

















Harkyn's Castle, Lvl 2 At
the top of the stairs, go east and
then north until you reach a
wall. [This route is
also indicated on the map.] Go

now find an entrance to

Kylarean's Tower.

Kylarean's Tower

Enter the tower by
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Castle, Level 2: Starting at "X" in upper left, go west to right
side, north to south side & wind around to the "R", location of
the riddle & the fabled Silver Square

west seven spaces, then north
and west, north twice, west,
south two spaces, and west four
spaces. Then go north until
you come to a door. Go east
three times and south once,
then east three spaces. Go
north four spaces and west five
spaces. Move south and go
west seven times. Go north,
then go east until you reach a
riddle.  Pass it by typing
VAMPIRE. Go east and then
go west. You should now have
the Silver Square--unless your
inventory was full.

Now APAR outa there and get
your party healed up and ready
to return to the Castle, where
you'll find the Mad God by
teleporting 1 north, -1 east, 1
up. Approach the statue and he
will come to life. Kill him and
you will be teleported to the
Blue Highway, where you can
Mike Bagnall got Ultima 4 for
sending in this solution. Do

you have a walkthru to trade
for the game of your choice?

going  south, then west into
the  house. Then go two
squares west, one north, and
west until you hit a wall. Go
south once, then east until you
hit a wall Go
then east until you hit a wall.
Go south, turn right, and move
one space. Find your way
[using SCSI] to 11 north, 13
east, 0 up. From there go east
a space, south a space, and west
a space. To get past the Magic
Mouth, answer STONE
GOLEM and you will be
transported to another room in
Kylarean's Tower. Follow
theseinstructionsverycarefully--
or you may never return!
[Editor: I got lost twice while
following this section, but
finally made it after blundering
around in the dark for a long
time.]

1. Go out the door and move
east until you hit a wall
Lights will be going out around
here.

2. Go south four spaces, west
one space, and type SINISTER,

which opens an access door.

3. Go one space east, south
five spaces. Move west until
you hit a wall, then south until
you hit a wall.

4. Turmn on a light if you
choose.

5. Go west one space, then go
north until you come to a wall.
Go west one space, then south
all the way through the next
door. After fighting the Green
Dragons, you out the door [use
light--LERE--to see door].

6. Go north until you hit a
wall, then west one space. Go
south until you hit a wall, then
one space west. Go north until
you hit a wall. Go one space
west and move north six
spaces. If you have room in
your inventory, you will find
the Silver Triangle. '

7. Go five spaces south and
east one space. Go south a
space, then west once. Go
south until you hit a wall and
then go east until you hit a
wall. ‘

8. Go south until you hit a
wall, then west once, north
once, west once, north once.
Go west two spaces, south five
spaces.

9. Tum on a light [LERE or
GRRE]. Go south a space,
west a space, then south, south,
west, west, south.

10. Defeat the Crystal Golem
and take the south door.

11. Follow that passage
without going through any
door. This path will wind
around for awhile so be patient.
Eventually you will come to a
set of doors, one going south
and the other west.

12. Take the WEST door! The
south door leads to a room from
which there is no escape!

13. Go two west, five south,
one west, south, west, south,
east, two south, two west, onc
north, one west, two north.

14. Go three spaces north, onc
east, one north, two east, onc
north. Face west and follow
that passage until you reach a
door. This door should be on a
north wall. If the door is not
on a north wall, DONT GO
THROUGH IT!

15. Enter the north door and
get the key from Kylarean.

16. Go north and take the

stairs out of the castle.

[This route is also marked on
the map.]

Next Issue: Mangar's Tower
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Kylarean's Tower:

Start at "X", west to "T" & get ported to "E".

The "M" means Magic Mouth, "N" [upper left] is Silver Triangle,

"G" is Golem, "K" is Kylarean.



CAVE OF TIME

Based on one of Bantam Book's "Choose
Your Own Adventure" books, Cave of
Time is an excellent introductory adventure
for kids. In the books you read a page of
text, then choose one of several responses
listed below and turn to the corresponding
page number. The game is structured
similarly, with a menu of options below
graphics that are often animated and backed
up with good sound effects and short
melodies.

The Time Grouches have stolen four
objects--Abe Lincoln's stovepipe hat, for
example--from different time periods. You
must retrieve them from the Dungeon and
return each to its proper setting. The story
begins in the Cave of Time, where the
Count of Time offers three choices: the left
cave, right cave, or into the Dungeon. In
the Dungeon, animated combat is
necessary to get the objects; this involves
swinging a sword [joystick- or keyboard-
controlled] at the Time Ghouls who race
across the screen. Another action scene
takes place when you ride a Mammoth
elephant.

After succeeding, you can return to the
Time Cave and head left or right. Your
destination is randomly determined and
may lead to Lincoln's era, the Stone Age,
the time of Castles and Kings or Scotland's
Loch Ness, where Nessie lurks beneath the
water.

In each situation you must choose new
actions that can lead to a variety of
entertaining scenes. Along the way you'll
meet princesses, evil wizards, John Wilkes
Booth, and dozens of other characters who
engage you in conversation. Puzzles are
centered on gathering tools (keys, corks,
etc.) found in the different time periods and
using them appropriately. It's possible to
go around in circles for hours, and the game
can't be saved, so you must take notes of
the correct sequence of choices so they may
be repeated the next time out. Most
incorrect decisions will zap you into
another time period. A few wrong answers
lead to death, while others take you back to
the beginning. If you die, the Count
displays two scores: one for various
accomplishments such as finding tools and
winning battles, a second score for the
amount of time spent in the cave. So
players can compete for high scores while

striving to ultimately complete the quest.

With cartoony characters popping up all
over the place and its "no typing required"
interface, Cave of Time is a great way to
wean younger family members off the
shoot-'em-ups and introduce them to real
computer games.

Computer: Apple, C-64/128
Skill Level: Introductory

Saves: None
Price: $34.95
Manufacturer: Bantam

Next Issue

ight -- a bold science fiction role-
playing game for IBM

Leather Goddesses of Phobos -- beat me,
whip me, make me write bad reviews about
Infocom'’s parody of S0's science fiction

Labyrinth -- the latest graphic adventure
from Lucasfilm

Mercenary -- a combination adventure &
space ship simulator

Trinity -- a complete walkthru

And more news, clues & reviews!

GOMBREHEND)

INTERACTIVE NOVELS witf graphics

Put a small universe inside your computer, and climb right in . . .
with a COMPREHEND Interactive
character and control the course of the story as you explore
strange new worlds.

THE SECOND

ASSAULT
— ON —
PRICES

The Crimson Crown”

&)_‘ﬁ ™

Transylvania®

The Coveted Wlitror™

from Polarware/Penguin Software, Inc.

ovel. Become the lead

1 (800) 323-0884
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Amnesia
Continued from page 2

game.

An exclusive scoring system keeps track
of points in three categories: detective,
character and survival. The three scores are
totalled to determine your overall score and
rating--"totally amnesial" at the outset,
followed by "merely forgetful" and other
appropriate ranks as you progress. In
addition to displaying your current score,
the status report reveals your energy level
[which goes up when you eat], as well as
inventory, cash and other factors.

Disk access is brisk and frequently
unnecessary, for in some situations the text
to be displayed in the next few responses is
loaded into RAM. You can get hard
copy of the game in progress. The copy
protection is cleverly incorporated into the
story so it never gets in the way. You get
a wheel with names of the streets and
avenues. When a stranger asks you for
directions, you must use the wheel to look
up the correct cross street and name it for
him. Three games can be saved on another
disk, which is never enough for This
Adventurer. [Just format two save disks.]
Conclusions: In many adventures you
project yourself into the role of a character,
but here you project yourself into the role
of a person created by Disch and--through
the character's recollections, fragments of
thought, and dreams--learn to identify with
that person. As a result this adventure is
strongly character-oriented in an unexpected
way. This holds true for the "supporting
actors," who are individuals with substance
and grit. Amnesia has a rewarding mix of
puzzles bound up in a well-structured story
that makes this a highly recommended
challenge for all disk drive detectives. It's
also captivating enough to hold the
attention of players who generally stick
with fantasy and science fiction adventures.
And it's a great way to practice getting
around town before a trip to the City.

System: Apple [64K]

Conversions: C64/128, IBM [both
November]
Skill Level: Intermediate
Price: $39.95, Commodore; $44.95,
others
Company: Electronic Arts
A Walkthru
SPELLBREAKER, Part 2

by Mark Revesman

[continued from the September issue]

This is the classic twelve ball puzzle, in
which you have three weighings on a
balance pan to determine which ball is
different. In this case, you use JINDAK to

indicate brightness instead of a pan to
indicate weight. (The brighter pile does not
necessarily contain the correct cube.) The
logic is as follows:

A) Take x1, x2, x7 and x8. JINDAK. Go
to either step B) or C).

B) If the piles glow identically, the correct
cube is one of those you removed, in which
case you:

1. Put x1 in the first pile. Put x2 in
second pile. JINDAK.

2. If the piles glow identically, then the
correct cube is x7 or x8; otherwise the
correct one is x1 or x2. Regardless, take x1
and put x7 in first pile. JINDAK. Go to
either a), b), c) or d).

a) If the piles were identical and aren't
now, then x7 is correct.

b) If the piles were identical and still
are, then x8 is correct.

c) If the piles were not identical and
still aren't, then x2 is correct.

) If the piles were not identical but are
now, then x1 is correct.
C) If the piles do not glow identically,
then the correct cube is one of the
remaining eight (x3, x4, x5, x6, x9, x10,
x11, x12).

1) Remember which pile is brighter.

2) Drop all cubes.

3) Take x3, x4, x10, x11 and x12. Put
x3 and x4 in second pile. Put x10 in first
pile. Note that the eight cubes left are in
three sets: those that are in no pile (x11
and x12); those that have switched piles
(x3, x4 and x10);
and those that have remained in the same
piles (x5, x6 and x9). Go to either 4), 5) or
6).

4) If the piles are now identical, then
the correct cube must be in no pile (x11 or

x12). Therefore, take x3. Put x11 in
second pile. JINDAK. Go to a) or b)
below:

a) If the piles now glow differently,
the correct cube is x11.

b) If the piles are still the same, the
correct cube is x12.

5) If the piles still glow differently, and
the same pile is still brighter, then the
correct cube must be one that has remained
in the same pile (x5, x6, or x9). Therefore,
take x5 and x9. Put x9 in first pile. Put
x12 in second pile. JINDAK. Again, the
three remaining cubes are in three sets: no
pile (x5), remained the same (x6) and
changed piles (x9). Go to a), b) or c)
below:

a) If the piles no longer glow
differently, the correct cube is x5.

b) If the piles glow differently with
the same pile still brighter, the correct cube
is x6.

c) If the piles glow differently but

with the other pile brighter, the correct cubc
is x9.

6) If the piles still glow differently, bul
with the other pile brighter, then the correct
cube must be the one that changed piles
(x3, x4 or x10). Therefore, take x3 and
x10. Put x10 in second pile. Put x12 in
first pile. JINDAK. Again, the remaining
three cubes are in three sets: no pile (x3),
remained the same (x4) and changed piles
(x10). Go to a), b) or c) below:

a) If the piles no longer glow differently,
the correct cube is x3.

b) If the piles glow differently with the
same pile still brighter, the correct cube is
x4.

c) If the piles glow differently but with
the other pile brighter, the correct cube is
x10.

BLORPLE the correct cube (the "x#" cubc
identifed above) [490]. Take key and book
and burin. Down. Write "sand" on "x#"
cube. Unlock cabinet with key. Open
cabinet. Take vellum scroll [500]. Learn
BLORPLE. Learn BLORPLE. Put book
in cabinet. Close cabinet. Lock cabinel
with key. REZROV door. - BLORPLE
"sand" cube [525].

Put all in zipper (you may want to drop all
but the cubes, burin, knife and vellum
scroll; this is not necessary, but time is of
the essence in the next room). Carry the
vellum scroll, burin, "magic" cube and
zipper (containing all the other cubes and
the knife for light).

Up. Take sack. Enter zipper. Closc
zipper. Open sack. Take flimsy scroll
(GIRGOL). Copy GIRGOL to vellum
scroll (you must be holding "magic" cube.
Drop flimsy scroll. Transfer everything
from the zipper to the sack (nothing but thc
flimsy scroll may remain in the zipper, but
you will have to act fast or you will die of
hypothermia; the best bet is to keep track
of everything you have and pick them up
by name; i.e., take "water" cube and "earth"
cube and . . .. Put all in sack. Take key
and "light" cube . . . etc.)

Once everything is in the sack, take thc
"magic" cube (or never put it in the sack).
BLORPLE "magic" cube [550]. Takc
vellum scroll and knife. East. Wait. Hit
figure (this ensures that he paralyzes you
with plenty of time to recover). Wait until
the figure "prepares to jump into the
hypercube." GIRGOL. Take "magic"
cube. Put knife (or any non-magical
object) into the tesseract [600].

There now, wasn't that easy?



KEYS TO THE KINGDOM

RoadWar 2000:

Recruit a lot of peo%le at every opportunity, then get rid of
most of the Escorts by sending them to scout a cigf. This is
also a good idea when you're running low on food. Always
look for people after taking a town; that's how you find the
scientists. After a battle you can usually count on the next
people ggu meet to join your gang instead of attacking. Limos
are the best all-around vehicle. Do all vehicle searching before
looting, when repairs are possible; this way you won't have to
%o back to looting to repair a car ﬁou just found. Tryto geta

us or trailer to carry lots of supplies and for heavy firepower.
Ti_rt%s tfa;re the most common item, so don't overload your cars
with them.

In combat, concentrate firepower on the most dangerous cars--
limos, flatbeds and buses--first. Use your medium-size and
large vehicles to ram smaller cars. Shoot topside gunners off
the vehicles you want to capture. Try to maneuver cars so they
aim at enemy vehicles at a 45-degree angle, which allows them
to fire twice during each round. %‘urn buses and other big
vehicles so they can fire from either [or even both] sides. Get
into the habit of immediately fixing tires after combat. After
fighting mutants always check your gang's health in case they
were infected.

Phantasie 11

There are lots of red herrings and useless information. When
you emerge in the second half of the Netherworld, do not go
immediately to the dungeon on the left of the screen, which is
the end fame, and one tough sucker. Heed the warnings about
the oracle in the first dungeon. In fact, forget him/her/it
altogether.

Elite

Be sure to always check the planetary status screen after you
et a "Right On, Commander" message the next planet you
and on. This might be the "waming" of a special mission.
People who have done it say it's supposed to take at least 200
hours to attain Elite status.

View to a Kill
Q gives you what you need to open the City Hall door.

Shard of Spring

Be sure to write down everything you leam, like the names of
ople and especially any song lyrics you happen to hear.
ou'll need the information when you reach the end game and

have to answer some questions. In one dungeon there is a

ggld lock but no corresponding key on that level. The key can

found in a hidden room on the second level. To find it you
have to keep bumc})ing into the walls until you discover an
unmarked secret door.

Trinity
How to Flummox a Skink
First you need a skink . Push the lever in the tower
when the shadow clicks on the third lever. Go to the ossuary
& enter the door. Skinks are best flummoxed with a pair of
light sources. Drop the lantern where you find the walkie

ie, put splinter in crevice. Now take the skink.

This month's clues were contributed by David Granite,
Charles Don Hall, Row Wartow, Rev. William Carte,
Brian Smith and Shay Addams. Send in the answers and
strategies you've discovered in new games and help rescue
a lost adventurer somewhere from wandering around in a

maze looking for a radiation suit and a piece of rope for the

next three years.

Waiting for Duffy

Duffy’s stuck in traffic, so if
you're stuck in an adventure
send in a brief ad.

~ Can help with Phantasie,

Ultima 3, Bard's Tale, Questron
& many others. Need help with
Perry Mason, Dragonworl
Mindshadow. Need someone to
play idnigh
Dragonriders of Pern with. If
you live on Staten Island &
want to play get in touch. S.
Bugaj, POB 1997, E. Hampton,
NY 11937. No collect calls!

Need help! Wizardry, Knight of
Diamonds. Need solution to
last riddle on level 6. Mike
Bertrand, 5213 Windsor Ave S.,
Edinu, MN 55436.

Send SASE for free help in
Zork 3, Hitchhiker's Guide,
Black Cauldron, Witness,
King's Quest 1 & 2, Witness,
Enchanter. Jennifer Shulman,
12 Ardmore Rd., Scarsdale, NY
10583.

Moebius: Can't get off Earth
Plane. Am 10th level, all lives.
Phil Raino, POB 750, Randoph
AFB, TX 78148.

Bard's Tale: Need help! Can
give help with Amazon,
Cutthroats, Zork 3. H. Stecker,
406-S. Dellwood, Cambridge,
MN 55008.

Ultima 3: need help. Can help
with Zork 1, Planetfall,
Cutthroats, King's Quest 1 & 2,
Black Cauldron, Amazon. Todd
Draper, POB 4366, South Bend,
IN 46634.

Have maps & hints for Zork 1-
3, Enchanter, Sorceror, Infidel,
Starcross.

5 ven
Sherwood Forest. David
Aulfather, 13209 Dessau Dr.,
Austin, TX 78753,

Need help with Bard, my first
game ever. Jeff Kidder, 2050
Scenic River Rd., Baxter, MN
56401.

Crimson Crown: After Eric
gets & wears crown in last
room, how do I survive
vampire? Brian Smith, 3035
Montego, Plano, TX 75023.

Fantasic Four: How does Thin,
escape tar pit? King's Quest 2:
How do I cross poison lake?
Have 69 points, no keys. Can
give graduated hints for Essex,
Spellbreaker, Franktured

Eaebles, Below the Root,
Alice & Crimson Crown. T.
Walsh, 116 Homestead Cr.,
I_Zgrsldon, Ont., Canaa N6G

Ultima 4: What is pure
axiom? Is this the answer to
last question, "What does
thou possess if everyone may
relay on your every word?
Spellbreaker: What do you do
in octogonal room? Can
help with most Infocom
games, Amazon and Ultima
234, A. Lucyshyn, 239
Stevenage Dr., Longwood,
FL 32779.

Spellbreaker: How do I go
east in Magic Room?
Looking for maps of top 3
levels of Manger's Tower in
Bard? Aaron Chou, 7032
Stratford Rd., Woodbury,
MN 55125.

Bard: Can't find onyx key in
Harkyn's Castle or entrance
to Kylarean's Tower in
sewers. Eric Muery, 1408
Forest Lane, Sulphur, LA
70663.

Zork 1: Can't find ancient
parchment. Have all
treasures. C. Jacobs, 12
Spring Ave., Wakefield, MA
01880.

Can give free help in Black

Enchanter, King's Quest 1 &
2, Zork 3 & Hitchhiker.
Send SASE to Jennifer
Shulman, 12 Ardmore Rd.,
Scarsdale, NY 10583.

Can give serious help with
Bard's Tale. Need help with
Hitchhiker, Zork trilogy,
Rama. Willing to trade
information. Mike Bagnall,
RD #1 Box 1025, New
Freedom, PA 17349.

Can give serious help with
Bard's Tale. Need help with
Hitchhiker, Zork trilogy,
Rendezvous with R

Will trade information. Mike
Bagnall, RD #1 Box 1025,
New Freedom, PA 17349.

Expedition Amazon: How do
I solve final 1-person maze?
G. Stanford, 3281 Foxgate
Dr., Memphis, TN 38115.

Need help with Sundog and
Suspect. Can help with
Infocom and others. Chris
Muller, 514 SW 34th St.,
Apt 6., Gainesville, FL.
32607.




Got a houseful of old
adventures? Trade ‘em
off with a free ad.
[Adventures only, no more
than ten games per ad.]

APPLE
Sale: $20 each, Zork 1, 2,
Deadline, Amazon, Mask of
Sun. $18 each: Strange
Odyssey, Voodoo Castle,

Murder by Dozen, Mindshadow.

All original w1th docs. Andy
Lucyshyn, 239 Stevenage Dr.,
Longwood, FL 32779. (305)
869-6571 (not collect).

Macintosh: $15 each, Ultima
3, Enchanted Sceptres, Legacy,
Hitchhiker's Guide, Hacker.

All originals w/docs. Call or
write Mark L. Bowman, 190
North Ave., Frankfort, IL
60423. (815) 469-3936.

Wanted: Crystal Caverns.

Write first..T. Walsh, 116
Homestead Cr., London,
Ontario, Canada N6G 2E8

Have 2 unopened packages:
Ultima 3 & Hitchhiker's. Will
trade for AutoDuel & Bard's

House, Cylmg.__xm_o_f
Overmin
S_mv_kggn,_LCms_Q_GmL
Suspended. $25: Ultima_3, All
are originals w/docs. Will buy
or trade for Questron,
Timeship, Zork 3, & Prisoner

Tale (complete packages.)
Write first to Ahmad Jassem Al-
Nusif, POB 38305, Dahia,
72254, Kuwait, Arabian Gulf.

To trade: all four Ultimas, the
Zorks, Moebius, Transylvania,
Fahrenheit 451 & more.
Looking for ACS, Questron,
Sorcerer & others.Write 1st:
Paul Berland, 4430 N.
Francisco, Chicago, IL 60625:

Games to swap, just request
list. Am very interested in
Questron & Original
Adventure. Frank Lee Linne,
POB 45, La Vemnia, TX 78121.

Ttrade! Have 250+ games,
adventures and utilities. Want
anything good. Send list of
your programs. Jon
Champlin, Moffat Rd.,
Nelsonville, NY 10516.

$15 each: In ive Fiction
Sands of Egypt, Gemstone
Warrior, $20 each: Mystery

2. Write 1st. G. Stanford,
3281 Foxgate Dr., Memphis,
TN 38115.

‘Want Amazon, Dragonworld, &
Indiana Jones. Send for list of
300+ games. K. Kraus, 33 Fox
Hill Rd., Shrewsbury, 01545.

Interested in trading all types of
adventures and FRPs. Send list
of what you have to trade and
games you want. Ba Ha, 4111
Sunset Dr. # 24, Los Angeles,
CA 90027.

Trade or sell; Ballyh

Mason, $25 each. Will trade
for Mindshadow, Essex, or
Alter Ego. Must be originals
with docs. A. Chou, 7032
Stratford Rd., Woodbury, MN
55125.

To trade (all originals):
Enchanter, Nine Princes in
Amber, Perry Mason,
Fahemheit 451. Rendezvous
with Rama, Below the Root,

wiss Family, Alice in
Wonderland. Write for list of
these & some strategy games
like Rails West. Scott Huang,
14 Equestrian Ct., Huntington,
NY 11743.

Will trade for Ultima ITI,
Fahrenheit 451, Ring Quest,
Mindshadow, Witness,
Transylvania, Wishbringer,
Sherwood Forest. Write first.
William Hall, 1110 44th St.,
Sacramento, CA 95819.

COMMODORE 64/128
40+ games to sell/trade. Many
current adventures, looking for
really good copy program,
Ultima 1 or anything good.
Bob Bowen, 3 Peekskill Rd.,
Nelsonville, NY 10516.

$20 each: Bard's Tale, Wizard's
gn wn, ACS, Phantasie, 7
Cities of Gold, Ultima 2, 3 &
4 & more. Send SASE to
Frank Saultz, 4827 W. 122 St.,
Hawthorne, CA 90250.

Want all Ultimas, Moebijus,
Rings of Zilfin & AutoDuel.
Will trade or sell Cutthroats,
Amazon & Countdown to
Shutdown. H. Stecker, 406 S.
Continued on back page

NEW FROM STRATEGIC SIMULATIONS
SHARD OF SPRING™

Recover the Shard of Spring from the evil sorceress Siriadne and
restore the island of Ymros to eternal springtime.

Available for Apple Il with Applesoft ROM, lle, lic, ll+, Il (64K), and C64 $39.95

ROADWAR 2000™

It's the year 2000, bacteriological warfare has ripped apart the
very fabric of American civilization. It's up to you and your road
gang to locate eight scientists who can develop a cure for the
dreaded disease.

Available for Apple Il with Applesoft ROM, lle, lic, I+, Il (48K), and C64 $39.95

STRATEGIC SIMULATIONS, INC. 1046 N. Rengstorff Avenue, Mountain

(415) 964-1353

View, CA 94043
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SWAP SHOP

Continued from previous page
Dellwood, Cambridge, MN
55008.

Sale/trade: Suspended,
Starcross, Deadline, all Zorks,
Quest for Holy Grail, See-kah

of Assiah, Gates of Dawn, Hero

of Golden Talisman, Give My

Regards to Broad St. $15 each.

Questron, Phantasie 1 & 2,
$26.50 each. Many others, will
trade on most. Want Brimstone
& Mindwheel. Write 1st: S.
Bugaj, POB 1997, E.
Hampton, NY 11937. 516-324-
3329. [No collect calls.]

Will trade my adventures, hints,

solutions for yours. C.
Raudonis, 45 Pelham Rd.,
Hudson, NH 03051.

Will buy original adventures
with docs. Send list and prices
to J. Muxlow, 8957 Burnside
Rd., Brown City, MI 48416.

Games for sale or trade: write
for free list of new & old
adventures. Kevin Kraus, 33
Fox Hill Rd., Shrewsbury, MA
01545.

]

Sell or trade: 64 Boot [for
C128], utilities disk. Want any
Infocom but Hitch or Zorks.
Mike Bagnall, RD #1, Box 95,
New Freedom, PA 17349.

IBM & Quest-Alikes
Trade or sell [$25 each]: Apshai
Trllggg Shgrlmrc Holmes,

with Rama. Will trade for The
Ouest, Ballyhoo,
Amazon, Witness, Infidel &
many more. Byron Byrd, 5160
Verdun Ave., Los Angeles, CA
90043. 213-294-9216.

Will trade Ultima 2 & 3 with
docs, also Zork 1 & King's
Quest. Want any good
adventures. Write or call, not
collect, before sending game.
Thane K. Sherrington, RR #2,
Port Hood, N.S., Canada BOE
2W0. 902-787-33817.

%)trade zgt_lgsg Gold,
nngugg[ & o
Transylvania, Ultima 2 & 3,
Wizardry, By Fir rd,
Gato, Zork 1, Archon,
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Mindshadow, Zinderneuf. R. .

Reid, 404 Shelley PL.,

Goldsboro, NC 27530.

ATARI
For sale, $15 each: Realm of
Impossibility, Archon 1 & 2,
Lode Runner. $20 each: Zork 2
& 3, entire nghamg[ series,
Hitchhiker, 7 Cities of Gol g,
Cutthroats, Ultima 1.  $22:
Zork 1 w/map. $25: Deadline
w/map & hintbook. $35:
Ultima 3. All with original
docs and boxes. J. Weigley,
327 S. Smedley St.,
Philadelphia, PA 19103.

ST games wanted. Send list of
what you want to sell to David
Aultfather, 13209 Dessau Rd.,

Austin, TX 78753.

To sell for At 800: Cosmic
Balance 1 & 2 [these also run
on Apple], Universe 1, all
Infocom titles, many more..
Chris Muller, 514 SW 34th
St., Apt. 6, Gainesville, FL
32607.

‘Want adventures for either 800
or 130XE. Write if you have
games for sale. B. Smith,

LSIasngison()

3035 Montego, Plano, TX
75023.

Will trade or sell Ultima 1 or 3,
Zork 3, Adventure Creator,
Questron. All originals w/docs.
Write first. Brent Dollins, Rte.
2, Box 157, Powderly, TX
75473.

Passport to
Adventure

For a 10-20% discount on NEW
games, order from QB--& get 3
free issues of the newsletter [1
for books].

Tass Times..all systems. $37.95
Shard of Spring: AP, C..$37.95
Murder on Miss:AP64, C.34.95
Oo-topos: AP, C......... $16.95

5.95
Trinity:AP, PC, M, C$[1281§
required]......cucersrenennes 39.9
Book of Adventure 1 or 2....$19

Enclose $1.95 for shipping &
handling & make check payable
to QuestBusters™, Sorry, no
Canadian or overseas orders. PA
residents add 6% sales tax.



