


















Earthrise: The Solus Incident 
The year is 2034, and you, the top inves­
tigator and general trouble-shooter of the 
Terran Mining Guild, are suddenly 
awakened by the clamorous sound of a 
telephone. It seems "Operation Astro 
Pilfer," a huge success till now, has hit a 
serious snag. 

Astro Pilfer, you remember, is the 
backbone of the Guild, a codename for 
nothing less than the selection and trans­
fer of appropriate asteroids from the belt 
into Earth orbit to facilitate mining. 

The most recent contingent of scien­
tists dispatched to the Solos asteroid dis­
covered signs of life there, but radio 
transmissions enigmatically halted before 
they were able to elaborate. 

Oh Salus mio 
As the game begins, you find yourself 

in the cramped quarters of a cryogenics 
cabinet in a one-man craft orbiting Sotos. 
You must take your lander down to the 
asteroid's surface and carefully scout the 
area. 

Once on the surface, you've got to find 
a way to gain entry into the outpost, 
where you'll have to deal with the indige­
nous life-forms that block your progress. 
Most of all, you need to find out what 
happened to the engines so you can get 

---------- the asteroid 
back on Type: Animated 

Graphic Adventure 
Systems: MSDOS 
(512K; CGA, EGA, 
Tandy 16-color; no 
sound board support) 
Planned 
conversions: 
MaybeAmiga 

course to­
ward Earth. 

Earthrise 
is a new di­
rection for 
Interstel. So 
far they've 
been best 
known for 
role-playing 
games that 

are heavy on strategy and tactics but light 
on effects. Usually they've been restrict­
ed to CGA graphics, which are hardly 
state of the art. 

So/us Incident deemphasizes strategy 
and tactics and relies much more on 
graphics. The problem is that even 
though the graphics are far better than 
those in First Expedition or Scavenger, 
for example, they still aren't up to con­
temporary standards. In fact, they are 
about on a par with Space Quest I . 
Scenes are illustrated in basically medi­
um- to low-resolution 16-color EGA, 
with added support for 16-color Tandy. 

In fact, the entire game seems to be 
modeled after the 3-D adventures pio-

By Stephen King 
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neered by Sierra. Control of the central 
character is the same, backgrounds blink 
in and out, one screen at a time, and 
many of the function keys do the same 
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I feel a bad Earth a'rlsln' 

thing as in the Sierra adventures. 

Godzilla's little cousins 
The premise is interesting and the sto­

ry entertaining. But most of the puzzles 
are fairly arbitrary. They usually involve 
finding ways to deal with one of the vari­
ous monsters that inhabit the asteroid. 

Each of these characters has a different 
weakness. A file in the central computer 
contains the clues you need to destroy the 
bad guys. It's up to you to find the tools 
to do this, fix the engines and get back 
home. 

The whole game looked a little on the 
weak side to me. There is substance here 
and there, but not that much. The parser 
is fairly inadequate, with too few syno­
nyms. One part that sticks out in my 
mind is where you have to destroy a 
dome of glass that provides light for the 
hydroponics. 

I tried any number of combinations to 
"break the dome with the hammer" but 
had no success. Finally "break glass" 
worked.A similar situation arose later 
when I had to shoot a laser through a hole 
in the door. Only a precise word combi­
nation was acceptable to the game. Any­
thing slightly different got me killed. 
Conclusions: Earthrise was a pleasant 
enough diversion for an afternoon or two. 
The graphics are medium to good, and 
sound is limited to the internal PC speak­
er. Gameplay itself is acceptable but not 
particularly memorable. If I found this 
game in the bargain bin at my local soft­
ware store, I wouldn't feel cheated at 
having plunked down my hard-earned 
money for it. 

Skill level: Beginner 
Copy Protection: Keyword 
Price: $49.95 
Company: Interstel/EA 

Character editors 
Teleported fromprevious page 

People who want and need them are go­
ing to use them anyway. My advice is to 
resist the urge to go beyond adding only 
the minimum amount points and equip­
ment absolutely necessary to survive; or 
to bring a dead character to life. 

Where are they when I need one? 
Character editors are usually pro­

grammed by individuals and sold through 
the mail. (Though Richard Garriott, ap­
parently fed up with seeing Ultima char­
acter editors appear so soon after each in­
stallment' s release, included one in 
Ultima VI. To access it, just say Spam 
three times to lolo, then say Humbug.) 

Some of the best third-party character 
editors in the business come from Gosse­
lin Computer Consultants, which I ran 
across in a computer magazine (yes, oc­
casionally I actually read one). Gosselin 
turns out character editors for Apple, 
Amiga, MSDOS and C-64 computers. 

I l 1\GE::::::H S.:l<'.P:::::O 
4 

?ER=Q SP=O /Q ( 3) 
END=l 3 

HP 0 13 / 13 GOLL=O 

LUC= 13 THIEF A9ILI7·t::;l FODD=lO 

:oo:FGOOD 

-----<EQUIPPED>------- PACK>----
1 > ,l..) SALT 
2) Bl BAG OF SAND 
3) CJ BAG OF SAND 
4 J D l SPEED POT ION 
51 EJ SUNDIAL 
51 FI SCIMITAR +l 

I> CliANGE ATIR l B:CTES .; ) RESTORE COND 

Might & Magic made easy 

All are menu-driven, the Amiga versions 
use the mouse and icons, all are backed 
by phone support if you run across a bug 
in a new release, and none are copy­
protected. With them you can change 
your characters' attributes, race, sex, age, 
hit points, spell points and levels, and 
known spells. Many of these editors also 
let you view lists of the game's objects 
and give them to your party. Some even 
let you change the party's in the 
game. 

Gosselin has editors for: Might & 
Magic I and//, Bard's Tale I, II & III, Ul­
tima I through VI, Deathlord, Wizardry 
(I-III on the same disk, different disks for 
IV and V}, Wasteland, PhantasieI-III, 
Autodue/, Magic Candle, Dragon Wars, 
Pool of Radiance, Hillsfar, Curse of the 
Azure Bonds, Champions of Krynn (you 
can even get a Monster Editor for the A 
D & D games), Space Rogue, Knights of 
Legend and Mines of Titan. They range 
from $12.95 to $19.95, and they aceept 
VISA and MasterCard. You can reach 
Gosselin Computer Consultants at POB 
1083, Brighton MI 48116, or (313) 229-
2453 from six to eight PM EST. 
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Walkthrough: Future Wars: Adventures 
. 
in Time 

Outside Building 
When opening sequence is over, take 
bucket. Walk to control panel on the left 
and examine scaffolding. Operate the red 
button. Walk to the open window and op­
erate it 

Inside Office Building 
Examine trash can. Take paper bag. Walk 
into toilet. Operate cupboard. Take insec­
ticide. Operate door to W. C. and take lit-

§ Offtce Secret !Telep or 
B Tot let Hall - I'-- -· Room 

I c D 
Outstd 

The Bldg A 
Present 

G 

Big Pub Middle 
Tree Ages 

' I 

Vt l lagE - Lake 

Teleport Room 
Examine machine. Examine opening. 
Walk to machine and use qbqfs on 
opening. Operate green button. Operate 
red button. Take documents. Enter tele­
port tube. 

Swamp 
(in the Middle Ages) 
Walk left toward mosquitoes (walking 

To Ruins I 

i 
I 
I 

Prtson J 
Room 

I 

wtne 
Cellar 

H I I I Cast I e I·· .jswamp ~--
I F E Altar - Monk: - Father 

only on 
the green 
areas in 
the 
swamp). 
Use in­
secticide 
on mos­
quitoes. 
Keep 
walking 
left till 
you no­
tice a 
glint of 
light on 
the 
ground). 
Examine 
it to find 
a pen­
dant. Go 
west Room Super tor 

Bridge 
I 
I 

--------------------------------------~ rtle 
tle red flag (on floor). Use evdlfu on 
tjol, then exit toilet and walk to the door 
on the right After you get the message 
"something is under your feet," operate 
carpet. Operate right door. After the boss 
leaves, use evdlfu on left door. Operate 
right door. 

Map Room 
Use key on cupboard below the book­
shelves. Examine typewriter and note 
combination (40315). Operate drawer of 
desk. Take paper. Examine map. Use 
gmbh on little hole (on the map). Save 
game. Go east. 

Secret Passage 
Speed with the mouse is vital here. Ex­
amine keypad. Operate numbers (one at a 
time) found on the typewriter to reveal 
another door. Enter door (center-screen). 

Lake 
Walk to the tree on the left of the screen 
and examine foot of tree to get rope. Use 
rope on tree branch. Wait till 
someone walk up and throws 
away some clothes, then walk K 
to the clothes. Take tunic. 
Take slacks. After you 
change, go west. 

Village, Pub 
and Castle 
Walk to guard on drawbridge. 
Use qfoebou on guard. Go 
northwest to the back of the 
castle and walk to the tree. 
Operate tree. Examine ground 
where coin fell. Go to the Pub 
and operate door. Use 

Rutns 
I 

.... 
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tjmwfs dpjo on innkeeper. 
Listen to all gossip. Exit 
Walk to guard and use qfoe­
bou on guard. Enter castle. 
Listen to the Lord. Exit. .___ 

Village 
Examine hvbse. Ublf lance. NW. Go 
to tree (stand at tip of second root from 
the right). Use mbodf on monk's habiL 
E. E. Save gave. Use qmbtujd ebb on 
lake. Quickly go west, then south. Walk 
up to bridge and use gvmm ebb on 
wolf. Walk to monastery door and oper­
ate door. 

Monastery 
Never walk to center of the room and al­
ways walk clockwise. Go to left door. 
Operate door. Enter and walk up to the 
monk. After he speaks, exit Walk to the 
door on the right, operate door and enter. 
Walk up to Father Superior. After he 
speaks, exit and return to room on left 
Enter room and take cup. Exit. Enter 
room at the top. Use cup on one of the 
full wine barrels. Return to the room of 
the Father Superior and give the wine to 
him. When he collapses, examine Father 
Superior. Use control device on piece of 
furniture at bottom of bookshelves to get 
magnetic card. Return to Wine Cellar. 

Wine Cellar 
Climb ladder and use control device on 
barrel at top of ladder. 

Prison Room 
Examine Lana. Walk to her and stand in 
front of the case. Examine hbt dbqtvmf 
(directly below Lana). Walk to computer 
console and use nbhofujd dbse on con­
sole. Watch animated scenes. 

The Future (4315 AD) 
Walk to bottom right of screen and exam-

L 

Ruins 

Sewer .... 

The 
Fu tu re. 

4315 AD 

Sewer i-
Tap 

To Jail 
c 11 e 

i 

Sewerl7 

Space-
M port 

I 

OutstdE 
Space-
oort 

: 

~ 
Sewer ..... Sewer _ Crea-

tu re 
Sewer 
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ine rubble to get blowtorch. E. Walle to 
white piece of rubble and examine box to 
find fuses. Examine rubble in middle of 
screen to find manhole. Operate manhole 
cover. 

Sewers 
You can walle in just one direc-tion. Do 
so till you reach the room with the tap 

p 

To In 
the Ship 

Maze 
I 

Outsldf 0 
Ship 

. 
Battl e ,_ HI I Ito~ 

N 

Prehistory 

(see 
map). 
Use 
cmpx 
upsdi 
on tap. 
Keep 
walle-
ing till 
you 
reach 
room 
with 
crea-
ture. 
Go 
near 
the 
crea­

ture and use cmpxupsdi on creature. 
Go up. 

Outside Spaceport 
Walk to door and examine videocamera. 
Use mbodf on videocamera. Enter 
spaceport. Save. 

Space port 
Walk to newspaper machine on left and 
examine coin collector. Use coin on mon­
ey slot. Examine coin collector. Use coin 
on money slot to get newspaper. Wait for 
train. 

Space Terminal 
Speak hostess. S. Examine fuse box. Ex­
amine fuses. Use gvtft on fuses. N. 
Save. When guard is watching TV and 
hostess is powdering herself, quickly go 
between arrows and up the lift. 

Jail Cell 
Save. Use lfz on air duct. Use hbt 
dbqtvmf on air duct. Use ofxtqbqfs 
on air duct. Exit jail and wait till cap-

From ._.Q_ Bridge __ 

Prehistory 
Walle to Lo' Ann. Save game. West. 

Shooting Sequence 
Aim at aliens coming from left of 
screen, paying special attention to those 
marked "danger." After awhile, the 
leader will appear on a fly­
ing platform. Kill him, and 
soon the attack will end. Ex­
amine Lo' Ann three times to get pendant 
and invisibility pill. Use qfoebou on Lo' 
Ann. Walle to spaceship. 

Outside Alien Ship 
Examine dead alien to get magnetic card. 
Enter ship through doorway. 

I 
I 

The 
Maze 

-----. 
I -------.J 

Follow map to the exit 

Map Key 
A: Bucket 
B: Plastic bag, insecti­
cide, little flag, key 
C: Sheaf of paper 
D: Documents 
E: Pendant 

F: Rope, clothes 
G: Silver coin, monk's 

habit 
H: Cup 
I: Control Device 

J: Gas capsule 

----, • I 

Inside 
Alien Ship 
Use nbhofujd 
dbse on card 
reader. Operate 
case. Take gar­
ment. Walk to 
videocamera 
and use garment 
on videocamera. 
Enter the sus­
pended anima­
tion capsule 
(click on center 
of case) and op-

. erate case. The 
ship will take 
off for the space 
station. Save. 

___________________ } 

I 
I 

__________ , 

I 
I ··-

I 
I 

On Space 
Station 
Move to the 
right side of the 
door, then use 
jowjtjcjmjuz 
qjmm as the 
door starts open­
ing. After slid-

----------------------------------J I t __________ 2 

ing down the 
ramp, go for-
ward and left immediately. Quickly leave 
ship and go to the front of the boxes on 
the left of the screen. Examine box on the 
left and operate it. 

To 

Store Room 
Listen to Albert Save. Walk to 
door. 

The Maze 

K: Blowtorch 
L: Fuses 
M: Coin, newspaper 
N: Pendant, invisibility pill 
0: Magnetic card 
P: Garment 

Shuttle ~ of Ship Prehistor y You have six minutes to find 
the computer room and exit 

The Maze 
1: Start 

The C r ugh on Sh i p 

tured. Watch animated scenes. 
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the space station, so be quick. 
(See map.) 

Computer Room 
Walk to computer console on the left and 
use nbhofujd dbse on console. Exit 

2: Computer Room 
3: Exit 
X: Hole in floor 
Vertical lines: Ladders 
Dotted line: Path through maze 



Secret of the Silver Blades 
Magical silver shields can be quite help­
ful in this game. Vala, an NPC who will 
join your group in the Mines, has a +3 sil­
ver shield and Oswulf's spirit, who is 
found at the entrance to the castle, has a 
+5 silver shield, which can be duplicated 
using a simple technique in the training 
menu. Silver reflects the gaze of basilisks 
and medusae which are in abundance in 
the game and makes their threat of ston­
ing an advantage for your men. They 
gaze, you reflect, they get stoned, end of 
story. 

Al Giovetti 

All new magic items should be given to 
extra characters to be duplicated (see 
above, or use technique described in the 
September 1989 issue of QB), or used to 
supply NPCs met along the way.New 
Verdigris: the Old Man at 2, 9 will give 
you the Cloak of Displacement and some 
Journal Entries and items as you com­
plete quests. Visit him each time you re­
turn to town. A soldier at 14, 11 sells 
magic items, and you can trade platinum 
for gems at the vault at 7, 9. Then head 
for the Well (66, 36) via the teleporter at 
3, 0. In the Well: go to 4, 1 and duck, 
then finish the battle to get Plate Mail+2, 
Shield+2 and Mail+2, Necklace, Magic 
Missiles, Long Sword+2 and Wand of Ice 
Storm. Defeat small dragons at 6, 6, usin­
ing Ice Wands, do the same at 7, 7 and 8, 
8 against Ancient Dragon. Drop Gems in 
Well for clues and next quest. 
Marcus: return to town and defeat him 
at 15, 10. Then head to Ruins and follow 
map from JE # 1. Before battle, cast 
Prayer, Bless and Haste if necessary; use 
Ice Wands on Dragon. You'll get a Cloak 
of Displacement. In the north ruins at 11, 
0 is a battle with Dragons and Giants that 
nets you a Flail+2, Ring of Protection+2 
and a Wand of Fireball. There's also a 
teleporter to the Well. Head to Black Cir­
cle HQ (23, 45) next Key battles are at 
12, 6 (Commander); 10, 6 (teleporter to 
Well); 14, 6 (Armoury); 14, 12 (Dragon 
Hatchlings, use Ice Wands); and 14, 14 
(final battle). 

Richard Rassmussen 

Aboveground: Sleeping in town is dan­
gerous till you slay Red Assassins at 15, 
12. (But first fight Black Circle at 13, 
11.) There's a Dragonhoard near 5, 48, 
with good treasure and Amulet of Elda­
mar. Ancient Bier at 59, 22 has good 
items. 
The Mine: entrance is near45, 37. Top 
level is Temple of Tyre, with secret doors 
at 7, ll(don't forget_ to get a Staffof 
Slurpee here); 12, 13; 15, 14; 1, 3. Level 

One: see Derf the Dwarf for Staff quest, 
then go west and south to find Staff. Lev­
el T~: go west and north to find Staff. 
Level Three: go east and north to find 
Staff. Level Four: go south to find Staff. 
Level Five: go north and west to find 
Staff. Level Six: go west to find Staff and 
Vala, who'll join party. Level Seven: go 
south and west to find Staff, west to find 
Portal to Level Nine. Level Ten: go east 
to Cavern and entrance to Dungeon. 
Dungeon Riddles: the first is z p vs 
ifbsu, second is zpvs xpse, third is 
zpvs csfbui, fourth is river, fifth is 
xbufs, sixth is xjoe. 
The Keys: all in the Dungeon. Brass is 
at 12, 15 on Level Seven. Gold is on Lev­
el One at 2, 11. Silver is at 0, 8 on Level 
Four. 
Ice Crevasse: The entrance to Giant 
Village and Portal is at 48, 86. Help Frost 
Giant King at 50, 94 for +4 weapons. 
Help Oswulf fight at 7, 82 for + 5 silver 
weapons. 
The ·Castle: exit to second level is at 9, 
15. Ignore Medusa Sargatha. Secret door 
to Level Three is at 0, 14. After tough 
fight at 7, 1, you get +5 weapons. Dread­
lord's at 2, 5, with many Storm Giants. 
Use Magic Wands, etc. 

Dennis Ewell 

The Mines: On Level Eight, go north, 
then west from the lift to use the malfunc­
tioning teleporter to Level Nine. On Lev­
el Ten, go north from the lift and dig for 
Gems and experience. 
Ice Giant Village: speak nicely to 
King. Iron Golems: Fireball and Magic 
Missile spells heal these fiends; slow 
them down with Lightning Bolt. The 
Castle: to enter, you need the Amulet of 
Eldamar and the eight pieces of Oswulf's 
Staff (see above). Take them to the Dwarf 
in the temple on Level One of the Mine to 
be assembled. You also need the gold, sil­
ver and brass keys from the Dungeon. 
Password of the day on Level Two of the 
Castle is Tuffmfzf. On Level Three, use 
silver key on door one, speak Ptxvmg at 
door two, use gold key on door three and 
brass key on door four. 

Vivienne Stevenson 

Healing: Priests at Temple of Gond will 
heal for free. 
Scott Haverly 

Circuit's Edge 
Most quests involve much running back 
and forth. Check with Chiri, who has lots 
of info. For money, see Papa after your 
first meeting with him. Useful items are 
at Laila's, Electroniques, Friendly's and 
some street dealers. Check any full names 

you run across on the police computer. 
Police Computer: you need police 
badge for first access (from street dealer). 
Next time you need datalink terminal, 
two uplink cables, belt phone, commcode 
number 054AJR86 and password 
hsbwuz. Ransom note: check "floral 
scent" at Heavenly Fragrances. Docks: 
use Alpine Jack and Super Spy chips. 
Muhammed: ask about "odd woman." 
Mimi: ask about cologne ("close to 
death" means cemetery). Sell crystal ball 
back to her. Warehouse: blow door off 
with plastics (from cigars at dock), deto­
nator (Abdul), countdown timer, Demoli­
tionist Chip (Morgue, Luigi's remains), 
wire. 

Bob Schreur 

King's Bounty 
Explore each world by sea thoroughly 
when you first reach it, to find the gold 
and troops needed to explore by land. Al­
ways garrison the castles, for after about 
20 castles, the extra gold really pays off. 
The key to easily defeating the fourth 
world is Vampires. Try to get about 200 
of them if possible. They do lots of dam­
age and can heal slain Vampires in com­
bat with each attack. Try to garrison the 
easiest castle there quickly, so you won't 
spend many days in the desert. After this, 
send Demons and Vampires (which can 
fly) across the continent and desert for all 
gold and treasure. The last (and seeming­
ly impossible) battle can easily be won 
with the following armies: 100+ Demons, 
30+ Dragons, 200+ Vampires, 100+ 
Giants, 200+ Trolls and anything else, 
such as Ghosts or Archmages. Don't wor­
ry about morale, for even with its medi­
um to low morale, this army should have 
no trouble, thanks to its effective man­
power. 

Robert Breezley 

Bad Blood 
Varigg is the best character. Though he 
needs a Collar to enter Yvrium (go north­
east of town around noon), he's impervi­
ous to radiation in :zero Town. 

Fred J. Philipp 

The Jetsons 
Check the table in your room for your 
credit card. Use reverse psychology when 
talking to Judy's diary, and you'll find 
the keys to the JetsonMobile behind her 
ebodjoh tipft. Take your briefcase 
when you go to work, so you can carry 
more items. After visiting Spacely: 
go to your office and talk to Rudi. At 
the Mall: buy an Anti-grav Belt and a 
Port-a-Nuke energy generator; talk to 
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Jane. Don't forget to visit Elroy and his 
Science Fair at the Little Dipper school, 
where he'll give you something useful. 

Andrew Phang 

Ultima VI 
Multiple saved games: For each 
game you want to save, create a directory 
under your Ultima VI directory. Then 
create the following batch file: 
ULTSAVE.BAT 
ECHO Saving Game files to <drive let­
ter:\UL TIMA6\% 1 
COPY <drive let-
ter>:\ULTIMA6\5A VEGAME.\* .*<drive 
letter:\UL TIMA6\% 1 

UL1REST.BAT 
ECHO Restoring% 1 
COPY <drive letter>:\ULTIMA6\%1\*.* 
<drive let-
ter>:\UL TIMA6\5A VEGAME.\*. * 

(Replace the words "drive letter" with the 
letter of your drive where your UL TI­
MA6 directory is stored.) 

When you're ready to save a game, fol­
low these steps: 
1. Use Control-S to do a normal save. 
2. Use Control-Q to quit to DOS. 
3. Type ULTSAVE <directory name> 
(the name of one of the directories you 
created for the multiple saves). 
This copies all the SA VEGAME files 
into the directory you specified. To re­
store such a saved gam: 
1. Type UL 1REST <directory name> 
2. Start Ultima VI by typing Ultima6 
3. Choose Journey Onward, and the game 
restored is the one you saved in the ap­
propriate directory (named in step one of 
this section). Steps 2 and 3 may be con­
densed by typing GAME while in the 
UL TIMA6 directory. 
(Note: this trick arrived at the last minute 
and has not been verified, so copy your 
saved game to a floppy before trying it.) 

David A. Lennon 

More ALT key cheats: while holding 
down the ALT key, press 4, then 7, then 
1 on the numeric.keypad. This advances 
the time about an hour, which is useful 
when you arrive in a town at night. (Na­
than Hanish reports that 2, 1, 5 has the 
same effect.) You can teleport to useful 
locations by holding the ALT key and 
hitting 2, 1, 4, then typing in these num­
bers: 
3983a70: Shrine of Humility 
09e3af0: Shrine of V alor 
3a61070: Shrine of Honesty 
0180161: Shrine of Spirituality 
lfcl670: Shrine of Compassion 
1463370: Shrine of Honor 
1270280: Shrine of Justice 
33e0a70: : Shrine of Sacrifice 
39b3550: Codex Chamber 
1331680: Lord British's Castle 
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6666665: Gargoyle's Castle (sure, the de­
signers' choice of 666 for latitude and 
longitude was purely coincidental.) 
******5: Gargoyle World 
(The Os in the list are zeros. Sherry: to 
keep the Mouse from getting killed in 
battle, set her combat tactic to "retreat." 
To carry more weight: take along an 
empty bag in your inventory. When you 
find an item but can't pick it up, click on 
the empty bag and you '11 see the amount 
of weight you can carry will change. 
Now pick up the item. 

Beatrix Feagins 

Les Manley: 
In Search for the King 
Fountain: fill thermos with water. 
Boss: ask for sbjtf. Wait. When he's 
not looking, get keys. Apartment: 
Show ID (from closet at station, after us­
ing key from Boss). Sit on couch. Ask 
about: King, tdbsg, dpodfsu, tpeb. 
"Show tdbsg." Spill tpebon tdbsg. 
Scarf: east. Climb fence. Ticket: Go to 
trailer. Knock. Talk. Ask for work. South. 
Get shovel. Drop shovel. North. Knock. 
Talk. Ask for ticket With circus tick­
et: go to wagon. Look wagon. Enter. 
Ask about future, journey, Luigi, other 
circus members. Ljtt Zarmooska. Go to 
Strong Man. Look man. Move slightly till 
you find the right spot, then look Luigi. 
Ask about other circus members. Give 
x by to Luigi. Get rosin. North. Look, 
talk to Helmut. Ask about dream, etc. 
Give dream to Helmut. Test-o­
Strength: Look man (find right spot 
first). Get popcorn. Enter Big Top. Drop 
jar. East. Give sptjo to Fred. Return to 
Fat Lady. Look. Talk. Return to Test-o­
Strength. Stand on Test-a-Strength. 

Fred J. Philipp 

Iron Lord 
Get rich quick: enter the archery con­
test and practice till you can hit the tar­
gets easily. If the wind moves your arrow 
off-course, set your shot power to around 
40. Once you've got plenty of money, ex­
plore around and give some to each per­
son you meet Most will join, and some 
have useful weapons. 

Andrew Phang 

Questmaster I 
Arena: north, read mural, south, west 
Wildebeest: drink liquid, west, west. 
Village: enter house, get pot Bar: give 
gppe to green man. Manhole: lift man­
hole with crowbar, look down, say yes. 
Cavern: cut vine with knife. Eat fruit 
Barn: give Hfn to Lioness for info on 
fruit. Corn field: move back and forth 
to get eight dollars. Valley bottom: get 
hat from scarecrow, wear hat, go east into 
small hole. (For fun, enter barn while 
you're a mouse.) 

Fred J. Philipp 

Future Magic 
Key of Thor: this is in the depths of 
Ceyjavik. To get there, wait for the Bor­
kin Station distress signal, then search the 
Command Center. You'll find a commu­
nication from the sole survivor, who will 
direct you to the Sealife Labs. Explore 
there, descending to level four, where 
you'll find the Key. Green Dragons: to 
get past these and other tough monsters, 
use a "strong point" formation: keep your 
two strongest fighters up front, with both 
firearms and contact weapons such as the 
Energy Blade. You can find these, as well 
as Hyper Uzis and AK-4700s, in the 
building of the Borkan Research Com­
plex. Save ammunition for the hordes of 
Green Dragons. If overwhelmed by too 
many, blast your way through and make a 
run for it You cannot hope to defeat 
large numbers of them, even with heavy 
firepower. Bright Room: when you 
find the Key here, it will transport you 
back to the Sealife Lab, avoiding most of 
the monsters. It will also provide infor­
mation on the Sentinels. Caldone: On 
the 793 level of each Tower is a club that 
allows entrance only for characters 
who've reached level 20 in a particular 
ability (Tower 1: Charisma, Tower 2: 
Strength, Tower 3: Dexterity). Inside 
these clubs you'll find things such as ar­
mories with special weapons. 

LTC Anthony J. Giasi 

Code-name: ICEMAN 
After leaving the sub to get to the off­
shore drilling rig, go eight screens left 
and three up. At the rig, type "set explo­
sives." Go to harbor (one screen left, two 
up, then right till your heading is 35 de­
grees and 150 yards, then go up). If you 
won the magnetic device in the Boss 
game, type "use device" and go up. If 
not, get the bottle by the rock (upper 
right) and enter the cave on the upper left 
To get through this maze, light a flare and 
follow the direction of the debris, repeat­
ing this till you're out 

Jason Burkholder 

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

To decode clues, 
count one letter back. 
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• 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 1, 
$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 l, Moebius, 
King's Quest4. 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 

COMMODORE 
Amiga: Want to buy Paladin, Dragons of 
Flame, Hillsfar, Ultima 1-4, Dungeon Master. 
P Matta, 73 Basswood Rd, Farmington CT 
06032 

Want Silver Blades, Trinity, ZorkQuest 2, 
Enchanter. Brian James, 7111 S. Albion St, 
Littleton CO 80122 

$15 @: Bard 1, Zac McKracken, Maniac 
Mansion, Legacy of Ancients. $10@: Wish­
bringer, Borrowed Time, Tass Times, Mind­
shadow, Murder on Mississippi. Shawn Lau­
zon, 29606 41 St, Salem Wi 53168 

$15 @:Brimstone, Phantasie 1 or 2, Wizard's 
Crown, Defender of Crown. Sell: Zork 2, Se 
kaa of Assiah, $5 @. $12@: Wasteland w/ 
cluebook, Indy action game, Star Trek: Ko­
bayashi.Want Pirates, Law of West, Alter 
Ego (male). Tommy Earnest Jr, 2465 Plum 
Creek Rd, Christiansburg VA 24073 

Will trade Banletech, Tangled Tales, Knights 
of Legend or Dragon Wars for Ultima IV 
(complete package, including ankh). Paul 
Spurvey, 1089 Madeleine Ave, Sudbury, Ont, 
Canada P3A 3A2 

Want M & M 2, Magic Candle, Ultima 4, 
Bard 2, preferably w/cluebooks. R Wyatt, 
8614 Bramble Lane #203, Randallstown MD 
21133 

Trade/sell: Faery Tale, Neuromancer, Moebi­
us, Questron 2, Mars Saga, War in Middle 
Earth, Eternal Dagger, Windwalker, Legacy 
of Ancient, The Pawn. more. Jennifer Drath, 
8006 Bunkerwood Lane, Houston TX 77086 

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 
MSDOS & QUEST-ALIKES 

Many bestsellers, mostly 3.5" to sell/trade. 
Steve Lake, 90 McKay St, Beverly MA 01915 

'Sell/trade: Dragonstrike, 5.25" for $17. Tony 
Ellison, 407 N Division, Lowell MI 49331 

Sell/trade: $25 @-Faery Tale Adventure, 
Hillsfar, both w/cluebook. Shard of Spring, 
$15. Questron 2~$18. Hero's Quest, $25. Keef 
the Thief, $18, plus more. Want Silver Blades, 
Questrnaster, Keys to Maramon, Deathbring­
er. B. G. Feagins, 16 A Michael Loop, Ft. 
Benning GA 31905 

Trade only, 5 .25": Ultima VI, Champions of 
Krynn, Demon's Winter, Silver Blades, Mech­
warrior. 3.5": Wizardry 5, Demon Stalkers. 
Write for list. Want Might & Magic I or II. 
Dragon Wars, Bard 3. Les Minaker, 5 Leve­
rhume Cres, Scarborough, Canada MlE 1K5 

Want Enchanter Trilogy, 5.25". Buy only. Ar­
thur Milburn, 20079 Gist Rd, Los Gatos CA 
95030 

Trade only. 5.25": Ultima 4, Champions of 
Krynn, Demon's Winter. 3.5": Demon Stalk­
ers.Want M & M 1 or 2, 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: Police Quest 2, Conquests of Camelot, 
Champions of Krynn, War in Middle Earth, M 
& M 2, more (send for list). Want Circuit's 
Edge, Future Wars, MegaTraveller. Andrew 
Pollak, 2002 Regis Dr, Davis CA 95616 

Sell, $20@, 5.25" only: Circuit's Edge, M & 
M 2, Space Rogue, Starflight 2. Both formats: 
Dragon Wars, Larry 3, Space Quest 3, Man­
hunter NY. William Gustafson, 3490 NW 
179th St, Portland OR 97229 

Trade: King's Quest 1-4 (4 is 256K version), 
Space Quest 1-2, Journey. Want Space Quest 
3, Larry 3, Hero's Quest, MT32-compatible 
games. Chris Linton, POB 35, Coventry VT 
05825 

Sell/trade, $15 @ : Manhunter 1-2, King's 
Quest 4, Hero's Quest, Space Quest 3, Police 
Quest 2, M & M 2 (all 3.5"), Keef the Thief 
(5.25"). $20 @: Ultima 5 (3.5"), Ultima 6 
(5.25"). Send SASE for others or trade offers. 
Joe Bogdanski, 5 Skyline Dr, Saugerties, NY 
12477 

5.25", sell only: Ultima 6 (version 3.2) w/ 
clu~book, $28, Silver Blades w/cluebook, 
$24. Book of Adventures 1, $22. Postpaid. 
Richard Robillard, 52 S Main St, Baldwinville 
MA01436 

Sell only, Conquests of Camelot, both for­
mats, $20 + $2 postage. Joe Courter, 410 N 
1 Oth St, Prospect Park NJ 07508 

Many 5.25" games to sell. Sned list and long 
SASE or stamp. Mark Kassouf, 12767 Royal 
Ave, Grand Terrace CA 92324 

Waiting for Duffy 
Duffy' s on the way to Kuwait, 

so contact these people if you can help. 

Magic Candle: how to enter dungeon near 
Brelleht Lake? Wishbringer: how to enter 
Tower, get in library? Brad Nolan, 8 Long­
meadow Rd, Lincoln RI 02865 

Heroes or Lance: Need CGA simulator 
that will run this game w/Hercules. N. Mark 
Kassouf, 12767 Royal Ave, Grand Terrace 
CA92324 

Future Magic: on planet Ceyjavik, 4th lev­
el, can't find raiders. LTC Anthony Giasi, 
USAE SHAPE-POL DIV, APO, NY 09055 

M & M 2: need access code for evil and 
good sorcerer's keeps. Armen Kassabian, 
17950 Lake Vista, Encina CA 91316 

Adventure 1.0: am missing 16 points, can 
anyone help? Mike Arnott, 13545 - 81 Ave, 
Surrey, BC, Canada V3W 3C6 

Police Quest 2: how do I see find Morgan 
in his office after Blue Room scene, see Marie 
in jail? Paul, POB 2063, Noumea, New Cale­
donia 

Circuit's Edge: Where are explosives? 
Have timer, wire, detonator. Les Minaker, 5 
Leverhume Cres, Scarborough, Ont., Canada 
MlE 1K5 

Wizardry 2: need answer to beast's riddle 
on level 6. Deatblord: how to get past fist 
level on Plane of Darkness; walkthru for rest 
of game would be nice. R Wyatt, 8614 Bram­
ble Lane #203, Randallstown MD 21133 

Trade: Magic Candle for Legend ofBlacksil­
ver. D. Joan Maybe, POB 1236, Joshua CA 
92252 

$7 @, or trade both for one game: Planetfall 
and Infidel. Want Mines of Titan, Quarter­
staff, Third Courier, M & M 1. 

Trade: both formats-Hero's Quest, Star 
Command. 5 .25" only: Omnicron Conspiracy, 
2400 AD, Space Rogue, Magic Candle, Wi­
zardry 5. Send your list. Marc Thibault, Box 
1901, APO NY 09458 

Want Dragon Wars, either format. Trade: Ulti­
ma 6, Bad Blood, Future Magic, Pool of Rad. 
Brett Stauffer, 131 Hopewll-Wertsville Rd, 
Hopewell NJ 08525 

Sell: 3 .25"@ $12: Don't Go Alone, Prophe­
cy, Future Magic, Echelon, Wasteland, Tan­
gled Tales. $1, Code-name ICEMAN. 5.25" 
@ $10: Sinbad & Throne of Falcon, Legacy 
of Ancients, Ornincron Conspiracy. Will sell 
all for $85. Peter Gedzyk, 502 S Brookwood 
Trail, McHenry IL 60050 

ST 
Sell: Future Wars, Dragon's Lair, Dungeon 
Master, Chaos Strikes Back. Space Quest 3. 
Send SASE for more. Rhett Butler, 226 W 
Sandusky St, Findlay OH 45840 
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Passport to 
Adventure 

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

Official Book of Ultima $12.99 

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

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

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

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

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

Canada and overseas.) 

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

MSDOS Quests 
Silver Blades (512K 

MegTraveller (512K) 

Bad Blood (640K) 

$40 

$50 

$40 

Escape from Hell $38 

Circuit's Edge (512K) $45 

Les Manley (640K) $50 

Ultima VI (640K $65 

Loom (512K) $50 

Conquests of Camelot (512K) $45 

Code-name ICEMAN (512K) $45 

Bad Blood MSOOS, 640K VGA, 

512K EGA, Tandy, 384K CGA $50 

Starflight 2 (512K) $45 

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

King's Quest IV • $45 

Police Quest II* $45 

Leisuire Suit ill $45 

Psi-Mutant Priestess $40 

Drakkhen $40 

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

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

C64 Seek & Slays 
Breakers $30 

Times of Lore $30 

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 

QuestMaster: C64, Apple (48K), $30; 
MSOOS, GS, $35 

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

Champions of Krynn: Amiga* and 
MS DOS $45 

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

Bulk Rate 
U.S. Postage 

PAID 
Tucson /J\l.. 

Permit No. 1153 
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GOLETA CA 93117 


