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Wonders of Wonders Departnent A spokesperson at Origin Systens says that the

Apple version of Utima IV will be released around August, 1985, with other
conputer versions to followin the Fall. They said it would be sixteen tines
larger then Utima Il and yet would be priced about the sane (@ $59.95 list).

It is runmored that other software publishers are scratching their heads over
how this pricing mracle is going to be acconplished. See “Msty Witings:
Utim IV and Wzardry IV’ for nore information.

Hol di ng your Breath Departnent Sir-Tech is well-known for their quality
products, and the primary way they nmaintain quality is to “sell no wine before
its tine.” Well, folks, the grapes nmust still be green up in Ogdensberg, NY!
W zardry IV for the Apple ][ and Wzardry | for the Macintosh were slated for
rel ease before Santa-tinme, 1984, but probably won’t be seen before the fall,
1985. And Wzardry Il for M5-DOS will be even later. As for Wzardry 1V, it
is runored that they had just gotten to Level 9 of 10 in md-April, 1985,
though we get persistent reports of it appearing, then disappearing from
dealer’s shelves in various parts of the country. As for the Mac's Wzardry
I, it is our unfounded specul ation that, though the Pascal program lines were
easily parted over to the Mac, they are probably having to rewite a |lot of
the program due to the unique nature of the nachine. And the poor folks wth
IBMs and its clones will have to wait for Sir-Tech’'s Apple conputers to cool
of f before they can get down to finishing the second scenario for Ms-DCS.

Stupid M stakes Departnment In Wzinews [:1 it was reported that Andrew
Greenberg, one of the authors of the Wzardry series, had left Sir-Tech and
was in cahoots with Richard Garriot, creator of the Utinma series. W ong,
Wong! Though Greenberg seenms not to be active in the day-to-day operations
of Sir-Tech, he is still very nuch a part of the ongoing devel opnment of the
W zardry software. To the best of our know edge, he is working an educati onal
software sonewhere in the Great Northeast. For all you woul d-be journalists,

this gaffe is a prine exanple of not checking your facts before printing. Qur
apologies to all those who trusted us enough to accept this runor as true
goods and not for what it was: an unsubstantiated runor!

Editor and Publisher: Micheel L. Nichols
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Drive, Suite 49, Columbus, GA 31907 Phone (404) 561-4294. One year's subscription $10.00. Alrmail
postage to addresses outside the United States and Canade, please add $4.00. Single copy price: single issues
$3.00, double issues $5.00.
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el cone to Wzinews! My English teacher would croak were she
to know | was starting with an apol ogy, but here goes: W at
Ni chols Services wish to apologize to all of you for the

extrenme | ateness of this issue of the W zinews. Despite our

best i ntentions, its producti on schedul e kept bei ng

interrupted by a succession of urgent deadlines until our

readers began to despair that the Wzinews had gone the way of

s sc——® all flesh and nmany conputer nagazi nes. We appreciate your

I ong suffering patience and intend this delay to be the last you will have to
endur e.

W zinews |:4, which our subscribers will receive in about five weeks, will be

a double issue at no additional charge. It is our gesture of thanks to you

for your continuing interest and support.

Now, that's finished and we can get down to business! As pronised, this issue
expands the scope of Wzinews beyond the Wzardry ganes to cover a w de range
of fantasy rol e-playing and adventure software, as well as other products that
can enhance your gam ng enjoyment. Several columms have been added and nore
will be added |ater. Beginning this issue we will provide a forum for the
di scussion of topics directly affecting the gane-buyer, such as the articles
on copy-protection and piracy in the current nunber. Wzinews 1:4 wll
contain a related series on cheating that will run concurrently.

W invite you to submit your suggestions, comments and, if you wish, articles
to be included in future issues. |In particular, we would |ike sonme input from
you on the forumtopics.



W are not afraid of being controversial, nor do we expect (or want) every
vi ewpoi nt expressed in the foruns to agree with ours. Aside from a firm
conmi t ment to pronoting excellence in game products and effective
conmuni cati on between the industry and consumers, we have no axes to grind.
We are not connected, affiliated, beholden to, or palsy-walsy with any conpany
whose products are nentioned in the Wzinews. Articles that you see here
reflect the views of their authors, and have not been, nor will be, edited to
degrade or enhance the reputations of any conpany, including N chols Services
(of course, we do not knowingly print libelous renmarks or unverified facts).
So if you want to express an opinion, have a product to review, or have an
article that you think Wzinews readers would enjoy, please contact us for
submi ssi on gui del i nes.

The people who wote for this issue conme froma w de range of backgrounds and-
-glory be!--not one is a professional conputer-topic witer or reviewer. The
majority of them are conputer users just like you, with simlar wants, needs
and equi pnment. They have devel oped their expertise by hands-on experience as
consuners, and |'m sure you'll agree that what they have to say is all the
nore valuable to you as a result. Due to professional or personal security
reasons, sone authors have asked that we sign their articles with a pseudonym
and we have honored their request. Oherw se, we would not be able to provide
you with their inportant insights or information.

Remenber, Wzinews is your publication, and its whole purpose is to provide
you with the kind of material that you can't get anywhere el se. Unli ke the
nmonol i thic publishing giants, our aimis to give you what you want, rather
than what we think you wll buy. The way we do this is by listening and
respondi ng to your needs and desires--for exanple, the whole direction of this
publication was changed by what our readers told us they wanted! It is
obvi ous that we nust have your input on a continuing basis in order to neet
our goals. We welcone any contributions you nmay have, from one sentence
comments on the fonts we use, to entire series of columms! I n other words,
keep those cards and letters coning in!
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In the third scenario of Wzardry for the Apple, the conmmand input in Beta
testing was not buffered and the testers found that in conbat the input was
too slow. (This problem slipped through to the Beta stage and beyond to the
Bost on Appl ef est prerel ease sal es because nost of the Al pha testers and nany
of the Beta testers were using the Saturn Accelerator boards and thus were
maski ng the speed problen. This small problem delayed final marketing for

several nonths.
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uring a recent Westcoast Conputer Fair, | had the opportunity to

exam ne both the upcoming version of Wzardry for the Mac, and
quite by accident, sonme of the developnment software used in
creating the program data. The program seened in a prelimnary

state with few functions yet inplenented. I was however, able
to travel a bit through the nmaze and get a feeling for the
program It seens clear, even from this brief exposure, that
this version is destined to beconme a fixture on the Macintosh as
e J it has becone on Apple ]J['s. | will assune for the nmoment, that
you have or have seen and used the Maci ntosh even for a short period. | can

not inagine any one interested in conputers who has not.

The Macintosh at the Sir-Tech booth had been turned off then on by the person
in front of me, leaving the desktop showing with the di sk wi ndow open. The
wi ndow cont ai ned several icons so | double clicked several in turn. The first
several were data and | received the usual warning about application not
present, and in retrospect, these were ASCI|I files with the turned down page
i con. The third brought success and | found nyself using the nmaze editor.
The initial dialog box asked which Ievel | wished to edit. After choosing the
first level, | was presented with a grid which could be nodified using the
nouse adding walls, doors, etc. At that point, | was directed to close the
program by Robert Wodhead and on returning to the desktop he closed the disk
wi ndow under neat h which was the Wzardry deno program



On opening the program | found nyself confronted with the usual set of w ndows
found when in the Maze, conplete with a hardy band of first |evel adventurers
wi th unusual nanes. | wonder if this means that with Mac Wzardry we will be
able to save a gane in progress without returning to the Castle? Across the
top was a nenu bar containing sonme fanmiliar itens such as the Castle. The
pul | -down w ndow revealed the wusual <choices of Boltac’'s Trading Post,
Adventurer’s Inn, etc. all inactive in the usual light gray color utilized for
this purpose by the Mac interface. The only active option was a new one for
this point in the gane and that was the Roster. Pulling down this item
revealed the list of 20 nanes and the option to commit seppuku or create new
characters. | quickly sent several characters to their ancestors, including
one in the active group. (Not a recomended way to get out of a tight spot,
but alas sonetinmes the only honorable one.) The nethod for noving around the
maze was new. Placing the pointer in Maze wi ndow changed its shape to a |arge
arrow. Mwving it toward the right or left edge produced a right pointing or
left pointing arrow respectively, and clicking the nouse initiated the proper

right or left turn. If the pointer was in the center position it pointed
strai ght ahead and clicking the mouse noved you forward one space. | used the
‘K key to open doors but | would not be surprised if double clicking the

nouse mi ght not have the sane effect although | did not try it at the time. |
did not recognize the position in the nmaze so that puts it outside the first
three or four levels of the first scenario which | have conmitted to nenory.

The action was very quick, natural and intuitive as one would expect on the
Mac. The inplenmentation seenms to be very consistent with the Macintosh visual
interface and phil osophy. The other options in the nenu bar were either not
i mpl enented as yet or not accessible fromthis point in the program Attenpts
to use nmenu itens such as ‘canp’ and ‘use spell’ had no effect. | wish |
could tell you nore but at that point the crowd behind ne began to get ugly
and | had to give ny place to soneone el se.

[EDITOR' S NOTE] The illustration on the followi ng page is an approxi nmation of
one found in the Septenber/Cctober 1984 issue of MacWrld (page 122).
Al though it varies sonewhat fromthe one described by M. Drygas (both may be
i n-progress versions), it seens to be all set up for the nobuse and wi ndows. |
am curious whet her wi ndows can be pulled down fromthe icons on the right side
or whether clicking them m ght produce a window sinmilar to the Mac's Scrapbook
wi ndow. Note that the character w ndow has nost of the information found in
other versions of the ganme, except for the item list. Cicking ‘ltens’ or
other commands in the | ower group nmight cause a separate wi ndow to appear

The ‘Take Item is a new conmmand, and if it nmeans that a character can get an
item from another without the rigmarole of calling up the other character’s
i nspect screen, etc., then it is nost welcone. The darkened area on the | ower
right of the character wi ndow is new and seens to be a list of the spells a
character knows in a particular spell |evel. If this is so, and casting a
spell involves only clicking its nane,



then the bad spellers (pun intended) of the world wll rejoice. Not abl y

absent fromthe screen are the ‘Canp’, ‘Disband’ and sinmilar comands faniliar
to Wzardry players. It is possible that these are on yet another w ndow not
illustrated.

The obvious om ssions and inconsistencies of the screen actually raises nore
guestions than it answers. The sane issue of MacWorld states that, “[the
authors] are rewiting Wzardry fromtop to bottom for a Mac version.” Does
this nean that the ganme will be all new with unfam liar nazes, nonsters and

refined commands; sonewhat new with sone fresh features; or a translation on
the lines of the one for MS-DOS, though with the refinement of conmands
expected with the Mac. Since the product’s introduction has been del ayed
until at least late sunmer, 1985, all we can do is wait!

(3 VlzardrgO 01984 b\j Andrev Greenberg

Inc.,& Robert Yoodhead , inc
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Hit Points 8] Strength 11] Vitality 110] IREREHEEN
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Armor Class 0|Piety 14} Luck 9
Mage 1/0/0/0/0/0/0 Priest 0/0/0/0/0/0/0 ’
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The Bug List is shorter this issue. Those insidious insects infest our
favorite ganes still, but you, careless readers, have not been letting us know
about them You know, we can't do it all! ‘Nuf said. Here goes:

| BM W ZARDRY LOCK- UP

W zardry players using an | BM or clone should al ways press the ‘caps-lock’” key
bef ore pl ayi ng. If certain commands are entered in |ower case, particularly
in Canp, you will find yourself elected into the Pascal system wth no hope
of return! Characters can be (R)ecovered with the Utilities.
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Runmpors about | ong-awaited new ganes seemto swarmlike gnats as rel ease dates
are del ayed nore and nore. Not a day goes by that we here at the Wzi news get

several phone calls from people wanting or giving information. As we sort
t hrough the runors and conbine themwth verified fact, we generally can cone
up with a fairly accurate picture of what the games will be I|ike. Fol | owi ng

is what we know about U tinma IV and Wzardry |V:

W zardry IV was originally planned to be released in the late Fall of 1984,
and distributors began accepting orders for it in Cctober, 1984. (Wth the
three-nonth lead tine for mamgazine advertising, nmany deal ers went ahead and
advertised it, expecting that it would be available. That’'s why so many
people think that it has been released.) A spokesperson at Sir-Tech told us
that it and Wzardry | for the Macintosh would finally be out in August or
Sept enber of 1985, with Wzardry Il for IBMand conpatibles to follow later in
t he year.

W zardry |1V, The Return of Werdna was desi gned by Roe Adans, a well-known gane
witer (he wote Utima IlIl’s manual, is a regular columist for Computer
Gaming Wrld and has witten articles for nobst major conputer publications)
and hol der of several records for conpleting ganes pronto. The ganme is being
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billed as a ‘reverse’ or ‘nmirror scenario,’” in that the player is on the side
or the nonsters, nastiness and things that go bunp in the night. The general
idea is that Werdna, the evil wi zard of Scenario |, is not actually killed by
t hose hundreds of thousands of players, but just plays possum waiting, for
Scenario IV. The player actually becones Werdna, and creates fiends, nonsters
and ghoulies to acconpany themon their quest, rather than the normal hunanoid
fighters, Lords, etc. The Werdna-player and his sliny cohorts then battle
their way UP from the tenth level to the first in all-new mazes filled wth

riddles, tricks and good guys. A new twist is that the player’s opponents
reportedly will have a |eader called Hawkwi nd (the nane of Adanis favorite
character), whose powers are the stuff of |egend and whose endurance would
make Conan trenble. It is logical to assune that a great final battle wll
take place at the door of the Castle, with Werdna and Hawkwi nd duking it out.
One set of runors has it that Wrdna will require the Wzardry | disk to
create and/or transfer characters, but another runor says that it will be a
stand-al one program not needing or depending on another of the Wzardry
series. | aminclined to believe the latter, since Sir-Tech's sharp marketing

departnment cannot mnmiss the advantages of a stand-alone ganme to expand the
market to include those ganers who have never played any of the series (do

such creatures really exist?). Anot her whispering states that the new
Scenario will be truly replayable, with different endings according to what
the player has Wrdna do, carry, etc. Pl ayers can expect a mouse to be

supported, and for the Wndow W zardry graphics routines introduced in The
Legacy of Llylganyn to continue to be used.

Wiy is the Fourth Scenario so late? That's a good question, and one | cannot

do nore than specul ate about. (Sir-Tech, anbng other publishers, has been
burned by beta-testers |eaking infornation on the actual program |ong before
the finished product is released. |It’'s got to be disappointing for a gane to

be found on a dozen bulletin boards a nonth before it is available in stores.
Though they signed up testers in advance, all the actual testing has been done
i n-house. This has given the runor-nill few actual facts to grind!) My
progranmng abilities would nake a dog | augh, but those in the know have told
me that the programmers of the Wzardry series are very economical with their
time--if a routine or group of programlines is unneeded, they will |eave it
there undel eted and sinply have the program i gnore them | understand that
the Third Scenario’s program still has lines specific to the First Scenario,
lurking in corners that are only swept when the need arises (to give them
credit, this 1is good progranm ng technique). All this leads to ny
prognostication: | believe that the Wzardry program had becone so junked up
that undesired interaction of old and new parts of the program becane
inevitable, and that it has had to be conpletely rewitten, or that serious
housecl eani ng had to be done.

This certainly would be no weekend task if what | speculate is true. A
programthe size and conplexity of Wzardry has literally tens of thousands of
program lines and mnillions of possible conbinations. Sir-Tech has the

reputation of
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not releasing a product until it is ready to stand the test of tine, an
attitude that is appreciated by serious gane players. The grunbles it
produces over the delay are actually a testinony to the quality of their
products. However, with all those fans waiting like hungry rats for Wzardry
IV, I would not want to be in Sir-Tech's shoes should the gane be | ess than
epi ¢- maki ng!

INterviews with the writers of favorite games
/ : Series to begin in [:4. Discussion of all
Cheat 1 ﬂg sspects—-from editors to legal” tricks !

Reviews of Ultimaeditors and alternate scenerics,
Adventure Construction Set, Sheadowkesp, |
The Book of Adventure Games and more!

Piracy & Copy-Protection

Series will continue with views of publishers, consumers
More Great Columns

More Fascinating Articles
More Helpful HintsS another insteliment

in our "Getting Started in " series

More for vou in the Wizinews!
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=/ Letter(s) to the Editor ¢

|"ve just received nmy copy of WZINEWS and |’ mdelighted with it. “Beginners’
Corner,” “Bug List” and “Ashnaperpl Answers” are exactly the kinds of colums
I"d hoped to find. Just marvel ous.

My one conplaint is the tiny print size, which isn't a pleasure to read
anywhere in the magazine and in some places is at the very limt of
visibility. | realize you're trying to save on size and weight. Probably if
the original copy had been done on a daisy wheel instead of a dot-matrix
printer it would ve been nore |egible, even at the same reduction.

In “The Wziswitch” you state that the “//e ... is able to deal with the 40-80
probl em wi thout help.” |’mnot sure what you neant by that; my //e does turn
on the 80-colum card when Wzardry is booted, so that whenever the conputer
is in text node the letters are half-width with spaces between. No problem
while in the hi-res dungeon, of course, but it’s annoying to cone back to the
castle and have to deal with skinny, spaced-out (literally) letters. On the
few occasions when | use ny color nonitor it's nore that annoying; it’'s
unr eadabl e.

| wote to Sir-Tech asking if there was a newer version which had fixed this,
as | hoped to be able to upgrade; but | never got a reply. Fortunately |I cane
upon a fix in one of the five Apple-dedicated nagazines to which |I subscribe.
I wish | could remenber which one so as to give proper credit, but | can't.

Anyway, here’'s how to keep the 80-colum card off: 1) Start up the //e with
Drive | enpty; 2) Stop the drive with control-reset; 3) Enter POKE -16373,0;
4) Insert the W ZARDRY di sk; 5) Boot by entering PR#6

Again, | think Wzinews is great. | w sh you every success. |’m enclosing ny
check for a year’s subscription.

--Neil Harrington, Mddletown, CT
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ail Heroes! Ashnaperpl returns once nore to pull you from
the quagmre of despair! Many of you adventurers in tines
of peril have used the tel ephonic device to beg extension
of ny mghty hand, though piteous few have sent nessages
by Scroll of Pleading. No matter. This installnent of ny
Wrds of Wsdom is gleaned from all cries for help,
what ever the nedia of transm ssion:

DEAR ALL- KNON NG ONE: Does the inhospitable old geezer
hiding on the first level of Wzardry's ‘Proving G ounds’
at 9 East, 19 North serve any purpose? What, if anything,
is needed to keep him from expelling the party from his
closet? --Neil Harrington

This aged anchorite, expelled from polite society for
unhygi eni ¢ personal habits, takes out his rancor on all
who dare enter his lair by ejecting them directly to the
Castle. He has a sunmer hone in the ‘Knight of Dianpnds

on Level 3 at 8 East, 10 North. H's intonation, “Mpiro
Mahama Diromat!” is not a magic spell, but a curse,
roughly translated, “Get thee to a Laundromat!” H s
heart’'s desire is to weak his foul vengeance on all who
near him (though the violence done to one’s nose is quite
enough), and there is nothing that you or your party can do once he has
conmenced his eviction procedures.

DEAR OLD ASH: How did you nanage to map the tenth level of Wzardry |?

The ‘Mad Overlord’ hinmself, WERDNA, has cancelled the effect of Dumapic spells
in the whole of his tenth-level lair, the nore to confuse you. Knowi ng
preci sely where you are matters only when you have vanqui shed him and nust
use the Malor spell to get out. But for those who have a conpul sive need to
| ocate your party precisely, here is how to do it: within your party have
t hose whose Spell Books contain plenty of Dunmapic and Malor spells (it doesn't
hurt to back up your party before doing this, since Mirphy is always | ooking
for new correlates to his Law). Havi ng the Jewel ed Amulet, which casts the
Dumapi ¢ spell, saves your party's spells. First map the corridor you are in
(remenber that there are seven of thenm) WTHOUT going into the roomat the end
(remenber you are mapping, not fighting). Exam ne your map and choose two
di stinctive locations you wish to verify. Place your party on the first, cast
the Malor spell to rise to a safe Level (where there is no rock), then cast

the Dunapic spell. Note the coordinates on your map, return to the tenth
Level and do the sane for the other chosen location. The direction faced is
not inportant. 1In this way you can |locate the snake-like twi sting of WERDNA' s

lair on a regular 20 by 20 grid.
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DEAR ASHNASTUPI D: You gave the wong coordinates for getting out of WERDNA's
lair in Wzinews |:1!

Mea cul pa! Mea cul pa! Mea maxi na cul pa! In my agonies of maeking this hand
weaned to the sword wield the mghtier pen, | noted coordinates that surely
doonmed untold nunbers of worthy parties to a rocky death! My dreans are filled
with their stony cries and their blood will forever be upon ny hands! It is
with abject repentance that | offer the correct information: Wen your party
first steps inside WERDNA's lair, they are at 17 East and 3 North on the Tenth
Level . In order to return to the entrance to the Castle, they can use his
Anul et or a Malor spell (the Anulet will also cure and sonetines resurrect all
party nenbers needing the sane) to return. Press the ‘N key 17 tines, the
‘S key 3 tinmes and the ‘U key 9 tines. Your display will tell you: EAST:. -
17 NORTH: -3 DOWN: -9. This will work only if you on the square right inside
the door to his lair. Not in the hallway. Not anywhere else in the room

OH MGHTY ONE: My intrepid adventurers have vanqui shed WERDNA nany tines, but
have never gotten the Anulet.

Murphy is nost active on the Tenth Level of Wzardry I, and a corollary to his
i nfambus Law states that: “I'f any of your Party is carrying the full
conpl ement of eight itens, then that's the character who will be offered the
Anul et!” BEFORE entering the Lair, nmake sure that ALL your party nenbers are
carrying a maxi num of seven itens, and that ALL of them can accept the Amul et
if it is offered.

DEAR ASHNAPERPL: Every time | try to use the Malor spell, ny party always
ends up in rock.

The Malor spell is a powerful servant of the unforgiving god Conputerre, whose
edicts must be followed with precision and exactitude. Unfortunately, the
rul es he observes have not been set down adequately until now In order to
use the Ml or spell wthout danger, you will need to have a nmap before you.
When entering the coordinates you want to go to, you nust press the direction
key once for every step you wish to take in that direction (many soon-to-be-
dead-ones sinply enter the coordinates they wish to go to!). For example, if
you are at 12 East and 10 North on the Eighth Level and wish to go to 4 East
and 6 North on the Second Level, you would first press the ‘N key (for West)
8 tinmes, then the ‘S key (for South) 4 tines. Yea, verily, it helps to nove
your finger along a map one square for every key press. Even the nost
experi enced spell-casters occasionally goof it wup. Count the levels to be
travel l ed on your fingers--'eight to seven’ is one finger, ‘seven to six’ is
another, and so on. Then press ‘U (for Up) 6 tines. Al ways doubl e- check

your coordinates before finally casting the spell. Renenmber that the screen
will display only North, East and Down coordinates. Pressing ‘N,’ ‘E ' or ‘D
will show a plus value, and pressing ‘S,” ‘W’ or ‘U wll give a mnus val ue.
Fol l ow t hese sinmple rules and Conmputerre will bless your casting of the Malor

spell with safe journeys.
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DEAR ASH. | believe | have done everything required in ‘Legacy of LIylganyn’,
but the statues on the sixth Level still tell me “Not w thout paynent.” \What
did | mss?

Many ot herwi se crafty heroes of the Wzardry ganes forget that itens can have

alignments as well as characters and parties. Acquiring the desired Ob
i nvol ves carrying Crystals of each alignnment--Good, Evil and Neutral. The
Good and Evil Crystals can be found on the fourth and fifth Levels,
respectively, and are your ticket for entry onto the sixth Level. But the

Neutral Crystal, the item needed for trading on that Level, nust be nade.
How? Take heed: The Neutral Crystal is nmade by having a character who is
carrying both the Good and Evil Crystals invoke the power of one or the other.
When the dust clears, you will have a Neutral Crystal, but you will also have
a harned character (anything from aging to death), one or both of the other
Crystals broken, and sone or all of the mamgical itens in the ENTIRE PARTY
br oken. So the best course is to equip a dud character with both Crystals,
forma party with that character and one other who is not carrying any nagical
items, then go to the entrance of the Maze and do your stuff. If the
sacrificial character is killed, then the other one can get the Neutral
Crystal produced before re-entering the Castle. O her words of advice: You
will need to go back and get replacenents for the broken Crystals, but if your
party is carrying the Neutral Crystal, then they often will not be able to get
it. Leave it in the Training Grounds until you are ready to go onto the sixth

Level . If you STILL cannot get replacenents, use the Wzardry gane's
Uilities to nake a fresh scenario disk and a character backup of your old
scenari o. Use the character backup to put your fellows onto the fresh

scenario disk and try again.

* x %

Adventure calls, ne hearties, and | fain would forsake the pen for the sword.
But before | amoff to new quests, let ne rem nd you that | have travel ed nore
worlds than those of Wzardry and Utim, and | would welcone witten
guesti ons about other | ands. Just send the question to our friends at the
W zi news, and they will be answered in the next issue!
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The Wizisysiem manusl and meps have been the wor lawide favorite heip for pleyers of Sir-Tech's Wizerdry®
gemes for almost two yeers. Why? Maybe it's thet the Wizisystem gives them control over the game without
toking the challenge sway. Or thet it makes repiaying & scenerio even more fun then the first time. Or, es the
Whole Earth Software Catalog seys, it is ..not only heipful but fescineting in ils own right!” Pecked with
information, forms, charts and tips ( the Apple manual's Table of Contents alone takes four pagest), i gives you
the kind of information end help you went--from forming perties to deveioping characters to complete monster
and item information to using the Wizarary® utilities to your best sdventage! Our thousands of setisfied
customers routinely tell us thet it is the best manue! written for gny gamet!

We call the Wizisystem maps the best, and we are confident that you will agree. Printed one level to 8 8 1/2 by
11 page, they heve the leve! mapped on & grid with easy-to-use coordinetes, snd show ALL doors, pits, derk
sreas, and even show the direction of rotationsi Helpful notes for each level give information such &s non-
random tleports, elevator instructions and things to look out for. Also included ere all the messages (but no
answers) found on & perticuler level.

The Wizisystem is continually upgraded to contain the lstest wrinkies to make your geme more successful. And
when new scenerios come out, you may order sn inexpensive supplement to your existing manusl!

_e((rmaZaps
WL ST R
The Wizmaster disk combines the best of the various cherecter printing end modification software into one
tnexpensive, relisble program guerantesd not to herm your Wizerdry® scener o disks! Unlike other modificetion
sofiwere, it reads information directly from the scenario backup, %0 il works with the oldest end newest
versions, as well as with the new alternate scenarios now being seen on the market. The printing festure ellows
you to print to the screen or 1o a printer complete rosters and cheracter information (you can put 8 character's
‘inspect’ screen and 81! their mage and priest spells on one sheet). AND you cen modify ANYTHING sbout @
cheracter-~{rom their neme to their class 10 the items they carry. incresse and decreese sy number (greet for
replaying the game). It 15 80 compiete that you can kil and paralyze & cheracter as well 8s bring them back to
heaith| Gives exact location of a character so you can go get them or, with one keypress, bring them beck to the
Castle. Wizmaster 18 so easy to use thet even the beginner will have no trouble. Uncopy-protected for your
convenience, Inexpensive uparades are availsble 83 new scenerios are introduced.
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« please nate our new address and phone »

NICHOLS SERVICES

2601 Cross Country Drive, Suite 49 - Columbus, GA 31907 (404) 56(-4294

PRODUCT and PRICE LIST

Wizisystem Manual and Maps

Apple version (Scenarios |, 11, and 11--no maps) $15.00
(Apple manual with complete maps) $25.00

MS-DQS version (Scenario I--no maps) $10.00
(MS-D0S manual with maps) $13.350

Macintosh version (Scenario 1)
(Will be available within three weeks of release of game.
Price expected to be the same as MS-DOS version.)
Maps (Scenario |, Il or 111) each set $ 5.00
(all three scenarios for Apple version) $1250
Wizmaster
Apple version (ail 3 current scenarios) $1750
MS-DOS version (1st scenario only. Currently with-
drawn for upgrading, available June 85) $17.50

Ultisystem
Ultisystem (for Ultima i i@ and Ultima ille.
For alt computer versions) $15.00
Ultimaster

Ultimaster (for Ultima li® and Uitima Ille.
Apple version currently available.

Other versions in development.) $17.50
wizinews
One year subscription (four quarterly issues) $10.00
Game Master's Guides
Game Master's Guide !, || or 11l for Apple or C-64 $24.95
Any two Game Master's Guides $47.49
All three Game Master's Guides $69.95

Rai'Morth's Hollow (G M Guides Adventure |)
Currently available for Apple Il series at new lower price $29.95

Wizisystem for Apple (manual, all maps, Wizmaster

for all 3 scenarios + Wizinews subscription) $47.50
Wizisystem for MS-DOS (manual, maps, Wizmaster

for 1st scenario + Wizinews subscription) $37.50
Ultisystem for Appie (manual and Ultimaster) $27.50

ORDERING INFORMATION
PAYMENT: Checks, money orders, YISA, MasterCard and C.0.0. (plesse add $3.00 for C.0.D.
orders).Please do not'send cash. Prices are in US funds drawn on a bank with a US affiliate. In
order to keep prices low, we do not bill for orders.
SHIPPING: Orders are shipped within 72 hours by UPS or US Postal Service (faster shipping is
availsble--please inquire for extra charge). Plesse add S of the list price plug $1.50 for
Shipping and Handling to US and Canadien addresses. Georgia residents add 4% sales tax. Airmail
to foreign addresses: $8.00 per order and/or $6.00 for Wizinews airmail postage.
MAIL ORDERS T0: Nichols Services, Dept. WN2, 260! Cross Country Drive, Suile 49,
Columbus, GA 31907 PHONE ORDERS: (404) 561-4294 between 10 AM. and 10 P.M. EST
Monday through Saturday. We're closed on Sundeys, but you may talk to our answering machine!
THIS PRICE LIST VALID AS OF 23 APRIL 198S. PRICES SUBJECT TO CHANGE WITHOUT NOTICE.



