
Step is occasionally useful here. In that 
game, the third level required that you 
find a 2 x 2 space to combat many mon­
sters, especially the Pwple Worms. You 
maneuver yourself so that the monsters 
never face you directly and, therefore, 
can't hit you or throw spells at you. But 
you can keep slugging away until the 
monsters turn to face you. When the 
monsters turn to face you, you sidestep 
out of the way and tum immediately to 
slug the monsters as they advance into 
the space you just vacated. The monsters 
will not be facing you as they enter the 
space you just vacated, which gives you a 
chance to get in a few more licks before 
they turn to face you-and the process 
starts all over again. FTL made the mon­
sters somewhat resistant to this tactic by 
causing them to occasionally not step into 
the box you just vacated, but to somehow 
end up on an adjacent square facing you. 
Monsters also turn and strike faster in 
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Chaos. If this tactic fails and you 're vast­
ly outnumbered, just grab the artifact and 
escape-and try to avoid being cornered. 

Al Giovetti 

MegaTraveller 1 
Select Magellan as leader when buying or 
selling. Combat Rifleman allows use of 
Gauss Rifles. Deliver the Assassin's tags 
to Imperial Security on Allel. Ships ac­
celerate only on diagonals. Deliver a Dust 
Spice to the Alien on Quam for an Elec­
tronic Net you can take to the fisherman 
on an island on Iroth. Deliver the Soil 
Sampler found near the ruins of Ilanthri 
to the farmer on Arrica Deliver an Eme­
rald to the woman on Lluan for a Groatle 
Fur, then take it to the woman on Ilanthir. 
Deliver a Coynes to an Alien on Menorb 
for a Battle Dress. Many items may be 
sold: Starrghrite (Efate Museum), Dia­
monds (Efate or Yres Museum), Reptile 
Hides (Stut Bar), Coynes (Stur Museum), 
Dust Spice (Kru Mine in Pixie Bar), Gold 
Pendant (Alell Bar or Woman on Bou­
gane), Ruby Necklace (Uakye Museum), 
Amethist (Louzy Bar or Pixie Space 
Home), Hieroglyphics (llanthir Museum), 
Bronze Statues (Bougane Bar), Emeralds 
(Pocoon Bar), Sapphires (Alien on Chi­
ras), Enamel Bowls (Pixie Bar), Rubies 
(Streech Bar), Pottery (Streech Museum). 

James Simpson 

Centauri Alliance 
A good party consists of two Human 
Fighters, one Donsai Fighter, one Praktor 
Metamorph, two Arcturian or Valkyryn 
Psionics and one V alkryryn Tech. Use all 
males for more Life Points. Give two 
Fighters Sidearm, one Fighter Thrown or 
Melee. Start the Tech out with Bio but 
develop other skills too. Buy Combat Ar­
mor to begin with. On Omicron, find the 
five Fractyr Fingers. At Trader Drake's, 
buy Berserker Frames and Riot Helmets 
for your Fighters once they reach level 
three. Before going to Andrini, buy Laser 
Lances and a Disruptor Bomb. Finally, 
get the best Mech you can afford (a Bal­
rog is good). On Andrini, take the stairs 
down to level two in the SE comer. In the 
SW comer of level two, find a room with 
four doors and fight seven Manhunters (a 
grenade is useful). Get the zfmmpx 
c be h f. Write psbdmf in the NW comer. 
Go down to level three in the NE comer 
(you need the cbehf). 

Matt Hager 

On V eladon II' s moon you can fully join 
the Fist. Near the middle of the second 
level, there's a room one square in size 
that emanates energy. Transfer all five 
pieces to one character and have him put 
them on the table (anything else will be 
destroyed). The complete Fist will be 
formed. On the third level, in the skinny 
rooms next to your entry spot, you'll get 
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a Mattermit Pass with one charge. (If you 
waste it, drop it and reenter this level, 
then get another one.) Get to the Platform 
(to the south) where you can use it. The 
blue button goes to Keppa Var, yellow to 
Kasdron, red to Epsilon Indi. In Keppa 
Var, use password castle-fist to enter 
Daynab Base. On level three, get the 
Plenocarbon in the north and take it to the 
radiation on level two. Take one step in, 
which turns it into Plenadium. Give this 
to the man on the fourth level (in the 
west) and he'll recharge the Mattermit 
Pass with five charges, enough to get 
back to Keppa Var. 

Robert Breezely 

Keys to Maramon 
Read rare books on Keys and Towers to 
get copper and bronze keys. All four keys 
are needed before fighting Fermigons on 
first level. Steel key required to go deeper 
in dungeon. On second level, kill Ogres 
to get silver key. Read rare boOk on Baz­
ards to get Kalb' s Mace. On level four 
you need the Mace, which is filled with 
Bazardson level four. Read rare book on 
Pearls to get Pearl Armor on fifth level. It 
helps in defense against Tigrets. Read 
rare book on Dragons to get Star Axe on 
level nine. Dragons are on level ten. Fight 
to get gold key. On level eleven, fight for 
Pearl Key. Read rare book to get Brights­
word needed to defeat Wizard Alivirex. 
Dennis Ewell 

Everything runs on seven-day cycles. 
Every seven days, go City Hall for $100. 
Iron and Brass Keys are carried by night 
monsters on days 3, 10, 17, 24, etc.; for 
Iron, 2, 9, 16, 23 and so on. On these 
days, monsters emerge from Iron or Brass 
Towers after dark. Kill them till you get 
keys. The best combat technique: hit, run, 
heal. Keep fixing your weapon; carry a 
back-up in case it breaks. Use Nift to im­
prove Armor. 

Fred J. Philipp 

Mines of Titan 
There's no point in wasting time explor­
ing the first two mines, which offer noth­
ing of value. Arc Guns are really only 
good as a secondary weapon, since your 
character will get creamed trying to get 
close to the foe. Grenade Launchers 
aren't that effective, but can be deadly if 
three or more characters use have them in 
conjunction. If you try to train in some­
thing but are told you can't advance in it 
yet, you'll lose an experience level, so 
save the game before training. 

Robert Breezley 

Conquests of Camelot 
Ot Moor: Go here after Glastonbury. 
East. North. Say "Mpwf is my tifme." 
Follow rose petals across the ice. If you 
don't have the rose, "vtf ifbsu" from 

Glastonbury. When the heart turns pur­
ple, go back till it turns gold again. Walk 
across the ice as long as the heart is gold. 
Ice Maiden: give ifbsu. Release Launce­
lot. Use manual to solve Ice Maiden's 
test. In Gaza. go with the boy. Ask Al­
Sirat about Six Goddesses. Remember 
symbols. Stand and leave. Hire guide and 
follow him to water, but don't drink it. 
Draw sword. If you see him again, kill 
him. Right. Up. Climb down and drink. 
Climb back up. Jerusalem is north. 

Adam Fischbach 

Might & Magic II 
The special .meals at different towns can 
help or hinder you. Eat Soup d'Ghoul 
with Garlic Toast to avoid a battle at C2, 
2-6. To get the Hirelings Thund R. and 
Aerial, order Deep-fried Troll Liver in 
Vulcania Munching on Red Hot Wolf 
Nipple Chips will get you the Nature's 
Gate Spell at C3, 1-9. Enjoy the Horror 
d'ouveres to get past Cl, 2-10. Meet the 
Grim Reaper at Cl, 1-8 by having a Dev­
il's Food Brownie. Defeat him to get the 
Fingers of Death spell. Expect an attact at 
El, 2-3 after having Cream of Kobold 
soup. After dining on Poree of Gnome, 
avoid A2, 14-10. 

Irene McCracken 

Knights of Legend 
To trade gold, have the character with the 
gold buy an item, then trade it to the char­
acter who needs gold-this guy can now 
sell it for the same amount. To get lots of 
gold, trade all items to two or three char­
acters (one won't have enough pockets to 
hold everything). Enter the same Inn 
where the entire party was last saved; 
save only the characters with the items. 
Have those without items exit the Inn, 
then quit the game. When you restart, the 
traded items will have been duplicated. 
One of your first quests should be to re­
turn the Crown to Biblik the Sage in 
Htron. Follow the Tegal River to find the 
encounter. Biblik will give you a coat 
that lets a character fly like a Kelder. 

Buddy May 

'l(?ys to tlie 1(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 Buddy May. 

To decode clues, 
count one letter back. 



• Trade or sell your old adventures with a 
free ad. (Adventures only, no pirated 

software, limit of JO games per ad. 
Please state system. 

APPLE 

Ultima 2 or 3, $15. The Pawn, $8. Bard 1 $6; 
Bard 2 or Wasteland (both w/cluebook), $15. 
Wishbringer or Planetfall, $5. King's Quest l, 
$10. The Quest, $2. Send SASE for list of 
more. Tim Prokott, 849 SE 23rd Ave, Minne­
apolis MN 55414 

Sell only: Pool of Rad, Azure Bonds, $25 for 
both. Ultima 3 & 4, $20 for both. Bard 1-2-3, 
all for $20. $20 @: M & M 1, Moebius, 
King's Quest 4 . Christopher Carter, 21 St. 
James Pl. 16-B, Brooklyn NY 11205 

$10 @: Seastalker, Legacy of Ancients, M & 
M, Deathlord, Pool of Rad w/cluebook. $15 
@:Knights of Legend, Dragon Wars. Chris 
Carlucci, 15927 Viewfield Rd, Monte Sereno 
CA95030 

$10 @: M & M 2, Wizardry 1 and 2 (both for 
$10), Ultima 4, Moebius, Wasteland, 2400 
AD. $15 @: Windwalker, Bard's Tale GS w/ 
cluebook, Shadow gate GS, Tower of Myra­
glen GS. Dan Young, POB 69, Still River MA 
01467 

Sell/trade: Azure Bonds, $15. $10@: Gaunt­
let, Archon. Want AutoDuel; will trade for 2 
of above. Brad Andresen, 5742 Princeton PI, 
Ypsilanti MI 48197 

Mac: Want Time & Magick, The Witness, 
Suspect, Sherlock & Riddle of Crown Jewels, 
Zork Zero, Border Zone. Prefer to buy. Write 
lst. L. Urness, 1454 N 1600 E, Logan UT 
84321 

Trade/sell: Legacy of Ancients or Wasteland, 
$5. Ultima 3, $10. Want Dragon Wars, any A 
D & D, Bard 3, M & M 2, Dungeon Master 
GS, Ultima 6. Adriano Palambizio, 158 Sur­
rey Dr, Wethersfield CT 06109 

COMMODORE 
Sell: Pirates, Legancy of Ancients, Azure 
Bonds, Champions of Krynn, Times of Lore. 
$15 @. Lance Celli, 22010 Haan Ave, River­
dale CA 92508 

Amiga: will buy or trade for Sword of So­
dan, It Came from the Desert, BanleTech, oth­
ers. Andy Webster, 2012 Cedar St, Jackson­
ville IL 62650 

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

MSDOS & Quest-alikes 
Trade only. 5.25": Ultima 4, Champions of 
Krynn, Demon's Winter. 3.5": Demon Stalk­
ers. Want M & M 1or2, Dragon Wars, Rail­
road Empire. Les Minaker, 5 Leverhume 

Cres, Scarborough, Ont Canada MlE 1K5 

Many bestselling games, mostly 3.5". Sell or 
trade. Steve Lake, 90 McKay St, Beverly MA 
01915 

Trade/sell ($20@).: Hollywood Hijinx, Ar­
thur, Hillsfar, Roadwar Europa. Want Ultima 
4 & 6. Toby Jackson, 17043 Fiesta Way, Sali­
nas CA 93907 

5.25", $10@: Pirates, Star Trek Rebel Uni­
verse. $15: War in Middle Earth. $20@: 
Colonel's Bequest, Azure Bonds. Rich Gon­
nello, 702 Bloomfield Ave, Nutley NJ 07110 

Sell only, 3.5": Gold Rush, Leisure Suit 3, 
Manhunter NY & SF, Colonel's Bequest, 
King's Quest 3 & 4, Space Quest 1 & 2. Write 
Jeff Bernard, 14526 Juniper St, San Leandro 
CA94579 

Trade/sell: Dragon Wars, Mean Streets, 
Knights of Legend, Hero's Quest, more. Want 
Dragon Strike, Crime Wave, Conquests of 
Camelot Andrew Pollak, 2002 Regis Dr, Da­
vis CA 95616 

Sell only, 5.25": $25 @-Pool' of Rad w/ 
cluebook, Ultima 5 w/cluebook, Starflight w/ 
cluebook. $20@: War in Middle Earth. M & 
M 2, BattleTech, King's Quest 3, Ancient 
Land of Y s, Future Magic, more. Jeff Peedin, 
504 Powell St, Smithfield NC 27577 

5.25", trade/sell, ($15 @): Police Quest 1 & 
2, Space Quest 2 & 3, Leisure Suit 1, 2 & 3, 
Manhunter NY, Colonel's Bequest, Pool of 
Rad. David Hooker, 337 Cristani St, Roselle 
NJ07203 

Trade: Sorcerian, Conquests of Camelot, 
lndy's Last Crusade (adventure), Prophecy, 
Space Quest 3, Leisure Suit 3, more. Want 
Hero's Quest, Colonel's Bequest, Ultima 6, 
Loom, more. Steve Clarke, 3673 Wyola Dr, 
Newtown Square PA 19073 

Want 3.5" Bad Blood, Maniac Mansion, Un­
invited, Zork Zero, Journey, Puzzle Gallery, 
Time to Die. Claudette Rugg, 148 Aliilani PI, 
Kihei HI 96753 

Sell only, both formats: Hero's Quest, $25. 
Bard 2, $20. $15 @: Space Quest 3, Police 
Quest 1, Alien Fires, Manhunter NY, Leisure 
Suit 3. Robert Kraus, 3038 N Christiana Ave, 
Chicago IL 60618 

3.5", sell only, $20@: Codename Iceman, 
King's Quest 4, Police Quest 1, Manhunter 1 
& 2, Joan of Arc. Jason Burkholder, 425 S 9th 
St, Akron PA 17501 

Sell/trade: Leisure Suit 2, Prophecy, Police 
Quest 2. Want Starflight 1-2, Questron 2, M 
& M, Bard 3, Future Magic, or send list.R. A. 
Stauffey, 3962 Briarwood, Fresno CA 93705 

ST 
Sell/trade: Populous, Ultima 4, Uninvited, 
more. Tom Page, 96 Haddon PI, Upper Mont­
clair NJ 07043 

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 looking for Excalibur, 

so contact these people if you can help. 

Chaos Strikes Back: need help beginning 
Dain level. Tom Page, 96 Haddon PI, Upper 
Montclair NJ 07043 

Bard 1: need maps for Kylarean's Tower. 
Bard 2: need answer to riddle before Dar­
goth's Tower snare; stuck in Destiny Stone 
snare, need riddle answers. Adriano Palombi­
zio, 158 Surrey Dr, Wethersfield, CT 06109 

Conquests of Camelot: how to pass five 
stones of Glastonbury? When can you go to 
Southampton? Are Tor, Southampton and Ot 
the only places to go? How to pass Hag with­
out giving her the purse? Can help with most 
Sierras. Derek Figg, 1704 Firewood Ct, Hern­
don VA22070 

Dungeon Master: need maps, clues all lev­
els. BattleTech: where is cave entrance for 
supply cache? Todd Corbett, 4404 Hassell 
Corbett Rd, Burlington NC 27217 

Tangled Tales: where's Pot of Gold? How 
to get past Devourer? Into Wizard's Enclave? 
Dungeon Master: What's spell for Ful Bomb? 
Where's Armor of Lyte? Need major help on 
battle with Chaos. Cristopher Dox, 975 Laurel 
Ave, St Paul MN 55104 

Beyond Zork: how to get gem from idol? 
Past the trees? Journey: what to say to ~irl 
near waterfall?. Zork 2: can you stop Crrcu­
lar Room? How to reach top of well. kill drag­
on, serpent? Open safe in bank, get key from 
unicorn, get to Hidden Room from Circular 
Room, to Lava Room from Ice Room? Brad 
Nolan, 8 Longmeadow Rd, Lincoln Rl 02865 

The Last Ninja: how to get past Samurai 
Armor on level 4? Dungeon Master: after 
fighting Screamer, how to get past next door? 
How to get Fire Staff and Power Gem? Jason 
Ferrick, 700 N 2nd St, Apollo PA 15613 

Death in Caribbean: what phrases for kill 
the bull, escape from zombie, 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 Irkalla's Island, on 
island in Mystic Wood? Bard I: what's Mad 
One's name? Carlos Cross, 1400 Banana Rd 
Lot 126, Lakeland FL 33809 

Ultima 2: where's Quicksword to kill Mi­
nax? Bob Kloak, 6311 North B, Springfield 
OR97478 

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 
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Apple Outings 
Passport to 
Adventure 

MSDOS Quests 
Escape from Hell 

DragonStrike 

$38 Space Quest ID GS $45 
$40 $35 Champions of Krynn 64K 

Books & Map Kits 
Circuit's Edge (512K) $45 C64 Seek & Slays 
Les Manley (640K) $50 Breakers $30 

$30 Quest for Clues I or II $24.99 Ultima VI (640K $65 Times of Lore 
Official Book of Ultima $12.99 

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

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

With eacb gam'e you get a free 
packet or· mapping paper-and 3 

issues added to your sub (2 for lst 
C.lass and Canadian subs, 1 for 

overseas). With Quest for Clues 
you get the same; other books 
entitle you to two extra issues for 
regular ~ubs, 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. 

Loom (512K) $50 

Conquests of Camelot (512K) $45 

Code-name ICEMAN (512K) $45 

Sorcerian $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 
(512K except*, which need a meg) 

King's Quest IV * $45 

Police Quest II* $45 

Leisuire Suit ID 

Psi-Mutant Priestess 

Drakkhen 

Swords of Twilight 

$45 

$40 

$40 

$40 

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

Address Correction Requested 

YOUR SUBSCRlPIICl'I EXPIRES: 92/02 

GOLETA CA 93117 

Assorted Systems 
Future Wars: 

Amiga & MSOOS (512K) $40 

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: MSDOS (512K)and 
IIGS $32 

Champions of Krynn: Amiga* and 
MS DOS $45 

Hero's Quest: Amiga* $45 
MSDOS (512K) $50 

Universe 3 (512K) Amiga & 
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U.S. Postage 
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