


















Forge of Virtue 

Castle of Fire 
Castle is south of Vesper at 42S, 
126E. Talk to Erethian. At Shrine 
of Principles, talk to Statues. 

Test of Truth 
Talk to old man statue, which 
teleports you. Walk south to large 
area. Don't enter area in middle. 
Go along wall to other end of 
tunnel. Before automatic iron 
door, search north wall until you 
find one you can walk through. 
Go to altar and get Locket. 

Test of Love 
Talk to female statue. Go through 
a portal to south. Go to Mage's 
room and click on secret wall at 
upper-right comer. Talk to 
Golem. Read book, get scroll. Go 
to hut; read both books. Pick up 
both buckets and pick. Go 
through tunnel on east side and 
get teleported. 

Put both buckets under 
Castambre. Use pick on tree (not 
boulder). Get both buckets, which 
filled with blood. Return to 
Golem. Talk to Golem for its 
heart, then return stone heart 
inside body. Use blood on five 
small stones (save the other one) 
and read scroll. Talk to newly 
raised Golem, who sends you to 
get book. Get book from hut and 
talk to Golem. Return to 
Castambre. Use pick on tree. Get 
stone heart and perform same 
ritual. Talk to Golem. Get Locket. 

Test of Courage 
Talk to statue with sword. Go 
through portal south of it. Kill all 
Headless, Mages, Skeleton, Stone 
Golems. Search corpses around 
Moongate for magic items. Open 
door with key. Go north to area 
with spiders and scorpions. Pull 
both levers, which opens secret 
door on west wall. Kill Drake and 
search body for more items. Open 
chest and get Glass Sword. Walk 
around automatic iron door and 
put Glass Sword on mat. Get key 
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and open northern door. 
Walk north until opening on 

the east side. Tum right and 
continue going north. Get Magic 
Helm on altar and put a non­
magic Helm on it. Walk south and 
kill both Golems. Go south, 
where there's a lot of slime. The 
passage to the north has Gazers 
and Rats, so be careful. Go north 
to a side passage going west. Go 
to altar and pick up Great Helm. 
Replace it with Magic Helm. Go 
around south to northeast area 
with a Red Dragon. Slay it and get 
Ether Gem. The Dragon will tell 
you to find a more powerful 
weapon with which to kill him. 
Search all corpses for weapons. 

Go back out and talk to 
Erethian about powerful item. 
He'll set up the Forge and give 
you the sword blank. Use bucket 
on hook to get water three times, 
then use bucket on cooling tub. 
Use sword on Forge. Press billow 
about ten times, or until sword no 
longer changes color. Use sword 
on anvil and use hammer on 
sword. Repeat forge process until 
a message is displayed. 

Talk to Erethian. Go to the 
mirror with the demon. Put Ether 
Gem on right hand and use on 
mirror. Tell demon to bind gem to 
sword. Now you have the most 
powerful cursed sword in Britan­
nia. Return to Red Dragon and 
talk to sword instead of going 
into combat mode. Use death 
option, then click on Dragon. 
After slaying it, go through north 
portal and get Locket. 

Destroying the 
Dark Core 
Before leaving the Isle of Fire, 
you must complete another quest. 
Get scroll and talk to Erethian 
about Talisman of Infinity. After 
he refuses to provide more 
information, talk to Black Sword. 
Cast Help spell and go to mu­
seum for both lenses. Then talk to 

Black Sword and use Power of 
Return. Put lenses on left and 
right of Dark Core. Put all three 
lockets on top of Dark Core to 
form a three-quarter pie. 

Star Control II Contest 

The first ten people to correctly 
answer these from the first half of 
the game will win all kinds of 
prizes. Grand prize is three 
Accolade gift certificates; second 
place will get two gift certificates, 
and third place will get one. The 
other seven, as well as the top 
three, will get Accolade's 
special StarControl 11Jigsaw puzzle 
and a QB gift certificate good for 
either QuestforClues: 1beBookof 
Orbs,orthenext QuestforClues. 
Deadline is February 28. Send 
answers to Star Control II 
QuestBusters Contest, POB 
1946, Cupertino CA 95015-1946. 

The Questions, please ... 
1 On the HyperSpace star map is 
a constellation called Vulpeculae. 
What does this Latin word mean 
in English? 
2 Who are the Kohr-Ah, and 
what's their special relationship 
to the Ur-Quan? 
3 Who are the Zebransky and 
what happened to them? 
4 What's the function of a 
talking pet? 
5 At the start of the game, how 
may Shofixi are alive in the 
Galaxy? 
6 Which race travels throughout 
known space but is most fre­
quently found in Supergiant star 
systems? 
7 What alien race is native to the 
Persel constellation? 
8 Who founded the religious 
cult, "Homo Deus?" 
9 Why don't the Spathi live on 
their homeworld? 
10 What are the names of the 
two gods of death and treachery 
worshipped by the Ilwrath? 
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~KTHROUGH: Cobra Mission 

General 
General directions are pro­
vided so you'll know where 
to look for the important 
locations. There are caches of 
money and weapons scattered 
around the main map, and 
inside the buildings you can 
enter. To find them, walk into 
all of the solid objects (such 
as trees, fountains, beds, and 
shelves), and also walk over 
all of the carpets you see. 
Once you've defeated the 
boss of a sector, you won't 
have any more encounters 
there, so you can quickly 
search the map before 
moving on to the next sector. 

Combat 
There are a few fixed en­
counters with very tough 
opponents, and for these, 
you'll need a good supply 
of Poison Darts or Firecrack­
ers. The rest of your oppo­
nents are much weaker than 
you, and you should have no 
trouble beating them with 
basic hand-to-hand tech­
niques. 

Seduction 
Each time you click on your 
partner, one of the squares in 
the meter at the top of the 
screen will light up. If your 
partner becomes more 
excited, then the light will be 
red; otherwise, it will be 
white. When you reach a 
certain number of red lights, 
then there is one particular 
action that will move you into 
the next stage of the seduc­
tion. If you fill up the meter 
without getting enough red 
lights, then your partner gets 
bored and kicks you out. 

I'm trying to keep this 

walkthrough as clean as possible, 
so there won't be any explicit 
instructions for these scenes. Just 
try different things, and see which 
ones get positive reactions. Some 
moves will work more than once, 
as long as you don't use them 
twice in a row (which bores your 
partner). Remember that the neck 
is an erogenous zone. It's easy 
to miss when you're clicking 
around at random. 

Central Cobra 
After reaching Faythe's house, 
visit the Photo Junkie in the 
house to the west, and then 
Rocket Delivery in the building to 
the east. Accept the job they 
offer, and equip the red cap. Go 
outside, and look at the map to 
find out your destination. After 
delivering a package, return to 
the office for your next assign­
ment. 

There are four houses to 
deliver to, and each one contains 
an undergarment which you can 
give to the Photo Junkie. When 
you have enough money, go to 
the shops in the SW and NE 
comers to buy supplies. 

Go to the Bar (SE) and talk to 
all the customers. Investigate the 
bridge (E) and go to City Hall 
(NE) to report the damage. Also 
visit Club 10 (NW), the Railroad 
Station (NW), and the Railroad 
Crossing (SW). Finally, go to the 
Pharmacy (NE) and take part in 
the experiment. Head towards 
the bar. You'll get sick, and 
have to return to the Pharmacy 
for the antidote. After being 
healed, return to the bar and talk 
to the customers. 

Club 10 again 
Return to Club 10. 1his time, 
you'll approach the building, 

but you won't be able to enter it. 
Go to the Bar, and talk to the 
customers until you're told that 
Tacker has returned from West 
Cobra. Save the game, and enter 
Club 10. When Faythe is kid­
napped, return to the bar ask talk 
to the customers until JR figures 
out how to enter the building. 

Go to Club 10 once more. Go 
up to the front door, then enter 
the side door, talk to the recep­
tionist, and go through the door 
she opens. Search the plant to 
find a key, which opens the door 
to your north. Go through and 
fight Tacker, then search the 
room to find an undergarment. 
Open Faythe's cell, and leave 
the building. 

Now you can go back to 
Faythe's house and call Steffie 
for a date. But you can't seduce 
her until you've bought some 
special equipment in West Cobra. 
To get there, return to the 
Railroad Crossing, which you can 
now unlock. 

West Cobra 
On entering, go south to the first 
street and then due west to the 
bar. Talk to all of the customers 
until they start repeating them­
selves. Next, go to the Park in the 
far NW and get the whistle from 
the engineer there. The Rocket 
Delivery office is just east of the 
Park entrance. Go there to get a 
map of this sector. 

Go to the Sex Shop (SW) and 
buy everything they sell. At this 
point, you can return to Central 
Cobra and seduce Steffie. There 
are also shops in the SE and N of 
West Cobra. 

For the conclusion of this 
solution, send $2 to Quest­

Busters, POB 85143, Tucson 
AZ 85754. 
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M & M: Clowbl of Xem 
If you have trouble "defeating" 
an area, tell the mirror "Castle 
Basenji." Two steps away from 
where you land is a Fountain that 
will give any character 250 
temporary Hit Points. Another 
good place to drink is in 
Nightshadow, after killing the 
Vampire Lord (set all dials to 9 
and open his coffin at night to 
fight him). The Well will tempo­
rarily boost a character's level 
by 10, but kill the Vampire Lord 
first. Drink at both places the 
same day (use Lloyd's Beacon) 
for really powerful characters. 

Tell the mirror "Shangrila" and 
you can visit a secret city that 
offers the best tips in the game. If 
any party members can raise 
Intellect to 150, they can gain 
massive experience points by 
reading book in the Dragon's 
Cave. (Use Fountains to tempo­
rarily raise a character's Intellect 
to do so.) Tell the mirror 
"Omega" to skip to the last level 
of the huge Dwarf Mine. 

Brenden Cleary 

Boosting spell points: begin to 
cast Cure Wounds, but when 
asked who should be cured, hit 
escape. Spell points will be 
increased by 7; this also works 
with First Aid. 

Bruce Campbell 

To get unlimited equipment, gold, 
experience and so on. When you 
find a closed chest or bottle, etc., 
save the game (as a precaution). 
Open the chest, walk away from 
it (don't face it), and save the 
game under a different name. 
Reload game you must saved; the 
chest will be closed again, but 
you'll have the item you got 
when you opened it before. 

Geoffrey Bourne 
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The S1'mmottiH5 
The antidote for Honorah in 
Broken Seal is in an underground 
area below Broken Seal One. The 
ladder is in the southeast section 
of the maze in Broken Seal One. 
To get past the door puzzle there: 
1) While standing before the 
door, cast Kato. 2) Step foiward 
off the pressure plate. 3) Step 
back onto the plate. 4) Cast Kato 
at the door again. 5) Drop a 
heavy object (like a boulder) on 
the plate. This opens the door. 
Enter, talk to Lars, kill him. 

Broken Seal Three: to rescue 
Dunstan, find the key to the 
Hound area in the west. It's a 
jade key in one of the prison cells 
below. The ladder is in the 
northwest. To get to this area, put 
a dead body (heavy object) in the 
teleporter near the door in the 
northwest. This opens the door 
north of there. The ladder down 
is in the room to the north. 
Dunstan is in one of these cells. 
Once you have the jade key, go 
to Hound area to west, kill 
Hellhounds and get prison key. 

Also in this area, you can get the 
chest in the room off of the 
Hound Arena (far northwest) by 
weighting down the plates in the 
north and east parts of the room 
only. Then step into the north 
teleporter and you'll be ported 
into the room with the chest. 
Skill-boosting tips: to build up 
Projectile skills easily, stand near 
a wall and repeatedly throw an 
apple against it. Use Fehu runes 
to create Odin runes. (Keep 
restoring game if necessary.) Then 
save game and use stone to 
increase stats; if correct ones are 
not boosted, restore and try again. 

Pete Gedzyk 

Keep every pearl you find and 
don't use unless absolutely 

necessary, as they are scarce later 
on (Citadel 3). Don't use the 
Book of Swords; someone wants 
it in trade later on. Don't use 
the Book of Sorcery; you need it 
on King Evermore's level. Go 
through teleporters twice, espe­
cially on Evermore's level. 
There are three levels in 
Evermore's domain; watch as 
you go through doors, which is 
tricky. Gazers may also be killed 
with arrows as well as the mirror. 
With creatures slower than you, 
shooting arrows and running is a 
good way to avoid contact. 
Blocks and giants balls can be 
moved with Zap Away spell. 
Conseive gold coins: they will 
open some doors. Warmonger is 
below the Knight level; teleport to 
find other levels. 

Jim Davis 

Da1"k Qwee11 of KntHH 
llgbthouse: there is no way to 
open the door on the top floor. 
Instead, take a trip down to the 
garbage pit via a chute. Step on 
the trash pile and climb out to the 
new level. Find one of the two 
teleporters behind a wall, which 
leads to Fastillion's Chamber. 

Kristophan: Seek Selias in the 
tavern to gain entrance into the 
Tombs. Avoid fights in the left 
wing of the town, which houses 
the official buildings. However, 
defend the slave being battered 
by the Minotaur, which will lead 
to a new series of events. Comfort 
the old hag on the outskirts of 
town, and you'll be rewarded. 

Takin Nill 

Ct"UfabuS of tm 
'Da1'k Sava11t 
Gom Castle: to enter Murcato's 
Sanctum, use silver plate on the 



blood spot while facing the 
gate. To enter throne room, 
show a bunch of bananas to 
the gorilla (get them in Gorn 
Castle prison, or in New 
City's Conquerer Inn). 

Munkharama: answer to 
well riddle is coin. Use coins 
on the doors with the goblets. 
Stones to go in the urns are 
found in the pools at the four 
corners of the center "is­
land." Go through the Land 
of Dreams to get abilities 
raised and obtain a powerful 
magic item. 

New Cityl to enter Umpachi 
Detache, you must go to 
Ukpur. To enter T'Rshieches 
House, you must first go to 
Nyctalinth. To get a boat, first 
get the copper penny from 
the bank. Use it on the door 
to the Curio Museum. On the 
Twisted Heads puzzle, use 
the heads in this order: afraid, 
angry, laughing, silent, 
surprises, happy. The boat 
won't work without the 
Wtlrum Globe from the 
Hidden Temple under 
Munkharama. To get key to 
Old City, ask Professor 
Wunderland about Archives. 

Michael Seid 

Boat map: find it in Old Fun 
House in Rattkin Ruins. 

In Okgre Castle: to c,;..~·• 
remaining d~ors at the blood, 
face the door, search, then 
use the polish steel gate. 
Enter, go down to prison, find 
entrance to Inner Sanctum 
and you can clean the rest of 
the place up. 

Dreamland: in Munkharama, 
the door from Dreamland 
disappears after you enter the 
Black Room. 

Witches in the Mountains: 
to learn their names, you first 
have to get the Necromatic 
Hermit in the Witches' cave. 
That allows you to see the 
spirits that are at a certain 

spot (down the really long vine 
that you should have put to­
gether.) There is a small clearing 
there. If you go there at night, 
you'll see ghosts and fighting 
the Good Sister Witch. Four 
different ghosts will come to you 
and tell you the Witches' 
names. They are East: Barbana, 
South: Xandasa, North: Naralda, 
West: Carmela. 
Force Field: equip the Crux of 
Crossing, then remove the 
curse ... then walk through field. 

Les Minaker 

Gorn Castle: to enter, exit New 
City on eastern side and walk 
along road to the Y intersection. 
Go left to the guard along the 
road. After meeting him, walk 
into forest on left side and find 
path leading to castle. 
In castle, take western passage to 
the guard barracks. Fight guards 
in both rooms and get two keys. 
Open Armory with Armory Key, 
get all. Search other room for 
banana and other items. Go to 
Ape's cage and use banana. He 
will open gate. Enter, press 
button. Walk out the room to the 
Throne room and pull lever. Talk 
to King and give the message. 
He'll give you a key for his 
treasure in the basement. Take 
the right passage on the way out 
to the King's Chamber. Search 
his bed for the Steelplate in front 
of the Outer Sanctum. Walk to the 
prayer pad and press the button. 
Go to the closet for Prison Key. 
Go to the Prison, open first doors 
on left and right. Open second 
door on left for the button on 
wall. Open last door on right for 
the Lever, then go back to the 
first prison on left and jump down 
the pit. Walk to northwest comer 
and press button. Go to southeast 
comer to go up to the Inner 
Sanctum. Get all treasure, press 
button on left side of wall. Exit 
through gate. 

Kevin Kwan 

Rattkin Ruins: To get in, you 
need the Bonsai Tree from Gorn 

Castle. Use the tree in the Sacred 
Grove near Rattkin Ruins, then go 
to Ruins and tree will let you in. 

To get Reflexion skill: steal ring 
from Blindmeis. Go to 
Ratskell's and have character 
wearing Ring put hands through 
window. Ask Blindmeis about 
Ring of Reflexion (12,000 gold). 

Dinysceus: all can get Mind 
Control skill in Temple of Eternal 
Night. Meditate (after awakening 
all sleepers) to get it to 100. 

New City: on terminal, type 
"023@41A2" at server prompt. At 
host prompt, type "Black Ship 
Command". In Personnel files, 
type "Domina, Vi". After Vi is 
locked in security cell, access 
computer and type "018@67Cl" 
at server prompt, "Central 
Security Access" at host prompt. 
Go through (C)ontrol menu, 
deactivate security cell, talk to Vi. 
(For free and easy access to a 
fountain under New City, tell 
Father Rulae: "Holy Sacrament". 

Michael Seid 

Sta.,. Cotttrol 11 
For a good start after taking care 
of the moon and Mercury, buy an 
extra cargo module, head for 
Beta Lyrae and get exotics from 
planet 5. Mine planet 2's moon 
second from the planet. Then 
head to Alpha Centauri and get 
minerals from planets 1, 3, 5, 9 
and planet 2's outer moon. 
Check with the Master Trader 
before returning to Star Base and 
cashing in for around 11,000 RU, 
enough to get fuel tanks that can 
get you to Gamma Kepler, the 
nearest Rainbow World. 

Shay Addams 

This month contributors 
Michael Seid and Geoffrey 
Bourne were randomly se­

lected to receive the game of 
their choice - so send in your 

clues and tips today. (All 
submissions become property 
of Eldritch, LTD until October 

12, 2317 A. D.) 



providing crew, modules to 
upgrade your ship, and advice. 

The pace is noteworthy. One 
minute you're drifting along in 
space, and it's almost relaxing 
to sit and watch the stars go by 
- the next second, a frantic 
arcade battle is undeiway. Such 
dramatic shifts instill a unique 
sense dynamics. Sound effects 
and music are so unobtrusive 
and original - a sort of ethereal 
new age music - that I haven't 
turned them off yet. 

Gameplay is also well-bal­
anced. It's not the kind of game 
you can power your way through, 
at least not the first time you play. 
An unlimited number of saves is 
allowed, and extra-long names 
enable you to keep track of the 
situation when you saved each. 

For hard-core Asterotd fans, a 
SuperMelee game is included. 
1his is a stand-alone with which 
you can practice combat or even 
go against another person in a 
two-player game, using any of the 
dozen or so ship types. 

Copy protection displays 
coordinates and demands you 
name the star there on a map that 
comes with the game. Planets, 
stars and minerals are color­
coded, so anyone who is color 
blind or has a color deficiency 
should avoid the game entirely. 
Conclusions: The best science 
fiction role-playing game since 
Star Fltght, Star Control II is the 
one RPG I may actually finish this 
year. Most outstanding is its sense 
of humor: the aliens you encoun­
ter are literally a series of stand­
up comics. It's as funny a parody 
of science fiction role-playing as it 
is a well-designed and fun to play 
RPG. Star Control II gets my vote 
for Best RPG of the Year. 

Difficulty: Intermediate 
Company: Accolade 
Price: $59.95 
QuestBusters price: $45 
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to act as control ingredients. 
Finally, you select a magic word 
from the appropriate realm and 
for the appropriate spell level to 
activate the spell; digitized voices 
pronounce the words. Mix the 
ingredients incorrectly, and the 
spell has devastating physical 
effects. If you succeed, it appears 
in your spell book. 

To make more copies of 
spells, you only need to have 
enough aspects and ingredients 
and click on the correct icon. You 
can also alter the control ingredi­
ents within the bounds of the 
spells' elasticity in order to 
make them faster, stronger, etc., 
but the rules are too detailed to 
get into here. 

Valorian role-playing 
Your role in the realms of Valeria 
is as combatant and explorer in 
full-screen animated screens that 
represent that particular Lord 
Wizard's domain. You move the 
animated figure around the forced 
three-quarters perspective screens 
to look for treasure chests, 
ingredients and quest items that 
satisfy the Terran allies and to 
fight off the monsters and even 
the Lord Wt..zard in each domain. 
1his is the fun part of Spellcraft. 
You get to experiment with the 
spells you mixed in your work­
shop and figure out the most 
effective way to complete your 
goals in each realm. It is impor­
tant to save your game right 
before you enter each realm so 
that you don't waste spells and 
ingredients. 

The domains are large, so you 
have plenty of room to walk 
around and fire off spells. It costs 
life points to cast spells in Valeria, 
so you have to choose carefully 
and not run out of life - or you 

. get sent to the Death Realm. If 
you die there, you are finished! 
The Lord Wt..zards have life points 
too. Both of you regenerate life 
just by standing around, so you 

must continually throw spells at 
the wizard to weaken him and 
then finish him off in hand-to­
hand combat. 

Stonehenge acts as the center 
ofValoria and the gateway to 
Terra and your workshop. Here 
you can talk to Gaiwayen to get 
clues and reminders about your 
current subquest. Spellcraft also 
features an in-depth tutorial that 
takes you through the beginning 
screens and realms, and guides 
you while mixing your first spells. 
It is absolutely essential to follow 
this tutorial (about a half-hour) to 
understand the main features . 
Spellcraft is a very detailed 
adventure, but not hard to 
understand, and the tutorial is in 
some ways more important than 
the manual. 

Explosive graphics 
Spellcraft brings the many spells 
to life with its VGA graphics in 
the magical realms. Fireballs really 
fly, explosions really happen, and 
summoned beasts appear from 
pixie dust. There are six types of 
spells (attack, defense, personal 
modifier, terrain modifier, trans­
formation and conjuration) in 
Spellcraft- all of which have 
some kind of graphic effect. 
Digitized images at each Terran 
location and full-screen interludes 
round out the look of Spellcraft 
and make the game quite attrac­
tive. Music and sound effects fill 
out the game and complement the 
spells and plot of the game. 
Conclusions: Spellcraft is an 
addictive animated game with 
tremendous depth and flexibility 
that establishes a nice magic 
system I hope to see again. 
Garwayen's suggestions and the 
scattered clues and ingredients 
make Spellcraft heavy in explora­
tion, but the results match the 
efforts you make to search the 
domains. 

Difficulty: Intermediate 
Company: ASCII Entertainment 
Price: $59.95 



Apple 
Seeking complete lnfocom, Sierra 
and other adventures for Apple Ii 
and GS. Have 25 to sell or trade; 3/4 
are lnfocom. Most include hint books 
or solutions. Write for list and prices. 
Bradley Mogoi, 1 Midsummer Dr, 
Old Bridge NJ 08857 

MSDOS & Quest-alikes 
Sell/trade: Darklands, Dusk of Gods, 
Amon Ra, Gods, Forge of Virtue, 
Prophecy of Shadow, Heart of 
China, The Summoning. James 
Davis, 605 Montrose St, Clermont 
FL34711 

Sell/trade, $25 each: Indy & Fate 
VGA 3", Amon Ra 3" HO. $20 each: 
Eye 2 3", Gateway to Savage 
Frontier 3". $15 each: Trial by Fire, 
Tunnels & Trolls 5", Conquests of 
Camelot. $1 O each: King's Quest 3 
EGA, KQ4 VGA, Magic Candle I 5" 
VGA. Casey Long. 

Trade only, 5": *Eye of Beholder, 
*Death Knights of Krynn, Spellcast­
ing 101, Magic Candle, Might & 
Magic, *M & M 2. 3": Bloodwych, 
Magic Candle 2. Both sizes: Dark 
Heart of Uukrul, Lost Treasures of 
lnfocom 2. Want (3" only): Ultima 
Underworld, Dusk of the Gods, M & 
M 3, Darklands, Wasteland, Star­
fllght. Will trade 2-3 of mine for 1 of 
these. Tim Niland, 1009 Peter Rd, 
Schenectady NY 1230~. 

All 5", som<> i-10, $10 each: Tangled 
Tales, Deja Vu, Ultlma 1, King's 
Bounty, *Dragon Wars, M & M 1, 
Bard 1, Drakkhen, Space 1889, 
Magic Candle 1. Send $3 shipping 
for 1st game; I pay additional if you 
order more. Joe DeFeo, 1460 Buck 
Hill Dr, Southampton PA 18966 

Sell/trade: Space Rogue, Savage 
Empire, Keef the Thief, Star Trek 
Rebel Universe, Escape from Hell, 
Drakkhen, Echelon, Aragon, Sierra 
games. Make offer. Glenn 
Berryman, POB 348 McVeytown PA 
17051 

Sell/trade: Star Trek 25th, Planet's 
Edge, Hard Nova, Elvira 1 & 2, 
King's Quest 5, Centurion, Ultima 6, 
Martian Dreams, Lightspeed. Lots 

more. Send llst. Want any new 
games. Wai Ming Lee, 3255 
Beaubien E., Montreal, Quebec, 
Canada H1X 1G4 

Sell: one game w/cluebook, $25; 
ciuebook, $5. M & M 1 & 2 (complete 
set of both with cluebooks, $50). 
Archon, $10. Pool of Radiance, 
Curse of Azure Bonds, Sliver Blades: 
complete set with cluebooks, $75. 
Shadowgate, $10. Dave Hand, POB 
10911 Arlington VA 2221 o 

SeMrade, $15 each: 5" M & M 3, 
Helmdaii, 3" Jill of the Jungle 1-3 
VGA. 5" Windwalker, $5. More. Want 
Waxworks. Dean Oisboid, 12323 
Texas Ave, Los Angeles CA 90025 

Sell/trade, $20 each: 3" Xeen, 5" 
*Rise of Dragon. 5" Savage Empire, 
$15. More. Want Dark Savant, KQ 6. 
Paul Rim, 1 Delamesa West, Irvine 
CA92720 

Seil only, 3", $22 each: *Lord of the 
Rings 2, Darklands. Postpaid. 
Richard Robillard, 52 s Main St, 
Baldwlnvliie MA 01436 

Sell/trade, want any new CD-ROM or 
RPGs. 3" Ultlma Underworld, $25. 
Indy & Fate, $22. Magic Candle 2, 
$17. Rex Nebular, $25. Planet's 
Edge, $18. $12 each: *Ultlma 6 
(autographed), Vengeance of 
Excalibur, Heart of China. Pete 
Gedzyk, 502 S. Brookwood Tr, 
McHenry IL 60050 

Sell only, 3" HD VGA: Police Quest 
3, $19. King's Quest 6, $29. Chris 
Kelly, 3709 Sandal Lane, Cincinnati 
OH 45248-2815 

$13 each: Dark Hatt 3" & 5", Dark 
Seed 3". Greg Mintz, 413 Santa Ana 
Trail, Martinez GA 30907 

Seil only, $25 each, VGA 3" H D: 
*Legend of Kyrandia, *Amon Ra, 
VGA 5": *Indy & Fate. $20, VGA, 3": 
Space Quest 4. $15 each, 3": 
Crystals of Trazere, Wizardry 5, 
Pirates, *Fountain of Dreams, War in 
Middle Earth, Centurion. Robert 
Kraus, 3038 N Christiana, Chicago IL 
60618 

Want any older quests, such as 
Realms of Darkness, Death In the 
Caribbean, Wizardries, etc. Chris 
Roth, 4333 S Beech Way, Morrison 
Co 80465 

Sell only: Loom CD, $25. Joseph 
Courter, 41 O N 1 Oth St, Prospect 
Park NJ 07508-2211 

Sell/trade: Space Rogue, Savage 
Empire, Keef the Thief, Star Trek 
Rebel Universe, Escape from Heil, 
Drakkhen, Echelon, Aragon, Sierra 
games. Make offer. Glenn 
Berryman, POB 348 McVeytown PA 
17051 

Sell/trade: Star Trek 25th, Planet's 
Edge, Hard Nova, Elvira 1 & 2, 
King's Quest 5, Centurion, Ultima 6, 
Martian Dreams, Lightspeed. Lots 
more. Send list. Want any new 
games. Wal Ming Lee, 3255 
Beaubien E., Montreal, Quebec, 
Canada H1 X 1 G4 

Sell: one game w/cluebook, $25; 
cluebook, $5. M & M 1 & 2 (com­
plete set of both with cluebooks, 
$50). Archon, $10. Pool of Radi­
ance, Curse of Azure Bonds, Sliver 
Blades: complete set with 
cluebooks, $75. Shadowgate, $1 o. 
Dave Hand, POB 10911 Arlington 
VA 22210 

Seil/trade, $15 each: 5" M & M 3, 
Heimdaii, 3" Jill of the Jungle 1-3 
VGA. 5" Wlndwalker, $5. More. 
Want Waxworks. Dean Olsboid, 
12323 Texas Ave, Los Angeles CA 
90025 

Sell/trade, $20 each: 3" Xeen, 5" 
*Rise of Dragon. 5" Savage Empire, 
$15. More. Want Dark Savant, KO 
6. Paul Rim, 1 Delamesa West, 
Irvine CA 92720 

Sell/trade, want any new CD-ROM 
or RPGs. 3" Ultima Underworld, 
$25. Indy & Fate, $22. Magic Candle 
2, $17. Rex Nebular, $25. Planet's 
Edge, $18. $12 each: *Ultima 6 
(autographed), Vengeance of 
Excalibur, Heart of China. Pete 
Gedzyk, 502 S. Brookwood Tr, 
McHenry IL 60050 

Renew or die! 
Check your mailing label 
for your expirations date. 
If it's March 1993 or later, 
you will get 13 issues for 

the price of 12 if you 
renew by January 31. 



Quest for Oues 2, 3 or 4 .............. $25 
(40 solutions in each) 

Quest for Clues: Book of Swords .. $17 
Quest for Clues: Book of Orbs $ ... 17 
(20 solutions in each) 

Official Book of Ultima ............... $17 
(solutions to Ultimas 1-7, Ultima 
Underworld) 

Quest for Clues 1: photocopies of 
solutions ..................................... $2 
each to USA, others add $1 each 

QB Map Kit, 100 map sheets in each 
Kit A (graphic adventures) ........... $8 
Kit B (role-playing quests) ........... $8 
(includes US shipping; Canadians, 
APOs add $3 US funds) 

5PEaAL OF THE MONTH! 
Onler any game or book by 

January 18, and we'll have your 
:eac1age blessed by a Hopi 

Indian SJ?irit guide to ensure its 
safe and timcly arrival -- at no 
extra charge! And if it doesn't 
arrive withln 10 da~ after we 

receive your onler, we'll send that 
same Hopi Indian spirit guide 

out on the trail to track it down 
for you! 

MSDOS Quests 
(Please state disk siz.e, othex specs) 

King's Quest VI .......................... $69 

Crusaders of the Darlc Savant ....... $59 

Might & Magic: Xeen ................. $55 

Lost Files of Sherlock: ................ $54 

Quest for Glory 3: ....................... $55 

Qu~stB~stus 
PO Box85143 
Tucson AZ 85754 
Forwarding and Return Postage Guaranteed 
Address Correction Requested 

Dungeon Master: ........................ $45 

Ultima 7: Forge of Virtue ............ $25 

The Summoning ........................ $55 

Rex Nebular .............................. $55 

Legend ofKyrandia .................... $55 

Dagger of Amon Ra ............. ...... $59 

Indy & Fate of Atlantis ............... $46 

Spellcasting 301 ......................... $45 

Lost Treasures oflnfocom 1 or 2 . $42 

Lure of the Temptress ................. $45 

The Darlc IIalf ............................ $45 

See this issue's reviews for prices 
of latest releases. 

To USA, add $3 shipping per book, 
game; $2 each on additional items. To 
APO & Canada, add $4/$2. Overseas, 
add $12/$8. No bills mes. VISN 
Mastercard, check or postal money 
order. AZ residents add 5% sales tax. 
Please send street address, not PO Box. 

Bulk Rate 
U. S. Postage Paid 

Tucson l\Z. 
Permtt No. 1153 


