












































































Fea"taR.ea & ResoaR.ces 
FR.eely R.OOfst;R.ibamble CornrneRciaJ 

ADVENTURE GAME TREASURY 

In the A()oeoeaR.eR.s' Gafl() , we offer only select 
adventures and adventure resources for the Amiga adventurer. 
All products listed in the A()oeaeaR.e Game TR.easaR.g 
are freely redistributable. 

Role-Play 

0 Hacklite - Dungeon Role-Play Game 
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 Game (lMB) 
0 Rings of Zoo - Excellent D&D Maze Adventure 
0 Star Trek (2 Disks) - Jimbo Barber (lMB) 
0 Star Trek (2 Disks) - Tobias Richter 

T ert 

PR.ice 

$3.00 
$3.00 
$3.00 
$3.00 
$5.00 
$3.00 
$3.00 
$5.00 
$5.00 

0 TACLAdventures -Assorted Text Adventures $3.00 
0 The Golden Fleece - Infocom-style Text Adventure $3.00 
0 The Holy Grail - Infocom-style Text Adventure $3.00 

ResoaR.ces 

0 Dungeon Master Resources - Maps & More $3.00 

Realms™ Six Pack 

0 Issues 1-6 - The First Six Issues of the Realms $35.00 

COMMERCIAL PRODUCTS 

Commercial adventures and adventure resources are now 
available through the A()oeomR.eR.s' Gail(). However, we 
are not striving to compete with the mailorder discount 
houses in offering these products. They are being made 
available as a service to our readers and subscribers, 
providing a one-stop-adventure-shop, and as a means of 
subsidizing the costs of producing ReaJrns"'. 
Actually, by ordering through the Gail(), you can help us 

keep the cost of Eocbaoee() ReaJms"' down. We, in tum, 
will provide the best adventure products available at 
reasonable prices while offering an additional avenue for our 
subscribers to extend their citizenship. Also, please call us for 
information on adventure products not listed below. We only 
list those products that are available at press time or that are 
due to be released when Eocbaoee() Realms"' hits the 
newsstands. We can special order most any adventure that 
you desire from older classics to more recent titles. So, if you 
don't see it listed here, call and ask us about it. Thanks for 
your support! 

Garnes PR.ice 

0 Altered Destiny $44.00 
0 Bane of the Cosmic Forge $44.00 
0 Centurion: Defender of Rome $42.00 
0 Chaos Strikes Back $33.00 
0 Dungeon Master $33.00 
0 Elvira: Mistress of the Dark $44.00 
0 Eye of the Beholder $46.00 
0 King's Quest V $44.00 
0 Legend of Faerghail $33.00 
0 Les Manley in: Search for The King $44.00 
0 Quest for Glory II: Trial by Fire $44.00 
0 Space Quest IV $44.00 
0 The Secret of Monkey Island $46.00 
0 Wonderland $40.00 

Langaages PR.ice 

0 Visionary $75.00 

Clae Books PR.ice 

0 Chaos Strikes Back Adventurer's Handbook $12.00 
0 Death Knights of Krynn Clue Book $12.00 
0 Dungeon Master Adventurer's Handbook $12.00 
0 Elvira Hint Book $12.00 
0 Eye of the Beholder Clue Book $12.00 
0 King's Quest Companion, 2nd Edition $14.00 
0 Quest for Clues II $22.00 
0 Quest for Clues III $22.00 

Eacbaot:oo RealmsT .. FoRrT.l 

NAME: ADDRESS: 
CITY: __________ _ STATE: 

Please be sure to include the proper shipping and 
handling charges for your order. All payments must be in 
U.S. funds, drawn on a U.S. bank and made payable to 
Digital Expressions • P.O. Box 33656 • Cleveland, OH 
44133. Checks and money orders only. 

ZlP: ____ _ PHONE: _________ _ 

Total Merchandise 
Ohio Residents Add 7% Sales Tax 

Shipping and Handling $3.00 
Additional Shipping and Handling 

TOTAL PAYMENT 
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CONTESTS OF KNOWLEDGE AND CHANCE 

Cont:est: Re.des 
Entering contests is very simple. We have designed this 

page so that it can be filled out and detached. Of course, if 
you don't want to deface your copy of Encban~ 
Realms"', you could photocopy this page 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: TouRDarnem of: Wfal. 

NAME: ~~~~~~~~~~~~~~~~~-
ADDRESS: _____________ _ 

CITY: ----------- STATE: 
ZIP: ____ PHONE: ________ _ 

All entries for contests in this issue MUST be received by 
OCTOBER 15, 1991. Contests are open to all readers and 
subscribers in the U.S. and Canada. 

FRee SabscRipt:ion! 
How would you like to win a FREE one-year subscription 

to the Premier Adventure Game Journal for the Amiga, 
Encban~ Realms"'? Well ... hmmm? Of course, we 
knew you would. Who wouldn't? That's a retail value of 
$50.00 absolutely FREE! (Oh, OK. So it 's actually only 
$49.95.) Just think - a whole year of Encbamoo 
Realms"" without cost or obligation. Wow!!! 

So, what do you have to do to enter? It's quite simple, 
actually. Just send us all your credit card numbers, a sample 
of your signature, a complete listing of all your stocks, bonds 
and securities, the keys to your car and a photocopy of your 
bank statement...No, No, No! Just kidding. All you have to 
do is send us a short letter of 100 words or less telling us how 
FABULOUS Encban~ Realms"" is and why you think 
you DESERVE a free subscription. Simple, eh? 

Well, here's your golden opportunity to flatter, idolize, lay 
it on thick, sensationalize, kiss up, grovel, beg, cajole, entreat 
or any combination of the above. Your entry will be judged 
primarily upon originality and creativity. However, we can 
also be influenced by blatant praise and unbridled 
mendicancy (look that one up in a dictionary!). Hey, what 
have you got to lose? We'll even print the winning entry. 

Win YoaRseJ.,: a Tolkien Aoven-CaRe 
1.) Aragom A.) Bilbo's Nephew 

2.) Bilbo B.) Golden Wood 

3.) Frodo C.) "Precious" 

4.) Galadriel D.) Ranger 

5.) Gandalf E. ) Dark Lord 

6.) Goll um F.) Baggins 

7.) Lothlorien G.) Garn gee 

8.) Mt. Doom H.) Smoke Rings 

9.) Sam I.) Mordor 

_10.) Sauron J.) Lady of Lorien 

Match the Word or Phrase on the Right with its Counterpart on the Left 
by Placing the Appropriate Letter in the Blank Preceding the Number. 

Issue 8 - 54 

In this issue of Encbant:oo 
Realms"' you have the chance to 
bag a FREE copy of Interplay's 
Lord of the Rings. Just follow the 
contest rules outlined above to 
submit your entry in our Lord of 
the Rings Contest. You will, 
however, need to make more than a 
token effort to win a Tolkien 
adventure. You must correctly 
match the words in the column on 
the left with their appropriate 
counterparts on the right to be 
eligible. Five Tolkien fans will 
receive a copy of Lord of the 
Rings for their very own, courtesy 
of Interplay"' and Encbant:oo 
Realms"'. So, pull out your books 
on Tolkien lore and enter. For, to 
put it simply, entering our contests 
is a good "hobbit" to develop. 



Reaega(}e Legion: la'teRcep-CoR. 

Use the Utility button on the main control screen to set the 
background grid to Starfield for an improved look and feel to 
the game. If you are creating a new squadron, Interceptor 
automatically assumes that you are making a Commonwealth 
squadron. To make a new TOG squadron, start by dismissing 
some or all of the original TOG pilots and creating new ones. 
There is a separate file of six male and six female character 
portraits for TOG pilots that you will never see otherwise. 

Repair your ships and save your squadron after every 
mission. This will generate a feeling of progress and history 
that should enhance your enjoyment of the game. By 
changing the save orders onscreen to drive DFO:, one could 
update the two files that the game program uses for opponents 
in the missions. Remember to do this on your copy of the 
game disk, not the original. 

If a mission is going poorly, or you want to get a lot of 
missions played quickly, set all your pilots to computer 
control. This is a good way to avoid tedium on missions that 
aren't exactly going your way, as the computer plays against 
itself a lot faster than it plays against you. 

You cannot accellerate or decellerate after turning or in 
the middle of a move. It is also difficult and dangerous to try 
turning a ship whenever your velocity is greater than six. 

Remember, all the names in your saved squadrons are 
variable. You do not have to accept either the pilot names or 
callsigns that the computer offers. You can also name your 
squadrons anything you want. I have an Amazons squadron 
of all female pilots, and a Bilious Beasts squadron of all ugly 
aliens. Keo St;. Ao~R.e 

Eye o.i: -cbe BeboJ(}eR. 

The Beholder Contest for Amiga owners was extended 
beyond the original closing date, so these hints for the Special 
Quests had to wait until the contest was officially closed. 
They are still worth the effort, however, as you receive 
excellent items and an experience bonus for each one 
completed. When you are successful, a chime will sound and 
a message will flash on the screen that says, "Special Quest 
for Level . " Good luck! 

Level 1: Place a dagger in the alcove where the two 
scrolls, Bless and Armor, have somehow been preserved. 
Your dagger will be returned as a +2 Ginzu. 

Level 2: Put a dagger in each one of four dagger 
carvings. Check the walls carefully and you'll find them. 
The last one will open the gate without requiring you to throw 
a missile onto the pressure plate. Don't use the Ginzu or the 
Stone Dagger, though, as these daggers disappear. 

Level 3: After placing the four blue gems in the eyes of 
the idols to open the secret exit, take them out. You'll find a 
pile of extra goodies in the room's second alcove, and you'll 
have extra gems to tum into needed keys on a lower level. 

Level 4: This one's a bit tricky. Use the northern 
entrance, rescue Taghor and then push the moveable wall 
around until you find the dwarven key. Don't stop pushing! 
Keep going the full tum, then go around until you're facing a 
gargoyle. Move up to him, tum right and proceed to the 
chain. Pull it- bingo! 

Eocbao'CeC> Realms· 

Level 5: Put as many food packages in the pantry as there 
are members in your party. You'll get them back, plus more. 

Level 6: Gather all ten Kinku eggs and put them in the 
nest. A secret room will open. Caution: You may have heard 
that you should bribe the drows with the Kinku eggs. Well, 
you can, but leave four at the top of the stairs down and 
retrieve them AFTER the drows leave. You'll see why. Also, 
use as many daggers as possible (except magic ones) in the 
"silverware rack," and make sure you set off every dart trap 
TWICE. Yes, I know it hurts, but level 8 will make up for it. 

Level 7: Place any three portal keys in the three alcoves 
with the useless items that face the transport portals. You'll 
keep the portal items and get extras. 

Level 8: Put a dart in each of the fireball traps in the 
room where they're no longer working, then step on the 
pressure plate. You may now be feeling like a pincushion, but 
your Mage or anyone else in the back ranks has the most 
powerful missile weapons in the game- one dozen +5 darts! 

Level 9: This level designation is misleading, since you 
will actually complete this quest before 7 and 8. While 
you're running up and down the stairs after the first section of 
level 7, you'll see a message on a wall at level 9, which 
begins "It is written ... ". Push a key through the wall here. 
This may take several tries to find the exact spot, but it will 
work, opening a secret room that returns your key and gives 
you three orbs of power. 

Level 10: Remember those four Kinku eggs? You need 
them now in the treasure room. Replace each "treasure," 
including the poison, with an egg. Make sure your party is 
rested because completing this quest regenerates the four 
Mantis Warriors. After you defeat them, you'll find magic 
rings for your entire party. 

Level 11: In order to obtain the Frost Wand, you must set 
all the levers up in the Hall of Levers. However, this locks 
them in place and prevents the special quest. So, follow this 
procedure instead: Go to the end of the hall without moving 
any levers and place a scroll you don't need in the alcove (it 
will mutate, so don't use a favorite). Now set the second and 
seventh levers up while all the rest are down (one adventurer 
of my acquaintance claims the reverse will also work, but I 
haven't tried that). Pick up the scroll after the reward 
message and use it. It gives clues on the only proper way to 
kill Xanathar. Now set the rest of the levers and get the wand. 

Level 12: In order to complete the last quest, and to get 
the ending animated reward sequence, you must kill Xanathar 
in this manner: Give the Wand of Silvias to your Mage and 
cast all the heavy duty protection spells you know - Prayer, 
Aid, Shield, .... Now make your entire party invisible and 
don't allow your fighters to swing once you are. You MUST 
remain invisible to succeed. Do this at the door to the 
Beholder's chamber and save! 

Enter and wait until he attacks. Use your mouse to keep 
your Mage continually using the wand and use the numeric 
keypad with your other hand to move and tum your party. 
You'll have to negotiate several tricky turns to force him 
backwards down the hall and then into the pit trap at the far 
South. (Take a "dry run" of the locale first by luring him out 
of his chamber and running past.) Don't worry if several in 
your party die during this battle. As long as one of you is 
alive, the entire group will be healed and well at the end. Just 
keep your Mage intact and go for it! MaR.cf RogeR.s 
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WHERE OLD FRIENDS MEET AND NEW ADVENTURES BEGIN 

A()oent:aRe Feat:aRes 
FR.eely R.OOfst:R.fbcrtable A~oeotr.IR.es 

RINGS OF ZON 

Zorak, the Dark Lord, has ravaged the land of Zon. All of 
the lush forest lands are destroyed, rivers are contaminated 
with poisons and the minions of the Dark Lord abound. 
Zorak has positioned himself in a strategic place high atop the 
Skorad mountain. Within this mountain are caverns that 
contain the three Rings of Zon. These ancient rings, when 
joined together, have the power to destroy the evil Dark Lord. 

You, Joe Amiga, have been a sorcerer apprentice for the 
past five years. You are the only one who is qualified to stand 
up against the powers of Zorak. The Council of Magicians 
has gathered together and has chosen you. Knowing what 
you will have to contend with, the Council has turned 
ordinary stones into Life Stones which have been scattered 
through the land and will help sustain your life when you 
encounter the demons. Also, the weapons that you find are 
cursed, so potions have been provided that will enable you to 
wield your weapons If you are to succeed in your quest, you 
must collect all the stones and potions you can find, while 
trying to avoid the demons and numerous traps. 

Now, you're prepared. It's up to you to save the land of 
Zon. Bravely, with head held high, you step forward into this 
treacherous land. 

The Rings of Zoo is a trilogy, with each volume of the 
trilogy containing one of the rings. Volume One of the trilogy 
is available through the AOoeot:DReRs' GoOO and was also 
featured on the Issue 5 disk (Volume One of Rings of Zoo is 
$3.00 or, if you prefer, Issue 5 containing Zoo is available for 
$10.00, $9.00 to subscribers). Rings is a shareware product. 
Upon registering with Apogee Software Productions, $25.00 
will provide you with all three volumes in this series (plus a 
cheat mode which gives you infinite life stones, weapon 
swings and allows you to jump to the next higher level). 

With a total of 19 levels in each volume, Rings of Zoo 
offers ample play for the dollar. It is quite an addicting action 
adventure, based upon a dungeon maze design, and has an 
excellent stereo soundtrack. Movement is controlled by the 
numeric keypad; select keys on the keyboard handle specific 
actions like swinging a weapon, teleporting, saving, restoring 
and quiting the game. The save and restore feature comes in 
handy, especially when confronted with a multitude of 
demons that not only attack you, but also eat up necessary 
keys to complete a level. 

Overall, Rings of Zoo is an enjoyably addicting game 
which will provide you with hours of fun. In fact, you may 
find Rings of Zoo to be one of the best investments around 
on a dollar-for-dollar basis. So, get it and spend some time 
putting Zorak, the Dark Lord, in his place! 
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Encbant:e() OR()eRs 
OR.~eR.fog lofoR.11'.lacioo 

ADVENTURE PRODUCTS 

In the AOoent:aReRS' GaDO, we offer only select 
merchandise, products which stand out for the quality and 
value they offer. Every time you make a purchase from the 
Gallo, you receive Noa!& ol= t:be Realms that you can 
use toward extending your subscription to Eccban'CeO 
R.eaJms"'. For each freely redistributable item purchased, 
you receive One Not:e. (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 Realms as follows: adventure games and 
languages, Three Not:es each; clue books, Two Not:es each. 

Here's how it works. When you buy products from the 
AOoeot:aR.eRS' GDOO, we send you the appropriate number 
of Not:es. When you have acquired SIX Not:es, just mail 
them back to us and we will extend your subscription by an 
additional issue at no extra charge - our way of saying 
thanks! In fact, if you buy just one commercial game, one 
clue book and one disk every two months throughout the year 
(or an equivalent value in merchandise), you will earn a total 
of 36 Not:es annually. By supporting the GDOO in this 
fashion, you can receive your subscription to Eccban'CeO 
R.eaJms"' absolutely FREE! 

SHIPPING AND HANDLING 

There is a $3.00 shipping and handling charge required 
per order on freely redistributable products, $2.00 additional 
for Canadian orders and $3.00 additional for all other 
countries. Shipping and handling charges on commercial 
merchandise, including games 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 $3.00 
for the first commercial product, plus $2.00 extra on orders of 
multiple items. (Commercial products are not available 
outside of the U.S. and Canada.) Please note that a street 
address is required to ship commercial merchandise! We 
cannot ship commercial products to P.O. Boxes. Ohio 
residents must also add the appropriate sales tax. 

It's 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 notify you of that delay in writing. 

Encbant:eO Realms· 



A MYSTIC COLLECTION OF ODDS AND ENDS 

Alpha,, B&a,, O.J=.J=-Tbe-Sbel.J= 

Just for your infonnation, all products reviewed in 
Encbaom() ReaJms"' are based upon off-the-shelf, release 
versions of software. While we do examine pre-release alpha 
and beta versions of software for purposes of beta testing and 
write-ups in our preview column, PRopbec's ToweR, ALL 
reviews are based upon products in their finished release. 
This is the only fair way to review a product - in its final 
form as you will find it on dealer shelves. 

In addition, yes, we do offer beta testing services to 
developers of adventure products. Please contact us if you 
have a product for which you require assistance in the beta 
testing process. 

DiskO Eqaals lssae 7 

Some of you found on the Issue 7 disk that when you tried 
to run the Elvira demo it asked you to insert DiskO. Well, 
Issue 7 is DiskO, or rather, Issue 7 needs to be renamed DiskO. 
For some reason, certain Amigas run the Elvira Demo without 
the necessity of the disk being named DiskO while others do 
not. Strange! The simple fix (in case you haven't figured it 
out yet, and in case you didn't read the ReadMe file on disk) 
is to rename Issue 7 (preferably a copy of Issue 7) to DiskO. 
We are sorry for any inconvenience this may have caused. 

New EMaiJ A()()R.ess 

Those of you who used American PeopleLink know by 
now that PLINK is dead. So, ya' cain't git us thar! It appears 
that PLINK just decided to fold without giving any notice of 
their intentions. Well, you can still reach us by EMail. Our 
new EMail address is located on GEnie. You can reach us 
there by addressing mail to "E.Realms". We look forward to 
hearing from many of you at our new location on-line. 

A()oea'"taR.e PR.obe 

We have been receiving of late an adventure game journal 
from Europe which has been servicing the needs of 
adventurers there for over five years. Adventure Probe is a 
monthly publication devoted to adventuring on all computer 
platforms. This informative little product may have a limited 
market here in the U.S. since it focuses, by and large, on the 
more prominent European systems like the Amstrad CPC and 
Spectrum. However, it does include a smattering of reviews 
and helps for the Amiga and C64 computers, plus an 
occasional MS-DOS adventure review. We have found it a 
helpful publication concerning general trends in adventuring 
overseas, as well as an aid to gaining a better understanding 

Eocbaom() Realms-

of the European mindset. For more infonnation or to 
subscribe, contact: Mandy Rodrigues • Adventure Probe • 67 
Lloyd Street • Llandudno, Gwynedd LL30 2YP • U.K. Per 
copy price from the U.S. and Canada is £2.50 (ainnail), an 
annual subscription is £30.00 (ainnail). 

Mooing Rigb-c Along .•• 

We want to extend our sincerest thanks to all of our 
subscribers for supporting Eccba12COO ReaJrns"'. We 
enjoy receiving letters from each of you and appreciate your 
efforts to sit down with quill in hand and wax eloquent. We 
do take your comments and criticisms seriously. However, 
we also want to remind you to be sure to jot down and mail us 
a change of address fonn if you move (or are moved). Those 
supplied by the Post Office are just dandy for the job, and the 
sooner you can notify us the better. It saves us extra time and 
expense, and assures you that there is no delay in receiving 
the latest issue of everyone's favorite publication! Well, 
almost everyone, that is. Oh, alright! The favorite journal of 
a select few. There! 

A()oea'"taR.e Six Pack 
Hey, have we got just the thing for you to pull out at your 

next adventurers' party (which in most cases is different than 
a party of adventurers) - the Eccbac~oo Realms"' Six 
Pack! That's right. All six issues of the first year of 
Eccba12COO Realms"' in one convenient package. Now 
you can purchase the first year of the Realms, Issues 1 - 6 
with disk, for a limited time at the special price of $35.00. 
(Hey, we could have said $34.95 so it would sound like less, 
but for all practical purposes it's the same amount, and $35.00 
is easier to work with!) This special offer is good through 
December 31, 1991. After that time, the price of the Six Pack 
will increase to $39.00. If you were to purchase these back 
issues individually, they would cost a total of $54.00 for 
subscribers and $60.00 for non-subscribers. So, by ordering 
the Six Pack, you save $19.00 to $25.00 off the individual per 
issue price. 

To take advantage of this offer, simply use the 
Eccbamoo OROeR. FoRrn, located elsewhere in this issue, 
to place your order. There is a $3.00 shipping and handling 
charge required per order. Canadians orders add an additional 
$2.00, other countries add an additional $3.00. 

Since last issue, we have also reduced the cost of back 
issues by ninety-five cents each. In other words, we rounded 
the prices DOWN to the nearest dollar. It simplifies order 
processing on our end and benefits you. In addition, Issue 1, 
our Premier Issue, is once again available. It now appears as 
a two-disk set, with all the reviews, articles and helps from 
the Journal accessible on disk. 
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A CONJURER·s ADVICE ON THE FABRIC OF TALES 

The SoR.ceR.eR.'s Den is devoted to those who want to 
write their own adventures, those who have an idea for a 
terrific adventure game, but don't know how to actually go 
about writing it. 

Certainly, most of us have been playing an adventure at 
one time or another and found something that we didn't like. 
We felt that we could have designed it a bit better. Perhaps 
the game was good, but there were a few features that it 
lacked. Perhaps it had all the features you could want, but 
they were clumsy to use. Or, possibly you felt that some 
portion of the plot was illogical, and you knew you could do 
it better. For most adventurers, it goes no further than that. 
But not for you. You need not chafe at those annoyances any 
longer. Now, you can write your own game, exactly the way 
you want it. The SoR.ceR.eR.'s Den will show you how. 

There are a variety of ways you can go about writing 
adventures on the Amiga. If you are familiar with BASIC, 
you can write your game using that language. A freely 
redistributable BASIC program called AmigaVenture can 
make your job easier. It is a BASIC adventure program in 
which you "fill in the blanks" to create your own adventure 
game. It's not quite as easy as it sounds, but is much, much 
easier than starting from scratch. 

If you prefer to write your adventure in a language 
specifically designed for that purpose, I would recommend 
Visionary, The Aegis Interactive Gaming Language. It's 
certainly not the only adventure authoring system, but it's by 
far the most powerful and the easiest to use. It's a 
commercial product and costs $99.95 ($75.00 from the GaiJO), 
but it's well worth it. If, however, you are looking for 
something less expensive, there are two freely redistributable 
programs available for the Amiga. ADL (Adventure 
Definition Language) and AdvSys (Adventure System) 
have been available on the Amiga for several years and allow 
you to write text adventures. They are free or shareware, and 
may be the choice for those of you on a very limited budget. 
However, be forewarned, they are difficult to use and do not 
support graphics or sound. That's why I recommend 
Visionary. It's easy to understand and has full graphic and 
sound support. A review is found elsewhere in this issue. 

The SoR.ceR.eR.'s Den will be heavily slanted towards 
Visionary users, providing a place where your adventure 
writing questions will be answered. Whether you have 
general questions about writing adventures or specific 
questions about Visionary, I will strive to give you help 
finding solutions to your problems. Send your letters to 
Digital Expressions• P.O. Box 33656 •Cleveland, OH 44133 
• Attention: SoR.ceR.eR.'s Den, and I will answer as many as 
possible. Please don't ask for a personal response, because 
that would rob other readers with similar problems of the 
information. In addition, the volume of mail may make 
personal responses impossible. 

38 

You may be asking yourselves, "Just who is this guy, why 
does he claim to be an expert at writing adventures and what 
experience does he have with Visionary?" So, before we go 
any further, let me give you a quick sketch of my background. 
I have been writing adventures for over ten years, with about 
two dozen published on computers such as the Amiga. 
Commodore 64, Apple and TRS-80. I have used just about 
every adventure authoring system available. For the past 
year, I have been working for Oxxi Aegis helping test 
Visionary and prepare it for release. It is a language with 
which I have become very familiar, for which I have written 
the original Visionary demonstation program, The Magic 
Potion, and the larger demo program, I Was a Cannibal for 
the FBI. I have also just finished writing The Visionary 
Programmers' Handbook, which includes a complete 
description of how the Cannibal game was written, as well as 
many hints and tips on using the Visionary language. 

My background in adventure playing is as extensive as my 
background in adventure writing. I've been enjoying 
adventure games since I bought my first computer in 1978. 
From the original Colossal Cave, on through Scott Adams 
adventure series and up to the graphic adventures popular 
today, I've been enjoying adventures now for thirteen years. I 
was first driven to write my own adventure game by the 
irritation mentioned earlier. I knew I could do it better. I had 
the ideas and wanted to write my own games. If you're 
reading this, you must have shared these same feelings. You 
want to write an adventure, too! 

The first steps in writing any adventure are done without a 
computer. These involve choosing a plot, a setting and 
devising the puzzles - all things that are put down on paper 
before even touching a computer. In the next issue, I will 
examine these first general steps you need to take in writing 
your own adventure games. I will also be answering any 
questions you have about adventure writing in general and 
about Visionary in specific. I hope to hear from many of you 
with questions, no matter how simple. Remember, no 
question is a dumb question. Until next time, start plotting 
out your new game. 

Adventure On! 

Jolin OCsen 

[Editor: According to discussions with Oxxi at press time, 
Visionary is due to ship at the end of August. Thus, it should 
be available as you read this column. Please see this issue's 
PR.oclarnacioos for more information on Visionary.] 

Eocbao~ Realrns· 



Monkey lslan~ Hin'C Book 
Lacas.plm Games $1.2..9S 

Yes, I know we have a walkthrough for The Secret of 
Monkey Island in this issue, but.... Lucasftlm Games' The 
Secret of Monkey Island Hint Book is an excellent 
investment Divided into several sections, it offers Puzzle-by­
Puzzle Clues, complete Maps, Insult/Comeback List, Useful 
Objects List, Useless Objects List, a complete Walkthrough 
and a list of things to try just for fun. It is clearly one of the 
best hint books I have seen (unfortunately, it arrived well after 
I had finished the game) and is well worth the investment. 
Especially helpful (and entertaining) is the Insult/Comeback 
List, something our walkthrough doesn't include. You can't 
shake a banana at this hint book. It's good! Available direct 
from Lucasfilm only. Cback MfUSR 

The BaR~·s Tale Ill Cloe Book 
EJectRoofc Artts $13.50 

The Clue Book for The Bard's Tale ID: Thief of Fate is 
a nice design on parchment paper that presents a walkthrough 
approach in journal form - a personal diary more or less. In 
fact, it makes for very good reading even if you don't have 
the game itself. And, it will certainly add to the atmosphere if 
you do. It is a very well written piece of fiction. The maps 
provided, though relatively basic, are sufficient to get the job 
done. This clue book is a worthy investment for all Bard's 
Tale fans, especially if you're stuck. c_ Albertt Scott 

NeaRomanceR. Cloe Book 
loWRplay $1.2.9S 

If you missed our walkthrough for Neuromancer back in 
Issue 4, you may be interested in this clue book from 
Interplay (of course, you could also order a copy of Issue 4). 
This clue book is presented in story form (by Dixie Flatline), 
detailing her journey, with maps included of Chiba City and 
Cyberspace. It also contains a list of Useful Numbers, Skill 
Chips, Sources for Comlink and a complete list of Databases 
and Passwords. Log on, Cowboy! Cback MilleR. 

DRagon WaR.s Cloe Book 
laWRplay $1.2..9S 

I'll begin by saying "Buy this Clue Book!" It's the only 
help I'm aware of for Dragon Wars and is a definite must to 
get the most out of the game (unless, of course, you hate to 
use helps of any kind, in which case - Why are you reading 
this?!). The maps are very well detailed and assistance is 
provided in the form of journal entries by numerous 
individuals from within the game world. Also available are 
lists of Weapons and their Statistics, Items essential to 

completing the game and Major Dragon Stone Caches. Get 
yourself a copy of the Dragon Wars Clue Book and don't 
leave Purgatory without it. Cback MiJJSR 

Behol~eR Cloe Book 
s_s.1. $I.2.9S 

This is one of the most indepth clue books I have come 
across for any adventure. It contains 76 pages of detailed 
helps for descending into the depth under Waterdeep. A 
helpful section on game strategy is provided concerning 
character and party creation, combat techniques, weapons, 
armour, spells and more. Maps of all levels are also included, 
as is a complete Treasure Guide for each level. Selected 
Hints are available on a level-by-level basis for those just 
wanting modest assistance. A complete walkthrough is also 
provided for those requiring a greater degree of help to 
complete the quest The Eye of the Beholder Clue Book is 
definitely a good value for the price. If this is your first 
experience with a game such as Beholder, you owe it to 
yourself to procure this help. However, those who don't need 
the extra assistance, but hate drawing maps, will still find it a 
blessing to have on hand. C. AlbeRt; Scott 

The King•s Qoes"t Companion 
.20~ E~idoo, OsboRDe McGRaW-HUI $14..S>S 

The land of Daventry- fact or fiction. Judge for yourself 
as you join Peter Spear on a mythical and historical tour of 
this little kingdom. Peter, having a direct line from this other 
world through Derek Karlavaegen (a reporter for the 
Daventry Times), tells Daventry's story from the viewpoints 
of Queen Valanice, Alexander and Derek. Much of this book 
is a result of interviews between Derek and the people of 
Daventry and his close contact with the royal family. You 
will discover much about the people and the times through 
Derek's insightful reporting. 

Not only will you see Daventry through the eyes of its 
inhabitants in this tome of over 540 pages, but you will also 
get the hard, cold facts as seen from our own world. It is here 
that you will find the step-by-step guide and maps. An 
abridged encyclopedia and score guide are also included in 
this impressive work on the world of King's Quest. 

Does Daventry really exist? Well ... l'll let you make that 
decision. Millie MiJJeR 

NOTE: Resources reviewed in the SbRfue of: Rest:oRa 
are available through normal retail channels unless indicated 
otherwise. Select products reviewed here are also available 
through the A~oent:CJReRS' Gail~. If you market an 
adventure resource you would like reviewed, send two copies 
via U.S. mail to Digital Expressions • P.O. Box 33656 • 
Cleveland, OH 44133 •Attention: SbRfoe of: Rest:oRa. 
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Let Paragon Software and Game Designers' Workshop Take You On 

ADVENTURES 
BEYOND SPACE AND TIME 

High technology ... advanced weaponry ... infinite worlds . .. 
fascinating alien races. Life in the far future IS anything but 
boring, and Mega Traveller 1: The Zhodani Conspiracy delivers the 
thrills of an interstellar epic on your computer screen. 

Create and control a group of Travellers as they struggle to 
expose a mighty intergalactic conspiracy that threatens to ignite 
war between the lmperium and its bmer nval, the Zhodani 
Consulate. Give your characters the skills and abilities you think 
they'll need, and direct their actions as they visit over 28 
distinctive worlds. 

Featuring exciting and intuitive combat, a detailed 
bartering system for unlimited trading, and a universe filled 

with exciting possibilities, Mega Traveller 1 gives you 
unlimited variety, flexible gaming options, and the 

infinite wonders of outer space. 

Imagine outer space is not a vacuum, but is instead filled 
with "lummiferous ether" that can be negotiated with 
modified sailing ships. Imagine also that Mercury, Venus, 
Mars and the Moon are not lifeless, but inhabited by strange, 
sometimes hostile creatures. 

This is the universe of Space 1889, a mystf'ry role­
playing adventure combining the drama of history with the 
awesome spectacle of classic science fiction. 

Lead your cast of characters on an action-packed 
odyssey through the solar system, facing intrigue and 
danger every step of the way. Give your characters the skills 
you want them to have, and guide their moves at every 
critical tum. Along the way you'll battle corrupt German 

conspirators, a radical Martian religious cult, and the 
awesome intelligence of a mysterious, advanced alien society. 

• 
For IBM and Amiga personal computers. For prices and ordering information, 
call Paragon customer service at 412-838-1173 EST, 9 am to 5 pm weekdays. 
Mega Traveller 1: The Zhodani Conspiracy and Space 1889 are produced 
under license from Game Designers' Workshop. © 1991 Paragon Software 
and Game Designers' Workshop. 



Aovent:aRe Rat:ings 
Eocbaote0 Realms • employs a categorical 

rating system designed to convey data concerning the 
quality of an adventure based upon its individual 
components, as well as its overall quality. Each 
standard adventure rcv1ew concludes with a gamc 
rating chart. This chart displays the scores received by 
each adventure and add1110nal data penment to that 
game. Mini-reviews receive a simplified version of the 
rating chart, providmg the overall score an adventure 
receives. its category. publisher and suggested retail 
price. For you to have a proper understanding of how 
to interpret the data provided in the game rating chart. 
an abridged ver-,ion of the guidelines used by our 
reviewers is reproduced here. This inlOnnation is 
divided into four sections: Adventure Types. 
Adventure Difficult) Levels. Ad,enture Categories 
and Ad\ enture Scores. 

Aovent:aRe Types 
Text Ad venture - Adventures based entirely upon a 
text parser with little or no graphic enhancement. 
G r a ph ic Ad ventu re - Games ranging from text 
adventures wirh significant graphic enhanceme111s to 
cinematic or interactive adventures whi h in orporate 
multiple game elements and/or object manipulation. 
Anima ted Adventu re - Graphic adventurcs where the 
player manipulate'> one or more animated on-screen 
personae 
Role-P i a~ \ ch en tun.' - Alh entures \\ hich emphasi1c 
character development and growth. usuall} involving 
more than one character. 
Stra tegic Ad venture Adventures placing a strong 
emphasis on military defense. combat and diplomacy. 
Action Ad venture - Arcade-oriented adventures which 
stress hand-eye coordination. 

Aovent:aRe Di.J=.J=icalt:y Levels 
No' ice - Adventures easily played by beg1nn111g 
adventurers and above. 
Apprentice - Adventures requiring the skills of players 
who have several quests under their belts and who arc 
accu tomed to some of the more difficult aspects of 
adventuring. 
E\pert - Quests demanding expert level sk.ills for 
successful completion. or the use of a clue book. b) less 
ski lied advc111 urcrs. 
Master - Adventures requiring the highest level of 
experience and skill. almost lo the point of being 
impossible to complete. 

1'1ote: Most adve111ures will naluralh fall into either 
the ov1ce or Apprentice clas'lli ca1io1;, _ 

Aovent:aRe Cat:egoRies 
Gameplay - Storyline of the adventure. character 
creation and manipulation. variety and level of 
dirliculty in play, nature and variety of puZLles lo he 
solved and ability to maintain the player's interest. 
Interface - Success m 11npleme111a1ion of the user 
interface, whether graphic or text-based. 
Atmosphere - A game·s feel , its ability to draw the 
player tnto ib world and provide the experience of 
actually being there. 
Documentation - Quality and clanty of the printed and 
on-line documentation. support and development of the 
storyline. auto-mapping features and extras lik.e cloth 
maps. magic stones or parchments. 
Graphics - Visual excellence. selection of images and 
colors. style of art and quality of an11nation. 
Audio Quality of music and sound effects included, 
number and appropriateness or selections employed . 
lnnorntion - Creativity. revolutionary technology. 
unique clements or new concepts. 
Mechanics - Product stability, fom1 of cop) -pm1ec1ion 
employed. provision for hard disk. 111s1alla11011 and 
bug-free operation. 
Over a ll - Overall quality ofthc ad1entme. 

1'1ote: Since most games are either belier or 1vorse than 
the sum of their individual pans, the overall score does 

OT reflect an average of the scores from the other 
eight categories. It stands alone as a final summation 
of the adventure as a whole. 

Aovent:aRe ScoRe s 
Excellen t (90-100) - State of the Art Quality 

Very Good (80-89) - High Quality 
Good (70-79) - Average Qualny 

Fair (60 69) - Acceptable Quality 
Poor (50-59) - Below Average 

Dragon Dung (0-.+9) Don't Step in It! 

Much careful thought and planning has gone into 
the design of our rating system. We believe that the 
refinements incorporated will now enable us to provide 
our readers with even more accurate reviews, as well as 
provide greater conmtenL·y in the reporting of pertinent 
data in each review. However. \\hile the rating system 
has been improved. it is still not perfect. Therefore, 
1vhen look.ing at the scores an advemure receives. keep 
in mind the components you consider the most 
imponant in an adventure game. These should be 
detennining factors in the decision of whether or not to 
purchase an adventure. In either case. we trust that the 
mformalion provided in EocbaoteCI Realms'M will 
enable }OU to increase the enjo)mCnl you receive from 
) our ad1 e111urc dollars . 
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