













































































































































































exploration and combat. Also provided are the specific
locations of planets, NPCs and objects, plus maps of mazes
and caves. If you need assistance in defeating the Zhodanis,
place this help high on your list. C. Albert Scott

Might ano Magic Il Editor

Gosselin Compuater Consualtants $19.95

Might and Magic III is one of those games that I start and
soon find I don’t have the determination to really play. At least
not while SLOWLY building up my party of characters to a
merely survivable level. However, a character editor can often
turn such an initially "discouraging” adventure into a very
playable and enjoyable experience. Such is the case with
Gosselins Might and Magic III Character Editor. If you think
that using a character editor is cheating, read no further. But if
you don’t mind, even require, a little extra help, follow along.

As with most commercial character editors, this one has all
the bells and whistles when it comes to manipulating your
characters’ abilities, skills, possessions, spells...well, 1 think
you have the picture. It even goes one step further, you have
an almost limitless ability to enhance the items in this game
with any number of attributes, even to the point of creating
items not included in the game itself, but fully usable in it. To
try and detail all the options here, is beyond this column’s
scope. Of course, don’t get the idea that this editor will win
the game for you. It won’t. However, it will certainly equip
you to do the job yourself.

Again, as | have said before with regard to Gosselin’s
editors, they accomplish what they set out to do, and do it
well. Yet, I would like a little more in the way of a polished
interface, and most importantly, the incorporation of mouse
support. As it stands, though, I can heartily recommend this
product. With it, you get a lot of character editing ability for
the dollar. Chuack Miller

Might ano Magic lll Hint Book

Gosselin Compuater Consaltants $9.95

It appears that Gosselin has actually beaten New World
Computing to market with a hint book for Might and Magic
ITI, and done a good job as well. Not only does it provide a
complete solution to the game, but it also provides ancillary
information that should have actually accompanied the
adventure itself (found in the The Might and Magic III Hint
Book’s appendices). The only thing this resource really lacks
is a table of contents and complete index.

In this handy 52-page hint book, you will find a
comprehensive walkthrough by location; complete, detailed
maps for the whole game with items and points of interest
identified; and the appendices containing lists of Key Words,
Interspatial Transport Box Locations, Racial And Class
Modifiers, Spells And Skills, Items And Item Qualifiers and
Awards And Teleporter Passwords.

If you need assistance with Might & Magic III, you won't
do much better than by getting a copy of this resource. That
is, unless you get the Character Editor too. Chack Miller

Quest for Glory Hint Books
Sierra On-Line $9.95

The Sierra Hint Books have always proved to be both
helpful and humorous. Those for the Quest for Glory
adventures are no exception. Though a little "small" for
comfortable use in my hands (4.5" x 6"), these hint books
contain complete walkthroughs and maps. They also cover all
solutions, hidden rooms and characters you will encounter in

Enchanted Realms™

Last Minate News Flash!

Sierra On-Line has extended the hours of their
Customer Support Service to better handle the needs
of the busy holiday season, and has asked us to pass
that information along to you. We are always pleased
to see game manufacturers go that extra step for their
customers, and we are pleased to help relay those
efforts to our readers.

This extension is effective December 1, 1991
through March 31, 1992 with new hours as follows:
Monday - Friday 8:00 am - 9:00 pm PST and Saturday
8:00 am - 5:00 pm PST. If you need technical support
during these hours, please call Sierra on their
Customer Service Hotline at (209) 683-8989.

the game. Each hint book contains its own little red viewer
card for revealing the helps hidden beneath a layer of that
familiar red ectoplasm you either love or hate.

These little hint books are a definite plus to help avoid
those late night frustrations that keep you awake and puzzling
long past your bedtime. Save yourself some sleepless nights
and get a copy. C. Albert Scott

[Editor: You can also save some "sleepless nights” by getting
Issues 7 & 8 of Enchanted Realms™ which contain a
complete walkthrough to Quest for Glory IL.]

Space Quest IV Hint Book
Sierra On-Line $9.95

Another very useful hint book from Sierra is their little
offering for Space Quest IV. [ especially found the map for
the Super Computer Landing Bay helpful. There are times I
would rather not stumble around trying to map, and this was
one such time. Until you reach the Programming Chamber
and neutralize the Security Droids, you have to play a game of
"map-and-die,” one of my least favorites. | also found the
background information and sketches interesting. Sierra (and
Dynamix) have begun to put these little extras about game
design in their newer hint books — a very nice addition. So, if
you find yourself stuck and in need of some extra assistance,
the Space Quest IV Hint Book is an entertaining and practical
way to get it. Chack Miller

NOTE: Resources reviewed in the Shrine of Restora are
available through normal retail channels unless indicated
otherwise. Select products reviewed here are also available
through the Adventurers’ Guaild. 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: Shrine of Restora.
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Writing your own adventure is not as simple as sitting
down to the computer and entering data. You must take some
preliminary steps. Even when using Visionary as your
gaming language, those preliminary steps are necessary.
Though Visionary takes much of the work out of your game
writing, it still doesn’t create the plot, the setting or the
puzzles. These are all things you must do in advance, before
you can start writing the source code.

Designing on the Fly

How tempting it is to sit down at the computer and start
writing your game immediately. You may tell yourself that
you will design the game as you go, writing the program on
your computer and creating the rooms, setting, puzzles and
the rest of the story as the inspiration strikes you. Don’t!
Writing a game in this fashion will take you longer. It will
result in a poorer game. And, it will be more frustrating to
create. So, don’t sit down at your computer until you have
your game properly planned out in advance. Let’s consider
what type of planning is necessary.

Watch Your Langaage

Before you even start plotting the story, there are things
you must do. First, choose how you will program your game.
Will you be using BASIC? If so, your game design must take
into consideration the inherent weaknesses of the language.
Do you plan on using ADL? Then tailor your story line to
what ADL is capable of doing. Maybe you are using
AmigaVenture? It's limited in what it can do, so you must
custom design your plot to best fit that system. | recommend
you use Aegis’ Visionary, which allows graphics, sounds,
music and animations. By using this product, you will rarely
have to limit your game’s plot due to language restrictions.

Once Upon a Time...

After you have chosen your adventure language, you
should start putting your story together. Start by selecting a
setting and listing as many items as can pop into your mind.
Let’s say you choose a desert island for the setting of your
adventure. Next, jot down any related thoughts: sand, palm
trees, ocean, hot sun, volcano, lava, caves, bubbling pools
of water, natives, grass shacks, bamboo, blue lagoons,
underwater locations, sunken ships, coral reefs, sharks and
pirates for example.

Let your mind run free as you list things that are
associated with a desert island. Many of these things will find
a place in your final game. Look for inspiration. Read
Treasure Island. Watch some old movies with an island
theme. Check library reference books. Even watch cartoons.
As you check these sources of inspiration, you will add more
items to your list of objects and locations that could be used-in
your adventure,

Now, start drawing a mental picture of the storyline in
very general terms. At this point, you are concerned with the
goal of the game. What is the player going to do? Will he be
seeking treasure? Will he be marooned, seeking escape from
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Sorcerer’s Den

A CONJURER’S ADVICE ON THE FABRIC OF TALES

the island? Will he be trying to lift a curse? The goal of your
game basically defines the plot. Perhaps you choose to have
your player escape before the mountain explodes in a volcanic
fury, sinking the island. Now, the plot has started to take
form. You have the setting of the game and the final goal.

Ie All Began...

The next step in designing your game is to choose the
starting location and loosely plot the story from beginning to
end. You will not actually have to design any puzzles at this
point, although if some pop into mind, jot them down so you
can use them later. Let’s say you decide to start the game on
the beach. The player has just awakened on the shore of a
desert island. All that he remembers is swimming ashore after
his yacht was caught in a violent storm. The game has now
begun. Next, you need to start plotting out the rest of the
story that will lead to the adventure’s conclusion. What do
you want the player to do? What things will he encounter on
his way to escape from the island? Will he encounter a native
village? Will the natives be friendly? Will he have to explore
the caves in the volcanic mountain? What will he find there?

It’s at this point that a map becomes necessary. It may
start out rough and inaccurate. But, as you design your
game’s plot, you will find your map starting to take shape. By
using a map, you will be able to keep locations in a logical
order, and allow the creation of your new world in a
consistent manner. This map doesn’t have to be fancy.
Simple boxes containing location names connected by lines to
indicate paths will be quite sufficient. Such a map will help
you keep directions straight, and may also inspire additional
sub-plots in your story line.

Suach a Predicament

You’ve made good progress thus far, but your story is not
yet complete. The next thing is to design the puzzles, an
integral part of any adventure. These will be sub-plots in
which your player will have to trade with the natives, kill a
shark or navigate across a lava pit. The puzzles help the
player attain the final goal of escaping from the island. We
will examine this process of puzzle creation in detail in the
next issue of Enchanted Realms™. Until then...

Adventure On!

John Olsen

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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Advanced
Dungeons{rago

COMPUTER PRODUCT

T e T
EYE i BEHOLDER Il
THE LEGEND OF DARKMOON |

SA

Explore the sequel to the #1 game
on the MS-DOS SPA Industry Best Sellers List
for two months in a row AND still on the list at #14!

A bigger adventure including a forest,
temple, catacomb, and three huge towers.

A bigger story with more people to meet,
clues to learn, and mysteries to unravel.

Better graphics with spectacular animated
introduction, transition, and finale scenes.

Better "point and click" interface makes
spell casting and playing even easier. The
3D point of view creates the "you are
there" feeling.
BETTER!
Meaner and smarter monsters who are
MEANER! better in combat and can interact with
their surroundings.

*1IBM & AMIGA! Players can transfer their characters from
* Clue Book! Eye of the Beholder I!

% To order -- visit your retailer or call:

% 1-800-245-4525, in the U.S.A. & Canada, to

¢4 charge on Visa or MasterCard. ADVANCED DUNGEONS & DRAGONS and the

v : TSR logo are trademarks owned by and used under

¥2 To receive SSI's complete product catalog, license from TSR, Inc., Lake Geneva, WI.

%4 send $1.00 to: SSI, 675 Almanor Avenue, ©1991 TSR, Inc. ©1991 Strategic Simulations, Inc.
¥ Suite 201, Sunnyvale, CA 94086-2901. All rights reserved.

STRATEGIC SIMULATIONS, INC

STRATEGIC SIMULATIONS, INC.
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Adoventurers’ Guild

WHERE OLD FRIENDS MEET AND NEW ADVENTURES BEGIN

Adventure Produacts

Adventures And Resources Available

ADVENTURE GAME TREASURY

All products listed in the Adventure Game
Treasary 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.

COMMERCIAL PRODUCTS

Commercial adventures and adventure resources are now
available through the Adventarers’ Guaild. However, we
wish to make it perfectly clear that we are not striving to
compete with the mailorder discount houses in offering these
products to you. They are being made available as a service to
our readers and subscribers, by providing a one-stop-
adventure-shop, and as a means of subsidizing the costs of
producing Enchanted Realms™ (we are a user-supported
publication, not an advertiser-supported one). While many of
the products we offer are available for "less" elsewhere, you
would be hard pressed to locate some items through other
sources. Actually, when you consider the cost of purchasing
your adventures elsewhere (shipping, handling and other
hidden fees) as opposed to supporting the Gaild, you really
don’t save much, if anything, in the long run. However, by
ordering through the Gaild, you help us keep the cost of
Enchanted Realms™ down and earn Notes of the
Realms to use toward extending your subscription. In fact, if
you made all your adventure purchases through the
Adventarers’ Guild, you could receive your subscription
to Enchanted Realms™ for FREE (it only takes 36 Notes
per year to earn a free subscription) and save in the process!

Each issue, we will offer through the Adventurers’
Guaild the best adventure games and resources available, and
will offer them at reasonable prices. As newer adventures hit
the market, older titles will of necessity be dropped from the
listing. This, however, does not mean that they are no longer
available, but simply that space is at a premium. In addition,
though we do list a fair number of adventures for you to
choose from, there are many more worthy additions that we
just do not have the space to include here. So, if there’s an
adventure, clue book or any other adventure product that
you're interested in ordering and you don’t find it listed in the
Gaild, please call us for information. We can special order
most products from older classics to more recent titles, and
can usually do so within several days. So, if you don’t see
something listed, call and ask us about it. And, by the way,
thanks in advance for your support!
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Oroering Information

PURCHASES AND NOTES

In the Adventurers’ Gaild, 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 Notes of the Realms
to use toward extending your subscription. For each freely
redistributable item purchased, you will receive One Note.
(two-disk sets count as a single purchase.) Multiple-disk sets
of five disks or more earn Two Notes. The purchase of
commercial merchandise earns Notes of the Realms as
follows: adventure games and languages, Three Notes each;
clue books and other resources, Two Notes each.

Here’s how it works. When you buy products from the
Adventarers’ Gaild, we will send you the appropriate
number of Notes for the purchases you have made. When
you have acquired a total of SIX Notes, simply return them
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 were to buy just one commercial game, one clue book and
one disk every two months throughout the year (or an
equivalent value in merchandise), you would earn a total of 36
Notes annually, enough to extend your subscription for a full
year. By supporting the Gail® in this fashion, you can receive
your subscription to Emnchanted Realms™ absolutely
FREE of charge!

SHIPPING AND HANDLING

There is a $3.00 shipping and handling charge required per
order on freely redistributable products and on back issues of
Enchanted Realms™ (and Combo Packs), plus $2.00
additional for Canadian orders (a total of $5.00). Shipping and
handling charges on commercial merchandise, including
adventure 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 $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 Adventurers’ Gaild are not available
outside of the US. and Canada, except for back issues of
Enchanted Realms™ which are available worldwide.)
Please note that a street address is REQUIRED to ship
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.

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.

Enchanted Realms”™
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ENCHANTED BACK ISSUES

Issues 1-6 (Original Edition) Contents

Issae 1. (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.

Issae 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.

Issae 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.

Issae 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.

Issae 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.

Issae 6: (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.

Issues 7-8 (Enlarged Edition) Contents

Issae 7: (July - August 1991) Journal: Reviews - Bard’s Tale
I, 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 1. Walkthrough - Trial by Fire Part I. Disk: Elvira,
Altered Destiny and Search for the King Demos

Issae 8: (September - October 1991) Joumnal: 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.

Enchanted Realms™

BACK ISSUES (CONTINUED)

Issues 1-8 (With Amiga Disk) Price’
Q Issae 1: July - August 1990 $10.00
Q Issae 2: September - October 1990 $10.00
Q Issae 3: November - December 1990 $10.00
Q Issae 4: January - February 1991 $10.00
Q Issae 5: March - April 1991 $10.00
QO Issae 6: May - June 1991 $10.00
Q Issae 7: July - August 1991 $10.00
Q Issae 8: September - October 1991 $10.00
Issues 1-8 (Joarnal Only) Price”
Q Issae 1: July - August 1990 $7.00
Q Issae 2: September - October 1990 $7.00
Q Issae 3: November - December 1990 $7.00
Q Issae 4: January - February 1991 $7.00
Q Issae 5: March - April 1991 $7.00
Q Issae 6: May - June 1991 $7.00
Q Issae 7: July - August 1991 $7.00
Q Issae 8: September - October 1991 $7.00
Issaes 1-8 (Disk-Amiga Only) Price’
Q Issae 1: July - August 1990 $6.00
QO Issae 2: September - October 1990 $6.00
O Issae 3: November - December 1990 $6.00
QO Issae 4: January - February 1991 $6.00
Q Issae 5: March - April 1991 $6.00
Q Issae 6 May - June 1991 $6.00
Q Issae 7: July - August 1991 $6.00
QO Issae 8: September - October 1991 $6.00
Combo Packs (Amiga Only) Price
0 Six Pack Plas: Issues 1-6 (With Disk) $35.00
QO Eight Pack Plas: Issues 1-8 (With Disk) $44.00
Combo Packs Price
0 Six Pack: Issues 1-6 (Without Disk) $26.00
Q Eight Pack: Issues 1-8 (Without Disk) $32.00

*PLEASE NOTE: Prices on individual back issues (with disk),
journals only and disks only do not reflect subscriber
discounts. Subscribers may deduct $1.00 each from the price
shown when ordering these items. This does NOT apply to
Combo Packs. Also, Notes are NOT issued on purchases
of back issues or Combo Packs.

ADVENTURE GAME TREASURY

Amiga Adventures Price
0 Hacklite - Dungeon Role-Play Game $3.00
0 MechFight 1.0 - Excellent BattleMech RPG $3.00
0 MechForce 3.65 - BattleTech-style RPC $3.00
0 Moria 3.0 - Excellent Dungeon RPG (1MB) $3.00
O NetHack 3.0 (2 Disks) - Dungeon RPG (1MB) $5.00
O Omega 1.3 - Dungeon Role-Play Game (1IMB) $3.00
QO Rings of Zon - Excellent D&D Maze Adventure $3.00
O Star Trek (2 Disks) - Jimbo Barber (1MB) $5.00
O Star Trek (2 Disks) - Tobias Richter $5.00
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TREASURY (CONTINUED)

Q TACL Adventures - Assorted Text Adventures $3.00
Q The Golden Fleece - Infocom-style Text Adventure  $3.00
O The Holy Grail - Infocom-style Text Adventure $3.00

MS-DOS Adventures’ Price
0O Commander Keen - Sci-Fi Arcade Adventure $3.00
0 Crystal Caves - Quality Sci-Fi Arcade Adventure  $3.00
Q Dark Ages - Fantasy Arcade Adventure $3.00
Q Duke Nukem - Quality Sci-Fi Arcade Adventure  $3.00
QO Maze Quest - Might and Magic-style RPG $3.00
O Paganitzu - Excellent Dungeon Maze Adventure $3.00
Q Vampyr - Nice Ultima-style Fantasy RPG $3.00
Amiga Adventure Resources Price
0O Dungeon Master Resources - Maps & More $3.00

MS-DOS Adventure Resources® Price

O Infocom Solutions Disk - Numerous Soultions $3.00
O QuestMaker- Animated Graphic Adventure Maker $3.00

*PLEASE NOTE: We have adopted 3.5" disks as our standard
media. All freely redistributable MS-DOS adventures and
adventure resources will 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

Enchanted Realms™ Produact Oroer Form

MS-DOS Adventures Price

O Conquests of the Longbow (VGA)! $42.00
Q Crusaders of the Dark Savantt $47.00
Q Elvira II: The Jaws of Cerberust $47.00
O Eye of the Beholder II* $47.00
O Gateway to the Savage Frontier $42.00
Q Heart of China (VGA) $42.00
Q King’s Quest V (VGA) $46.00
O Les Manley in: Lostin L.A.* $42.00
Q Leisure Suit Larry 5 (VGA) $42.00
0 Magnetic Scrolls Collectiont $42.00
QO Might & Magic III: Isles of Terra $47.00
0O Monkey Island 2: LeChuck’s Revenge! $47.00
0 Police Quest 3 (VGA) $42.00
0 Space Quest IV (VGA) $42.00
QO Star Trek: 25th Anniversary* $42.00
O The Adventures of Willy Beamish (VGA) $42.00

tPLEASE NOTE: These adventures had not shipped at press
time, but are scheduled for release no later than January 1992.
Please call in advance to verify availablilty. Thanks!

Adventure Languages Price
O The Bard’s Tale Construction Set (MS-DOS) $40.00
Q Visionary (Amiga) $70.00
Q Visionary Programmer’s Handbook (Amiga) $22.00
Adventure Clue Books Price
0 Bane Playmaster’s Compendium $12.00
O Chaos or Dungeon Master Handbook $12.00
Q Elvira Hint Book $12.00
O King’s Quest Companion, 2nd Edition $14.00
Q Quest for Clues II $22.00
O Quest for Clues III $22.00
QO SSI Clue Books $12.00

PLEASE NOTE: When ordering MS-DOS adventures, indicate
disk size required (3.5" disks will 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 all products listed are subject to change without notice. Not
responsible for typographical errors.

Amiga Adventures Price
O Altered Destiny $44.00
O Eye of the Beholder $46.00
Q Elvira: Mistress of the Dark $44.00
O King's Bounty $40.00
Q King's Quest V! $44.00
O Les Manley in: Search for The King $44.00
Q Lord of the Rings: Volume I $42.00
Q Rise of the Dragon $44.00
Q The Secret of Monkey Island $46.00
O Wonderland $38.00
NAME: ADDRESS:
CITY: STATE:

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

ZIP: PHONE: ( )

Disks: O 35" @ 525" Graphics: O VGA O EGA

Total Merchandise

Subscription Renewal

Ohio Residents Add 7% Sales Tax
Shipping and Handling
Additional Shipping and Handling

TOTAL PAYMENT ENCLOSED

$3.00*

Enchanted Realms™
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Contest Ruadles

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 Enchanted
Realms™, you could photocopy the 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 e P.O. Box 33656 ® Cleveland, OH 44133 »
Attention: Tournament of Wits.

NAME:

ADDRESS:

CETY:

ZIP: PHONE: ( )

STATE:

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

A. Endora
B. Emelda

A. Black Widow Productions
B. Black Spider Productions

and designers at:
A. Horror Works
B. Horror Workshop

A. Mistress of the Night
B. Mistress of the Dark’

A. Graveyard
B. Haunted House

Enchanted Realms™

Tournament Of Wits

CONTESTS OF KNOWLEDGE AND CHANCE

e '
Eloira®ll: The Jaws of Cerberus™ Contest

1.) When we last left Elvira (at Killbragant Castle), she had just been rescued from the clutches of her
evil, undead look-alike, Great-Great Grandmama:

C. Morticia

D. Brunhilda

2.) In the meantime, Elvira has become President, CEO and Chairman of the Board of her very own
Hollywood movie studio. This "set" for Elvira® II: The Jaws of Cerberus™ goes by the name of:

C. Black Spider Studios

D. Black Widow Studios

3.) Elvira® and Elvira®II (the RPGs) both originated in the strange, demented minds of the programmers

C. Horror Soft
D. Horror Software

4.) By what surname (and trademark) is Elvira, queen of Queen "B" Productions, affectionately known?
C. Mistress of the Evening
D. Mistress of the Living Dead

5.) Elvira® II: The Jaws of Cerberus”, our famous femme fatale’s most recent adventure, transpires in a:
C. Catacomb
D. Movie Studio

Answers to these questions, if you need them, can be found in Accolade’s advertisements and our Elvira Preview.

Contest Information

Welcome to this issue’s Toarnament of Wits
Contest, brought to you courtesy of Enchanted Realms™
and Accolade. This time you have the opportunity to snatch a
copy of Elvira® II: The Jaws of Cerberus”, and/or including
up to as many as THREE Accolade adventures. Excellent!

So, here’s the deal. Below you will find the Elvira® II
Contest Questionnaire, containing some real ghastly multiple-
choice questions. After reading each question carefully, take a
3" x 5" card and clearly print your complete name, address
and phone number at the top of it. Next, print the numbers
one (1) through five (5) down the left-hand side. Then, place
the letter of the correct answer for each question next to the
appropriate number. When finished, mail your entry to us.
Simple, huh? Just make sure you mail it early enough so that
you don’t miss the contest deadline of January 31, 1992.

From all the correct entries received, we will select FIVE
winners. Our first place winner will receive THREE Accolade
adventures of his or her choice; our second place winner will
receive TWO Accolade adventures of his or her choice; and
our third, fourth and fifth place winners will each receive any
SINGLE Accolade adventure of their choosing. All games in
this contest are provided courtesy of Accolade and will be
sent directly from them to the contest winners.

E. Alvera
F. Hagatha

E. Horror House
F. HorrorWare

E. A,B,C, &D
F. None of These



NOBODY LAUGHS WHEN THIS
PIRATE PLAYS WITH DOLLS.

E Visit faraway islands

E and get lost.

i Take your pick of adventures

il from Scabb to Phatt Island.

E And with multiple levels

E of play, even your average

i marketing type can feel smart.

It’s giving Guybrush
a headache.
He’s become a bore, end- §
lessly telling the story of §
Monkey Island 1. If the
braggart doesn't find a new ; ,
: . We've reassembled
| the original cast.
{ Stan’s back in a new under-
£ taking. Along with the
E Voodoo Priestess, Governor
E Marley, and other favorites
E from Monkey 1. Plenty
E of cryptic in-jokes, too.

E Incredible VGA art.

E ' We hired 256 out-of-work

i artists from Los Angeles and
crammed them six-deep in

i an office until they came up
with pictures we liked.

crusade soon, he'll be buy-
ing his own grog at the
Bloody Lip Bar.

Vengeance is his
trademark.” :

In Monkey Island |
LeChuck’s nuptial vows
went up in fizz. Now he's :
back with a new vow —
wreak revenge on §

Guybrush Threepwood.

Incredible music and
 sound effects.

 All of the musicians we

i wanted are working in '70's

H comeback bands. So we
 scored a few tunes ourselves,
added some great sound

i cffects and went home.

. We did the best

E we could.

We're not perfect. But we think
 scanned art, scintillating
 soundtracks, rehashed jokes

£ and a great story get us close

i —and over budget, too.

Who will cough up §
the Big Whoop? §

This legendary treasure
of the high seas is up for
grabs. There's more at
stake than just wealth; for
Guybrush it's his last
chance to certify himself
as a world class pirate on
a pirate’s ship in a pirate’s

sca blah blah blah. §

Haunting secrets from the Illiteracy-driven icon system Thicker, richer
first game revealed puzzley goodness
Monkey Tsland 2: LeChuck's Revenge™ and € 1991 Visia ot enailes oeonlss drect brcalling

LucasArts Entertainment Company. All rights reserved 1-800-STARWARS (in Canada 1-800-828-7927)




Adventure Game Rating System

Adventure Ratings

Enchanted 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 review concludes with a game rating chart.
This chart displays the scores received by each
adventure and additional data pertinent to that game.
Mini-reviews receive a simplified version of the rating
chart, providing the overall score an adventure receives,
its category, publisher, system (Amiga or MS-DOS) 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 version of the
guidelines used by our reviewers is reproduced here.
This information is divided into the four following
sections: Adventure Categories, Adventure Difficulty
Levels, Adventure Elements and Adventure Scores.

Adventure Categories

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 adventures which incorporate
multiple game elements and /or object manipulation.
Animated Adventure - Adventures 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 is
indicated in the game rating chart.

Adoventure Difficulty Levels

Novice - Adventures easily played by beginning
adventurers and above.

Apprentice - Adventures requiring the skills of players
who have several quests under their belts and 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 level of
experience and skill, almost to the point of being
impossible to complete.

NOTE: Most adventures will naturally fall into either
the Novice or Apprentice classifications.

Adventure Elements

Gameplay - Storyline of the adventure, character
creation and manipulation, variety and level of difficulty
in play, nature and variety of puzzles to be solved and
the ability to maintain the player’s interest.

Interface - Success in the implementation of the user
interface whether it's graphic or text-based, seamless
interaction with the game world.

Atmosphere - A game's feel, its unique ability to draw
the player into its world and provide a true-to-life
experience, one of actually being there.

Documentation - Quality and clarity of the printed and
on-line documentation, support and development of the
storyline, auto-mapping 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, revolutionary technology,
unique elements or new concepts.

Mechanics - Product stability, form of copy-protection
employed, provision for hard drive installation and
bug-free operation.

Overall - Overall quality of the adventure.

NOTE: Since most games are either better or worse than
the sum of their individual parts, the overall score does
NOT reflect an average of the scores from the other eight
categories. It stands alone as a final summation of the
adventure as a whole.

Adventure Scores

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 (0-49) - 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 provide our
readers with accurate adventure reviews, as well as
enabling us to remain consistent in the reporting of
pertinent data within each review. However, we will be
the first to acknowledge that it is not, by any means, a
perfect and foolproof system. Therefore, when looking
at the scores an adventure receives, keep in mind the
components that you consider most important in an
adventure. 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 a game. In either case, we trust that the
information provided in Enchanted Realms™ will
enable you to increase the enjoyment you receive from
your adventure dollars.







