




















































































































PeR.soaa™ PC SpeakeR.s 
PeRSooa"' Tecboologfes $.2.2S>..S>5 

Sound quality can make or break a major motion picture. 
Try turning down the volume during the Death Star fighter 
sequence in Star Wars and see how bland the action becomes. 
Even worse, try to recreate in your mind the same sequence 
with only the accompaniment of PC speaker bloops and 
bleeps. Gag! Wretch! Blah! 

Sound can add immensely to atmosphere not only in films, 
but also in computer games. That's why PC owners spend so 
much for a quality sound card (of course, Amiga owners have 
one built in). However, this is only the first link in the audio 
chain. The final link is the speaker. 

Several options are available here. Some monitors have a 
speaker or speakers mounted internally. These provide 
modest to acceptable sound. Better options, though, are the 
use of amplified speakers or routing sound output through a 
stereo system. Both have their advantages and disadvantages. 
Of the latter, several options are available. Numerous 
manufacturers produce amplified speakers, many of which do 
a decent job. However, most of these systems have been 
designed for use with portable sound sources like walkmans 
and disk players, and can't reproduce the full range of sound 
that a full-blown stereo system affords. Enter the Persona"'. 

So, what makes the Persona"' PC speaker different from all 
the others out there? For one, it costs a lot more than most 
amplified systems. However, with the additional cost come 
some additional features. The Persona"' speakers have been 
designed for close up listening, referred to as "near field 
monitoring," with an optimum distance of 20 to 24 inches 
between speakers. They can be conveniently positioned on 
each side of your monitor, or mounted directly to it. While 
they are not designed to fill a big room with sound, they are 
perfectly suited for the computer gaming environment. 

The Persona"' incorporates a three-way speaker design to 
provide high resolution, low distortion music reproduction. 
Also incorporated is Persona"' Technologies' Ambience 
Recovery System (ARS), designed to reproduce the spatial 
imaging present in the original recording. Controls include a 
combined volume and power switch, bass control and stereo 
imaging control. Jacks are provided for the included power 
supply, stereo input and headphones. The only feature I really 
felt was lacking was a balance control. The system seems to 
favor the left channel a little. 

It is the stereo imaging that makes the Persona"' different. 
Provision is made for monaural, stereo and Super Sonic Stereo 
listening. The latter position employs the ARS described 
above, and alters the depth or ambience experienced. There is 
a noticeable difference in the quality of sound with the stereo 
imaging in gear. I must admit, after some experimentation, I 
have defaulted to listening with the speakers set to full 
ambience and bass. It just sounds best to me at these settings. 

If I were buying a pair of amplified speakers, I would 
spring for the Persona"'. The sound quality is excellent and 
the construction is top notch. The 10 watts per channel output 
is more than sufficient for most games. In other words, I 
would classify the Persona"' PC speakers as a sound 
investment. c_ AJbeR't Scott 

Qaes"t .J=OR. Claes IV 
ORfgfD $.24..S>s> 

In the past, I have found Quest for Clues volumes helpful 
for getting me through some tight spots in an adventure. 
They certainly provide a good value for the dollar, including 
at least forty walkthroughs per volume. Well, Quest for Clues 
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IV is no disappointment whatsoever, as it includes forty more 
walkthroughs of current adventures, and is the best value yet 
in this series. If you can only buy one resource this year, this 
is the one to get (in addition to a subscription to Eocbao'te() 
Realms"', that is). 

Though several older walkthroughs are included, the 
majority are for adventures released in 1991. Thirty-eight of 
the included walkthroughs are applicable to MS-DOS quests 
while twenty-seven solutions cover Amiga adventure releases 
(or soon to be released conversions). All are nicely illustrated, 
and many are provided with accompanying maps. The only 
gripe I have with the way these walkthroughs are handled is 
with the use of coded "gibberish." I know this is done to 
protect wandering eyes from seeing something they really 
shouldn't, but I don't like having to decode these key words. 
This is a walkthrough, and it's meant to provide the helps 
necessary to help you solve an adventure, not be a puzzle 
itself. If I don't want to "read" what's ahead, I will simply 
cover the page with a piece of paper or cardboard. 

All in all, though, I strongly recommend Quest for Clues 
IV (it's available from the Galll)). I know that we will put it 
to good use here on some of those unfinished adventures just 
lying on the shelf, begging to be completed. Cback MilleR 

VisionaR.y 
PapeRDisk Pablisbiog $.2Sl.s>5 

By now, many of you who purchased Visionary have had 
enough time with it to realize that you could use some extra 
help. It's just not as simple as booting it up and typing away. 
Well, our own contributing columnist and Visionary Sorcerer, 
John Olsen, has written a handbook to provide that much 
needed assistance. 

The Visionary Programmer's Handbook is comprised of a 
bound volume of over 400 pages and comes with a disk that 
includes the game featured on our lssae 9 Amiga disk, I was 
a Cannibal for the FBI, including the source code for your 
dissecting pleasure. Chapters are devoted to plot, puzzles, 
places, variables, objects, vocabulary, messages, subroutines, 
automatic actions, sounds and pictures, dungeon adventures 
and artificial intelligence in NPCs. Additional chapters are 
given to examining all facets of the Cannibal adventure and 
how it was created . 

Next to Visionary's author, John Olsen knows more about 
Visionary than anyone else, making him eminently qualified 
to quill this handbook. It is quite an exhaustive source of 
information both for Visionary programmers and for 
adventure authors in general. Much of the material in the 
book deals directly with issues that apply to game writing 
whether you use Visionary or some other language. 

Overall, I found the Visionary Programmer's Handbook 
well written and very understandable from a layman's 
perspective. To my knowledge, you will not find a single 
more helpful resource for writing adventure games anywhere. 
If you just want some help in general, or if you plan to get the 
most you possibly can from Visionary, I recommend that you 
pick up a copy of The Visionary Programmer's Handbook 
(also available through the Al)oeo'CaReRs' Gaila). It will be 
money well spent! Cback MilleR 

NOTE: Resources reviewed in the SbRfoe 04= Res'CoRa are 
available through normal retail channels unless indicated 
otherwise. Select products reviewed here are also available 
through the Al)oeo'CaReRs' Gaila. If you market an 
adventure resource you would like reviewed, please send two 
copies via U.S. mail to Digital Expressions • P.O. Box 33656 • 
Cleveland, OH 44133 •Attention: SbRioe 04= Res'toRa. 
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A CONJURER'S ADVICE ON THE FABRIC OF TALES 

We will look further this issue into the creation of an 
adventure. Previously, we started with a general plot idea, 
established the game's setting, added details and made a 
rough map of the world being built. Now, it's time to design 
the puzzles that are at the heart of every adventure. However, 
let's first pause to answer a letter from a reader. 

Gee1 MR. SoR.ceReJL. 
Devin Rankin of Phoenix writes, "The game I am writing 

would allow two players to link their computers via a modem. 
Would this type of game be possible with Visionary?" I'm 
pleased to report that the answer will soon be YES. AREXX 
support is planned for version 1.5 of Visionary. This will 
allow control of the serial port along with other AREXX 
features. If you are not familiar with this program, now is the 
time to buy a book on beginning AREXX. 

Devin Rankin also describes a game containing a 3D maze 
with a textured look, like many current dungeon games, and 
asks "How hard would it be to construct a maze of this type 
using Visionary?" Actually, Devin, it's so easy to do, that a 
sample dungeon game is included in the Visionary package. 
You can look at the source code, and see how to create mazes 
that are huge in size, yet relatively simple to program. In your 
Visionary package, you will find two sample games, The 
Magic Potion, my creation, and The Catacombs by Kevin 
Kelm. Kevin's Catacombs is an excellent introduction to 
dungeon mazes. The Visionary Programmer's Handbook, 
also my work, contains a chapter on similar dungeon quests, 
including monsters, mazes and non-player characters. 

Om Oo a Limb ao~ PazzJoo 
Now, let's take a brief look at the puzzles which will be 

incorporated into your adventure. You want them to fit 
smoothly into your game, to assist the plot rather than be 
isolated from it. Your game should keep the player always 
planning ahead, asking "what should I do next?" 

Puzzles should be planned to help the player reach 
various goals, and several levels of goals should be included. 
Imagine a tree diagram, like a family tree, using game goals 
instead of family names. At the top of the diagram is the main 
goal. Perhaps it's to reach the bottom level of a maze where a 
princess lies in a mystical trance. Next on the diagram are the 
sub-goals. These might include clearing the dungeon of 
monsters, gathering medical supplies for the princess or 
acquiring treasures. And, beneath these sub-goals on your 
diagram lie yet other goals. One of these might be to kill the 
minotaur that guards a trove of magical potions. 

Hack Vs Tact 
When your diagram is complete, you are ready to design 

the variety of ways that these goals can be accomplished. 
Don't make them all the same. If the problem is the minotaur, 
the player could find an appropriate weapon and kill this 
man-beast. However, it becomes boring after a while to 
dispatch all monsters in the same manner. Get a weapon, stab 
the monster. Slash, kill, slash, kill. To make your game more 
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interesting, find alternative solutions to the puzzles. For 
example, the player may have to open a trap door covering a 
spiked pit, then find a red cloth and finally wave the cloth 
before the minotaur in order to Jure it into the pit. Changing 
the solutions to the puzzles allows the player to exercise his 
ingenuity. He'll feel proud when he has outsmarted the game. 

However, it's important to make your puzzles consistent 
with your plot. Don't have the player lure the minotaur into 
the pit by holding out a tantalizing cheeseburger. It's not 
logical that a minotaur should want such an item, and it is 
certainly not consistent with the setting of your game. 
Cheeseburgers just don't belong in a dungeon adventure. A 
more consistent solution would be the use of the red cloth, or 
possibly a poison dart or even a time-worn magic sword. 
Remember that you won't want your player to be jolted out of 
your make-believe world, and ruin the illusion. 

Pazzloo Ooer.i Pazzles 
Several types of puzzles exist that you can employ, 

acquiring an object being the most common. For instance, the 
player must try to find a way to acquire a sword stuck in a 
stone. Or, he must discover how to get an amulet encased in 
crystal. Another type of puzzle is the avoidance of death. The 
player must find a way past the crushing stone walls. Perhaps 
he needs to keep from being killed in a pit of hungry 
alligators. Anyone who has seen the Indiana Jones movies or 
old movie serials will be familiar with the concept of death 
traps. Avoiding such traps adds a new thrill to your game. 

Keep in mind, though, as you design the puzzles for your 
adventure, that you don't make the solutions too obvious. If 
your game is too easy, it will become boring. Similarly, don't 
make the puzzles overly difficult. Players will become 
frustrated and give up. It's best to vary the difficulty level of 
your puzzles, with easy ones mixed in between the harder 
ones. And, to keep the hard ones from being too hard, leave 
plenty of clues about to help the player find the solutions. 

Mooiog Right Aloog __ _ 
Now, you have a complete story on paper. In the next 

column, we will look further at the steps involved in creating 
an adventure game. The choice must be made concerning 
game category: text, graphic or a combination. The game's 
look and feel must be designed. Sound effects, music and 
animation need to be decided upon as well. All these will be 
discussed in the next issue. Until then ... 

Adventure On! 

Jolin Ofsen 
NOTE: The SoRceReR.'s Den is the place to direct your 
questions or comments concerning adventure game design, 
especially as they relate to Visionary. Questions may be 
general or specific in nature. Please forward your letters to 
Digital Expressions • P.O. Box 33656 • Cleveland, OH 44133 • 
Attention: SoRceReR.'s Den. 
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A MYSTIC COLLECTION OF ODDS AND ENDS 

lssae Companion Disks 
This issue marks a change concerning how we handle 

subscriptions with disk. Disk supplements, which are now 
referred to as companion disks, will no longer be identified by 
an issue number. Instead, we have decided to include an 
AaoeottJRe Game TReasaRg disk with each issue of 
Eocbao~ ReaJrns"'. Thus, this issue's disk is not the 
lssoe 10 disk, but rather is identified as UHS Hfoa. 

These disks will also be listed separately in the 
AaoeottJRe Game TReasaRg, and will carry a note 
indicating the issue they accompanied . This way, new 
subscribers will not accidently order both the individual 
TReasaRg disk and a back issue containing that same disk. 

TReasaRy No-Ces 
While on the subject of the A~oeot:m~e Game 

TReasaRg, we need to relay some additional information. 
Since we first began Eocbaot:oo ReaJrns"" and the 
Aaoeot:aRe Game TReasaRg almost two years ago, we 
have had no price increases even though our costs of 
producing Eocbaot:oo ReaJrns"" have almost doubled! 
Printing, postage and other related costs have all increased. 
As a result, we have had to adjust our prices accordingly. 

We are, however, committed to doing all we can to 
maintain our current subscription rates. We simply don't 
want to increase the cost to you above the present level. Yet, 
some adjustments do need to be made, namely an increase in 
the cost of A~oeot:aRe Game TReasaRg disks. New 
pricing is based on your status. The cost of disks to 
non-subscribers is now $5.00 each for single disks and $6.00 
for two-disk sets. Subscribers and Cicizeos of: t:be 
Realms can purchase single disks for $4.00 each, with two­
disk sets going for $5.00. We believe in providing additional 
benefits for subscribers whenever possible. In this case, it will 
be a lower cost per disk. Please note that this increase is 
effective immediately. We also ask that you refer to the 
Aaoeot:aReR.s' Gml~ for additional changes. 

Be OaR Gaes-c 
At least that will be Virgin Games' invitation to MPC 

CD-ROM owners this coming June. From what we've seen to 
date, it's an invitation you won't want to pass up. In fact, it's 
probably the best reason I have seen yet for starting to stash 
some cash for upgrading your system to the MPC standard. 

Guest, of course is Virgin's interactive horror story set in a 
fully 3D modeled virtual house (haunted of course) with well 
over 30 rooms to explore. Each room can be fully animated to 
change the players point of view. Digitized character and 
object animations will also be presented throughout. 

We're very excited about the upcoming release of Guest. 
The SVGA (640x480x256) screen shots we have seen are 
simply stunning in this MPC level 1 adventure (a VGA version 
is also planned). However, as great as the graphics are, and as 
much as we look forward to moving about in this virtual 
world, what we look forward to the most is a good, old-
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fashioned creepy adventure similar to those black and white 
horror films we grew up on as kids. There simply haven't 
been enough really good gothic horror adventures created 
since Uninvited (released in 1986) to satisfy our desires for 
this style of game There's no doubt that we look forward to 
accepting Virgin's invitation. 

VisionaRy Up()a-ce 
Owners of Oxxi's Visionary should be sure to send in their 

registration cards, as all registered users are being sent the 1.2 
update at no charge. In fact, it will take a while for the newest 
version of Visionary to make it through the distribution 
channels and onto dealers' shelves. So, if you have the earlier 
version, just request the update when you send in your 
registration. Visionary 1.2 can be distinguished from the 
initial release in that it now comes on three disks. Included is 
the Program Disk with Interactive Editor and two example 
disks containing the Magic Potion and Catacombs. If you 
have the two-disk version, you should get the upgrade. 

WR.a-Cb Revision 
In our mini-review of ReadySoft's Wrath of the Demon it 

was stated that Anthrax was the name of the wizard in the 
game and also that of the programming team. Actually, the 
programming team's name is Abstrax, not Anthrax. We 
apologize for any confusion or misrepresentation that may 
have resulted on this matter. 

Mi()nigb-c Mecca Mail 
Maeve is still waiting for some more responses to her 

Mi~oigbt; Mecca feature in lssae 8. So, send in your 
letters. For those who missed that issue, Maeve opened the 
floor to your input on the ideal adventure. Her question: 
What elements must be assembled in order to create the 
perfect adventure game? Whether you are "a fan of the who­
cares-about-plot-give-me-sound-and-graphics style, a battle­
for-battle's sake strategist, or a gee-1-wish-Infocom-had-never­
died purist," we are interested in your opinion. Just write a 
brief letter expressing your feelings and she and her 
companions will assemble a picture of that ever-illusive, 
ultimate adventure! Please address correspondence to: 
Digital Expressions • P.O. Box 33656 • Cleveland, OH 44133 • 
Attention: Maeoe's Mi~ofgbt: Mecca. 

Voa ARe My Densi-cy 
We recently had a reader ask us whether we knew if low 

density disks were available for Lucasfilm Games' Monkey 
Island 2. We checked and the answer is ... "No." We mention 
that here because low density drives just don't cut it any more. 
Like it or not, most major game manufacturers will only be 
offering games on high density disks from here on out. So, if 
you still don't have one of these babies, now's the time to 
spend some bucks. We recommend that you purchase a 3.5" 
high density floppy rather than a 5.25" model. IEIR 
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WHERE OLD FRIENDS MEET AND NEW ADVENTURES BEGIN 

A~oent:aR.e PR.o~act:s 
A()oeot;aR.es Ao() ResoaR.ces Aoailable 

ADVENTURE GAME TREASURY 

All products listed in the A()oeottlRS Game 
TR.easmtg are freely redistributable, being either public 
domain or shareware in nature. These select adventures and 
adventure resources have been chosen for inclusion here 
because of their quality and value. Though many are not of 
"commercial" stature, all products listed are worthy additions 
to your adventure library. And remember, please reimburse 
shareware authors for their efforts. This support encourages 
them to continue their endeavors. 

111 111111 Please Not:e Changes Below 111 111 111 

COMMERCIAL PRODUCTS 

As of March 31, 1992, commercial adventure games will 
NO LONGER be available through the A()oeottlReRs' 
Gail(). In lssae 7, we added commercial adventures to the 
Guild on a trial basis as a means of providing both a one-stop­
adventure-shop for our readers and a means of helping 
subsidize the costs of producing Eocbant:oo ReaJms"'. It 
has become apparent to us during the past six months that the 
great majority of our readership and subscribers would rather 
purchase their adventure games through the mail order giants, 
than through us, thus allowing another David to be slain. As 
it now stands, we simply can't afford to offer games through 
the Gail() due to the poor response we have experienced to 
date. The investment in resources is far too great in relation to 
the return. We will, however, continue to offer commercial 
clue books and resource items through the Gail() for the 
present. If sales of these items grow during the next few 
months, we will continue to make them available. Otherwise, 
the axe may fall again. 

Of course, this makes it more difficult to earn extensions to 
your subscription, since fewer items will now be available for 
purchase through which to earn Not:es 04= me ReaJrns. 
However, we will try to help balance this out over the next 
few months by expanding the selection of products in our 
A()oeottlRS Game TReasmtg. 

As stated above, we will continue to offer commercial 
adventures until the end of March. This is to provide ample 
opportunity for those who would still like to earn Notes 
through this means to do so. Also, for those who still have 
special coupons to redeem toward the purchase of commercial 
adventure games, this will provide you with the opportunity 
to make use of them. We are sorry for any inconvenience this 
may cause, but the support has been insufficient for us to 
continue to offer this service. Rather than serving to subsidize 
the costs of producing Eocbao~ ReaJms"', it has actually 
resulted in increased operating costs. Thank you for your 
understanding on this matter. 

cSO 

Encbant:e~ OR.~eR.s 
0R.()eR.fog lo4=0RIT.lat;foo 

PURCHASES AND NOTES 

In the A()oenttlRSRS' Gail(), we offer only select 
merchandise, products which stand out above the rest for the 
quality and value they offer. With each purchase of one of 
these products from the Gail() (not including back issues and 
Combo Packs), you will receive Not:es 04= t:be ReaJms 
to use toward extending your subscription. For each freely 
redistributable item purchased, you will receive One Nom. 
(two-disk sets count as a single purchase.) Multiple-disk sets 
of five disks or more earn Two Not:es. The purchase of 
commercial merchandise earns Not:es 04= t:be ReaJms as 
follows: adventure games and languages (while still 
available), Three Noms each; books over $15.00, Two Noms 
each and books under $15.00, One Nom each. 

Here's how it works. When you buy products from the 
A()oeot:DRSRS' Gail(), we will send you the appropriate 
number of Not:es for that purchase. When you have acquired 
a total of SIX Not:es, simply return them to us and we will 
extend your subscription by ONE additional issue at no extra 
charge - our way of saying thanks! In fact, by making 
regular purchases from the Gail() and sending in your 
adventure game hints to 'St:aRR Lfgbt: each issue, it's 
possible to extend your subscription to Eocbaot:oo 
ReaJms"' indefinitely- FREE of charge! So, take advantage 
of these subscriber benefits today. 

SHIPPING AND HANDLING 

A $3.00 shipping and handling charge is required per 
order on freely redistributable products, and on back issues of 
Eocbao~ ReaJms"' and Combo Packs, plus $2.00 
additional for Canadian orders (a total of $5.00). Shipping and 
handling charges on commercial merchandise, including 
adventures and clue books, is $3.00 per order for the first item, 
plus an additional $2.00 on multiple product orders. 
Canadian orders require an additional $4.00 charge per order 
for commercial products to cover the increased costs involved 
in shipping merchandise "north of the border." (Products 
offered through the Gail() are NOT available outside of the 
U.S. and Canada, except for back issues of Eocbaot:oo 
Realms"', available worldwide.) Please note that a street 
address is REQUIRED on commercial merchandise! We 
cannot ship commercial products to P.O. Boxes. In addition, 
Ohio residents MUST add the appropriate sales tax as 
indicated on the order form. Please include your subscriber 
number on your order (found on each issue's mailing label). 

It's always our goal to ship your orders on a timely basis. 
However, if an item is out of stock and there will be a delay in 
shipment, we will immediately notify you of that delay in 
writing. If you have any questions concerning the status of 
your order, call (216) 582--0910 from 9:00 - 5:00 EST. 
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ENCHANTED BACK ISSUES 

lssaes 1-6 (ORiginal E()icion) Conwn'ts 
lssae l: (July - August 1990) Journal: (Converted to Disk) 
Reviews - Dungeon Master, It Came from the Desert I & II, 
Drakkhen, Starflight, Elite, Federation, Swords of Twilight, 
Hound of Shadow, Rings of Medusa and The Adventure 
Construction Language. Disk: Dungeon Master Character 
Set, Spell Chart and Level Four Map, plus Jungle Adventure. 
lssae .2: (September - October 1990) Journal: Reviews - The 
Faery Tale Adventure, Might and Magic II, Day of the Viper, 
Universe 3, Future Wars, Champions of Krynn, Keef the Thief, 
Maniac Mansion, The Island of Lost Hope, Beyond Dark 
Castle and The Third Courier. Walkthrough - Drakkhen. Disk: 
The Attic Adventure Game, Maps for The Faery Tale 
Adventure and Drakkhen, plus Faery Tale Character Editor. 
lssae 3: (November - December 1990) Journal: Reviews -
The Bard's Tale, The Colonel's Bequest, Imperium, Chamber 
of the Sci-Mutant Priestess, Arthur, Conquests of Camelot, 
Loom, Neuromancer, Heart of the Dragon and Indiana Jones 
and the Last Crusade. Walkthrough - Future Wars. Disk: The 
Secrets of Funland Adventure, Maps for Faery Tale and Future 
Wars, plus The Bard's Tale Character Editor. 
lssae 4: (January - February 1991) Journal: Reviews -
PIRATES!, The Immortal, Dragon Lord, Sword of Aragon, 
Police Quest II, Code-Name: Iceman, DragonStrike, The Fool's 
Errand, Shadow of the Beast II, Pool of Radiance, Captive and 
Elvira Preview. Walkthrough - Neuromancer. Disk: The 
STEALTH Affair Demo, Character Editor for PIRATES!, 
Previews of Chaos Strikes Back and Bane of the Cosmic Forge, 
plus Game Screenshots. 
lssae 5: (March - April 1991) Journal: Reviews - Zork Zero, 
Chaos Strikes Back, Bane of the Cosmic Forge, Elvira: Mistress 
of the Dark, Curse of the Azure Bonds, James Bond: The 
STEALTH Affair, Space Rogue, Cadaver and AMOS: The 
Creator. Walkthrough - Shadow of the Beast II. Disk: Rings 
of Zon: Dungeon Adventure Game, Enhanced Character Sets 
for Might and Magic II, Elvira and Chaos Strikes Back, Game 
Screenshots and Obitus Hints. 

lssae CS: (May - June 1991) Journal: Uninvited, Leisure Suit 
Larry 3, Obitus, Legend of Faerghail, Countdown to 
Doomsday, Nightbreed, Dragon Wars, PowerMonger, 
Infestation and B.S.S. Jane Seymour. Feature - Character 
Editors: Just What the Doctor Ordered? Walkthrough - Loom. 
Disk: Zerg 1.0, SCombat, Infestation Cheat, Hint file for 244 
Amiga Games and Chaos Hints. 

lssaes 7-8 (EnlaRgoo E()fcion) Coutea'ts 
lssae 7: (July-August 1991) Journal: Reviews - Bard's Tale 
Ill, The Secret of Monkey Island, Warlords, Search for the 
King, Breach 2, Trial by Fire, B.A.T. and Corporation. 
Previews - Visionary and Eye of the Beholder. Features -
Interview with Roberta Williams Part I and Rilian Rogue 
Chapter I. Walkthrough - Trial by Fire Part I. Disk: Elvira, 
Altered Destiny and Search for the King Demos. 
lssae 8: (September - October 1991) Journal: Reviews -
King's Bounty, Eye of the Beholder, Wonderland, Centurion, 
Mean Streets, MegaTraveller 1, Overlord, Renegade Legion 
and Visionary. Features - The Old Timer, Interview with 
Roberta Williams Part II and Rilian Rogue Chapter II. 
Walkthroughs - The Secret of Monkey Island and Trial by Fire 
Part II. Disk: Crypt Arcade Adventure, Maps for Bane, 
AmiGraph: Mapping Utility and Hints for Fool's Errand, 
King's Quest IV and The Colonel's Bequest. 

BACK ISSUES (CONTINUED) 

lssae 9 (Expan()e() E()fdon) Con"ter.lt:s 
lssae S>: (January - February 1992) Journal: Reviews -
Altered Destiny, Lord of the Rings, Secret of the Silver Blades, 
Rise of the Dragon, Death Knights of Krynn, Might and Magic 
ill, MegaTraveller 2, Police Quest 3, The Adventures of Willy 
Beamish, Martian Memorandum, Leisure Suit Larry 5, 
Gateway to the Savage Frontier and 3D Construction Kit. 
Features - The Kristal, SUMMIT Games Network and Rilian 
Rogue Chapter Ill. Walkthroughs - Rise of the Dragon and 
Police Quest 3. Amiga Disk: I was a Cannibal for the FBI. 
MS-DOS Disk: The Last Half of Darkness. 

lssaes 1-9 (Wftb Diskt) 
0 lssae 1: July-August 1990 
0 lssae .2: September - October 1990 
0 lssae 3: November - December 1990 
0 tssae 4: January - February 1991 
0 tssae 5: March -April 1991 
0 tssae CS: May- June 1991 
0 lssae 7: July -August 1991 
0 lssae 8: September - October 1991 
0 tssae S>: January - February 1992 

PRice• 
$10.00 
$10.00 
$10.00 
$10.00 
$10.00 
$10.00 
$10.00 
$10.00 
$10.00 

tNOTE: tssaes 1-8 are only available with an Amiga Disk! 

lssaes 1-9 OoaRr.lal Only) 
0 lssae 1: July-August 1990 
0 lssae .2: September - October 1990 
0 tssae 3: November - December 1990 
0 tssae 4: January- February 1991 
0 lssae 5: March - April 1991 
0 lssae CS: May - June 1991 
0 lssae 7: July -August 1991 
0 tssae 8: September - October 1991 
0 lssae S>: January - February 1992 

lssaes 1-8 (Disk-Amiga Only) 
0 lssae 1: July-August 1990 
0 lssae .2: September - October 1990 
0 lssae 3: November - December 1990 
0 tssae 4: January - February 1991 
0 lssae 5: March -April 1991 
0 lssae CS May - June 1991 
0 tssee 7 : July -August 1991 
0 lssee 8: September - October 1991 

Combo Packs (Amiga Only) 
0 Six Pack Pies: Issues 1-6 (With Disk) 
0 Efgbt: Pack Pies: Issues 1-8 (With Disk) 

Combo Packs 
0 Six Pack: Issues 1-6 (Without Disk) 
0 Efgb~ Pack: Issues 1-8 (Without Disk) 

PRice· 

$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 
$7.00 

PRice• 

$6.00 
$6.00 
$6.00 
$6.00 
$6.00 
$6.00 
$6.00 
$6.00 

PRice 
$35.00 
$44.00 

PRice 
$26.00 
$32.00 

•PLEASE NOTE: Prices on individual back issues (with disk), 
journals only and disks only DO NOT reflect the subscriber 
discount. Subscribers may deduct $1.00 each from the price 
shown when ordering these items. This does NOT apply to 
any of the Corobo Packs. In addition, Not:es Ol= ~be 
Realms are NOT issued on purchases of back issues or 
Combo Packs. 



ADVENTURE GAME TREASURY 
A.rnfga GR.apbfc A()oeD'taRBS 
0 Hacklite - Dungeon Role-Play Game 
0 I Was a Cannibal for the FBI - Visionary Game 

(Companion disk for lssae S>) 
0 MechFight 1.0 - Excellent BattleMech RPG 
0 MechForce 3.65 - BattleTech-style RPG 
0 Moria 3.0 - Excellent Dungeon RPG (lMB) 
0 NetHack 3.0 (2 Disks) - Dungeon RPG (lMB) 
0 Omega 1.3 - Dungeon Role-Play Came (lMB) 
0 Rings of Zon - Excellent D&D Maze Adventure 

(Companion disk for lssae 5) 
0 Star Trek (2 Disks) - Jimbo Barber (1 MB) 
0 Star Trek (2 Disks) - Tobias Richter 

A.rniga Tert A()oeDfilR.eS 
0 Golden Fleece - Infocom-style Text Adventure 
0 Holy Grail - lnfocom-style Text Adventure 
0 TACL Adventures -Assorted Text Adventures 

MS-DOS GR.apbic A()oeat:aR.es 
0 Commander Keen - Sci-Fi Arcade Adventure 
0 Crystal Caves - Quality Sci-Fi Arcade Adventure 
0 Dark Ages - Fantasy Arcade Adventure 
0 Duke Nukem - Quality Sci-Fi Arcade Adventure 

PR.ice• 
$5.00 
$5.00 

$5.00 
$5.00 
$5.00 
$6.00 
$5.00 
$5.00 

$6.00 
$6.00 

PR.ice• 
$5.00 
$5.00 
$5.00 

PR.ice• 
$5.00 
$5.00 
$5.00 

0 Last Half of Darkness - Uninvited-style Adventure 
$5.00 
$5.00 

(Companion disk for lssae S>) 
0 Maze Quest - Might and Magic-style RPG 
0 Paganitzu - Excellent Dungeon Maze Adventure 
0 Vampyr - Nice Ultima-style Fantasy RPG 

Amiga A()oeat:aR.e ResoaR.ces 
0 AmiGraph III - Dungeon Mapping Utility [New] 

(Update to version included on lssae 8) 
0 Dungeon Master Resources - Maps & More 

$5.00 
$5.00 
$5.00 

PR.ice• 
$5.00 

$5.00 

MS-DOS A()oeat:aR.e ResoaR.ces PR.ice• 
0 Infocom Solutions Disk - Numerous Soultions $5.00 
0 QuestMaker-Animated Graphic Adventure Maker $5.00 

•PLEASE NOTE: We have adopted 3.5" disks as our standard 
media. All freely redistributable MS-DOS adventures and 
adventure resources wiJI be provided on 3.5" disks unless you 
request 5.25" disks. If you fail to specify your need for 5.25" 
disks, there will be an additional charge to exchange media. 

COMMERCIAL PRODUCTS 
Amiga A()oeat:aR.es 
0 Adventures of Willy Beamish 
0 Elvira: Mistress of the Dark 
0 King's Quest V 
0 Leisure Suit Larry 5 
0 Les Manley in: Search for The King 
0 Lord of the Rings: Volume I 
0 Rise of the Dragon 
0 The Secret of Monkey Island 

MS-DOS A()oeat:aR.eS 
0 Adventures of Willy Beamish (VGA) 
0 Conquests of the Longbow (VGA) 
0 Elvira II: The Jaws of Cerberus 
0 Eye of the Beholder II 
0 Les Manley in: Lost in LA. 
0 Leisure Suit Larry 5 (VGA) 
0 Might & Magic III: Isles of Terra 
0 Monkey Island 2: LeChuck's Revenge 
0 Police Quest 3 (VGA) 

A()oeat:aR.e Laagaages 
0 The Bard's Tale Construction Set (MS-DOS) 
0 Visionary (Amiga - Limited Supply - Ca11 First) 
0 Visionary Programmer's Handbook (Amiga) 

A()oeat:aR.e CJae Books 
0 Bane Playmaster's Compendium 
0 Chaos Handbook 
0 Dungeon Master Handbook 
0 Elvira Hint Book I or II (Circle I or II) 
0 King's Quest Companion, 2nd Edition 
0 Official Guide to Roger Witco 
0 Quest for Clues II, III or IV (Circle II, III or IV) 
0 SSI Clue Books 

PR.ice 
$42.00 
$44.00 
$44.00 
$44.00 
$44.00 
$42.00 
$44.00 
$46.00 

PR.ice 
$42.00 
$42.00 
$47.00 
$47.00 
$42.00 
$42.00 
$47.00 
$47.00 
$42.00 

PR.ice 
$40.00 
$60.00 
$26.00 

PR.ice 
$12.00 
$12.00 
$12.00 
$12.00 
$14.00 
$14.00 
$22.00 
$12.00 

PLEASE NOTE: When ordering MS-DOS adventures, indicate 
disk size required (3.5" disks wi11 be shipped, if available, 
unless specified otherwise) and whether you require the VGA 
or EGA version (VGA will be sent, if available, unless you 
indicate the need for another version). Prices and availability 
of a11 products listed arc subject to change without notice. Not 
responsible for typographical errors. Orders for commercial 
adventure games will NOT be accepted after March 31, 1992. 

Eacbaat;oo Realms™ PR.oOact OR.OeR. FoRm 

6.2 

NAtviE: ~-----------~ 
CITY:----------

ADDRESS: --------------------
STATE: 

•PJease include proper shipping and handling charges for 
your order ($2.00 extra required on multiple product 
orders of commercial software). Street address required 
on shipments of commercial adventures. A11 payments 
MUST be in U.S. funds, drawn on a U.S. bank and made 
payable to Digital Expressions. Checks and money orders 
only. Canadians, please use postal money orders in U.S. 
funds and add additional shipping charges of $2.00 on 
freely redistributable products and back issues, and $4.00 
on commercial merchandise. 

ZIP: ____ _ PHONE: (_____) ______ _ 

Subscriber Number: _____ 0 Amiga 0 MS-DOS 
Disks: 0 3.5" 0 5.25" Graphics: 0 VGA D EGA 

Total Merchandise 
Subscription Renewal 

Ohio Residents Add 7% Sales Tax 
Shipping and Handling $3.oo• 

Additional Shipping and Handling 

TOTAL PAYMENT ENCLOSED 

Eccbac~ Realms· 



ToaRnamen~ 
CONTESTS OF KNOWLEDGE AND CHANCE 

Cont:est: Rales 
Entering contests is very simple. If you like, you can fill 

out, detach and mail us this page. Of course, if you don't 
want to deface your copy of Encbao'Ce() Realms"', you can 
always send us a photocopy instead. 

Some contests require you to match answers, solve a 
wordsearch or answer multiple-choice questions. Others 
require no more than filling out and mailing a 3" x 5" card. In 
either case, we require your full name, address and a phone 
number where you can be reached. Please use a pencil or pen 
to indicate the correct words or answers. Or, if you prefer, 
you may use a highlighter. Entries should be addressed to: 
Digital Expressions • P.O. Box 33656 •Cleveland, OH 44133 • 
Attention: ToaRDameo't of: Wit:s. 

NAME: ------------------­

ADDRESS: ----------------
CITY: ____________ STATE: 

ZIP: ____ PHONE: (___) _______ _ 

All entries for this issue's contest MUST be received by 
MARCH 31, 1992. Late entries not accepted. Contests are 
limited to readers and subscribers in the U.S. and Canada. 

Con-cest: ln.J=orunat:ion 
Welcome to yet another ToaRDOmeot: Of: Wi'CS 

Contest, brought to you this issue courtesy of Encbao'Ce() 
Realms"' and Strategic Simulations, Inc. 

So, what do you know about SSI and their products? Are 
you acquainted with the details of their meteoric eleven-year 
history? Do you know the name of every game that SSI has 
ever published? Is any of this really important? Hmmm? 

Okay. You don't really need to know the answers to any 
of the above questions. However, there are a few questions 
that you do need to answer correctly. They, of course, are 
below. After reading each question carefully, take a 3" x 5" 
card and clearly print your complete name, address and 
phone number at the top. Then, print the numbers one (1) 
through four (4) down the left-hand side, and place the letters 
of the correct answers next to the appropriate numbers. For 
question four, list the correct letters as they would appear in 
three columns. When finished, send us your entry, but make 
sure you mail it early enough so that you don't miss the 
contest deadline of March 31, 1992. That's all there is to it! 

SIX lucky winners will be selected from the entries 
received, and will have their choice of any single adventure 
from among those in SSI's 1992 Catalog (prizes are courtesy 
of, and will be sent directly from, SSI). So, get to work today! 

Tbe SSI Lfl1 Bf-t-0 1 TRfvfa Con-Ces-c 
1.) Strategic Simulations, Inc. (SSI) is best known as a publisher of what type of computer games? 

A. Arcade Shoot'Em Ups C. Golf Simulations 
B. Flight Simulators D. Role-Playing Adventures 

2.) A long-standing philosophy at SSI has been that "sequels just don't sell" so stay far away from them. 
A. True B. False 

3.) AD&D® game boxes contain an application card allowing you to enroll your champions into SSI's: 
A. Hall of Champions C. Order of Distinction 
B. Order of Heroes D. Fellowship of Heroes 

4.) Most SSI adventures take place in TSR's AD&D® FORGOTTEN REALMS® or DRAGONLANCE® 
game worlds. Your task is to properly identify the following adventures with the game world in 
which they belong. Simply place the appropriate letter next to each role-playing game. 

A. FORGOTTEN REALMS® B. DRAGONLANCE® 

_ Eye of the Beholder 
Gateway to the Savage Frontier 
Secret of the Silver Blades 
Champions of Krynn 

_ Death Knights of Krynn 
_ Neverwinter Nights 
_ DragonStrike 

Curse of the Azure Bonds 

Pool of Radiance 
War of the Lance 
Shadow Sorcerer 
Pools of Darkness 

AD&D, FORGOTIEN REALMS, and DRAGONLANCE are registered trademarks owned by and used under license from TSR, 
Inc., Lake Geneva, WI, USA. Answers to these questions, if needed, can be found in SSl's 1992 Catalog and AD&D game boxes. 

Eocbao'Ce() Realms· 



EVERYONE KNOWS BUT INDY. 
AND HE'D BETTER LEARN FAST. 
Plato knew 

about Atlantis. 
In a lost dialogue he 

wrote about the famed 
city and orichalcum. the 
mysterious element that 
powered theAtlanteans 

amazing machinery. 

The Nazis know 
about Atlantis. 

They tracked down the 
lost dialogue, and 

realized orichalcum 
would yield them th 

ultimate weapon 
of the age. 

Sophia knows 
about Atlantis. 

She unearthed a myste­
rious necklace and beads 
of orichalcum duri ng an 

Icelandic archeological 
dig with Indy. Their 

magical properties made 
her a psychic. 

Everyone knows 
but Indy 

And he5 got to learn 
fast. The Nazis are one 

step ahead of him -
from Iceland to North 

Africa to the Azores 
to ... Atlantis. 

Iceland. The start of a new chapter 
in the history of Atlantis. 

Indiana Jones and rhto Fare cif Arlam1s·" and l'JQ 11.ucasArts 
Enmtainm<nrComram INDIANA JONES ' R.guter.d rradrmarl­
of lucufalm Lrd Used under authonzat1on. AJI nghts rtStrwd 

Indy and Sophia cross many paths on the 
way to rediscovering the lost continent. 

Our biggest, 
most complex 
adventure ever. 
Huge. More than 200 
rooms furnished with 
vivid VGA art. Roto­
scoped animation, a new 
icon interface. Exciting 
LucasArts electronic 
storytelling technology. 
Dramatic theatrical 
lighting. 

Three ways to 
play and replay. 
Three roads lead to 
Atlantis. "Puzzle path" 
features tough but log­
ical riddles. ''.Action 
path" demands two­
fisted reflexes. "Team 
path" calls on your 
intuitive sense and 
interpersonal skills. 

Cinematic 
~.-----.1 soundtrack. 

iMUSE:" our brand 
new interactive sound 
system. supports all 
major sound cards with 
situation-based sound 

~:::;:;;:;':? effects and music. 

"".··· ·~·-.. ..... · .·-~ 
' . ..... 

~ i 
:~7. ~'.~: ~: 1c~1 • lf ·~·Im ( 1 .,. 
Clo:• Loe•u f .• 1• r~ •...: --. <, • :, 

The ancient necl<lace hides 
many mysteries from the past. 

V1s1r vour rtra1ler or order dtrtctly by calling 
1-800-STARWARS (in Canada 1-100-818-7• 27). 



Aooent:ar<e Garne Rat:'ng Syst:ern 
Aooent:ar<e Ratings 

Er:icbar:it:eo Realms'M employs a categorical 
rating system designed to convey data concerning the 
quality of an ad\'enture based upon its individual 
components, as well as its o\'erall quality. Each standard 
adventure review concludes with a game rating chart. 
This chart displays the scores received by each 
adventure and additional data pertinent to that game. 
Mini-re\'iews receive a simplified wrsion of the rating 
chart, providing the m·erall score an adventure recei\·es, 
its category, publisher, system (Amiga or MS-DOS) and 
suggested rt'tail price. For you to ha\·e a proper 
understanding of how to interpret the data prodded in 
the game rating chart, an abridged \'C'rsion of the 
guidelines used by our reviewers is reproduced here. 
This information is divided into the four following 
o;ections: Adventure Categories, Adventure Difficulty 
Levels, Adventure Elements and Adventure Scores. 

Aooent:ar<e Cat:egor<ies 
Text Adventure - Adventures based entirely upon a text 
parser with little or no graphic enhancement. 
Graphic Adventure - Games ranging from text 
adventures with significant graphic enhancements to 
cinematic or interactive ad\·entures which incorporate 
multiple game elements and / or object manipulation. 
Animated Adventure - Ad\·entures where the player 
manipulates one or more animated on-screen personae. 
Role-Play Adventure - Graphic adventures which 
emphasize character development and growth, usually 
involving more than one character 
Strategic Adventure - Adventures placing a strong 
emphasis on military defense, combat and diplomacy 
Action Adventure - Arcade-oriented adventures which 
stress hand-eye coordination. 

NOTE: Please keep in mind that adventures often 
include elements of more than one category. For review 
purposes, only the adventure's primary category i 
indicated in the game rating chart. 

Ao oent:ar<e Oi.J=.J=icaJt:y Levels 
Novice - Adventures easily played by beginning 
ad,·enturers and above 
Apprentice - Ad\·entures requiring the skills of players 
who have several quest!> under their belts ;md who are 
accustomed to some of the more difficult aspects of 
adventure gaming. 
Expert - Quests demanding expert level skills for 
successful completion, or the use of a clue book by less 
skilled adventurers. 
Master - Adventures requiring the highest le,·el of 
experience and skill, almost to the point of being 
impossible to completL'. 

NOTE: Most adventures will naturally fall into either 
the Nm· ice or Apprentice classific<itions: 

Aooent:ar<e EJement:s 
Gameplay - Storyline of the adventure, charncter 
crciltion and manipulation, variety and le\·el of difficulty 
in play, nature and variety of puzzles to be soh·cd and 
the ilbility to maintain the player's interest. 
Interface - Success in the implementation of the user 
interface whether it's graphic or text-based, seamless 
interachon with the game world. 
Atmosphere - A game's feel, ib unique ability to draw 
the player into its world and pro\·ide a truL~to-life 
experience, one of actually being there. 
Documentation - Quality and clarity of the printed and 
on-lme documentation, support and dewlopment of the 
storyline, automapping features and extras like cloth 
maps, magic stones or parchments. 
Graphics - Visual excellence, selection of images and 
colors, style of art and quality of animation. 
Audio - Quality of music and sound effects included, 
number and appropriateness of selections employed 
Innovation - Creativity, rcvolution<iry teclmology, 
unique elements or new concepts. 
Mechanics - Product stabilit}~ form of copy-protection 
employed, provision for hard drive installation and 
bug-free operation . 
Overall - Overall quality of the adventure. 

NOTE: Since most games arc either better or worse than 
the sum of their indi\·idual parts, the O\erall score does 
NOT reflect an average of the "cores from the other eight 
categories. It stands alone as a final summation of the 
adventure as a whole 

Aooent:ar<e Scor<es 
Excellent (90-100) - State of the Art Quality 

Very Good (80-89) - High Quality 
Good (70-79) - Average Quality 
Fair (60-69) - Acceptable Quality 

Poor (50-59) - Unacceptable Quality 
Dragon Dung (049) - Don't Step in It! 

Much careful thought and planning has gone into 
the design and implementation of our game rating 
system. We believe that it enables us to pro\·ide our 
readers with accurate adnmture re\'iews, as well as 
enabling us to remain consistent in the reporting of 
pertinent data within each review. Howen•r, we will be 
the first to acknowledge that it is not, by ,my me.ms, a 
perfect and foolproof system. Therefore, when looking 
at the scores an ad\·enture receives, keep in mind the 
components that you consider most important in a 
game. Also, be reminded that each reviewer has his or 
her own personal likes and dislikes which will be 
reflected in their reviews. These should be determining 
factors on your part in the decision of whether or not to 
purchase an adventure. In either case, we trust that the 
information provided m Er:icbar:it:eo Realms"' will 
enable you to increase the enjoyment you receive from 
your adventure dollars. 



Encbant:eo Realms M 

is oeuote<) exclas1vely to the 
paRsait o.,: aouentar.ze gaming, 
an expemenc e wh1cb enocuies 
ar1cballcmgeo in its ability t:o 
tRanspoR't one in'to c.uoRJos 
anc) expeRiences otheRw1se 
untOU( be<) in on OROiO<JRY 
lif:etirne, ono to tRc1ns.,:0Rm 
one irJt"o peRsons sucb as 
those r-leCoRoe 1n 'the> anr1nls 
o.i: hist"ofly, cis well as those 
tRansc enc)1ng tbe bounos o.,: 
time Ono Space. j\()CJentCJRPS 
enable one to Relive t nstoRy, 
cJnRavel the tnystemes o.j: tbe 
CArJIUeRSG, Oef:eat tbf' minions 
o.i: evil, pght .J=OR wbat 1s tRae 
ano gooc), ano weave oneself: 
into tbe .j:abRic o.,: eteRnity 
rtsel.j:. FaRtbenrr.JoRe, playinf) 
aC'WentcJRe garnes pRovi(')es a 
key co nuoeRstanc)1ng one's 
own self, t;oo. An('), i.J= all this 
wc!Re not euongh ... aouentaRes 

ar~e just platn .,:an! 

Er:>cbar:>te6 Realrns'u 199.2 Digital ExpRessior:>s. All Rigbts Reser:we6. 


