
































Keef the Thief

Remember your profession, and steal
everything in sight. Don’t try to buy any-
thing, just grab it—but have a saved
game ready to restore! This will increase
your stealing abilities while saving your
gold. In Same Mercon, search every
house; first steal everything that’s not
trapped. Sell all stolen goods before try-
ing to steal trapped items. Sell stolen
goods to Collector or Merchant at Pink
Dragon. You must buy the stuff from the
Nasty Dude: go for the lockpicks, knife,
rope and oil first; once you’ve got
enough cash, get some flints. The Book
Shop contains a Scroll of Magic, and the
Bad Poetry also contains a few cryptic
spells. The Princess is partial to special
flowers. Start disarming the traps from
the treasures found in city houses before
you try to disarm traps in the castle, since
you need to build up your intial Disarm-
ing ability. Climb up the tree in Land’s
End (extreme southwest of map) to get
Phoenix Eggs. If you keep climbing up
and down, you’ll get lots of Eggs as well
as boost your Stealing and Disarming
scores. Another magic scroll is found in
Same Mercon treasury, another in the
Prophet’s Library. Give the horse to the
Prophet for a key. The Priest in Mem
Santi wants the Shard of Mem (from the
Same Mercon treasury), while the Mer-
maid wants a Ring from the caves behind
the waterfalls before she’ll reveal a secret
door.

Andrew Phang

Spell (Points; Circle; Reagents:
Bandus Aidus (three; Unity; Peppermint,
Narcissus), Flickus Bickus (four; Unity;
Dragon Drool, Glow Grass), Emmus Ex-
esus(three; Unity; Scorpion), Nudus Bun-
sus (one; Unity; Pearl, Narcissus, Rhino
Horn), Generus Elektus (seven; Unity;
Dragon, Glow Grass, Ow!’s Eye), Huvius
Vacuumus (twenty-five; Power; Pearl,
Owl’s Eye), Cynus Arcenus (four; Pow-
er; Pearl, Scorpion), Agenus Oranus (ten;
Power; Kiki Root, Scorpion), Riteus Gor-
dus (six; Power; Skunk, Narcissus), Mak-
us Foodus (twenty; Power; Peppermint,
Narcissus, Wart Weed), Takus Tylenus
(fifteen; Force; Peppermint, Narcissus,
Wart Weed), Dranus Liqus (twenty;
Force; Pearl, Rhino Horn), Qnus Arudes
(fifteen; Force; Pearl, Scorpion, Wart
Weed), Napus Almus (twenty; Force;
Scorpion, Wart Weed, Kiki Root), Mutus
Omahaus (fifteen; Force; Pepperment,
Skunk, Wart Weed), Bigus Litus (twelve;
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to the Kingdoms

Force; Owl’s Eye, Wart Weed, Glow
Grass), Goodas Newus (twenty; Force;
Peppermint, Narcissus, Phoenix).

Ken Robertson

Windwalker

Dont’ steal from anyone’s cupboard, or
you’ll lose Honor. Buy incense as soon as
possible and get it Blessed at the local
shrine. The medicine man is on an island
to the northwest of your starting place.
The monastery is to the northeast, and the
Explorer’s hut is to the east.

Raymond Fong

Don’t buy the Provincial Map from the
Merchant, since you can get the Explor-
er’s map from Di Ahn John’s house east
of Yjboh Mpi. Don’t bother buying any
drugs or medicines other than for Eyes of
Fire, because they serve no practical pur-
pose. The prayer for Quickness is
“Rvjdlfo nz gbdf.” It’s necessary to
use it to defeat the Warlord. The Sea
Dragon hangs out around the Isles of the
Dead. Copy the Nubian language scroll
in the monastery so you can gain access
to the Princess’ chamber. Copy the Al-
chemist’s scroll and talk to the Medicine
Man in Xiang Loh in order to get a letter
of introduction to Feng Shu, who hides in
the secret entrance to the gbmbdf. Jade
is under the Emperor’s throne. After de-
feating Warlord, make sure you talk to
Concubine to get the Warlord’s key. Kau-
fu the Jailer has prison key in cabinet, but
make sure you are invisible when you go
after it. Di Ahn Jon has gold powder in a
cave in the island group north of the Im-
perial Palace. The Princess has the Jas-
mine Flowers. The Shaman is on the
northeast corner of the Isles of the Dead.
The Peach See is acquired by going
through the Oni’s Cave southwest of the
Shaman’s demense, and during the New
Moon, the panda will reveal his true na-
ture as Shin-do, the gold of Luck, and
will give youthe seed as well as restoring
a life and blessing you with Luck.

Kalen Lowe

Dragon Wars

The entrance to the Underworld is SN
16W of the Gates of Purgatory. The fol-
lowing important places to visit are refer-
enced from this entrance: Entrance to the
Undercity of Lansk, 10N 3E; Power Re-
generation Square, 10N 4W; entrance to
the eastern section of Dwarf Clan Hall,
3W 158; one of the best weapons for ear-
ly stages of the quest, 2W 13S; Crystal

d o

Cave, 1W 78; bridge to the base of
Mount Salvation, 7E, 13S; entrance to
Mystic Wood, 2N, 21E; entrance to the
Tars Ruins, 0S, 6E. The Well of Souls,
where resurrection is possible if you use
arcane lore, is behind the wall at 10W,
7N, but you must enter it through the City
of Necropolis. The Tars Ruins have three
secret rooms with treasure. These can be
located by auto-mapping, and the stairs
lead up to the surface ruins. Several
scrolls are to be found on the southern
shore, and a Fire Sword can be picked up
on the eastern shores of these ruins.

Fred P. Andoli

To get some free weapons and armor, go
to the Arena and fight—but run away
from the Gladiators. You’ll still have you
weapons, though you’ll forfeit any gold
you may have been carrying. To get mag-
ic spells, go to the Old Man west of the
Slave Camp. To escape Purgatory, go
through a secret door in the northwest
corner, or enter the Magan Underworld
after giving an offering to the goddess
Irkalla.

Raymond Fong

Head toward the northwest corner of Pur-
gatory. In a one-room building about
twelve paces south of the northwest Tow-
er is a Magic Shop where characters can
learn Low Magic spells. In the southeast
corner Tower is a square that restores
Power points. In the west part of the city
you’ll meet the King of Thieves, who
asks if you'r a slave, beggar or thief. Say
neither, and he asks you to fight Humba
in the northeast comner of town. (Also in
the northeast part of town is a bar where
you can pick up seven rumors and hire
Ulrik.) By defeating Humba, you can re-
turn to the King for a reward of 1,000
gold pieces. In the north part of town, you
can fight Gladiators for your freedom.
Just west and north of the Arena is the
Black Market, where you may buy weap-
ons and armor. Soldiers, Pikemen, Jail
Keepers and Guards usually carry gold on
them; for defeating others, you only get
experience points. The entrance to the
Apsu waters is in the southwest corner.
There’s a secret door in the northwest
Tower, and an exit to the Harbor in the
southeast Tower. If you join the Slaves,
you’ll be sent to the salt mines and bound
in chains. By wandering around in the
mines, you’ll find rocks, dragon stones
and the handle of a battered cup. Use the
cup at the spring, then give water to the



dying man to get laces. In Garbage
Dump, use rock, handle and laces to form
a hammer so you can break your chains;
retrieve your weapons from the garbage.
Defeat Guards and Foreman to head up to
Slave Estate. Use Track skill to follow
footprints to door. Kick through two
doors to reach the second room, then
search the west corner and get the mirror.
Return to the first room and use the mir-
ror on Mog. Explore the rest of the
grounds and you’ll encounter three Gob-
lin squads. Then exit Slave Estates and
visit the Ruins.

Richard Rassmussen

Mines of Titan
Here’s an easy way to obtain lots of
Credits. First recruit a Medic and fight
one battle. Then pool Credits, drop the re-
cruit and get another one. (Repeat until
greed is satisfied.) Characters can only be
improved to a limited extent. The best
skills are Cudgel, Auto, Rifle, Medical
and Golum. Improve everyone’s Educa-
tion enough to equip each of them with a
Med Kit C. You only need one character
with high Programming skills, since any
of them can get Golum skills at the Paral-
lax Training Center (after getting the
password at a repair shop). Find the fugi-
tive woman at the Armor in Parallax. Vis-
it the University in Parallax to get Finder
to Nomad’s Cavemn.

Caryn Neuamnn

Police Quest II
To get the dive team, first search the left
shore area for drag marks. Then Keith
will send for the team. To get the scuba
gear, search wallet for certificate. To find
the motel, examine the corner of the en-
velope from the car trunk. At the motel,
don’t forget the bathroom.

Caryn Neuamnn

Hero’s Quest

(These clues were obtained when a Thief
was used as the player’s character,
though some solutions for other character
types are also included.) To get past the
bear in the cave: first walk to it, then
gffe it. You can now walk by. To get
Key: Tofbl to the Kobold. Look at Ko-
bold. Get Key. To obtain the Spore Seed,
a Thief should climb and catch, or throw
rock at seed. A Magic-User gets it by
casting fetch at seed. The Fighter should
throw rock at seed. To get past the log
trap, you must walk around the logs on
the left, then cross the right plank and
step over the wire. At the Fortress, block
the door. Walk over to the door on the
upper right. Block that one too. Push the
candleabra. Go to the front of the table.

Wait for all the Brigands to start moving
around. Climb the table. Open the door.
At the Fun House: Ask about Elsa, then
walk to the right. At the corner, barely
touch it and go up (if you don’t make it,
just type “stand”). Go through the green
doorway. Pull the chain, and then go
back. Open the door and move away
from it quickly, otherwise it will fall on
you. Open the door. When you meet up
with the Brigand Leader, tqmbti ejtqfm
gqpujpo on leader. Search the desk, then
get the potions and the njssps. Leave
through the curtain on the right. In order
to obtain that ever-elusive Mandrake
Root, you will first have to buy some Un-
dead Ungent from the Healer. Take it
with you to the clearing with the Spirit.
Don’t let it touch you. In the middle of
the night, enter the graveyard and drink
the Undead Ungent. Then you can get the
Mandrake Root. Head to Baba’s. To slay
Baba, use the mirror.

Andrew & Matthew Takahashi

Demon’s Tomb
This is a correction for a clue recently
published in these very pages, in which
an important item was omitted. This se-
quence must be followed exactly, or
you’ll never get all the items out: Turn
torch off. Get bag. North. Put bag in hole.
West. Open lid. Put torch in coffin. East.
East. Get plaque. West. West. Put plaque
in coffin. East. North. Get bird, bag.
South. Get bucket. West. Put notebook in
bag. Close bag. Put bag in bucket. Put
bucket in coffin. Put bird in coffin. Point
to coffin.

Fred J. Phillipp

Tangled Tales
If you want to take a magic carpet ride,
just drop a spuufo fhh on Jinx, then go
visit the Imp. Dig in the grave of the dead
man and you’ll come up with a key. Be
sure to include Gnu Gnu in your party.
He is extremely useful when it comes to
broken elevators and sand castles.
Raymond Fong

Tower of Myraglen

It can be very confusing and time-
consuming to map the Dark Planes. This
is a “map,” in rows from top to bottom,
of the Planes:

Row 1: the two corners

Row 2: nothing

Row 3: one power potion, one coffin, key
Row 4: one coffin

Row 5: room, braziers

Row 6: five chests

Row 7: exit, twenty coffins

Row 8: one coffin

Row 9: twenty coffins, eighteen chests,

entrance

Row 10: nothing

Row 11: sixteen chests

Row 12: nothing

Row 13: ten chests, six coffins
Row 14: one coffin

Row 15: thirteen chests, one coffin
Row 16: nothing

Row 17: four coffins, one chest
Row 18: two coffins, ten chests, key
Row 19: nothing

Row 20: the two corners

(Names of valuable items, etc., are
italicized.)
Jason Hamm

The Magic Candle
Teleport combs:
Pheron—Pheron, Bay of Meric: cube,
sphere, cube
Pheron-Meran: sphere, pyramid, sphere
Vocha-Ice Plains: pyramid, sphere,
sphere
Bedargidr-Shendy: three spheres
Vocha-Shendy: three spheres
Buy book of Sabano from Azidamus in
Soldain for 1,500 gold pieces. Ask people
about gods, temples, elven maids,
halfling teachers, gate prayers and gem
traders. Get star from white wolf at Wolf
Rock in Phaleng. Tonton of Bondell sells
Charisma for 200 gold per lesson. The
Mad Wizard has the Blue Ring. To raise
the gate to Vocha, chant ipelf, Ibgmui,
gplboebkp. The Godchant it fgubi,
fgubi, zpmjnebs, (fisja.

Chris Pinnell

Keys to the Keys

For new subscribers, here’s how this sec-
tion works. First you send in clues and
tips to recent adventures—those not cov-
ered in previous issues, walkthroughs or
Quest for Clues I or II. We’ll publish the
most useful ones, and you’l 1 get your
choice of $5.00 or three free issues of QB
for each passage of clues and tips that ap-
pears (two for Canadian and 1st Class
subscribers, one for overseas). That
means that you may never have to renew
your subscription again! [All submissions
become the exclusive property of
QuestBusters.]

When sending in clues, do not code
them—we’ll do that here. If you can do a
thorough walkthrough for the game, let
us know in the same letter. Be sure to
put your name and address on the sheet
with your clues, to ensure credit. It’s ok
to send clues for several games at once.

To decode clues,
count one letter back.
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It Came from
the Desert

Continued from page seven

driving a tank, extinguishing a fire and
perhaps some others that I didn’t see.
These games are all extremely simple and
instinctive, but they didn’t annoy me in
the same manner as similar games in
Lords of the Rising Sun. Perhaps that is
because these short sequences made more
sense this time around, and because if
you blow it, you’re not dead and out of
the game—just on your way to the
hospital.

I must admit to a certain elation the
one time I was able to shoot an ant’s an-
tenna off. Except for the lack of a recoil
from the gun, the shooting sequences,
where you see only your hand, the gun
and your target, felt more like the real
thing than anything else I’ve ever en-
countered in a computer game. It was
also a lot of fun to dynamite the monsters
in the open, though I wish I had been able
to win at least one of those fights.

The creators of the game obviously
had a lot of fun with it. Everyone in the
credits has some piece of real estate in
Lizard Breath named after them. For ex-
ample, there is the Beverly Drive-in,
named after Production Coordinator Bev-
erly Needham of Cinemaware.

If you go the drive-in, you can spend a
pleasant evening watching a black and
white version of Rocket Ranger. Rocky
flies around in fine style on the silver
screen. It won’t keep your interest for
long since he never gets anywhere, but
it’s a neat little touch that brings reality to
the game world (and plugs another Cine-
maware product at the same time.)

It Came from the Desert comes on
three disks, and there is absolutely no
copy protection—not even a password
protection scheme in the manual. You are
asked to copy all three disks and play
from the copies, but the only reason to do
S0 is just to be safe.

There is also a 16-page manual, illus-
trated with comic strip sequences or pic-
tures that help you understand the
different playing challenges as you go
along. Cinemaware also included a real
incentive to make you buy the game. A
second Lizard Breath scenario, Ant
Heads, is available directly from the com-
pany for $14.95 if you send in your regis-
tration. To play it, you’ll need Reel 1
from the original game. I've already sent
for my copy and I’'m eager to see it. I’ll
do a follow-up review on It Came from
the Desert II in a month or so.
Conclusions: It Came from the Desert
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is Cinemaware’s finest product for 1989,
and I recommend it highly for all science
fiction and monster movie fans.

Skill Level: Novice
Protection: None

Price: $49.95

Company: Cinemaware/EA

Don’t Go Alone

Continued from page nine

broadsword, hunting rifle, elephant gun,
scimitar, flame thrower, Flamesword,
atomic-powered

skeleton, satyr, Golem, hydra, flesh
hound, whirlwind, vampire, mummy,

fire elemental, wraith, wight, Spectre,
poltergeist, ghost, banshee, komodo, gila
monster, slime, bat and so on. There are
more than 60 different types of monsters,
each colorfully drawn and fully animated.
Some of the monsters were best handled
through the use of formulas; none seemed
to be immune to good old brute force.

Chemistry 2101

Like most role-playing games, Don’t
Go Alone features a magic system that
can be used by properly equipped charac-
ters to do some amazing

spark generator,
machine gun, Spir-
itsword and Spirit
Wand. Best of all,
you won’t have to
save up a fortune in
gold to afford these
weapons. Every-
thing you need dur-
ing the game can
either be found ly-
ing around, or re-
trieved after slaying specific monsters.

The assortment of armor is almost as
bizarre, including everything from boots,
shields and motorcycle helmets to a
bomber jacket, diving suit, bulletproof
vest and radiation suit. All weapons and
armor, as well as every other item you
find in the house, are displayed when you
find them. Thus, it’s easy to tell by look-
ing, just what kind of damage a specific
weapon can inflict, even if you’ve never
heard of it before. In addition, whenever
you equip a character with a weapon, the
weapon’s numerical rating is listed; de-
fensive ratings for armor are displayed as
well.

The only thing I didn’t like about the
game’s combat system is that once you
begin a battle, you can’t choose a differ-
ent weapon or change the currently se-
lected formula. However, you can change
the lead character during a battle and this
character is really the only one who is en-
gaged in combat. After you kick some
monster butt, the experience points are
distributed among your four characters,
with the lion’s share going to the charac-
ter who did the most work to defeat the
monster. Thus, if you want to build up
your characters evenly, you should al-
ways try to let your least experienced
characters do a lot of the fighting.

Book of

Now for a Few

of my Least Favorite Things
‘When you see the variety of monsters

there are to battle, you’ll know why you

need so many weapons. Some of the

monsters you’ll face include a cotton-

mouth snake, Sorcerer, lizard, Zombie,

b I Tl sIeToren .
Ye Olde Formula Creation gy pooks is that some

things. Instead of spells,
however, this system
uses chemical formulas.
Most common formulas
are listed in five chemis-
try volumes you’ll find
among the house’s sev-
eral levels. A sixth “for-
bidden” volume is also
hidden somewhere. The
problem with the chem-

P
3

are so old that some of specific elements
in the formulas are too faded to read. If
you search the house carefully, however,
you’ll discover the names of some of the
missing elements scrawled on pieces of
paper. Each character keeps his own for-
mula notebook, and formulas can be add-
ed or edited by selecting elements right
from the periodic table. Each character’s
notebook can hold 25 formulas.

A few of of the most useful formulas
include Neomycin (reduces the party’s
Fear by half), Occularium (expands the
auto-map to fill the entire screen), and
Demon’s Breath (kills a single monster).
Toward the end of the game you’ll need
to find a formula to dissolve solid walls,
and another called the Shield of Zeus,
which protects your party against The
Ancient One. Of course, a formula’s ef-
fectiveness depends on the Concentration
level of the character using it.

While completing Don’t Go Alone
will take some hard work, it’s the type of
game that makes you want to keep going.
One reason you want to press on is be-
cause none of your characters ever dies as
a result of combat or any other mishap. If
you aren’t successful in battle against one
of the house’s array of monsters, you are
simply teleported to another location. Of
course, there is a price to pay for defeat.
Usually one of your characters will notice
that their pack feels lighter and that they
are missing an item from their inventory.
This can also occur if the party flees from
a battle. Though the house is fairly huge
and contains one-way doors, illusionary

Continued on next page



£ Swap
'l Shop

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
Want any/all Ultima, Wizardry, Bard’s
Tale. Also Azure Bonds, War of Lance,
Dragon Wars, Battletech, Neuromancer.
Trade/sell Gauntlet 1. Jason Curry, POB
279, Emmetsburg IA 50536

$25 @: Dragon Wars, .IIGS Dark Castle.
P. Matta, 2081 Blvd, W Hartford CT
06107

Trade/sell $20 @: Times of Lore, Moebi-
us, Pool of Rad. Send SASE for list.
Want Bronze Dragon 1 & 2, Battletech. J
J Parus, 1156 Lawson Cove Cir, Virginia
Beach, VA 23455

Want Questron 1. Prefer to buy. Bruce
Smith, 9244 Timberline Lane #B, Cuca-
monga CA 91730

$20 @: Demon’s Winter, Moebius, Auto-
Duel, Ultima 4, Ultima 5, M & M, Zork
Trilogy, Wasteland, Bard 3. Robert
Breezley, 4922 Coco Palm Dr, Fremont
CA 94538

Sell/trade: Deadline, Demon’s Forge, Last
Ninja, Leather Goddesses, Bard 1, Roadware
Europa. Harold Heck, 2789 N Sheldon Rd,
Strykersville NY 14145

COMMODORE
$10 @: Azure Bonds, Pool of Rad, A.Reality:
City, more games & clue books. Send SASE
for list. Embret Johnsgaard, Norbyveien 56,
2050 Jessheim Norway.

Want docs & software for C128, Stationfall &
Suspect (w/all docs & boxes), Book of Adven-
ture Games II. Send card w/prices, shipping
details. Kenneth Plank, 3611 Hwy 97 North,
space 2, Klamath Falls OR 97601-9321

$25 @ (includes shipping in US): Pool of

Rad, Bard 2-3 (w/cluebook). $20 @: Hillsfar,

Rocket Ranger, Times of Lore. $15 @: De-

fender of Crown, Battletech. Will trade for Ul-

tima 3, Magic Candle, Tangled Tales. B.

gvlgdstone. 8731 Graves Ave #35, Santee CA
2071

Pool of Rad w/hint book, 2 extra player disks,
$22. Steven Avent, 13531 Clairmont Way
#54, Oregon City OR 97045

Trade/sell: Faery Tale w/cluebook, Ultima 1-
2-3-4, War in Middle Earth, Bard 1 w/clue
book & characters, Hillsfar. Want Roadwar 1

& 2, Wasteland, Tangled Tales. Jack Friend,
8007 Aspendale Dr, Las Vegas NV 89123

Sell/trade: Bard 1 & 2, Legacy of Ancients,
Questron & more. Want Pool of Rad, Wizard-
ry 3. Raymond Fong, Box 700, Sub PO #11,
Edmonton, Alta, Canada T6G 2EQ

Amiga: Want Suspect, Infidel. Paul Shaffer,
4405 Osage Ct, Kennesaw GA 30144

Amiga—3$10 @: The Pawn, Kingdoms of
England, Manhunter NY. $20 @: Lords of
Rising Sun (+ shipping). Steve Berquist, 165 s
Bemard #32, Sunnyvale CA 94086

IBM & QUEST-ALIKES
Sell only: 5.25” Azure Bonds, Magic Candle
(both w/cluebook), $22 @, write 1st. Richard
Robillard, 52 S Main St, Baldwinville MA
01436

$20 @: Manhunter SF, Space Quest 3, King
Arthur, Hero’s Quest, Leisure Suit 3, Colo-
nel’s Bequest, Indy’s Last Crusade graphic
adventure, King’s Quest 4. Garth Beagle, HC-
73 Box 2A, Smithville Flats NY 13841

Sell/trade—$25 @: Magic Candle, Ancient
Land of Ys, Hero’s Quest. Roadwar 2000,
$15. Send list! Santa Parava, 223 26th Ave S,
Cranbrook BC Canada V1C 3J2

Trade: Azure Bonds, Prophecy, Battletech,
Future Magic, Bard 1, Starflight. Want M &
M 2, Wizardry 5, Neuromancer, Leisure Suit
3, Space Quest 3. Andrew Pollack, 2002 Reg-
is Dr, Davis CA 95616

Trade only: Sword of Aragon, Leisure Suit 1,
Pool of Rad and Ultima (both w/cluebook). T.
Dauer, USMCA Frankfurt, AETV-FT-EP,
APONY 09710

ATARI 8-bit
$5 @: many games, like Ultima 1-5, A. Reali-
ty: City. Send SASE for list. Embret Johns-
gaard, Norbyveien 56, 2050 Jessheim
Norway.

MISCELLANEOUS
Want Enchanter Trilogy box that holds

all 3—just the box . Paul Shaffer, 4405
Osage Ct, Kennesaw GA 30144

Want Original Adventure (from Golden Old-
ies 1) for IBM & C64. Marma Halle, 1718
Laurel Dr, Harlingen TX 78550

C64, IBM, Amiga: send lists for trading. Mas-
simo Galluzzi, Via Emilia 401, 15057 Tortona
(AL) Italy

'a

~
Swap Shop ads are for QB subscrib-
ers only. To get yours in the next
month'’s issue, it must arrive by the
15th of the preceding month. All
ads are edited, and we assume no
responsibility for typos (or the en-
tire staff would be in jail by now!)
or anything else connected with thse
ads. (Remember, no illegally cop-
ied software, caveat emptor, etc.)

. J

Demon’s Tomb

Continued from page eleven

This happens when a game auto-detects
the Tandy motherboard and forces the
Tandy graphics on. Most companies have
solved this by giving the player a special
parameter that forces the game into an-
other mode when you load it. With De-
mon’s Tomb, the best I could do on my
Tandy was to either view the graphics in
a garbled mode or completely shut them
off.

Conclusions: This is not a game I
would play all the way through, but as I
said, I have a bias against text adventures.
Even given this, the high quality features
and interesting story did a lot to pique my
interest. I found the English puzzles to be
far more logical than most similar games
I’ve seen that were developed in the
states. It is an exceptional value for the
price.

Skill Level: Intermediate
Protection: None
Price: $14.99

Company: Mastertronic

Bride of the Robot

Continued from page ten

bly reading this review. I rate Bride R for
raunchy, S for silly and D for
disappointing.

Skill Level: Novice
Protection: None
Price: $39.95
Company: Free Spirit

Don’t Go Alone

Continued from page fourteen

walls and teleportation squares, the auto-
mapping feature lets you systematically
cover every inch. Also, while there are
ten levels of achievement for each of the
four professions, promotions come quick-
ly. It may take 300,000 experience points
for a character to reach the highest level,
but defeating a single monster in the
deepest levels of the house can yield as
much as 20,000 experience points.
Conclusions: Don’t Go Alone is a lot
easier to complete than most role-playing
games. However, the wide variety of
weapons, armor, and monsters, as well as
the game’s unique system of chemical
magic, should make the game interesting
and fun for gamers of all skill levels.

Skill Level: Intermediate
Protection: Codewheel
Price: $39.95

Company: Accolade
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Waiting for Duffy

Duffy’s still recovering from
Vegas CES, so contact these
people if you can help.

Prophecy: password for Tower of Jed?
Ancient Land of Ys: Can’t find hid-
den passages, get in Daan Tower. Caryn
Neuamnn, 4306 Althea Way, P. B. Gar-
dens, FL 33410

Ultima V: where’s center of Under-
world? Mark Digman, PSC Box 3211,
APO NY 09223-5370

Phantasie 3: where’s Hall of Giants?
Need maps, tips, etc. Tom Bray, POB
838, Houston, BC Canada VO0J 1Z0

Neuromancer: need help with Zone 5,
info leading up to it. Philip Tayco, 3569
Boston Ave, Oakland CA 94602

Dungeon Master: how to open last door
on level 3? Kill Rock Monsters quickly?
Allan Anderson, 623-B Amaopio Rd,
Kula HI 96790

M & M 2: rescued lots of Hirelings, none
show up at Inns. Time travel—how?
Where’s Shamash. Need other help.
Starflight: How to destroy Crystal
Planet? (Need coordinates of where to
drop egg.) Mark Kassouf, 12767 Royal
Ave, Grand Terrace, CA 92324

Demon’s Winter: need general maps.
How do I stop dying each time I get the
Orb? Harold Heck, 2789 N Sheldon Rd,
Strykersville NY 14145

Beyond Zork, Bureaucracy, King’s Quest
4: Need hints, tips, maps. S. Stiles, Rte 1
Box 510, Millstone, WV 25261.

Spellbreaker: How do you get through
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the vault door? Get cube off the outcrop-
ping? M. Spivey, Rte 1 Box 1130, Rua-
ton, LA 71270.

Legacy of the Ancients: Where’s Sap-
phire Key in Pirate’s Lair? Am at Level 8
but can’t find Key or doors down. Where
do I get Magic Ice? Can’t find Guardian
Scroll or Pegasus exhibits in Museum.
And where is Dimon Coin? J. Pullen,
11015 Fenway St., Sun Valley, CA
91352

Passport to
Adventure

Quest for Clues I: $24.99

Quest for Clues II: $24.99

Official Book of King's Quest: $9.99

The King’s Quest Companion: $14.99
QB Map Kit (includes US/APO shipping,
Canadians send $3 US for shipping; no
overseas sales)

Kit A: (for text/graphic games) $8

Kit B: (for role-playing games) $8
(Each has 100 sheets of mapping paper.)

US orders, add $3 shipping/ handling per
book; Canada & APO, $6; overseas, £12
Credit cards are not valid in this realm,

and we don’t bill. AZ residents add 5%
sales tax. Send checks payable to Quest-
Busters, with your street address, not a
Post Office Box.
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