








































































































After you have played as much Awari as you wish, say no when
Yesufu asks you to play again, or click TALK on your side of the
board and select “Good-bye”. Exit the Cage room out the
bottom and return to the center of the Village. Exit out the
bottom to go to the Village Overlook. Exit the Overlook to the
left.

You are now on the Simbani Map. You are again in a random
encounter region. Observe all proper precautions to stay alive
when you encounter a monster.

SIMBANI MAP

Click the WALK on the lake near the bottom of the screen.
This will take you to the Pool of Peace. Go into your Inventory
and select a Waterskin. Click the Waterskin cursor on the lake
to fill it with Peace Water. Do the same with the other
Waterskin. Now click your HAND on the water to take a drink

and restore your stamina.

The Magic User should cast Detect Magic here. This is a good
time to go into Inventory and click LOOK and then HAND on
the wrapped package. Now go into Inventory and click LOOK
and then HAND on the Wrapping Paper.

Exit the Pool of Peace and explore the map a bit, then click
WALK on the Simbani Village. Try to enter the Simbani
Village around early moonrise. You will be able to witness the
Storyteller if you do so. If it is too late when you return to the
Village, and the Storyteller is not in the center of the Village,
click WALK on the Guest Hut, then move to your bed and
select “Sleep” from the Special Action Icon Bar.
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"ext Day: Fighter/Paladin: go to the Spear Throwing
Room and practice spear throwing. Then go to the
A N Wrestling Bridge and practice hand-over-hand and
walking across the bridge. Rest when your Stamina gets too low.
If you manage to walk completely across the bridge without
falling, quit. Otherwise, quit when you get bored.

Thief: go to the Spear Throwing Room and practice dagger
throwing. Then go to the Wrestling Bridge and practice
balancing on the bridge. When you get good enough, you will
see the Acrobat Icon Box. This will allow you to practice your
acrobatics on the Wrestling Bridge. Quit when you get bored.
Rest to restore Stamina.

Go to the Cage Room. Ask the Storyteller questions. Then exit
the Simbani Village and return to the Simbani Map. Check the
time of day. If you did not hear the Storyteller on the previous
night, time your explorations to return to the village in early
evening.

Fighter/Paladin: Seek out strange monsters and practice your

fighting skill.

Magic User: Click on Map a little distance from your present
location. When you arrive at an unoccupied Savanna room,
practice your spells here.

Thief: Practice your sneaking skills by selecting “Stealth” from
the Special Icon Bar.

Return to the Simbani Village around dark. If you meet the
Storyteller, listen to his story. Otherwise, go over to Uhura’s Hut
after dark. Ask her questions. Then return to your hut and go
to sleep.
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Y ext Day: Fighter/Paladin - Go to the Spear Throwing
- Room and practice spear throwing. Then go to the
.~ ¥ Wrestling Bridge and practice hand-over-hand and
walking across the bridge. Rest when your Stamina gets too low.
If you manage to walk completely across the bridge without
falling, quit. Otherwise, quit when you get bored.

Thief: Go to the Spear Throwing Room and practice dagger
throwing. Then go to the Wrestling Bridge and practice
balancing on the bridge. When you get good enough, you will
see the Acrobat Icon Box. This will allow you to practice your
acrobatics on the Wrestling Bridge. Quit when you get bored.
Rest to restore Stamina.

Go to the Cage Room. Talk with Yesufu and play Awari with
him. Exit back to Center of Village. Click WALK on Laibon’s
Hut.

In the Laibon’s Hut, first click TALK on your character and
select, “Greet”. Then ask him about the Drum and Spear.
Select “Say Good-bye” when you wish to leave. Then exit the
village.

On the Simbani Map, click WALK to the extreme right. Try to
avoid getting damaged by monsters. You will now move onto

the Jungle Map. Click your WALK on the Giant Tree.

Night-time: The Giant Tree has a very safe place to stay the
night, but if it gets dark before you get near the tree, from the
Map Room, select “Sleep until Morning”. You will then be
asked if you wish to make a campfire. Choose “Yes”. Light the
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campfire by clicking the Tinderbox on the pile of wood. This
will help prevent nasty encounters at night. If you are near the
gree, spend the night in the Heart of the World (See below).
Note: Monsters in the Jungle tend to be tougher then the
Savanna Monsters. Avoid close combat entirely if you have
difficulty handling the easier monsters. If you get in close
combat with a Flying Cobra, you should take a Cure Pill
afterwards.

Magic User: Use your Reversal Spell if you encounter a
Leopardman.
You now arrive at the foot of the Giant Tree.

Magic User: Practice all your spells here until you run out of
Spell Points.

Click WALK along the paths on the tree and proceed to the
upper part of the Giant Tree by following the paths off to the
left, then cutting back to the right and off the screen at the
upper right. Now click to pass under the Waterfall and into the
cave on the right of the Waterfall.

You are now in the home of the Guardian. Allow the Guardian
to circle and possess you. Communicate with the Guardian by
clicking TALK on your character when your character is not
glowing. Select “Greet” and “Answer Guardian”. To ask
questions, click TALK on your character when he glows. Ask
about a Gift from the Heart.

Magic User: Ask about Magic Wood.
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Now ask the Guardian about a Gem. The Guardian will make
you some Gems. Click the HAND on a Gem to pick it up.
Only take one Gem. Exit through the cave opening to the right.
You are now on the upper part of the Giant Tree again. Click
WALK on the cave above the Waterfall. You will enter into the
Heart of the World. (If it is near dark, this is a good place to
spend the night.) Go into Inventory and select a Waterskin
filled with Peace Water. Walk up onto the spiral pathway at the
center of the screen and click the Peace Water on the top of the
spiral. You will now receive the Gift from the Heart of the

World.

Y ext Day: Leave the tree and click WALK on the far
| right of the screen. This will take you to the Lost City
h. N Map. You cannot cross the Waterfall right now, but you
can explore and gain some experience.

Fighter: You will gain puzzle points for vanquishing the different
types of monsters, so go around and seek out some experience.
Do not forget to save your game before you go into combat. Pick
up rocks and practice your throwing skill at distance combat.

Paladin: It is not your job to go around invading other creatures
territory and destroying them, but you will need some combat
experience to build up your skills. Keep your eyes open for
Demon Worms. They do not belong on this world, and it is your
duty to prevent them from destroying the world. Pick up rocks
and practice your throwing skill at distance combat.

Magic User: Seek around the Jungle for a Blue Orchid. When
you see one, use your Fetch spell to put it in your Inventory.
Practice your spells as you explore, but don't let yourself get too
low in spell points.
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Thief: Practice your dagger throwing and your Stealth as you
lore.

If you find a monkey in a trap, release it by clicking your HAND

on the cage. This will free the monkey and make you a friend

for life.

After this, return to the Simbani Village. Practice your skills

where you can.

Fighter/Paladin: Once you learn to walk across the Wrestling
Bridge, Uhura will teach you the way to actually wrestle there.
Practice your skills here and in the Spear Room. Stay around
the village for several days practicing your skills until Uhura
challenges you to a spear throwing contest in the Spear Room.
Accept and see if you can beat her at spears. After this, return to
Tarna.

Magic User: Play Awari with Yesufu again. Tell him about
friendship. Then visit the Pool of Peace. When it gets dark, go
into Inventory and select the “Blue Orchid”. When the moon
shines on the pool, click the Orchid on the water. Spend the
rest of the night here, then return to the Heart of the World in
the Giant Tree. Click the Glowing Blue Orchid on the center of
the spiral platform and you will get the Magic Wood. After this,
return to Tarna.

Thief : Things have changed a little when you return. Visit the
Cage area during the daytime. Talk to Yesufu and ask him some
questions. Spend the night in your hut for some more
information from Uhura. After this, return to Tarna.

Tarna: Go to the Apothecary and give him the Feather, the
Peace Water, the Gift from the Heart of the World and the
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Venomous Vine Fruit. Buy the Dispel Potions and some more
Healing and Cure Pills from him if you need them.

During the daytime, visit the Bazaars and ask the merchants
about rumors. If you meet the thief Harami in the Open Air
Bazaar, click on your character and select “Agree to Meet”. If
you are running short on rations, you may need to buy some
food. You can get fruit, fish, or meat to keep yourself from
getting hungry.

Magic User: Visit Kreesha's house to gain the Summon Staff
spell.

Thief: You may need to buy some more Throwing Daggers from
the Weapon Seller. You need to buy some Oil from the Oil
Seller. You should also buy some meat.

Eat dinner in the evening at the Welcome Inn. If or when there
is an empty pillow at the side of your table, the Welcome
Woman will tell you about the Survivor if you ask. After you
order a meal and eat it, the Survivor may enter. He will give you
some background information if you ask about it.

After dinner during the night, return to the Middle Bazaar. Talk
with Harami. Give him some food.

Thief: Click TALK on your character and select “Make Thief
Sign”.

Then go to bed in your room at the Welcome Inn and sleep until
morning.

Y ext Day: Return to the Simbani Village.
- Fighter/Paladin: Someone new has been added to the
| village. Visit the cage area and talk to Yesufu. Go to
68

the Laibon’s hut and ask him some questions, but don’t ask about
the Drum more than once. Practice your skills at spear throwing
and the Wrestling Bridge as much as possible. When you get
Jow on Stamina, rest for a while. Spend the night in your hut
and talk to Uhura when she enters.

Magic User: Someone new has been added to the village. Visit
the cage area and talk to Yesufu. Go to the Laibon’s hut and ask
him some questions, but don’t ask about the Drum more than
once. Go out of the village and practice your magic skills.
Spend the night in your hut and talk to Uhura when she enters.

Thief: Practice your skills in and around the village. When
night falls, click LOOK on the Laibon’s hut. When you see a
close-up of the crack at the back of the Laibon’s hut, go into your
Inventory and select your Fine Dagger. Save your game. Click
the dagger on the crack. Now you can widen the hole enough to
enter. When you enter the Laibon’s hut, select “Stealth” from
the Special Action Icon Bar. (If the Laibon awakens while you
are sneaking here, you need to practice your sneaking skills out
in the Savanna before trying this again.) Sneak over to the
Magic Drum. Click the HAND on the Magic Drum. Now
sneak back to the hole in the wall. Click HAND on the hole to
sneak out. Return to your hut to rest for the night.

Get up and go over to the Cage Room. Talk to Uhura. Go into
Inventory and select the “Dispel Potion”. Click the Dispel

Potion on the Leopardman in the cage. Now ask Uhura about
the Bride Price.

Fighter/Paladin: You should practice your skills of throwing
spears and Wrestling Bridge to really build up your skills before
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you visit the Laibon with the Dinosaur Horn in Inventory.
Spend a couple of days doing this. Visit the Cage Room each
day and talk to whomever is there.

Go back to the Center of the village and enter the Laibon’s hut.
Greet and ask him about the Bride Price.

Fighter/Paladin: If you have the Dinosaur Hom in Inventory,
select it and give it to the Laibon. This will set up the Initiation
Contest. If you do not have a Dinosaur Horn, you will need to
go searching for a Dinosaur in the savanna. When you defeat it,
click your hand on the corpse to get it'’s horn. Return to the
Simbani Village and go back to the Laibon during the day. Give
him the Horn, and you will be set up for the Initiation Contest
on the following day.

INITIATION CONTEST

Fighter/Paladin: When you come to your turn at the Twisted
Tree, go up to the tree and click the HAND on a vine. Click
the Vine from Inventory on the spear. Throw the spear at the
ring. Try again.

When you come to the Wall of Thorns, click the HAND on the
log near the bottom of the screen. Click the HAND on the log
again. WALK over to the ring at the center of the Wall of
Horns. Click the HAND on the ring. After this, as you are
running, you see Yesufu caught in a trap. Click the HAND on
Yesufu to free him. During the Spear Throwing and the
Wrestling Bridge, do your best. Read the section in the
Hintbook on these rooms for more specific hints. Even if you
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can’t beat Yesufu, you will ultimately win the Magic Drum. In
the Laibon’s Hut, if you win, click TALK on your character and
gelect “Ask for Magic Drum”. Otherwise, you earn the Magic
Drum through your kindness.

Return to Tarna to pick up the Bride Price from the various
merchants in the bazaar. You will need to buy the Zebra Hides
from the Leather Merchant, the Fine Robe from the Cloth
Merchant, and the Fine Spear from the Weapon Seller. You
should also pick up three gifts for your bride - the Leopard
carving from the Katta, some Beads, and a Fine Dagger. Talk to
people and find out what is going on around the town while you
are here.

Visit the Temple of Sekhmet. You will be expected. Make
whatever choice you want, but don’t pick anything obviously
wrong. You will get a prophecy to help you in the endgame here.

Now go back to the Simbani Village. Visit the Laibon’s hut and
give him the Bride Price. Next, go visit your bride and give her
your gifts. Leave and practice your skills out on the Savanna for
awhile. Sleep in the village at your hut.

The next day, go visit your bride. Click your hand on the cage
to free her. Now you'll have to track her down again, so leave
the village and go hunting in the jungle.

When you have a funny feeling someone is watching you, click
TALK on your character and select “Greet”. Talk with your
former bride.

Fighter/Paladin/Thief: Show Johari the Magic Drum. She will
take you to the Leopardman Village.

71



Magic User: After you meet with Johari, go visit the Giant Tree
and practice your spells. Sleep in the Heart of the World. The
next day, see if you can find Johari again. Be sure to greet her
and ask her about magic, and she will teach you a new spell.
Spend the rest of the day practicing your new spell and sleep in
the Heart of the World. The next day, try to find Johari again.
Click on your character and tell her about peace. She will take
you to the Leopardman Village.

LEOPARDMAN VILLAGE
Watch and talk to Johari for a while.

Thief: Johari will lead you to a place where you can try to steal
the Spear of Death. Click your Rope and Grapnel from your
Inventory on the platform around the hut. Next, get some meat
from Inventory and click on the Leopard. Click to walk across
to the hut and go inside. Save your game. Select “Stealth” from
the Special Action Icon Bar. Sneak over to the monkey in the
cage. Click your HAND on the cage to let the monkey out and
keep him from alerting the Leopardman Leader. Go over to the
Spear of Death and click the HAND on it. Now sneak out.
Cross the rope again to join Johari.

CENTER OF THE LEOPARDMAN VILLAGE

Fighter/Paladin: When you are allowed to speak, click TALK
on your character and select “Greet” and “Tell About Peace”.
After you give the Leopardman Leader the Magic Drum, ask the
Leader about the Spear. This will send you on to the Simbani
Village.
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Magic User: When you are allowed to speak, click TALK on

ur character and select “Greet” and “Tell About Magic”. The
Shaman will appear and challenge you to a duel. Click TALK
on your character and select “Accept Challenge”. This will take
you to the Wizard’s Duel. First cast Reversal, then Summon
Staff. When his fire spell is reflected back onto him, the
Shaman will cast a Wall of Flame. Cast Calm. Next cast Open.
When the Shaman surrounds you with Darkness, cast Juggling
Lights. When the Shaman makes a snake, cast a Dazzle spell.
When the Shaman casts a hole under your character, cast
Levitate. When the Shaman becomes a Demon, go into
Inventory and select Dispel Potion. Click the potion on the
Shaman. You will return to the center of the Leopardman
Village. When you have the chance, click TALK on your
character and select “Greet” and “Tell About Peace”. This will
send you on to the Simbani Village.

Thief: When you are allowed to speak, click TALK on your
character and select “Greet” and “Tell About Peace”. This will
send you on to the Simbani Village.

At the Simbani Village, you will give the Spear of Death back to
the Simbani.

Fighter: If you were particularly polite and honorable, you will
be sent to Kreesha’s House to become a Paladin. Then you will
be sent to the Peace Conference at the Hall of Judgement.

Paladin: You will be sent to the Peace Conference at the Hall of
Judgement.

Magic User: You will be sent back to the Leopardman Village
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to give the Magic Drum back to them. Then you will be sent to
the Peace Conference at the Hall of Judgement.

Thief: You will be sent to the Peace Conference at the Hall of
Judgement.

After the Peace Conference, you will need to get to the Lost
City as soon as possible. Head for the Waterfall Map. When
you meet Manu the monkey, he will try to get you to visit his
village. When you have the chance, click TALK on your
character and select “Agree”. He will take you to his village, but
you will have to figure a way to get up to it.

Fighter/Paladin: Talk to Manu. Ask him about Help, Ropes,
Vines, and Swingline. When you have the chance, click TALK
on your character and select “Tell about Swingline”.

Magic User: Cast Levitate to enter the village.

Thief: Click your Rope and Grapnel from Inventory up in the
treetops.

Once you are in the Monkey Village, ask Manu about Demons,
Waterfall, Monkey Pass, and Bad City. After this, click TALK
on your character and select “Tell about Lost City”, then
“Convince Manu”. If this doesn’t get him to take you to the
Lost City, select “Pursuade Manu”. If this fails, then select
“Argue with Manu”. Finally try “Beg Manu”. You will be on
your way to the Lost City.

WATERFALL CROSSING

Fighter/Paladin: Click HAND on vines near the left side of the
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screen. Click TALK on your character and select “Tell about
yine Rope”. Manu will help you set up the Vine rope. Now
click HAND on the Vine Rope. You will cross the waterfall
hand-over-hand.

Magic User: Click HAND on vines near the left side of the

screen. Click the Vines on your character. Cast Levitate near

. the edge of the Waterfall. Then click TALK on your character

and select “Tell about rope” and “Tell about Cooperation”.
Manu will pull you across.

Thief: Walk over to the edge and click your Rope and Grapnel
from Inventory on the other side of the Waterfall.

When you meet the Demon Worm on the other side, fight it if
you can or run away if you must.

Manu and the monkeys will lead you to the Lost City. When
you can see the city, Manu will not go any further. Ask Manu
about secret door and eye. WALK toward the city.

Lost CiTY

dAt the edge of the Lost City you must figure out how to open the
oor.

Fighter/Paladin: Click LOOK at the door. Go into Inventory
and select the Opal you got from the Meerbats. Click the Opal
on the eye of Anubis. The door will open.

Magic User: Click LOOK at the statue of the Jackal. Cast a
Fetch spell on the statue’s eye. Click LOOK at the door. Go
into Inventory and select the Eye. Click the Eye on the eye of
Anubis. The door will open.
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Thief: Click LOOK at the statue of the Jackal. Click HAND on
the statue’s base to climb up. Now click HAND on the statue’s
eye. Click LOOK at the door. Go into Inventory and select the
Eye. Click the Eye on the eye of Anubis. The door will open.

SECRET ENTRANCE -You must figure out how to open this door
here.

Fighter/Paladin: You are going to have to fight the Demon Guard.

Magic User: Cast a Calm spell. Now cast an Open spell on the
door. WALK into the next room.

Thief: Select “Stealth” and sneak over to the door. Go into
Inventory and select the Oil. Use the Oil on the door hinges.
Next, go into Inventory and select your Toolkit. Use the Toolkit
on the door to unlock it. Then use your HAND to open the
door.

GUARDED CHAMBER - When Reeshaka becomes a demon, go
into Inventory and select the Dispel Potion. Use the Dispel
Potion on the demon.

MIRROR ROOM - Fight your demon counterpart as best you can.
DEMON ON THE TOWER - Save your game.

Fighter: Fight the gargoyle. When you defeat this, then you

click HAND on the gargoyle to knock it over and cross. When
you are caught, go into Inventory and select the Spear of Death.
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!ﬁck the Spear on the Demon Wizard. Go into Inventory and
select the Magic Shield. Click the Shield on the Orb.

Paladin: Fight the gargoyle. When you defeat this, then you
click HAND on the gargoyle to knock it over and cross. When
you are caught, go into Inventory and select the Magic Sword.
Click the Sword on the Demon Wizard. Now Click your
HAND on the Demon Wizard.

Magic User: Cast your Reversal spell. Now cast your Summon
Staff spell. When the demon has your Staff, cast your Trigger
spell. Now cast a Force Bolt at the Orb.

Thief: Click your Rope and Grapnel on the top of the nearest
pillar on the other side of the chasm. Click to move to the top
of that pillar. When the Demon Wizard casts a spell at the pillar,
click your Rope and Grapnel on the top of the left side pillar.
When the Demon Wizard sets your rope on fire, use your acrobat
skills to jump over the flame and onto the pillar. Now use your
leftover grapnel and click in onto the Demon Wizard.

Give the Spear of Death back to the Simbani.
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PoINTS ANY CHARACTER
CAN GET:

Leave Tarna for the first
time

Reach Simbani Map
Reach jungle

Reach waterfall map
Change money

Chase Thief (Harami) to

next scene

Buy zebra hides

Buy waterskin

Buy fine spear

Buy honey

Buy tinderbox

Buy fine dagger

Agree to meet Harami
Tell Harami about Rakeesh
Buy beads

Get wooden leopard
Tell Katta about Shapeir
Give note to Katta

Buy fine robe
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YUEST FOR GLORY 111

Puzzle Points

Give coins to drummer

Tell Kreesha about
Leopard Woman

Give honey bird feather to
Salim

Give venomous vine

berries to Salim

Give peace water to Salim
Give heart gift to Salim
Get dispel potions from
Salim

Tell Salim about Julanar

Read Welcome Inn
bulletin board

Ask survivor about peace
mission

Attend peace

conference

Bring Gem of the Guardian
to Temple

Get Prophecy (be judged as
Worthy)

Select at least one decision
compatible with character
type in Temple judgment

Get venomous vine fruit
Get peace water

M
8
2
20
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Get honey bird feather
Listen to Storyteller

Return Spear of Death to
Laibon

Ask Uhura about spear

Ask Uhura about wooing
Johari

Ask Laibon about drum
Ask Laibon about spear
Give fine spear to Laibon
Give fine robe to Laibon
Give zebra hides to Laibon
Use dispel potion on Johari
Give wooden leopard to

Johari

Give beads to Johari
Give fine dagger to Johari
Play Awari with Yesufu
Tell Yesufu about friendship
Get kissed by Johari

Give drum to chief

Free Manu from trap
Follow Manu to monkey
village

Greet Johari first time

Show magic drum to Johari
or tell Johari about peace

Enter monkey village
(treetops)

Get Manu to take you to
Lost City

Cross Waterfall
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Get gem of guardian

Get heart gift

Use opal to open door
Make it past demon guards

Use dispel potion on
Reesha

Win the game

Reach Mirrors of
Darkness

Defeat demon
Get rid of Gate Orb

Get kicked out of Laibon’s
hut

PoINTS THAT ONLY
FicHTERS CAN GET:

Become a Paladin
Defeat Apeman
Defeat Leopardman
Defeat Flying Cobra
Defeat Crocodile Man
Defeat Giant Ant
Defeat Dinosaur

Defeat generic Demon
Worm

Defeat Endgame Demon
Worm

Get rope bridge in
Monkey Village
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POINTS THAT FIGHTERS AND

PALADINS CAN GET:

Knock over fruit

Tell about initiation
Save Meerbat / get opal
Get dinosaur horn

Lose initiation contest
honorably

Win initiation contest
Give dinosaur horn

Practice spear throwing with
Uhura

‘Win spear contest

Practice wrestling with Uhura

Win wrestling contest
Stop to help Yesufu
Win ring contest

Win thorn contest
Create bridge from vines
Defeat demon guard
Defeat gargoyle

PoOINTS THAT ONLY
PALADINS CAN GET:

Gain Flaming Sword skill
Gain Healing skill

Gain Sense Danger skill
Gain Honor Shield skill
Talk to Rajah without
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offending him
Defend Rakeesh to Rajah

Pledge your honor for peace

POINTS THAT ONLY
Magic Usgrs CAN GET:

Stop thief with magic

Try to stop thief with magic
and fail

Learn Juggling Lights spell
Create magic staff at
Kreesha’s house

Create glowing blue orchid
Win Shaman duel

Summon staff in Shaman

duel

Cast Calm on flames in
Shaman duel

Cast Juggling Lights in
Shaman duel

Cast Reversal in Shaman

duel

Cast Open, Dazzle, or Force
Bolt to open cage in Shaman
duel

Get rid of snake in Shaman
duel

Levitate out of hole in
Shaman duel

Dispel possessed Shaman’s
demon

Kill possessed Shaman
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Get blue orchid

Learn Lightning Ball spell
Get magical wood

Get opal eye of Anubis
Cast Calm on demon guard
Cast Open on door

POINTS THAT ONLY
THIEVES CAN GET:

Stop thief with dagger or
fruit

Buy oil

Buy black bird

Buy rope

Make Thief Sign to Harami
Break into Laibon’s hut
Steal drum

Use grapnel/rope

Feed leopard

Cross tightrope

Feed monkey

Release monkey

Get spear

Get opal eye of Anubis
Sneak past demon guards
Use oil on door in Lost City
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NOTES:




THE TEAM

1. Rod Fung

2. Tom DeSalvo
3. Brett Miller

4. Nathan Gams
5. Jeff Crowe

6. Dan Foy

7. Mustafa Powell
8. Ken Williams

9. Bob Ballew
10. Tim Loucks
11. Bill Davis Jr.
12. Kevin Ray
13. Dave Artis
14. Jay Friedmann
15. Laura Bow
16. Jack Magné
17. Larry Scott
18. Kurt Busch

19. Chris Carr
20. Cindy Romero

21. Chrisropher Smith

22. Sharon Smith
23. Greg Birkel

24. Darrin Fuller
25. Oliver Brelsford
26. Tammy Dargan
27. Corey Cole

28. Lori Cole

29. Andy Hoyos
30. Marc Hudgins
31. Rudy Helm

32. Andy Hoyos
33. Larry Laffer

34. Rick Comstock
35. Dana Dean

36. Mark Empey
37. Henry Yu
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