




















Scavengers of the Mutant World 
Lau-not a nice place to spend your 
summer vacation, but good enough for a 
a few hours of idle playtime. The lands 
of Lau are the setting for a new tale of 
the war-ravaged future, where the village 

now what? There's no apparent increase 
in the standard of living for gathering up 
all this stuff and sticking it in a storeroom 
back in Lau. If the designers had put in a 
few quests like "Go forth and bring back 

elders have sent you and 
three compatriots on a mis­
sion to scavenge the country­
side for food, equipment and 
artifacts to help improve the 
standard of living for all. 

'r :-

'

oJ ... ... 
the '47 De Soto 
of the Gods, or 
die trying!" I'd 
have been a lot 
happier. 
Conclusions: 

At fIrst I had high hopes 
for this game. The descrip­
tion on the box reminded me 
of another game in this gen­
re-Interplay's Wasteland-
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As I said be­
fore, most of 
my negative 

but at least initially I was dis-
appointed by its apparent lack of plot or 
story. After much consideration, howev­
er, I found that trying to compare Scav­
engers to Wasteland was like comparing 
Apples to Amigas ... er, ah ... Oranges. 
However, Scavengers does has a few 
really nice features of its own. 

One unusual feature is the variety of 
effects caused by radiation. Instead of 
just killing you, rad zones will some­
times mutate you. Mutations range from 
laser-vision to increased strength in one 
hand, to stupidity or increased sensitivity 

.. 
_____ .. to pain (damage). 

There are two 
modes for combat Type: Science 

Fiction RPG 
Systems: mM 
(256K required; 
CGA only; both 
disk fonnats 
included) 
Planned Con-

commands, Direct 
and Relative, 
which relate to 
how you position 
your icons for 
movement and 
battle. And you 
can choose from 

versions: three methods for 
Amiga entering keyboard 

1-_.;;.. ___ .... commands: you 
may type in a 

command's full text, an abbreviation­
or, for all you function junkies, you can 
rely on F-key/ALT/CTRLISHIFT com­
binations, a la WordPerfect. 

There's also a built-in hi-res shape ed­
itor that enables you to to change your 
party members' physical appearance in 
the picture that's seen over your stats-if 
you're artistically inclined (personally, I 
have a hard time drawing a straight line 
with a ruler.) But because they're in 
CGA only, graphics are weak-too bad 
they didn't have the guts to work in 
EGA or VGA mode. Sound effects are 
minimal, and I've heard better sounds 
come out of a pay phone. 

But the most disturbing drawback is 
its lack of "payoff' for all your efforts. 
So you go out and fmd all this junk-

By Bruce E. Wiley 

feelings weren't 
the program's 
fault, but due to 

my disappointment with the game's fail­
ure to deliver on the packaging's promis­
es. Scavengers is a nice, simple RPG that 
beginners will find enjoyable and 
interesting. 

Skill Level: Introductory 
Protection: None 
Price: $54.95 
Company: Interstel/EA 

Kobold Korner 
After reading the review of Mars Saga in 
the February QB, I couldn't wait to run 
down to the nearest software guild and 
plunk down some hard-won gold pieces 
for what appeared to be the beginning of 
a great adventure! I sidled up to the coun­
ter and breathlessly requested my very 
own copy. The clerk looked at me 
strangely and went to fetch it. He knew 
I'd bought almost every adventure game 
ever published, so perhaps I should have 
taken his strange expression as a 
warning .... 

I hurried home, donned my vac suit, 
grabbed my arc gun and prepared to do 
battle. Having played all ofEA's previ­
ous adventures, I anticipated a quality 
product My frrst clue should have been 
the documentation-there wasn't enough 
to keep a camp fire going long enough to 
check my hit points. After the extensive 
documentatian I've come to expect from 
EA, I was dismayed to see a flimsy and 
uninformative few pages masquerading 
as a manual. Interestingly, someone at 
EA must have felt the same, since they 
actually printed the words "The Manual" 
on the cover! 

Oh well, I've handled games with illu­
sionary documentation before ... let's give 
it a try, I thought And I did, but wish I 
hadn't The graphics are not reminiscent 
of Bard's Tale, as the QB review led me 
to believe-they more closely resembled 

some public domain software pro­
grammed by a ten-year-old. But graphics 
aren't everything .. .let's get down to the 
game itself. 

The premise is good-quite a nice idea 
to do an outer space RPG. Even character 
creation was innovative: so many new 
traits and professions! That, however, 
was the only redeeming feature in a vast 
wasteland. Travel on the surface was bor­
ing. Auto-mapping of interior locations is 
fme, except that you tend to concentrate 
on the map and not your actual surround­
ings. Characters were easily replaced and 
not worth building up. 

I guess I'm spoiled, but it would have 
been nice to have seen a more sophisticat­
ed combat system. One of the game's ma­
jor flaws is in how it handles battles. The 
review I read mentioned that this tactical 
combat system is unique, and credited 
MarsSaga with an innovative approach. 
What about the combat system in Wiz­
ard' sCrown's, released a few years ago? 
At least the computer didn't stick charac­
ters behind walls in that game. And when 
the computer resolved combat, you didn't 
have time to cook a ten-meal course 
while you waited. 0 

If there's an obstacle, the characters of­
ten get stuck somewhere, unable to get in 
on the action. Additionally, the same 
things can occur even if you choose to 
manipulate your characters directly. To 
add insult to injury, the computer takes an 
inordinate amount of time to complete the 
battle. You get the option of watching the 
fight (if the computer is running the bat­
tle), but combat takes just as long when 
watching a blank screen as it does when 
you watch. 

The February review lauded the battle 
graphics. I can't help but wonder what 
other RPGs that reviewer has played. The 
characters aren't easy to identify, since 
they aren't displayed in different colors or 
holding different kinds of weapons, as 
they are in most games involving tactical 
combat today. When characters tum, they 
look like fingernail clippings! Not only 
was I not impressed, I felt annoyed that 1 
had actually bought the game. 

Is something up at EA? Are they trying 
to save money? Have all their program­
mers taken a kobold to lunch and never 
returned? How can a company that offers 
Bard's Tale have the nerve to sell this 
shoddy game? The reviewer states that 
Mars Saga is one of the most entertaining 
RPGs he's played in "the last month or 
so." I'd dearly love to know which ones 
were worse, so I can avoid them! Innova­
tive MarsSaga is not. Overall, it didn't do 
a thing for me-other than serve as a 
newly formatted disk. Beware! 

By Bonnie Barber 
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Prophecy 
Continued from page one 

Though it didn't pack a lot of punch, this 
weapon siphons energy from your dying 
foe and transfers it to you. Used in con­
cert with a powerful sword, it could be 
quite devastating. 

Much of the action is the usual hack 
and slash. Don't let this fool you though, 
for there are several places where you 
must answer questions to prove you've 
been paying attention. You might be 
asked the name of a creature you've en­
countered, or you might need informa­
tion obtained only by making notes about 
some of the room descriptions. 

One thing that you can be fairly cer­
tain about if it's moving, kill it! If it is 
stationary, it might still be an enemy, but 
talking to it might lead to valuable clues. 
Who knows, maybe this particular beast 
is the only one who can restore your hit 
points. 

Spelling Bee 
Besides the physical weapons, there 

are 31 magic spells. All are available to 
you at the start of the game, but you're 
too weak to use most of them in the early 
stages. As experience makes you a better 
fighter, it also increases your knowledge 
of Thaumaturgy. You have 
instant access to ten spells at 
a time, which are assigned 
to keys FI-FlO. Some of 
them seem fairly useless. 
Baepaxjed, for instance, en­
rages a monster in the target 
area and makes him attack 
without mercy. Others, like 
Harlok, a low-level healing 
spell, are almost essential to success. 

There is also a gritty realism to the 
way magic works in this world. A spell is 
memonzed by hitting the M key during 
play, which brings up a list of the ones 
you already know. Assign a function key 
by using the cursor arrows to highlight 
one of the ten numbers, then press RE­
TURN and enter the name of the spell. 

To increase a spell's power level, four 
prefixes can be added in front For in­
stance, ParHarlok, which restores twice 
as many hit points as the standard healing 
spell, drains twice as many spell points; 
so far so good. But it also affects beings 
in twice as large an area, so the net result 
is that while you are healing yourself 
faster, you may also be healing your foe! 

A classic example of this magic fall­
out can be found in Baenaturlik, which 
removes your enemy's ability to move, 
or even attack you. This is one of the 
most valuable tools, particularly in the 
latter part of the game, where many of 
the monsters vou meet have hit points 
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that are right off the scale (only the word 
HIGH is seen). Beware of casting it in 
close quarters, though. If caught in the 
range of the spell, you will be permanent­
ly disabled. Not even Save, Load and 
Quit will help---only the Ignominious 
Control-Alt-Delete spell can get you out 
of this one! 

Others may disagree, but I find this re­
freshing. In a world where magic exists, 
why must it always be com­
pletely beneficial to the per­
son casting the spell? Like 
any other tool, common 
sense should be applied, or it 
could backfire with disas­
trous results. 

Sig ht and Sound 
Monochrome graphics are 

not directly supported, so 
Hercules owners will probably have to 
use a CGA emulator like SoftGraf to run 
the game. Of course Prophecy looks best 
with any of the advanced I6-color stan­
dards, but runs about 50% faster in CGA 
mode. Only on 4.77 megahertz machines 
does speed become a problem on screens 
with lots of animation. Any turbo XT 
class or faster should not have any 
difficulty . 

Advanced graphic driver will reward 
you with beautiful color, 
from the flickering torches 
on the gray stone of the 
dungeon walls to Steve's 
flowing blond hair. Move­
ment is handled in an es­
pecially realistic fashion. 
Unlike the usual RPG, 
where your character icon 
remains constant, this one 
actually shows you using 

your weapon of choice. The Halberd, 
with its- greater reach, was especially fun 
to watch. Unfortunately, it requires both 
hands, hence a drop in your defensive 
capacity. 

Sound effects were sparse but interest­
ing. I was disappointed that such a high 
quality game didn't support one of the 
new audio boards, though I'm told that a 
planned sequel will defmitely do so. Nei­
ther was the Tandy three-channel sound 
system supported Even so the sound 
wasn't bad. The opening screen was ac­
companied by a Bach minuet that many 
people will remember from the movie 
ElectricDreams. in which Edgar, the 
"Apricot" computer, played a musical 
duel with a classical cellist upstairs. 

During the game, the click, click of 
your footsteps, as well as your foes can 
be heard. This is annoying in some 
games, but is such a quiet sound in Proph­
ecy that nobody is likely to be bothered. 
The footsteps are punctuated by the battle 

sounds of blade against armor and an oc­
casional squeal of agony as some of the 
monsters meet their makers. 

The Flip Side 
Prophecy is not without its flaws, but 

most are mere quibbles. For one thing, 
gold is plentiful, but the ways to use it are 
few. There were three people in the city 
of Nermon who would take some gold to 

heal you, restore your 
spell points or give you 
extra spell points, and 
only one merchant with a 
respectable suit of armor 
for sale. I'd like to have 
seen at least two each of 
these characters instead 
of only one. 
And I wished for some­
one to buy ihe extraneous 

gear and identify some of the more am­
biguous items. It would have been nice to 
allow the Priests to bless weapons and ar­
mor, making them magical. Basically, I'd 
just like to have been able to spend my 
gold a bit more freely. 

There is also a bug that occasionally 
caused my game to freeze up when I en­
tered a new area. Chances are, this was 
fixed in the final production copies, but 
don't panic if it happens to you. You 
need only copy the files from the 
"MAPS" directory of your master disk 
over the ones on your play disk. (This 
also has the added benefit of refilling all 
the chests you've emptied.) 

Prophecy comes on one 3.5" and two 
5.25" floppies. Joystick and hard drive 
are strictly optional, and won't be missed 
too much if you haven't used them be­
fore. The disks are completely free of 
copy protection, so you can move the 
files around as you like. In fact, the man­
ual recommends that you not use the 
master disks except to make copies of 
them. This is because of changes that are 
made to the files of the play disks that 
would make it impossible to replay the 
game after finishing. There is a form of 
key word copy protection that requires 
you to enter the name of a creature whose 
picture you are shown when you change 
levels. 
Conclusions: As a designer's first out­
ing in the realm of fantasy worlds, Proph­
ecy is a resounding success. Colorful and 
highly imaginative, with fast action and 
nice animation, Prophecy plays unlike 
anything I've yet experienced before, and 
has some really nice twists and turns that 
resourceful players will appreciate. 

Skill Level: Intermediate 
Protection: Key word 
Price: $39.95 
Company: Activision 



Deja Vu II Walkthru 
Contmued from page nine 

Reliant Laundry: Chute and 
Secret Office 
Operate vonbslfe csbtt Ifz on chute. 
Open chute. Enter chute. Up stairs. Enter 
office. Operate ebsu on dartboard. Enter 
Secret Office. Open desk. Take letter 
from desk. Put djhbs sjoh in desk. Exit 
Secret Office. Exit office. Open front 
door of laundry. Exit laundry. E (3). 

Malone's Office 
Enter Lucky Dice Lobby. Enter corridor. 
Operate elevator button (on itself). Enter 
elevator. Operate nbhofu on panel. Exit 
elevator. Open door to Malone's office. 
Enter office. Open desk. Put diary , 
Cpoexfmm's mfuufs and Nvsqiz's 
mfuufs in desk. Exit Malone's office. 
Open elevator doors. Enter elevator. Op­
erate button for Lobby (on itself). Exit el­
evator. Enter Lobby. Exit Lucky Dice. E. 

Finale 
Turn on printer (if you have one). Enter 
train station. East to Baggage Claim De­
partment Examine sign for "Departures." 
Take any departing train. Operate money 
on conductor. Wait 

Map Key 
A: pants, wallet, $10 bill, quarter, faded 
newspaper clipping, recent clipping, driv­
ers license, trenchcoat, key , penknife 
B: cigar ring, train schedule 
C: picture 
D: chips 
E: money 
F: newspaper 
G: flashlight, cigar ring, penknife, small 
brass key, overcoat, money 
H: boards 
I: phone, unusually shaped key 
J: bottle 
K: slot machine 
L: diary, Sugar Shack's car 
M: wardrobe, uniform, vacuum cleaner, 
envelope, McMurphy's letter 
N: toe tag 
0: box, Bondwell's wallet 
P: suitcase, dirty clothes, picture, enve­
lope, Bondwell's letter 
Q: laundry hamper 
R: desk, cardboard box, unmarked brass 
key, small magnet 
S: desk ornament, dart 
T: desk, letter 
U: desk 

Adventure Hotline 
Continued from page seven 

ers in the air, was added, and the story 
line and accompanying text was bol­
stered. There's more emphasis on explo­
ration (over 250 rooms) than on combat 
in this menu-driven space adventure, re­
leased in June for 512K IBM. It supports 
the Ad Lib sound board during the title 
screen, and Blacksilver offers no support. 

MicroProse's New Division 
Since the MicroProse label is associated 
mainly with simulators, their new Medal­
ist International division will be handling 
adventure, arcade and other kinds of 
games. Spider-Man, from that division, is 
an "interactive, electronic comic book" 
for the IBM: with C 64 maybe this 
month, ST and Amiga next 

Six Free Issues of QB! 
Do you know anyone else on the entire 
planet who plays adventures? Get them to 
subscribe to QB-and mention your 
name when they d~and we'll add six 
free issues to your sub (four if it's First 
Class or Canadian, two for overseas.) 
You can even give someone a gift sub­
scription and get the free issues (but you 
can't give a gift sub to yourself or a 
household member). And thanks to eve­
ryone who has already done so. 

Contest Winners 
Hugh Dainer, the winner of this month's 
"Keys to the Kingdoms" contest, will get 
the game of his choice. So does Richard 
Nathan, who won the Random Drawing. 

Walkthrus Wanted 
Solved a quest lately? We're looking for 
solutions to these games: The Magic Can­
dle, Might and Magic II, Wizardry V, 
Prophecy, Ultima I, II and III, Journey, 
Shogun, Zelda I & II and Hillsfar. If 
you've solved one of these, let us know 
before sending in the solution; if yours is 
accepted, you'll get the game of your 
choice. (Your solution must follow the 
format seen in QB and Quest/or Clues 
and must be typed, not hand-written or 
scribbled on the back of the maps with a 
fading InvisiClue pen.) 

SSI: Land of Many Colored Boxes 
SSI games are now in color-coded pack­
ages, to make it easier for you to find the 
kind of game you're seeking. To make it 
even easier, here's what the colors mean: 
silver boxes contain action/arcade-style 
games, the white marble boxes hold ac­
tion adventures (like Hillsfar, with ar­
cade-style events to complete, plus 
experience points, magic items etc., and a 
long-range quest to accomplish), and the 
gold ones contain real gold-the fantasy 
role-playing games. 

Waiting for Duffy 
Duffy's checked into the 

Hotel California, so contact these 
people if you can help. 

Ultima III: need clues, hints or walkthru 
(in addition to ORIGIN's cluebook). 
Thomas Dauer, HQ V Corps, DEH, 
AETV-EHP-PP, APO, NY 09079 

Shadowgate: How do I get past drunken 
hobgoblins? Nathan Franklin, 30 Park­
view Dr, Feeding Hills, MA 01030 

Passengers on the Wind: what are the 
keys for playing the IBM version? Amit 
Saraf, n. Kelinci 1 #4, Jakarta 10710 
Indonesia. 

Ultima 2: where can I fmd a hint book? 
Bob Thompson, 3680 Forest Creek Rd, 
Jacksonville, OR 97350 

BattleTech: need more men and Mechs. 
Can't find way past holographic face in 
inventor's hut. Michael Gardner, POB 
2036, Bridgeview, IL 60455 

Neuromancer, M & M, Ultima 4: need all 
maps, hints, tips. John Ransbottom, POB 
491, Chesapeake, OH 45619 

FOFT: Does anyone understand FOFT? 
Jim Hollingsworth, POB 27, Kelso, WA 
98626 

Enchanter, Zork 1-3: need help. Miles 
Hastie, 2 Spicer Circle, Unionville, Ont., 
Canada L3R lX9 

Elite: How do you complete Mission 
Five? Stephen Klick, 1108 Suntree Place, 
Kansas City, KS 66103 

King's Quest 3: How do I kill dragon? I 
have all spells. Ahmad Al-Nusif, POB 
38305 Dahia, 72254, Kuwait 

Space Quest 3: How do I outsmart Boun­
ty Hunter on Pheebut long enough to get 
on ship before storm hits? Stephen Hertz, 
1040 Whalley Ave, New Haven, CT 
06515 

Police Quest 2: No luck getting divers to 
Cotton Cove, even tho I have scuba certif­
icate and asked Mario and Dipatch for 
help. Bobbie Mikes, 160 E. 88 St, NYC, 
NY 
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The Magic Candle 
A good initial party: Zinx, Elfun, Sakar, 
Nehor an6 Rexor. Deramgud is in 
V cfsj p 0, northeast of the Sanctuary, just 
west of Mblf Csfmmfiu. The chant is: 
Bdivoof, Sftijqubs, Fqjupobhaj. In­
side, visit the god called Valon. Chant 
Tibfsbe, ver, tibfsbe, gbfz. When he 
grants you a gift, visit the fountains of 
Strength and Dexterity. The combination 
for the teleportal in Dermagud is Cube, 
Cube, Cube. It sends you to Yberton. 
Tonton in Bondell will raise your Charis­
ma if you have enough gold. Chant for 
Vocha: Iplef, Ibgmui, qplboekp. 

Dan Engbe 

Buy a book ofZoxinn for 2,000 at Shiran. 
Knock on Fizkreto's door. Buy plenty of 
cubes, spheres and pyramids, the keys to 
the teleportals. 

Chris Carlucci 

Project Firestart 
On level two, look in the Ijudifo for a 
flrst aid kit, in Ufssbsjvo tvqqpsu for a 
gun. 

Russ Ceccola 

Wizardry V 
It's possible to create a party with all the 
alignments. Roll up a good Fighter, neu­
tral Fighter, Evil Fighter and a Priest, 
Thief and Mage. At Gigamesh' s , form a 
party with the good and neutral charac­
ters, then enter the Maze. Immediately 
quit and save with "Q" and answer "y" to 
quit this game. Back in town, load the evil 
characters at Gig's and enter the Maze. 
Quit and save as before---on the same 
square. In town again, enter the utility 
"From Edge of Town" and restart the par­
ty. Highlight the entire party, and you'll 
have a group both previous parties, so 
eventually your group can have a Nina, 
Lord, Samurai and Bishop. 

Brian Swander 

Deathlord 
The last secret word is tfjzplv. The tooth 
is in Nbmlboui. 

Tim Manda 

King's Quest IV 
To get the unicorn, you need Cupid's ar­
row, a peacock feather and a bridle. Scare 

The Gsff Kbnft Cspxo! 
edition of the QuestBusters 

Code: count one 
letter back-RC = QB. 
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Cupid in the pool to get the arrow. For 
the feather, jump off the dock and swim 
west to Jeresta's island. To get the bridle, 
swim north to the island after escaping 
the whale. Go to the bow, fmd the boat 
and look on the ground next to it. 

Jamil Farshchi 

Neuromancer 
Mvqvt (backroom of Njdsptpgu) has 
Evasion chip and security pass to Sensei 
Net ROM Construct Identity #0467839. 
He also has BankGeMeinSchaft account 
number. Good: Decoder, Blowtorch, 
Hammer. Better: Doorstop, Drill. Best: 
Concrete, Depthcharge, LogicBomb. Use 
Logic against AI at 0/160, 80; Logic and 
Sophistry against AI at 1/352, 112; Phi­
losophy against AI at 3/336/160; Phe­
nomenology against Xaviera at 31288, 
208. 

Kalen Lowe 

To save 2,000 credits on going to Zion 
Cluster and Freeside: (1) take all credits 
from bank (2) get a Musicianship skill 
chip from Julius (3) buy ticket for Zion 
Cluster (4) after done there, use Musi­
cian chip and play "Dub" for the man (5) 
after fmished in Freeside, go to Bank of 
Berne and say you'd like to rob it. 

Dave Kent 

Dungeon Master 
Develop all abilities for all Champions. 
Fireball spell is a good general offensive 
spell; have some prepared before com­
bat. If all members have Fireball, the par­
ty will be hard to beat Note which side 
of the passage a monster and your Cham­
pion are on: a Champion on the right 
would waste an attack if he struck at a 
monster on the left side. Also, on the 
fourth level, near the stairs down, is a 
room full of Screamers. They can pro­
vide food and flghting practice for Wiz­
ards and Priests. Screamers regenerate; 
after exploring the flfth level awhile, re­
turn to hack' em up again. 

Don Boudeman 

Use doors to destroy enemies: stand and 
flght after pushing button to close door, 
so it slams down on them till they retreat 
or die. If you retreat, they will follow 
and escape the door, so you must stand 
and flght To fmd secret passages, check 
all walls for trap door levers, buttons and 
rings. In flnal confrontation with Chaos, 
you must force him into a niche with the 
gmvydbhf option on the power gem, 
then the gvtf option. Whenever you try 
the gvtf, he'll teleport; keep following 
until he traps himself, then gmvydbhf 
and gvtf. 

James R. Davis IV 

Might & Magic II 
You'll flnd an expensive (50,000 a day!) 
but powerful (level 9 spells) hireling at 
D-3, I, 14; after being released, he shows 
up at the Sandsobar Inn. Use him only for 
duplication and similar spells right at the 
Inn. There's a teleporter at C-4, 5,1 that 
goes to the Earth Plane (E-4, 6, 4. From 
there, the spell C7-1 is at 14, 1. To reach 
the Wind Plane, try the teleporter at A-I, 
2, O. From there the spell C5-1 is at 1,14. 

Hugh Dainer 

To remove the Element Orb for Dawn's 
Cavern, give it to one of the hirelings, 
then drop him. When you return to the 
last town you started from, your hireling 
will be there with the Orb. 

D. C. Dayton, Jr. 

Middlegate Dungeon: before entering, 
take the Poor Man's Portal (0, 5), go to 4, 
10 and buy meal A. As you leave the tav­
ern, H. K. Phooey will be available at 3, 
10. Then return to Middlegate and enter 
the dungeon. If you need more help, go to 
Vulcana (3, 2), order meal B, and win the 
battIe at 4,2 to impress two more hench­
men. Walk one square south and Rob the 
Dead for the Emerald Ring (AC +15). 
Then go one more south and run from the 
Snowbeasts to escape. Listen for rumors 
and tip the bartender at each tavern on 
day 30 and 180. 

James B. Simpson 

BattleTech 
Code for the map room is q fti u, 
cfokbojo, tIzf, tvoofs, szfstpo, 
Ibuijm, bdifsobs. 

Amit Saraf 

Gold Rush 
Brooklyn: close your account, sell house 
for money. If going by sea, buy fruit. 
You have fourteen seconds before the 
rush begins. Put gmpxfst on your 
qbsfout' hsbwft. Land route: unhitch 
the team and mpdl xiffmt on the steep 
hill. Search bcboepofe xbhpo for food. 
Buy mature mules. Get Cjcmf from man. 
Cape Route: get nothing before storm, 
then get pig meat, string, paper clip, pole 
metal scraps and flsh. Don't forget the 
Cjcmf. Fork, town, etc.: switch the 
mules in the stable (make sure brands 
match!). You can fmd gold only 50 times. 
Use letter in your father's grave (12, not 
21). Hike to Coloma. If you've read the 
Cjcmf, you know where to go. Once 
there, ask for objm. Pan only in the 
fbtufso river, and never near someone 
else. 

David Auerbach 

Continued on page flfteen 



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

software. limit of 10 games per ad. 
Please state system. . 

APPLE 
Trade/sell: ACS, Bard 1 & 3, Legacy of An­
cients, Ultima 2 & 4, Deadline, Zork Trilogy 
w/hints, Wishbringer, M & M hint book & su­
per-characters. Mike Jasper, R R 2, Box 65, 
Worthington, IA 52078 

Sell: Ultima 5,lkari Warriors, Black Magic, 
Zork 1 w/clue book, Shadowkeep, Aztec, 
Wishbringer, Hacker, Death in Caribbean, 
more. Send for list Brendan Hayes, 258 
Windsor Dr, Bolingbrook, IL 60439 

Trade/sell: Black Cauldron, Eidolon, Apshai 
Trilogy, Star Trek 2, King's Quest, Sundog, 
Legacy of Ancients. Todd Howell, Rte 1 Box 
161, Pleasant Hill, NC 27866 

Pool of Radiance, $25. $20 @: Neuromancer, 
Bard 3, Bard 2 w/cluebook. Legacy of An-

Continued from page fourteen 

To get down the cliff safely, fIrst 
sfmtbtf pyfo. If going west, you must 
leave the campsite at the right time. 
(Leave too soon, and the plains will be 
too muddy; too late, and you'll get 
caught in a blizzard.) To check condi­
tions, go behind the wagon and walk 
north. When the plain's mud recedes, 
save game and ubml to dbqubjo. 

- CarILund 

Space Quest III 
To get off the junk ship, repair the large 
spaceship in the BattIeBot's Head (you 
need a warp motivator, nuclear reactor, 
ladder and SQ-approved wire. The moti­
vator's near the escape ship at the start of 
the game. Use pwfsitbe hsbccfs to get 
it and put it in the rear section of the new 
ship. Examine wire in spdlfu cpptufs 
tifmm two screens east of ftdbqf tijq. 
Take good wire on left Ladder and reac­
tor are in sbu't mbjs. Go south on con­
trol room ramp and you'll fall down a 
chute that leads there. Examine light 
wires to locate reactor. A rat mugs you 
right before you leave, but just return to 
the lair to get your wire and the reactor 
back. Get ladder after climbing out of the 
lair. Use ladder to climb up on the ship 
and enter roof hatch. Put reactor in open 
floor compartment Use wire to connect 

cients, $15. Eugene Lin, 3947 Arthur, Lincol­
wood, IL 60645 

Wanted: Impossible Mission. L. Brooks, 425 
East Dr, E. Alton, IL 62024 

Will trade Deathlord with clue book for Might 
& Magic n. Bruce Menard, 324 S Boyer Ave, 
Sandpoint, ID 83864 

Sell, $10@: Gemstone Warrior, Gemstone 
Healer, Expedition Amazon. $15 @: Mystery 
House, Empire of Overmind, Realms of Dark­
ness, Suspended. $20@: Bard's Tale, Ultima 
5, Wizardry. Will trade for or buy Timeship. 
Write 1st. Gayle Ann Stanford, 3281 Foxgate 
Dr, Memphis, Tn 38115 

Macintosh: 15 original Mac adventures, 
write for list. D. M. Campbell, 9772 Via Pa­
via, Burbank, CA 91504 

GS: Dungeon Master, Warlock, War in Mid­
dle Earth, Shadowgate, Questron 2, Bard 1-2, 
Tower of Meglan. And Apple 2 versions of M 
& M 1-2 and Wasteland. $20@. P. Matta, 
113 Carriage Crossing, Middletown, CT 
06457 

COMMODORE 
Trade/sell: Bard 2/3, Wizardry, Pool of Radi­
ance w char. editor. Want Ultima 4-5, Ques­
tron 2, Wizardry 2. Jeff Behnke, 2691 Glen 
Valley, Leonard, MI 48038 

it to circuitry. Check diagnostic comput­
er. Sit and type dpnqvufs to access con­
trols. Use the efgfotf tztufn to escape 
(fIrst activate your radar and shields). 

Ed Pflager 

Phleehut: Enter Worlds of Wonder and 
sell gem. Take third offer. Buy orat on a 
stick and underwear. After Terminator's 
waming, quiCkly return to the screen 
showing your ship. Avoid the ship's en­
trance and go west to lure the Terminator 
under the pods. Then use psbu to grab 
his belt. Monolith Burgers: Buy Monolith 
fun meal and eat it at the table. Play vide­
ogame at slow speed (use pull-down 
menu) until secret message appears. Use 
sjoh. 

Russell Greenspan 

Lancelot 
Continued from page three 

Conclusions: While Lancelot shows a 
lot of loving attention to the Arthurian 
legends, it runs afoul of the basic prob­
lem with all computer adventures based 
on previous books, fIlms and so on: 
whenever you stick too closely to the plot 
of the original, players who already know 
the story will be bored, and those who 
don't will feel forced through arbitrary 

Buy/trade: Ultima I, Wasteland. Will trade ul­
tima 5, Wizardry I, Pool of Radiance. John 
Ransbottom, POB 491, Chesapeake, OH 
45619 

Trade: Project Firestart, Barbarian 2. M & M, 
AR: Dungeon, Last Ninja 2, Faery Tale, more. 
Want Heroes of Lance, Magic Candle, more. 
Send list Also want Amiga traders. Robert 
Perez. 1140 Burke Ave, Bronx, NY 10469 

Sell: Pool of Radiance, Bard 2-3, Captain 
Blood, more. Send for list. Also want Amlga 
traders. Nathan Franklin, 30 Parkview Dr, 
Feeding Hills, MA 01030 

Sell--$lO: Breakers (or trade for Essex). Paul 
Shaffer, 1705-C 0' Shea Ave, Bowling Green, 
KY 42104 

Trade/sell: Autoduel, Faery Tale, Alter Ego, 
Shard of Spring, Roadwar 2000, Dark Lord, 
Tass Times, Defender of Crown, Beyond 
Zork, Friday 13th, more. Send your list. Bob 
Greenfield, 106 Heritage Dr, Freehold, NJ 
07728 

AMIGA-Heroes of Lance, Hostage, more. 
Want BattleTech, Sword of Sodan, Twilight 
Zone, others. Will swap lists. Tracy Gross, 
2203 Park Ave, St Joseph, MO 64503 

AMIG A--$10 @: Dark Castle, Barbarian, 

Continued on next page 

puzzles just for the sake of arriving at the 
original story's predetermined outcome. 
In this case, I don't know the legends 
well, and had the impression that Lance­
lot's authors tried to follow Malory at the 
expense of playability. There is no obvi­
ous reason why certain sequences of 
events develop as they do in the game un­
less it is because that's whatLe Mort 
d' Arthur requires. So if you're a die-hard 
fan of the Holy Grail [not Monty Py­
thon's version!], or if your computer 
which lets you take advantage of the col­
or graphics, you might enjoy the game. 
Otherwise, save your money. 

Skill Level: Advanced 
Protection: None 
Price: C-64, $29.95; others, $39.95 
Company: DatasoftlElectronic Arts 

Next Issue 
Shogun 

Tangled Tales 
Hillsfar 

War in Middle Earth 
Guardians of Infinity 

And more news. clues & reviews! 



Continued from previous page 
Arctic Fox, Beyond Zork. $5 @: Trinity, 
Moonmist, Mind Forever Voyaging, Bally­
hoo, Wishbringer. Paul Shaffer, 1705-C 
O'Shea Ave, Bowling Green, KY 42104 

mM & QUEST-AUKES 
Trade/sell: Bard 1 + cluebook, $20. $15 @: 
King's Quest 3 + cluebook, Ultima 3 w/same, 
By Fire & Sword, Wizard's Crown, Roadwar 
2000. Want Ultima 4, AutoDuel, Sentinel 
Worlds. T. Dauer, HQ V Corps, DEH, AETV­
EHP-PP, APO, NY 09079 

Trade: Pirates, AR: The City, Captain Blood, 
Future Magic wcluebook, BattleTech, Heroes 
of Lance, Pool of Radiance, King's Quest 4, 
Starflight w/cluebook, Alien Fires. Want Wi­
zardry 3, Star Command, Roadwar 2000, Ro­
mance ofTIuee Kingdoms. K. Lowe, 4412 
Pacheco St, San Francisco, CA 94116 

Trade Wasteland (both disk formats) for Fu­
ture Magic (5.25" disks). Andrew Pollak, 
2002 Regis Dr, Davis, CA 95616 

Sell/trade: Space Quest 1-2, King's Quest 3-4, 
Police Quest 2, Leisure Suit 2, Defender of 
Crown. Any disk size, but want 5.25" for De­
fender. Rafael Marcano, Guayabal F-92, Lago 
Alto, Trujillo Alto, PR 00760 

Trade/sell: Ultima 5, Wizardry 4, Future Mag­
ic, Questron 2, Star Command, Autoduel, Pi­
rates, ACS, more. Send SASE for list. 
Michael Noth, 26 Regal Lane, Iowa City, IA 
52240 

Sell-$20 @: King's Quest 1 & 4, Phantasie 
3, Ultima 4 & 5. Maniac Mansion, $15; $10 
@: TWilight Zone, Defender of CrOWJ1-()r 
will trade for any Bard's Tale or Wizardry. L. 
K. Miller, 256 Azalea Dr, Kissimmee, FL 
32743 

Sell-$10@: Space Quest I, King's Quest 4, 
Manhunter, Leisure Larry 2, Sherlock Holmes 
(lnfocom), Roadwar Europa. $20@: Wizard­
ry I, Ultima 4. Want: Maniac Mansion, Zak 
McKracken, Wasteland, Pool of Radiance, or 
send list. Pete Kenny, 14 Cimarron Dr, Tro­
phy Club, Roanoke, V A 76262 

Sell/trade: The Colony, Leisure Larry 2, Po­
lice Quest 2, Hollywood Hijinx. Send list or 
requests. Marlene Simmons, POB 72, Rich­
ford, CT 05476 

Sell: Essex, $10; Leisure Larry 2, $25 or trade 
for Police Quest 2. Paul Shaffer, 1705-C 
O'Shea Ave, Bowling Green, KY 42104 

ATARI 
8-bit-sell only: Alternate Reality, Ultima 1 
& 2, 7 Cities of Gold, Gemstone Warrior, Re­
turn of Heracles, Zorro, more. Write for list. 
Bob Albright, 912 Mt Rose Ave, York, PA 
17403 

S T -sell or trade: Phantasie 1 & 2, Mercen- . 
ary, Moebius, Captain Blood, more. Bob Alb­
right (See above for address). 

MISCELLANEOUS 
Wanted: Book of Adventure Games I. L. 
Brooks,425 East Dr, E. Alton, IL 62024 

QuestBusters 
POB 32698 
Tucson, AZ 85751 
Forwarding and Return Postage Guaranteed 
Address Correction Requested 

Passport to 
Adventure 

For the next few months, we won't be 
selling any computer games. We're set­
ting up a new system for doing so, one 
that will provide much faster and more 
efficient service than in the past Mean­
while, QuestBusters' products are still 
available at the same low, low prices. 

Quest for Clues I: $24.99 
Quest for Clues II: $23.99 (till Juy 30) 
QB Map Kit (includes US/APO shipping, 
Canadians send $3 US for shipping) 
Kit A: (for text/graphic games) $8 
Kit B: (for role-playing games) $8 

(Each kit contains 75 sheets of mapping 
paper designed for that kind of game, 
plus a plastic mapping template that re­
duces the amount of redrawing the same 
maze over and over and over. 
Mapping Template $2 (includes 
shipping except overseas, which is $2). 

US orders, enclose $3 shipping & han­
dling for the book. $6 to Canada & APO, 
$12 overseas. AZ residents add 5% sales 
tax. Send checkS payable to QuestBust­
ers, with your street address, not a Post 
Office Box. 

Bulk Rate 
U.S. Postage 

PAID 
Tucson /lZ 

Permit No. 3056 
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