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~—NEWS—

ANDREW GREENBERG HAS LEFT SIR-TECH for Origin Systenms, or so it has been told
us by several sources. (Origin Systens publishes Utima Il and The
Caverns of Callisto) Seens he has Joined Lord British (the creator of
the Utim Series) in order to work an a new gane. Judging from the
successes each has had separately, a collaboration ought to produce a
bl ockbust er!

(note by the editor: the above was an unsubstantiated runmor and has
proven to be wrong)

SIR-TECH IS BUSY working on the IBMversion of the first scenario of Wzardry,
which is slated to be released in late March, 1984. Runmor has it that
they are considering nmaking the gane available for the Commpdore and
Appl e’s Macintosh, as well. It wouldn't be surprising if Sir-Tech
i ncorporated the “Wndow Wzardry” screen routines into any or all of
t hese now versi ons.

THE RETURN OF WERDNA, the fourth scenario of the Wzardry series, is schedul ed
to be beta-tested in Septenber or October, 1984. This means that it

will be on sale by Decenber, just intine for Santa. No word yet if it
will be the long-awaited “wilderness scenario”, wth at |east sone
out door nmzes an well as corridor’s. Don't count on it though, since

“Wndow W zardry’'s” Hi-Res graphics take up a lot of nenory. Coupl e
that with the Apple J['s limted disk space, and you have to realize
that Sir-Tech is doing about all that can be done--that is, unless they
have sone nore tricks up their sleeves!

THIS IS JUST | DLE SPECULATION, but it seens that all the Wzardry scenari os,
(and Utinma and ot her ganes, for that matter) would be easily adaptable
to operation with a nouse. It just so happens that the IBM the Apple
][ (in March, 1984) and the Macintosh have those devices avail able.
Could it be that Sir-Tech will nmake future Wzardry ganes playable with
a nouse?

MMBER | FIRET QUARTER {984

Tz B

Editor end Publishers Michawl L. MNichols

Witinews fu published four tises yesrly on o quarterly
schedule by Nichols Services, 478! Buckeye Way, Colusbus,
SA 31784 (494) 323-9227. One ysar's wubscriptton until t
June 19941 $G.90, after | June {784y 918.08. Add #4.99
for fereign airweil postage. Single cosies: $3.060.
POSTHAGTERS Sond eddress changes to Wirirews, 4981
Buckeye Wey, Colushbus, BA 31994,

Copyright 1984 Wy Michols Services. AlS  rights
reservedy reproduction (A whole or In part without
permisaion is prohibited.

Wizinews {18 an independent fournsl, net affiltiated In sny
wey with any software or herdwsre firme whose products
ore sentioned horein. Wizerdry 18 @ tradeserk of
Bir-Yeeh Softwere, Inc. Copyright 1901, 1992, 1993 by
Andrew Breentery, Inc. snd Robert Woodhesd, Inrnc.

COMREBPONDENCE, LETTERG TO THE EDITOR AND MATERIALE FOR
EDITORIAL CONGIDERAT ION should be went te Nichels
Servicus, 01 Bucheye Way, Columbue, BA 31904,
Infermation concerning sditorisl poticles and advertising
rates (s oveiladlw from the same address. Nu materiasts
subsitted for wditerisl considerastion will be returned
unteew scconpanied by seli-addressed, stomped wnvelope.
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e have a love-hate relationship with the Postal Service. O
the one hand we are on a first nane basis with the workers at
the local post office-—-we are one of their biggest custoners

On the other hand our postal carrier, normally courteous and
cheerful, beconmes sullen around the first of the nonth as he
lugs great stacks of nmmgazines to our door. Anong t hose
tottering heaps are twenty-one different conputer nmgazines,
and you know how heavy those can get!

Yes, we do read them all. Since we have been in the business of helping
W zardry players beconme nore successful, we have been especially attentive to
any articles related to ganes in general and Wzardry in particular
Unfortunately, all but a handful have taken the form of “Ch, wow, nan!”
reviews of the |atest arcade clones, and of that handful only a few articles
have done nore than nention Wzardry.

Fantasy and adventure ganes are taken quite seriously by their players, and
nore of this type programis sold than all the spreadsheets put together. Yet
nonth after nonth readers search among the nyriad of articles witten about
obscure business and educational software for the rare article devoted to
their favorite gane. |If any articles are found at all, readers are too often
di sappoi nted by sophonoric “advice” that could nake a dog | augh



WZINEWS to the rescue! This nmagazine is devoted entirely to the serious

fantasy and adventure gane player. Every issue will be packed with the kind
of articles and information that you have boon looking for. The contents of
this prem ere issue have been chosen specifically to fill the needs and answer

the questions of Wgzardry players from all over the world, and every issue
will be edited with your success and enjoynent in nnd.

Ni chols Services, the parent organization of the WZI NEW, has built its
reputation by being responsive to the needs and w shes of its custoners. The
WZINEWS carries this policy a stop further by basing its entire editorial

content on its readers’ input. W actively solicit your requests, coments,
guestions and any materials that you think other readers might enjoy or
benefit from Information for prospective witers is available on request,
and the deadline for all materials, including letters to the Editor, is

printed in the “Look into the Future” section.

Al though the WZI NEWS was established originally to cover the Wzardry ganmes
al one, it soon becane apparent that our readers wanted and needed a nmgazi ne

that dealt with the entire fantasy/adventure field. In response we have
changed the direction of the WZINEWS--this is the only issue that will deal
solely with the Wzardry ganes. W intend it to cover any fantasy and/or

adventure game that our readers are interested in, so you are invited to
i ncl ude other games in your correspondence with us.

Above all, we want you to know that the WZI NEW5 is your magazine. |t exists
because you wanted it. It will contain what you want it to contain. It wll
cover the games you want it to cover. Since mind-reading is not anpbng the

talents we are blessed with, you nust |et us know what you would like to read.
Wth your help, the WZI NEWS can becone a major force in the world of fantasy
and adventure ganmes, not only by helping players to succeed with the games
currently on the nmarket, but by actually shaping future ganmes to be nore
chal | engi ng, stinmulating and enjoyabl e!







reat ganes, |ike great wne, don't just happen, but are
cultivated and refined over a period of tinme. The superiority
of the raw materials of their creation nakes up only a small
portion of the fornmula for their greatness. Conbined wth
superior raw nmaterials nmust be the skill to use them properly,
the ability to continually and realistically evaluate the
energi ng product and the patience to allow it all to mature

SN, Above all, the creators nust possess the special ability to
now the exact nonent when everything is right, when all the parts cone
together into a sumgreater than the whole.

Most W zardry players know that the series has been a bestseller since the
Proving Grounds of the Mad Overlord's entry into the market in July, 1981
They have seen initators, have even played sone of them but always conme back

to the original. Like a great wine, one always returns to it with pleasure,
knowi ng that no natter how nmany tinmes it has been experienced in the past
there wll always be sonething new, sonething unexpected, a continua

freshness that separates it fromits lesser rivals. These qualities did not
cone about by accident, but through patience and a firm belief in the
integrity of the gane.

W zardry was born in boredom Andrew G eenberg and his nmates at Cornell were
spending the spring study week of 1978 doing what nost people did--playing
chess, Scrabble or endless card ganmes. After a couple of days, he says that,

“I was getting tired of these same ganes. | was bored and conpl ai ned about ny
boredom” A friend suggested offhand that he go put “Dungeons and Dragons” on
a conputer. Greenberg renenbers saying, “O K" and going to his Apple |

conputer to wite a gane that eventually would bear only the vaguest
resenbl ance to its ancestors.

By the fall of 1979, Geenberg’'s gane was quite popular with friends and
associ at es. He says that “It was constantly being played to all hours into
the night. | ended up sleeping in the roomof the person who was occupyi ng ny
roomto play the gane.”

Andrew Greenberg worked part time as the guardian of an instructional conputer
system Part of his job was to set up passwrds and rules to keep
unaut hori zed users out of the system especially students who had di scovered
that the conputer contai ned sone chall engi ng games. G eenberg took an instant
di slike to one student who al ways seened to be able to burrow around his nost
el aborate protection schenes to get at the game files. No wonder that his
first inpression of Robert Wodhead was that, “He was one of those people who
just seenmed to live to nake ny life niserable.”

When Wbodhead decided that he might want to nmarket a gane, he renenbered
Greenberg’s canpus successes and contacted him offering him “a deal |
couldn’t refuse.”

Greenberg says of the original division of labor, “...1 agreed to allow
Wbodhead to do all the coding and | would take charge of the designing--hence
freeing my tine up.



I would virtually just supervise. As it turned out we both did a lot nore
progranmm ng and designing than we thought we would have to do.” Although it
was Greenberg’'s original programthat was fornming the basis of their efforts,
it soon becane apparent that Wodhead was contributing creativity and
originality to the ganme, so Wodhead was naned co-author of Wzardry along
wi th G eenberg.

Describing their office during this period Robert Wodhead says, “W are

tal ki ng squal or. I did the original coding in an office snaller than your
bat hroom You had to hold your breath to fit in two small desks and squeeze
in a visitor. I was working on an Apple Computer which was on one of those
el ementary school desks that was bought at an auction.” By the tinme Wodhead

nmet Robert Sirotek in 1980, a total of 20 nonths already had been spent
fine-tuning the game, using the criticisns of a team of college students who
acted as testers. Wbodhead wanted Sirotek to work on the marketing of the
gane, which he accepted as “a challenge”. Sirotek recalls that “Andrew and
Robert had a great product. But they needed sonmeone who could objectively
scrutinize it to get it ready for consuners. The game needed to be defined
and refined.” Al though he believed that the gane was already narketable,
Sirotek felt that “It needed a nmmin ingredient which would sustain consuner
interest long term.. W wanted that |ast 10 percent--the extra bit--to give a
| asting inpression.”

The next ten nonths were spent by Sirotek, G eenberg and Wodhead pl ayi ng and
replaying the game time and again, “nonkeying around wth bal ance of play, the
action, and so on.” By the time the game hit the market an October 1, 1981,
the first scenario of Wzardry had been revised “2.5 tines”. Wbodhead
comments that, during the nore than two years spent honing and debuggi ng the
ganme, they all “...shared the sanme attitude--‘We will sell no wine before its
tinme.’ W wanted to cone out with a quality product. There was a |ot of
pressure to succunb to market denmands and bring out the product. Then sone
nore bugs were found. W had to debug it again.”

W zardry's fornal integrity, evergreen playability and continuing popularity
attest to the w sdom of Greenberg, Wodhead and Sirotek’'s patience in
devel opi ng the gane.

NEXT |SSUE: The narketing strategy that has nade the Wzardry series so
popul ar.

[Some of the information for this series cones from “The Enchantnent of
W zardry” / (no byline) / Software Merchandising, Vol. 2, No. 10 (Cct 1993),
pages 56-58]
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HOW TO BU LD A STRONG PARTY

By
Frank Conway
urprised again! Beep! Slain, slain, slain! Anot her bri ght
prom sing expedition turned into a kani kaze mission by the pits
and dragonflies of the third level. And | couldn't afford the

resurrection fees of the avaricious Priests of Radiant Cant.
When the carnage was over | sat back and gazed at ny reflection
in the nonitor. What was wong with nmy ganme techni que?

Pl enty. I was batting ny head against the catch-22 of Wzardry: to build
powerful characters you need lots of spells and hit points; to get lots of
spells and hit points you need powerful characters. Now, you would think that
a guy with a Ph.D. could figure his way around a ninor conundrum like that but
| was stunped. M doctorate is in anatomy, not dungeon mastery, so | decided
to seek help from a younger and wi ser head. I went back to the software
departnment of Princeton University store and cornered the kid who had sold ne

t he gane.

Look, | said, all I've been doing for the past nonth is feeding nonsters. |
have to tiptoe around the first |level |ooking for bubbly slimes to kill. 1'm
tired of having sand kicked in ny face by scruffy nen. 1'd like to see what

the fourth level |ooks like but my characters can't survive |long enough to
find the stairs domm! And | don’t want to use a cheat disk. Wat can | do?



That’s how | found out about super-bishops. VWhat is a super-bishop? It's a
young 19 or 20 year-old 50th level bishop with over 31M hit points, who can
cast the maxi mrum nunber of both priest and nage spells in all levels and who
is eligible to be changed into any other class conpatible with his alignnent.
There are only two ways to obtain the services of this exalted clergynan: play
W zardry every day for the next 47 years (in which case neither you nor the
bi shop will be very young) or follow the nethod outlined in this article.

What | am going to do to show you how to create a really strong party of
door-kickers who will last long enough to get sone high-level experience
points; a party that sone day you will be proud to introduce to Werdna.

By now you should know that nothing in Wzardry is free. You will need gold
pi eces--about 106,000 of them-to conplete this venture. To raise this anpunt
of cash you will need a formatted backup di sk and a duplicate scenario.

It's easy to format a disk for backup use. Place your DOS 3.3 System Master
disk in the disk drive. Type PR#6 and watch while the title display prints
out on the screen. This procedure is called “booting” the disk. The title
display is actually a little programin itself called the “HELLO file”. \When
the red “in use” light an the disk drive goes out, don't touch anything an the
keyboard; just renpbve the System Master disk from the drive and inmediately
replace it with a blank disk. Now type INIT HELLO and sit back while the
blank disk is initialized--it should take about 20 seconds or so. When the

red light goes out, presto!, you have a formatted (or “initialized’) backup
di sk.

Now you have to nake a duplicate scenario disk. |If you have two disk drives
just follow the conputer’s instructions. If you're snart enough to have

gotten rich enough to afford two disk drives you should have no trouble with
this. Those of us with only one drive nust, as usual, tread a stonier path.
Agai n boot your 3.3 System Master disk. When the title display has run, type
CATALOG. When the list prints out, you will see that one of the files on the
menu is called COPYA. Type RUN COPYA. The programwi |l neke four statenents
and you nust respond to each of them

To the statenents Respond by pressing:
ORI G NAL SLOT DEFAULT = 6 RETURN

DRI VE DEFAULT = 1 RETURN

DUPLI CATE SLOT DEFAULT = 6 RETURN

DRI VE DEFAULT = 2 1

Now just follow the progranis directions. You are going to have to switch the
original scenario and the duplicate back and forth a few tinmes during the
procedure; the conputer will tell you when. For CGod's sake pay attention to
what you're doing and don't insert one disk when the conputer asks for the
other! You are utilizing very powerful program comands in this procedure and
could conceivably harm your expensive Wzardry original scenario. [ Editor:
Putting one of those little silver wite-protect tabs over each of the square
cutouts on the original disk will reduce the chance of accidentally destroying
it!] There's an initializing command in the beginning of the procedure that
t akes precedence over virtually everything else on a disk. | don’t know what
woul d happen if you inadvertently formatted an original Wzardry scenario but
don't be the first to find out.



Now for the gold pieces. On your original scenario disk create 20 characters
at random Use letters of the al phabet for nanes. At Gl ganesh’s have 19 of
them trade their gold to character A Del ete the 19 donors. A should now
have over 2000 GP. Reboot and go to Utilities. Select B)ackup. Then select
T)o. Load character A onto your formatted backup disk. Go to B)ackup.
Sel ect F)rom “Save” character A onto your duplicate scenario disk. G to
C)hange Nane. Change A's nane to B. Go to T)ransfer. Transfer character 9
back to the original scenario and trade his gold to A A now has over 4000
GP. Delete B. Sinple arithnmetic tells us that if you do this five nore tines
Awll wind up with over 128,000 GP, nore than enough for our purposes.

Now go to the Training Gounds and create six bishops, four of them dwarves.
To get a bishop you will need enough bonus points to give your character at
| east 12 points each of strength, 19, and piety. Then take the bishops to
G |l ganmesh’s and have A give each dwarf 29,000 GP. The other two bishops get
about 13,000 GP each. Then it’'s off to Boltac’s for sonme equi prent.

At the tradi ng post, have each dwarf bishop purchase a helm shield +1, plate
mai | +1, copper gloves, and either a long sword or a staff +2. Have the other
two bishops each purchase a small shield, |eather +1, and a staff +2. Don't
E) qui p anybody yet, just let themcarry the gear.

Next we go to the edge of town and into the naze. Stay in canp and sew if
each bishop in given the option of identifying sonething. Sonetines an
enpt y- handed bi shop won’t be given the |)dentify option, that's why we bought
all that equipnment before entering the Maze. Cccasionally a rookie bishop
will have trouble getting the I)dentify option the first tine in canp. | f
t hat happens, |eave canp and take a short “expedition” one or two squares into
the corridor (no nore than that; we don’t need any encounters just now). Stop
and nake canmp again; everything should work now.

There's a beneficent bug in the Wzardry system that we're going to take

advant age of. Every character--bishops included--has just enough slots to
carry eight items and no nore. A bishop, however, can be nade to identify a
ninth item-one that isn't there. To be sure it will require a strong wi st
and a lot of patience before SUCCESS! but it’'s worth it. Because when the
bi shop finally does succeed he gets 100 nmillion experience points! I"'m not
exaggerati ng. 100 million points for identifying an item that isn't even
t herel

When all your bishops have nmade the grade, bring them back to the castle and
go to the Adventurer’s Inn to heal up. It will cost around 8,000 GP to bring
a super-hbishop up to near |level 50. Wiere you stop is up to you. [Editor: If
you have a lot of tinme, you can take each character to the Stables at the Inn.
It doesn’'t cost anything, and it doesn’t age your characters.] Once a
super-bi shop has 18 points in all attributes, can cast the naxi num nunber
(nine) of both priest and nage spells in all seven levels, and has around 300

hit points there’'s not nuch point in running himup any further. If you're
careful to select the npst expensive roons appropriate to the nunber of points
to be healed there should be no trouble with aging. | have yet to have a

super - bi shop age one year in the healing process.



Exanple: | created an evil dwarf bishop, age 19. It cost ne 7999 GP to heal
himup to level 47 (308 hit points) and when it was over he was still 19 years
old. Wwen | changed himto a first level ninja he turned 25. Not a bad age
for a ninfja with all priest and nage spells and over 300 hit points!

So you see, each super-bishop can be changed into any other class conpatible

with his alignnent. You have instant young lords, sanurais, or ninjas who
know all the spells and who have enough hit points to take on all the gas
dragons on the fourth level. And you haven’'t cheated!

You now have the basis of a potentially strong party that should l|ast through
all three scenarios. H nts: you won't need a priest or a mage because a
super - bi shop does the job of both. You won't need a thief, either; a

super - bi shop opens chests with no trouble and identifies everything on the
first try (so he won't get stuck with a cursed itemj. About the only thing a
super-bishop can't seem to do well is fight. He still has the arnor
restrictions of a regular bishop and, when it cones down to chopping and
sl ashi ng, class does count. That's why we nmade 4 of the bishops dwarves; they

will be changed to one or nore of the fighting classes (no class gains
strength points as quickly an a dwarf) and the other two wll remin
super - bi shops.

So give it atry. |It'll be a good afternoon’s work but well worth it. After
all, you might as well spend your tine developing a party of lords and

sanmurai s as one made up of entry-level characters. Good | uck!

[ Frank Conway teaches Anatomy at a medical school in Philadel phia. He lives
in Ham|ton Square, New Jersey. ]
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very program has bugs, and Wzardry is no exception. Wth 14, 000
lines of code in The Proving G ounds of the Mad Overlord al one, and
an astronom cal nunber of possible conbination of itens, alignnent,
class, etc., the amazing thing is that there are so few bugs! Sone
do nothing, sone may help you and sone are to be avoided |ike the

pl ague! Every issue of the Wzinews will contain a new list of
bugs di scovered by our readers and through our own research, so send
them in! As usual, you'll get to see your nanme in print next to

your contribution. Before trying your wings with ANY bug, nake sure that you
have nade a backup of your characters, in case the results are not what you
expected! Following is a list of the nbst (in)fanous insects:

PROVI NG GROUNDS OF THE MAD OVERLORD

THE SUPER BI SHOP Take your Bishop to the first scenario, nake canp and have
himidentify #9 (that's right, just press ‘9 when asked which item you want
to identify). It nmay take a few tinmes, but when he succeeds, he wll get
100, 000, 000 experience points. Then go to the Stables at the Adventurer’s Inn
and run himup to about a level 240 with 1600 hit points and all the nage and
priest spells! You can repeat the process, but the Bishop will have to have
had one or nore levels drained first. Super Bishop can be used to make other
cl asses of characters--just change classes after finishing at the Inn. The
character will be a Level 1 of whatever class you have chosen, but will keep
the spells and high hit points! (First sent in by Bill Kuethe, den Burnie,
VD)

OTHER “ 1 NSPECT” BUGS

(Warning: The Spurious General has determ ned that sone inspect bugs may be
hazardous to your character’s health. Don't even think about trying them
until you have made a character backup. Use of the follow ng bugs on early
versions of Wgzardry may result in conpletely lost characters, so do be
careful! Al the bugs in this section were subnmitted by Turak the Cleric.)

11



Take your bishop to the first scenario, make canp, press the |)nspect option
and when asked which itemto i nspect, press:
1) “.” (A period) This usually does one of the follow ng, but has been
known to be unpredictable:
--Reduce age to zero (0)
--Reduce Hit Points to one (1)
--Make character afraid, requiring a Madi spel
--Raise all attributes (strength, piety, etc.) to 31
--Make all attributes (strength, piety, etc.) |ower
--Gve high nunbers of all spells, such an 95/95/95/17/10/19/7
--Rai se character’s |evel
2) (Right parenthesis) Erases character’s name, but who would want to do

t his?

3) “:" (colon) Lowers hit points to one (1), but when your character
makes the next level, hit points will be restored fully and often are
doubl ed

4) “CTRL-Z" Lowers AC to one (1) on sone versions of the gane.

KNI GHT OF DI AMONDS
This scenario is relatively free of bugs.

LEVEL DRAINING When an elite character (Lord, Sanmurai, N nja) has a |evel
drained, they will gain a |large nunber of hit points (sonetines hundreds) when
they finally reach their original |evel again. This phenomenon does not work
on all versions of KOD

LEGACY OF LLYLGAMYN

Most of the bugs in Legacy are not destructive, just annoying. However, there
i s one equipnent bug that will work to your advantage shoul d you encounter it.

THE AGED MONK on Level Three often will not accept ANYTHI NG in paynent for his
goodi es. See Ashnaperpl Answers for nmore info.

L' KBRETH is a crusty old codger, quarrelsone and nean. On nost versions of
the gane he won't let your party past himat all, no natter who you are or
what you’'re carrying. You have to wander around the five “anteroons” in the
stairs area hoping for an encounter and a teleporting chest that will send you
safely past him Even if you get past himthe first tinme, that' |l be the |ast
time! In addition, nmany people find that after going to the sixth level two
or three tines, he takes a disliking to you and bars the use of the stairs to
your party. |If L' Kbreth is too cantankerous, the best thing to do in to nake
anot her scenario disk with a L'K. that doesn’'t know you and try agai n.

THE MYSTERY ITEM is usually found on the fifth level after battles with the
Priests of Fung. Wen you pick it up it appears an the character’s itemlist
as a ‘? wth nothing after it. Wen identified it wll have the ‘#
(unusabl e) before the blank space and Boltac will pay you mllions for it
But don't sell it--it heals the character holding it just like the Ring of
Heal i ng. You can nmake canp several tinmes, giving it to a different character
each tine. After you |eave canp, the character will be conpletely healed
after just a few steps. Sone people report that no matter how nany tines the
bearer is struck in conbat, he will never die fromlost hit points!

12



A ROSTER CHARACTER is sonetines found just like an object, wth an
unidentified name such an ‘M. (This is a strange one!) \Wen identified, it
is usually the first character on the Roster, and nmay or may not be in the
party at the tine. The only use that has been found is to sell the character
to Boltac, who will give you so nuch gold that it can’t all be recorded in the
allotted space! Trouble with this bug in that finding this character changes
his nane to that of the character holding him Until you change the nane, you
will get the FOUND character every tine you attenpt to call up the character
FINDING him Since the program searches for a name fromthe first of the |ist
and stops when it finds it, you nay change the nane of the first Roster
character wthout affecting that of the other, which is lower on the |ist.
CAUTI ON: The character found is not always the first on the Roster list, so it
pays to keep track of the nane order of the Roster and to doubl e-check before

changi ng any nanes.

[If you have a favorite bug that is not found here, or if a listed bug behaves
differently in your game, let us know. We will publish it, along with your
nane. So if you want to be fanmpus (sorry, no riches), send those insidious
i nsects our way !]

A LOOR fnto the
{acare”

INTERVIEWS with the writers of your
favorite games

SURPRISING REVELATIONS about Wiz
monsters, items

IN-DEPTH REVIEWS of the newest
games, including Standing Stones and
the IBM versions of Wizardry and
Ul t{ma—-—AND MORE!

NEW COLUMNS AND WRITERS, each
specializing in a particular area of
the fantasy/adventure genre

ARTICLES on the what makes & good
Qgame, comparisons of the most
popular games, duds you shouldn’'t
buy on a bet, how to get started in
Ultima, discussions of copy
protection with a publisher and a
pirate, and the list goes on!

MORE ANBWER8 to your questions, the
hottest tips, the newest hints, more
how-to articles and the latest
news...ALL IN THE

(CrarRretes~
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ail Heroes! Every brave adventurer encounters problens,
and |, Ashnaperpl the Conqueror, have made it my Quest to

extend a mghty hand to you in your nisery, peril and
confusion! Ask and it shall be answered, cry out and you
shal | be heard. I will respond to every plea, although
only those of consequence to the nmjority of the Heroes
will be witten in this scroll. Since ny Quest has just
begun, | will give heed to those questions nobst frequently
heard in the past. But before we commence, | nust tell

you that Honor bids ne to give you Hints before Answers,
and Answers only in coded form Deci phering the code is
Page's Play: wite the alphabet from A to Z, left to
right. Then wite it again fromright to left, placing
the ‘A under the other alphabet’'s ‘Z and proceeding
until you finish with a “Z'" under the other’s ‘A . |f you
see a ‘J’ in the code, for exanple, look it up in the
| ower al phabet, then find its equivalent ‘Q in the upper
one, and so on.

DEAR ASH: WHAT IS THE ANSWER TO THE RI DDLE OF THE SPHI NX
ON THE SI XTH LEVEL OF THE KNI GHT OF DI AMONDS?

This is by far the nost frequently asked question. It has stunped everybody
from ninth graders to Ph.D's, so don't feel bad if you don't get it right
away--or at all! The clues are obscure at best, and neither | nor any of ny
fellow Heroes have ever figured out what relation the clues bear to the
answer! If you're |like nost people who have witten or called in desperation,
you really don't want the answer, but have reached the point where insanity
t hr eat ens. Rat her than provide the answer, we generally give the follow ng

hints that have hel ped nost questioners solve it on their owns 1) the answer
bears little relation to the three clues found on the sixth level, 2) nost
people have already tried the correct answer, but not in the exact form
required by the program 3) the answer in four words |long, and 4) the parts of
speech of the answer are: article, noun, preposition, noun. If this still
doesn’'t help, then here it in coded forns GSV PMRTSG LU WRZNLMAH,

DEAR ASHNAPERPL: NOW THAT |’ VE DI SPATCHED WERDNA, | CAN T GET OQUT OF H'S
LAIR  HELP!

The seventh and final “Hall” that leads to Werdna's Lair is under a spell of
enchant nent . There is no escape wthout the Malor Spell. Fortunately,
Werdna’'s Amul et provides the Malor Spell if your party doesn't have one |eft.

Make canp and cast the Malor Spell or Use the Arulet, entering the follow ng
coordinates to take you directly to the stairs to the Castle: 17 East, 3
South, 9 Up. |If you have neither the Spell nor the Amulet, you'll either have
to disband or turn off the conputer and start over.
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DEAR A.T.C.: MY PARTY HAS SLAI N VERDNA, BUT THEY DIDN T GET HI S AMULET. WHAT
CAN | DO?

This happened to ne the first tinme | nmet and conquered the Slippery Fiend.
Ever-present Gremins sonetines nakes a scenario disk not contain the Amlet,
but if you will nake a new scenario disk and use the F)rom Backup to place
your characters onto it, you wll probably nmeet with success when you try
again! |If you need help wi th naking another scenario disk, see Frank Conway’s
“Beginner’s Corner” in this issue.

DEAR CONQUEROR: I CANT FIND THE STAIRS TO THE TENTH LEVEL IN PROVI NG
GROUNDS.

Neither can |, mainly because there aren’t any. However, there IS a chute to
the tenth level at 8 East, 2 North on level nine. |If you have Malor Spells to

burn, you can go directly to the chute to the tenth Ievel fromthe entrance to
the first level with the coordinates: 8 East, 2 North, 8 Down.

DEAR ASHNAPERPL: I CANT FIND THE STAIRS TO THE SECOND LEVEL OF KN GHT OF
DI AMONDS.

The stairs to the second level are located at 16 East, 2 North on the first
| evel, and can be reached only with the Malor Spell. | believe that they are
hidden in order to nmake sure that the party entering the second level is
strong enough to withstand its perils.

DEAR ASH  WHAT DO THE AGED MONK AND THE APPARI TI ON WANT TO TRADE FOR ON THE
THI RD LEVEL OF LEGACY? ALL I'M TOLD I'S “NOT W THOUT PAYMENT. "

The aged nonk is quite quirky, and doesn’'t seemto want nuch of anything you
nm ght offer. I have never gotten himto accept anything, and |’'ve heard of
few instances where he would trade at all, and that was for a broadsword or
sone relatively uninportant item (ls this a ‘#*&BUGH-'“>3$%#?) |If you can
get him to trade, he'll give you a Gold Medallion, which is what the
Apparition wants to trade for Holy Water. Holy Water is an interesting
concoction, healing about like the Dialma Spell (and runor has it that it
permts the use of certain stairs to the sixth level), but it is not necessary
to finish the gane, so if you want to skip the nmonk and apparition, it’'s O K

DEAR ASHNAPERPL: WHAT DO | NEED TO FI NI SH LEGACY?

Now, it wouldn't be fair to you if we gave out answers |ike candy. Since the
bal ance of Legacy is weighted nore toward thought than action (unlike the
earlier scenarios), a large part of the gane’'s challenge is figuring out
things like this! It soon beconmes apparent that character and item alignnent
are central to the gane. Study all the nmessages that concern alignnent in any
way, trying to |ook beyond what the words say to what they neen. As you
progress in the nmmzes, you will come upon nore nassages, both outright and
those that have to be inferred from what the gane will and will not let you
do. By the time you are ready to enter the sixth level, you ought to have a
pretty good idea of what all these nessages and inferences are trying to tell
you about what is required to finish the gane. More than that we will not
tell here, but you may wite or call our patron, Nichols Services, and they
will come to your aid.
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by M ke N chols

f the WZINEWS is your first contact with N chols Services, you may
want to skip this part. Even if you're up to your ears in Nichols
Services stuff, | wouldn't blame you if you preferred reading the
phone book to glomming through this clot of words. Then why foi st
this stunbling attenpt at autobiography upon you at all? (The
script directs nme to raise ny chin, strike an heroic pose and stare
at the horizon “Because | am vowed to be a slave to your w shes!”
(Intoned in ny best baritone bleat, with a thick Southern accent, of
course.)

Yes, faithful readers, | have been the subject of a great deal of curiosity
(no comrent) and | nean to put the matter to rest once and for all (“Try six
feet under,” you may. | say, “CGo read the phone book!”). This is going to be

a short recounting of my stunmbling descent into the *$(#*&%-DUNGEONS OF
W ZARDRY>* &%-$%#' . You have been warned. Last chance to turn back

Too late! | told my wife the usual things when | got the itch to buy an Apple
][+ computer: household budget, record keeping, word processing--serious
things. | really neant it, since the patrons of every video ganme enporiumin
this end of town would gather into a nmob, |augh, jeer and point when |
dar kened the door of said establishnents. | bought Snhack Attack anyway, but
the little fish just quivered in one spot, knowing he was dooned, and the
ghosts cheered every tinme they spotted nmy fuzzy face on the other side of the
screen.
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So it was for quite a while that | practiced a glum expression in the nmirror

in preparation for nmy bouts with the Apple... until | wandered into the
conputer store one day, seeking the latest in machinistic nasochism Wi | e
fingering the merchandise in the Business Section, | overheard a wonen
recounting to the owner her exploits with a game called Wzardry. “It took ne
five nonths to reach the sixth level,” she said, and, “I know a couple people
who have finished it, but they are whizzes.” Intrigued, and inbued with the

confidence of the neophyte that | could whiz with the best of them | sidled
over to the Ganes Section, trying to be as invisible as possible (a real feat
for soneone who to six feet and 230 pounds).

Bl ack box, green dragon, shiny red lettering. !'POP!! A tiny creature in a
t hree-pi ece suit hovered over ny right shoul der, peeping “Put it back! Ganes
are not serious! You are a grown nan!” 1 zip! Over the other shoul der
materialized a snling wizard wearing jeans and a two shirt. “Just read the
back, it can't hurt,” he tenpted. “Aargh!” | felt dizzy, knees turned to
jelly... wll quickly transformed into cold Pablum My arm extended to
repl ace the box, but nmy hand turned it over just in tine for me to read,
“Wzardry is not a gane. |It's a place,” and right below that, “Are you ready
to step into the world of Wzardry?” “Aargh!” again, this tine from old
Three-Piece on the right as he distorted and faded. M/ body noved toward the
cash register while ny brain screaned “Stop! Stop!” But it was too late--I
was yet another victimof the Denim Wzard's enchantnent. No |onger pure. No
| onger serious. | would never be the sane.

Up to this tine | had been content to conduct an orchestra full-tinme and do
studio, free-lance and consulting work in between. After all, my high school
orchestra was well-respected, including anbng its acconplishnents a third
pl ace trophy from a prestigious international conpetition held in Austria. |
was Principal Violist with the local Synphony, and was in demand as a
perfornmer and teacher. | had “Certified Serious Person” witten all over ne.

The first synptons of Woznmania appeared just hours after a nobst bew | dered
Serious Person lurched from the conputer store, Wzardry clutched to breast.
Friends would later note that during breaks of the dress rehearsal of Madane
Butterfly the S.P. did not flee the orchestra pit as was his wont, but sat

transfixed before a small white paperback with a dragon on the front,
foamflecked lips nobving to ovary word. At the close of the rehearsal,
however, he abandoned the pit like a rat from a sinking ship, propelling his
rotund bulk over the rail, through the darkened theatre and out the

ni gh-splintered doors in a manner that has since beconme a |ocal netaphor for
headl ong speed.

W nged Rodents from the Lower Realnms could not have made it from the theatre
to nmy conputer any faster. Trenbling with supernatural excitenent, | created
nmy first party, equipped them and took them proudly into the maze, confident
that Victory Ws Mne. They were annihilated within sight of the stairs to
the Castle. All the monentum built up since falling under the spell of
W zardry cane to a sudden sickening halt in the face of ny first defeat.
Again | tried, and again, and again,
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until finally the toothpicks supporting ny eyelids snapped under the strain
and | surrendered to the arns of Morpheus (translations | couldn't stay awake
any |longer and had to go to bed)!

Ni ght after night the same massacres took place. I soon becane call oused
counting Dwarf, Hobbit and EIf |ives as naught. I WAS the Mad Overlord,
sending waves of hapless victine to be the helpless playthings of foul
nonsters, a fate predetermined from their creation. Through the process of
natural selection-survival of the fittest--1 eventually had parties that would
| ast nore than a couple of encounters, only to beconme hopelessly lost in the
maze and eventually rubbed out. It seened that mnmy characters wore as nany
cenetery stones over their heads as they did hel mets!

After a nonth of struggles, ny favorite party had reached the third |evel
Fearl essly they headed east fromthe stairs until they reached the first pit,
then headed south, only to fall into yet another! East again, this time to a
sign saying “Turn Right,” which they did, only to find a “Turn Around” sign at
the next intersection. After a powwow, they decided this was bad advice and
proceeded to the next intersection’'s pit. Things were |ooking bad... sonme of
the party were near death already... tine to get back to the Castle, but how?
The only sure way was to retrace steps, and the pits would finish off
everybody! They agreed to go back in the sanme directions, but along different
corridors. To the west: the screen blinked and a different scene appeared
The party didn't know whether they had been teleported or rotated, but they
agreed that they were lost, and the only solution was to trust fate and
wander . Alnost sick with panic, the party stunbled through pit after pit
until they all expired.

Angered by the hunmiliation of having nmy favorites slain without a single
encounter, | spent hours strengthening a new party and revising ny mapping
procedures. Rather than risking the corridors again, this party started
exploring the roons to the south. M nmap soon grow past the first page onto
another that was taped to it (where they were nonsterchewed), and wth
subsequent expeditions (each ending the sane way), it expanded into a seam ng

vast ness whose known portions covered six pages! | was tired of spending two
nights building up a party only to have themlost within thirty mnutes on the
third level. | despaired of ever finding its boundaries. The last straw was
broken when | took ny best party so far to the west of the stairs and

i medi ately becane lost in a constantly shifting maze of disappearing doors,
finally succumbing to a bevy of bunnies!

| was ready to see if my Wzardry program di sk m ght have an alternate use as
a Frisbee, but it was saved fromsailing by my congenital cheapness. Besides,
it had all becone a matter of honor for nme to triunph over a nere gane!

I nstead of playing the gane, | spent about a weak thinking about it, rereading
the manual and evaluating what | had been doing right and wong. | quickly
canme to the conclusion that the gane was controlling ne, encouraging me to
action before thought, and keeping ne befuddled with a fog of data. Being, as
my wife puts it “a conpul sive organizer,” | began ny efforts to gain
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control by keeping accurate records of nmy characters’ status and the
statistics of the various nobnsters and perils they encountered. I

reconsi dered the best uses of the spells available to ne, the Dumapic spell in
particul ar.

Al nost coincidentally, | happened to read an article that nmentioned that all
W zardry nmamzes occupied a 20 by 20 grid. Spreading ny inmrense |evel three map
out, it was inmrediately apparent where | was going wong: | had had no idea
that my party was being teleported fromone side of the naze to the other! |If
soneone had been watching at that noment, | am certain that they would have

seen a light bulb gl ow above nmy bony pate, just like in the cartoons!

From that point on, the logic of the ganme’s witers began to energe. I
decided that it would be wise to remap the first and second |evels, naking
notes of what | encountered along the way. Looking over nmy notes led to nore
di scoveries about the game and to further refinenments in ny record-keeping.
By the tinme | had reached the fifth level the basic Wzisystem had cone into

bei ng. | still had many lessons in humlity to learn (sonething my nother
always told ne built character, though ny nother-in-law told ne that | was
al ready character enough), and | still lost ny share of good parties. But

nore and nore, the gane was going faster and easier, despite the piles of
charts and notes that increasingly threatened to bury nme in an aval anche of
cel I ul ose.

From the tinme | rethought ny approach to the gane it took me four weeks to

finish the first scenario. The Knight of Dianonds was tougher, but the
W zisystem allowed ne to finish it in three weeks, including the five days it
took nme to figure out the Sphinx's blasted riddle! By this tinme | had

condensed the Wzisystems piles of paper into slightly smaller piles and
began lending it to friends. Encouraged by their success and ny wife's gentle
urging (“By Gumis Cricket if you're going to make a Conputer Wdow of ne, at
| east earn sone noney with that plague-stricken lunp of silicon before you
di sappear entirely!”), | decided to put it all into a nore usable form In
order to verify and add to the data | had to conplete both scenarios several
ti mes again. Wth the help of PFS and Applewiter, the first Wzisystem
manual began to energe. After a period of hesitation, | placed an ad in
Softal k, hoping to help sone people and nmake expenses in the process.

To say that | was unprepared for the response would be a gross understatenent.
Orders began to pour in from all over the world in such quantity that our
bi ggest probl em becane keepi ng enough inventory to fill orders! After several
bouts with unreliable suppliers, we obtained printing equi pnent of our own.
The W zisystem side of N chols Services (which had been in existence for about
el even years as the unbrella name for ny consulting, free-lance and other
non-school activities) had grown so nuch by the fall that it was a full-tine

job just filling orders and devel opi ng new products. A mmjor decision becane
unavoi dable: | either had to stop advertising or take the plunge and change
careers. The decision was eased by the fact that my career had reached a
pl ateau. | had exceeded all my goals and now ones were not attainable wthout

sonme very unlikely changes in the priorities of the |Iocal School District and
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of alnost every school system | knew of nationw de. Since | easily could
continue the nore enjoyable aspects of ny nusical life without in any way
hi ndering the growth of N chols Services, | dove right into a career change.
Needl ess to say, friends, colleagues and fanmily were shocked, and continue to
be nore than a little envious that |’'ve been so successful at having ny cake
and eating it too!

The details of our daily business are less interesting even than the present
exercise in egotism and consist in the usual frenetic juggling act of trying
to do everything for everybody at the sane tine. One of the nore pleasant
aspects of our service to custoners is the OBLIGATION to play ganes, either
with the intent of wupdating our current products or for the purpose of
devel opi ng new ones. W are in the final phases of a conplete revision of the
W zi system nmanual and maps for the Apple version of the ganes and are
anxi ously awaiting the release of the IBMversion in early April, 1984.

Also in the works is a Wzisystemlike treatment of the U tina ganmes, slated
to be ready in early Summer, 1984. W are al so evaluating several other games
for sinmlar manhandl i ng (any suggestions?).

Qur nost exciting project right now is the devel opment of our own fantasy
rol e-pl ayi ng gane. A great deal of effort has gone into neking the gane
challenging to experienced players yet attractive to a potentially w der
audi ence who has avoided the genre due to its notorious conplexities and
requi renents for arcane know edge! W originally had planned to wite the
ganme for the Apple ][, but we are making application for Apple's Certified
Devel oper Program with the intention of investigating the Macintosh as the
target nmchi ne.

It was stated above that one of the nobre pleasant aspects of our business is
getting to play ganes for a living, but the BEST part is our contact by phone
and mail with hundreds of great people worl dwi de! I count ny custoners as
anong some of the finest people | have ever had the privilege to neet, and |
actually look forward to talking with them over the phone or by mail. It is
our pledge to all our friends, both present and future, that we will continue
offering the kind of superior products and support that you have come to
expect from Nichols Services!
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ow nany of you Apple ][ and ][+ owners have plugged that new
ei ghty-colum card in, only to discover that booting Wzardry
got you a blank screen with one puny dead cursor? Unless you

want the thrill of playing the gane with no display, you wll
have to physically renove your card, or buy a $20 switch in
order to see anything! If you're as cheap as | am and/or

don't want to wait two weeks for your order to arrive, then
=P You can nake a dandy switchbox for $3.08 (plus tax), a few
ens you probably have |aying about and a hour’'s tine--less if you're not as
han}handed as | an

Before we start constructing this technol ogi cal wonder, let’'s pause a mnute
to find out why we have to do it at all. The Pascal |anguage was devised with
an eighty-colum display in mnd and autonmatically | ooks for an eighty-colum
card in slot three. Not all Apple owners have an eighty-colum card, so Apple
Pascal 1.0 and 1.1 allows the programmer the option of witing the programfor
a forty colum display, and it is in this node that Wzardry, ol der versions
of PFS and several other popular prograns were witten. Unfortunately, if you
have an eighty-colum card installed, the Pascal operating systemignores the
fact that a program night have been witten for forty colums and puts the

display into the eighty-colum node. The results a blank screen. Many
ei ghty-colum cards include sonething called a “soft-switch”, which is
supposed to detect whether software needs forty or eighty colums. Wl I,
folks, | have heard conplaints fromall over the world that nost soft-switches

(including the one on the new Videx Utraterm card) don't work with Wzardry
and other forty-colum Pascal prograns, and that a switchbox is the only
conveni ent solution. (Yes, | amaware that there are other remedi es, such as
putting the card into a slot other than #3, or using your ][+ for a boat
anchor and buying a ]J[e, which is able to deal with the 40-80 problem wi thout
hel p. But each of those and simlar solutions creates new probl enms, none of
whi ch can be solved with $3.08 and one hour of your tine!)

Figure 1 shows how nobst eighty-colum cards are hooked up to the Apple ][ and
][+. The Apple s video output is diverted to the card, and the video output
of the card is then sent to the nonitor. Under this setup, the card is
potentially in control of all signals going to the nonitor. The W ziswitch
sinmply allows you to choose between sending the Apple's video to the card or
directly to the nonitor, thereby bypassing the card.

—

VIDED MRom CARD

F¢: RoA TRes) g
\25

FIGURE 11 TYPICAL 8@-COLUMN CARD HOOKUP (APPLZ 1L AND
APPLE 1C+)
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Everything on the parts list is available at your |ocal Radio Shack store
(part nunmbers and 1984 catal og prices provided), but the parts are so conmon
you could find themat al nost any firmstacking electronic parts. | chose the
cheapest parts for this article, but if you want to got fancy, go right ahead.
You m ght want to consider using a slightly larger box, especially if you are
new to construction projects. Should you feel wildly extravagant, or if you
have a problem with Radio Frequency Interference, you mght want to use
shi el ded phono jacks (part # 274-346, package of 4 for $1.79) instead of the

strip of four unshielded jacks. If you don't have a couple spare stereo
cables with a nale RCA plugs at each and, you will need to get two of those
as well. You'll need a way to strip the wire ends (wire stripper, cutting

pliers, teeth), a way to solder connections (lowwattage soldering iron
recomended- - f| amet hrowers and bl owtorches are hard to control), and a drill
and file to nake the necessary holes in the box (no conmmrent).

The recommended chassis box is made of soft aluminum and is quite easy to
drill and cut. First decide where you will put the jacks and sw tches, then
draw an outline of the opening on the box. Unless you have a chassis nibbler
(a tool nade specially for this purpose) the best way to cut neat holes is to
first drill holes all around the inside periphery or the area to be cut out.
Wth a small saw or cutting pliers, cut the area between the holes to get the
basic, if ragged, opening. Then use a file to snooth down the edges. Be sure
to cut all holes and | abel the box before pernmanently nounting any hardware.

Figure 2 shows the anatony of a typical RCA jack. You will note that each
jack has two connections: one for the central pin (the signal) and another for
the body of the jack (the ground). Wen you nount the jacks, whether they are
in the strip of four or the individual shielded jacks, the only thing you can
do wong at this stage is to allow any of the central pins or their connector
tabs to touch anything else (unlikely). It is OK for the outside casing and
the “ground” portion of the jack to touch the case. Label each jack as shown
in Figure 3 with a felt-tip pen or press-on lettering so that you will NEVER
confuse them Making the wong connection could harm your eighty-columm card,
your conputer, or both!

OUTSIDE CASING
OF TAck

CONNECTION FOR “&ROUND "

C}LN.N.LC"'DN Fom " 51t NAL" WIRE
NOTE THMT T™ME * St NAL™ PORTION OF Thak.

1S I1S0LATED FROM “SRaund" PORTISN

FI GURE 2: RCA JACK VI EWNED FROM BACK (SHI ELDED VERSI ON SHOWN, STRI P TYPE
BASI CALLY THE SAME)
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MON ITOR, ViDED

VIDEO From
INPUT CARD
APPLE VIDED
vibeo T™™
ouTPUT CArD

FI GURE 3: W ZI SWTCH REAR PANEL LABELI NG GUI DE

It is reconmmended that you postpone nounting the switch until after you have
wired the connections, particularly if you are using a snall box. Label i ng
the front of the box is optional, but if you want to, |abel one side of the
switch travel “80 Colum” and the other side “40 Col utm” AND add an extra inch
of hookup wire between the jacks and switch so that you can rotate it if you
find that you have |abeled the box backwards. (Don’t laugh--it happens to
experts at construction!)

Figure 4 is nunbered by the recommended steps you should take while sol dering
the wires to the various connections. Doubl e- check all connections before
soldering, since mistakes at this point would prevent your sw tchbox from
wor ki ng properly and mght even damage your eighty-columm card and/or your
conput er.

MEASURE, CUT AND STRIS
THE ENDS oFf NOORUP WiRES .

SoLBER, ONE TD THE
TG NAL TR OF GACH TRCK-

CONNBCT
THESE TWO
POSTS

FI GURE 4: W RI NG HOOKUP | NSI DE BOX. NOTE STEP NUMBERS.
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Make sure that all connections are tight before soldering, that solder joints
| ook bright when cool (dull, grainy |ooking connections usually are not good),
that there are no solder “bridges” between connections and that no bare
connecting wires touching each other.

STEP 1--Connect all the phono jacks’ “ground” tabs together. You
may do this with one wire that has been stripped of all its insulation, if you
are certain that there is NO WAY that any other bare wire could contact it.
O herwi se connect the tabs with short wires between each.

STEP 2--Measure the di stance between the connections on the phono
jacks and the switch, and add about an inch (two inches if you have | abel ed

the front of the box). Cut four wires to this length and strip each and (if
you have four different colors of wires, cut one of each color, otherw se be
extra careful with your connections). Solder the end of one wire to the

“signal” tab on one of the phono jacks, making sure that neither the bare wire
nor any solder contacts the “ground” wire soldered in Step 1 or any part of
the outside casing of the jack. After the solder is cool, you nmay bend the
wire out of the way and solder a wire to each of the remmining jacks in the
sanme manner.

Connecting the wires to the switch is the trickiest part of the whole project.
The wires MJUST BE connected to the switch EXACTLY as shown. Doubl e-check all
connections for correctness and for the possibility that solder night be
“bridging” two connections, or that bare wires contact anything but their
connecti ng post.

STEP 3--Strip about 1 inch of insulation off a wire, then cut the
bared wire off. Use it to connect the two posts on one end of the swtch.

STEP 4--Find the wire attached to the jack narked “MONI TOR VI DEO
| NPUT” . Connect and solder the free end to one of the mddle posts on the
swit ch.

STEP 5--Find the wire attached to the jack marked “APPLE VIDEO
QUTPUT” . Connect and solder its from end to the other niddle post of the
swit ch.

STEP 6--Find the wire attached to the jack marked “VIDEO FROM
CARD'. Connect and solder its fromend to the end post ON THE SAME SIDE OF
THE SW TCH AS THE W RE FROM THE “MONI TOR VI DEO | NPUT” | S ATTACHED.

STEP 7--Attach the remaining free wire (it should be comng from
the jack marked “VIDEO TO CARD') to the last post (it nust attached to the
sane side of the switch as the “APPLE VI DEO QUTPUT” wire).

If you haven't done so already, mount the switch. Before you close the box,
doubl e check that all wires go where they should, that all solder joints are
good and that no bare wire touches another. |If you want to |abel the switch,
note that in nost switches the direction OPPCSI TE the side where the eighty-
colum <card's wires are connected wll allow the card to process the
conputer’s video output, and the directi on OPPCSI TE the end that you connected
together with the bare wire will |eave the card
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out of the video circuit. After closing up the box, you are ready to plug
everything in!

CONNECTI NG THE SW TCHBOX TO YOUR APPLE

Det erm ne where you want to place the switchbox. Since there will be a |ot of
wires conming out of the back, you may want to hide it, but wherever you place
it, nake sure that you can reach the switch without pulling a nuscle! Figure
5 illustrates the proper connections. Note that wth nost eighty-colum
cards, the lead “VIDEO FROM CARD' has a fenmal e RCA-type jack, so you will need
to supply a short cable to connect it with the box, and another cable for
connecting the Apple's video output to the Wziswtch. Fortunately, this is
exactly the sanme as a regular stereo conponent cable with a nale RCA plug at
bot h ends. If you anticipate nmoving your Apple from tine to tine (and
especially if sonmeone also will be noving it), it would be wise to |abel the

cables, or, even better, color-code the cables and jacks with colored plastic
t ape.

VIDED TO CARD
LIARLE Rom TLidbd 7
FrSveamanl VIDEO FRoM CARD
(w“.v . ‘ (FEMALE RCa ThGH

FI GURE 5: HOW TO CONNECT THE W ZI SW TCH

OPERATI ON

Qperation is sinplicity itself. Mst of the time you can |leave the switch on
ei ghty-colum, changing the setting only for Wzardry, PFS, etc. You do not
have to turn off your conputer to change settings, since it will not harm your
conputer or eighty-columm card to switch back and forth (that is, if your
Appl e is healthy and you're using an eighty-columm card with which this witer
is famliar. If you have ANY doubts at all, check it out before swtching
back and forth while the conputer is on, or play it entirely safe and turn
your conputer off before switching.)
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I have had a simlar swtchbox (ny present box is a bit l|larger and has ot her
switches for RGB output, etc., but it works exactly the sane) since the day
after I got ny first eighty-colum card, and | bless its alunm num body every
time | boot up Wzardry! |If you' ve been frustrated with having to physically
renove your eighty-colum card every tinme you want to play the gane, then I'm
sure that you will feel the sane after the first tine you use the Wziswtch.

DI SCLAI MER

This construction project is based on sinmilar projects that have functioned
reliably and without harm to the conputer or to the eighty-colum cards to
whi ch they have been connected. W strongly recommend that you study the
article carefully before you begin, and if you have any doubts as to your
ability to construct the project, seek the help of soneone with nore
experience, or sigh deeply, throw up your hands, and purchase a conmerci al
switching unit.

Since ne have no control over the health of your Apple conputer, the brand of
ei ghty-colum card you have, the quality of parts used in this project, or the
| evel of construction quality, we cannot guarantee that the w ziswitch wll

operate as described in the above article. Construction of the Wziswtch
device constitutes the rel ease of Mchael L. Nichols and N chols Services from
any responsibility for any danage, injuries or losses arising from the

construction and subsequent use of the device described in the above article.

PARTS LI ST
QUANTI TY | TEM COsT
1 Quad RCA phono jack strip
(RS # 274-322) .99
1 DPDT Submini slide switch
(RS # 275-407) .40
1 Chassis Box (RS # 270-235) 1.69

YOU WLL ALSO NEED
2 Short stereo cable with a nale RCA plug at both ends

Hookup wire (preferably different colors)
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NICHOLS SERVICES

46981 BUCKEYE WAY COLUMBUS, GEDRGIA 31584 (404)323-9227

eesesaenanl[JARDRY (TH) PRODUCT LISTeswsnssesaw
NAPS
(A1l maps contain the best and latest inforeation obtainable and have all messages 23 well
as helpful notes.}

SCENARIO !---Provimsyg Brounds of the Mad Overlord $ 5.00
SCENARIO 11-~The Kmight of Diasonds $ 5.00
SCENARIO I]11-The Legacy of Llylgasyn s 5.00

WIZISYSTEN MANUAL
(The manual enables the player to saintain control over every aspect of the gams., It
contains full discusstons of every facet of successful playing--from creating your
characters through good sapping technique. Over half of the sanual is devoted to helpful
cherts including equipnent, magical ituss, monstsrs, chest traps, spell development, etc,
Updates and support by seil and phone are provided free of charge.)

WITISYSTEN MANUAL——SCENARIOS I AND Il (56 pages) $12.50
NIZISYSTEN MANUAL--SCENARIOS 1, 11 AND 111 (73 PREEB) $13.08
SCENARIO II1 SUPPLEMENT TO SCENARIO I AND II MANUAL $ 3.58

SCENARIC [11 SWPPLENENT WITH SBCENARIO 11 HAPS $7.00

WIIMASTER UTILITY #I8K

(The Wizmaster utility disk gives the player coaplete control over his characters, from
race and class chasges to spells and equipsent. Favorite characters may easily and
quickly be brought back to 1ife, returned to the Castle or have their powers enhanced, In
addition, it will print out a character’s statistics just ss they are seen in the Inspect
optian of the gase. The disk eay be used with charscters fros Scenartos I, II or 111,
Requires Apple 11, 1I+ or Ile with DOS 3,3 and 48X.)

WIIMABTER UTILITY BISK $15.00

NIZINENS MABALINE

(The NIZINENS quarterly magazine {9 the only one of its type for devotees of

fantasy and adventere gases, Although esphasizing the Wizardry games, every

issue will be filled with articles, interviews, reviews, news, gossip, hinta and
comaentary conceraimg your favorite fantasy and adventure games, Columanists and regular
writers, chosen for their depth of experience and knowledge, provide the kind of articles
you've slways wanted! Manuscripts, letters and software subnissions are welcomed, and
advertising space is available. Please writs for details.)

THE WIZLINEWS QUARTERLY (one year subscription) $ 8.00
SPECIAL OFFERS
MAPS FOR ALL THREE SCENARIOS (RES. $13) 12,58
WIZTISYSTEN MANUAL ANB MAPS--9CENARIOS ! AND 1@ (REB. $2%5) $20.00
WIZTISYSTENM MANUAL AND NAPS--8CENARICS !, II AND IIl (REG #38.08) $25.99
WIIMASTER UTILITY BISK WITH ANY PURCHASE AT REBULAR PRICE $13.508
WITINEWS WITH ANY PURCHASE AT REBULAR PRICE $7.08
WIZISYSTEM NANUAL ANB NMAP9--SCENARLOS I, I1 AND III,

WIIMASTER DISK AND WIZINEWS (RES. $%3.88) $45,.00

TERMS: AL prices are In L% cwrrency. Paysent sust accospeny order, MC and VISA accepted lgive § and expiration date),
POSTAGEs Prices include U.S. ond APO postage. Ouwtside U.8. add #3.00 for pirsai) of sanval ¢ seps end/or Witmaster, $3.00 for
atreail of saps or Wizeastwr slene, $4.0% for aireail of Hrinews,

NOTEs Prices current as of ) Mpril 1980 and are subject te change withowt notice,

Wzisystes, Nizinews and Wzsester sre Tradessrks of Nichols Servicesy Copyright 1983, 1984 by Michael L. Nichels

Viverdry 19 o tradesort of Wir-Tech Boftware, inc.; Copyright 1901, 82, B by Andrew Breenberq, Inc. and Robert Woodhead, Inc.
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NICHOLS SERVICES
NICHOLS SERVICES
NICHOLS SERVICES

4991 BUCKEYE WAY coOLUMBUB, OEOROLIA 31904 (494)323-9227
FANTASY AND ADVENTURE BAMES
BAME FORMATS LI8T PRICE DUR PRICE
Wizardry 1 Apple, IBM 49.9% 37.50
Wizardry I Apple 34.953 24.23
Wizardry 111 Apple 39.93 30.00
Ultima II Apple, IBM 59.93 43.00
Ultima I11 Apple, IBM 39.93 4%.00
Standing Stones Apple 42.00 38.00
lork 1 Apple, IBM 39.93 Jo. e
Zork 11 Apple, IBM 39.93 30.029
Zork 111 Apple, IBM 39.93 39.00
Enchanter Apple, 1IBM 49.93 37.5@
Deadline Apple, 1IBM 49,93 37.5@

ARCADE AND STRATEGY BAMES

BAME FORMATS LIST PRICE OUR PRICE
t.ode Runner Apple, IBM 34.93 26.25
Zaxxon Apple 39.95 38.00
Pinball Const. Apple 39.93 30.00
Choplifter Apple 34.93 26.25
Miner 204%er Apple, 1IBM 40.020 30.00
PBeagle Bag Apple 29.30 22.00
Spare Change Apple 34.93 26.2%
Defender Apple, IBM 34.98 28.23
Flight 8im II Apple 49,93 41,23
Microsoft

Flight Bim 1BM 49.93 37.50
Bargon 111 Apple, IBNM 49.93 37.50
Castle Wolf, Apple 29.93 22.3509
Millionatre Apple, IBM 59. 93 43.00
Pensate Apple 19.953 1%,.50

SPECIAL ! {SPECIAL ! ! 'SPECIAL ! ! 'SPECIAL! ! 'SPECIAL ! ! !SPECIAL!!

MEMOREX S—1/4 SSSDD DISCS
ONLY #2200 PER BOX OF 10!

We made a special purchase of genuine Memorex S8DD discs
factory sealed in boxes of ten——just like you buy in the
store! They are perfect for Apples and other machines
that use 888D or 9SDD 5-1/4 discs. The quantity is VERY
timited, so {t‘'s first-come, first—served on this great
bargain! Don‘'t miss out--order now!

SPECIAL! !SPECIAL ! !BPECIAL!! 'BPECIAL! ! !BPECIAL!! 'SPECIAL!!

DON'T BEE  WHAT YOU WANT AND NEED? WNe can provide ALMOST
ANY progras or peripheral {for ALMOST ANY popular home
computer st great discount prices (NG SURCHARGE for
visa/mch i All goods are new, unused and guarenteed to
work, (¢ you have problems, please cail or wite for sn
RMA  number--sorry, we cannot sccept returns without 1t!
Prices asre guaranteed until | May 1984, but are subject
to chenge after thst dats,

ORDERING INFORMATION AND TERMS: You may order by mall or
phone (ne einteus). [§ using VIBA or MC give name as {t
appeare on the cerd, CORRECT numbers and ewpiration date.

master chafge

tuf migogane (ABD

. ML orders should include your phone nusber. Parsonal
checks, soney orders, cashters checke, visa/mMc
accopted-—ploese ne cash or COD. HSeorglia residents add
4% tanm, All prices are In US funds drawn on US bDanks,
SHIPPINGT UPS to wmeinlend US--add $2.50 ¢+ 4% of total
purchese (94.98 asinimum). US Postsl Bervice to meinlend
US, APU/FPO, Alasks, Hawaii, Cansda--add ¢3.30 & 7X of
total purchase ($3.00 asinimum). Foreign orders (except
Conadal--sdd $7.89 & 19X of total purchasse for insured
sir wmatll 1519.98 wmintsum), Orders received with
tneufttciont Shipping and Handling charges will be
returned.




