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K.r.n C.u.li. Lind. 
Chrlstln. Lllttu. Itll ljll 

Jllek'on. .nd Itlehllf} 

Stiff , 
Itlll.r, 
Dob'on, 
a.llh.n, 
Klr'ola 
WII.on. 

W. ..rot. this I ...... 
•• peclally for yo ... r " ... nt Itlldred. 
""0 h •• 11,,"y, .. ld thllt .h. do •• 
not ... nd. r .t.nd c ... put •• s . With 
thl. n ... rorallt, ... IIr. trylnq to 
proj.ct to o ... r r .lld.rt' -are of • 
f •• llnq tor the p r09u.. t hop<! 
yo ... 11k. It I 

~ali. AIuI KiUar 
(Edieoc ) 

THE T""TU"I"II 
eontln ... " froa P'9' 15 

C.utlo .... ly. I lo)k .ro ... nd .nd 
r.lIl1 •• I •• In the W,rlock·. 
Rellla, .. lth p.th. ullln9 off In 
1111 dlreetlon. (plet ... n 1,. t 
folio .. the .... tlrn pllth WItH It 
co •• s to, .pllt. t ch.n9' Into. 
cleric .nd II.tln (plctur. 4 ). 
Sudd.nl y I •• c09n I •• the .o ... nd." 
co.ln9 froa the d .. d. 

h .. d .... t. the p.th 
nllrro ll ln9 .. Ith •• h •• r drop off to 
the rlqht Iplct ... n 5). ". I 
eontln .... on. I eo •• to , roo. th.t 
he. nothlnq In It but II pentl90n 
Iplctura 5,. 

C ... rlou.. ell.n9' Into • 
.. I •• rd lind c,.t II sp.lI on the 
pentll90n. It open. to II hoi. In 
the floor .. Ith. p.th 1 •• dln9 
do,,",. I alo .. ly IIlIk • • y ... y do,,", . 
Wh.n I relleh the botto. , the flr.t 
thln9 t ... Is the 90td of the 
"nel.nt On. (plctur. 7). Th. only 
... y out I. to j .... p. .0 1 h.". to 
ch.n\l' .y .. ll Into .n .It . 

t eontinu. on. -avl"9 .outh. 
It I, '0 qul.t! Th. only lI"lftO) 

thin,! 1 ••• II II au.dh . but th.y 
only •• t .tronq_n (plctu.. I). 
n. •• tun9' qul.t do •• "ot h.t 
for 10n9 II • • 1' p.rty I •• abll.had. 
5111... Tnd ... , TtI.y tlk. -a.t of 
.y •• " (picture 9) lind 1.lIv,,, 
too .... k to contlnu • • 1' 'ourn.y 
(pleuH. 10). Thts .. 111 be ay 
{In.1 r .. tln9 pl,c • . 

CLASSIC ADVEIITURE 
contlnu.d froa peq. 11 

"y •• plorlltion of the c .... 
COa" to lin IIbrupt h.1 t .. h.n • 
1"9' fI ..... n open .... p befo .. _. 
Th. .I.t II thick lind t Cllnnot ••• 
.ny possible v.y IIround It 
( plctura 1). 1 . tap baCk. t.k. /I 

d •• p b r •• th. .nd .. k,. runnl"9 
j .... p for It. I knov II .oon.s I 
juap thllt 1 .. 111 not •• It. It. 

1 ... rythln9 90" black. Th.n 
coa. t o In II clo ... d ot o r .n9' 
._k.. COU9h1n9 Ind q'99I...,. A. 
the I_k. ei,"r'. t '.C09nla. ay 
. uuoundl"9" I II. back In the 
bt.Ilidlnq vII.r. ,y . dv'nture baqlln 
(picture I,. Th. tr ... ure stili 
11.. hldd." ..... ""'.u In the 
d.pth. of the lIOunt.ln. ,,"l tl..., 
for t he d.y "".n ....... " ... I II ba 
I UlIful ,nd lucky .nou9h to 
dl.cov. r It . 

C'ullc Ad .. enture I. not II 
pr09n. you Clln I,.ply phI' lind 
th.n pu.h 1I . ld . In • couph of 
houra. It ut.. II lot of bralll 
po ... r .nd • 900d .d ... nture r III .... y. 
tllk.. not.. . On. o r t v o .. o r d 

co __ nd. tllh the co.puta r vhlch 
dlr.ctlon you .. I.h to tllk.. If 
you lira .tuck .nd clln tlnd no ".y 
OUt , p r int " HELP". If you forq.t 
..... ot the In.tructlon., the 
co ... nd " 'lIro ' .. Ill put you back 
in. persp.cti.... It t.k •• plac. ,,, 
lin .ct .... l c .... In Flint Rld9" 
clliled the Colo ... l CIIV. , You "I' 
tind yours.1f 10lt In the fore.t. 
tryln9 to find the .ntrenc. to the 
C/IY. or r.llln9 Into II dllrk pit or 
dyln9 froa the bit. of II d •• dly 
9r •• n .nllk.. You au.t conq .... r .11 
th... ob.t.cl.. lind _If. to 
lIehl.v. your 90111. It ... y t.k. 
you dIlY" .... k •• or .v.n .,nth. to 
.chl.... the .. ltl.,t. qOIlI--th. 
·"" ... ntur. Gr.nd ••• t.r " utln9. 
Thl. proqr.. I. .alt populllr with 
people over the -V' of 12. 

(Not., r.t.r.nc. I. oft.n 
•• d. In thl. l •• u. to SotUl1t 
"19I1ZInl . Thlir IIddu .. I. 11021 
" "911011" Blvd •• North 1I011yvood. 
CA 91501.) 

The powerful package: 
Super-Text IITM 

Allows you to learn the basics of text editing 
quickty. Advanced features will meet your 
expanding word processing requirements 
far into the future. $150.00 

plus Form Letter™ 
Provides automatic repetitive printing of letters. 
Allows insertion anywhere in a letter, also direct 
entry. optional prompting. special commands. 

$100.00 

plus Address Book™ 
Stores names, addresses. and telephone 
numbers and prints mailing labels. Has 
user-definable category system. $49.95 

From the leader in word processing 
for the Apple II or II Plus 

MlY:.':':':S<JFlWAAE= - =~_....J 
Apple II is ill trilldernorrk of Apple 347 N.OlARlESSTREET 
COmpul1!f Corp. BAI..TMORE. fvI) 21201 L....;::;;:;;;;;;,.;;;;;:;;. ______ (J01 >_m, 

Cillil Of write for lnformilltion iIInd 
the Nfne of your neillresl MUSE deillier 
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from: 

CASTLE WOLFENSTEIN 
Apple II 48K disk 

Muse Soft .... are 
347 N. Charles Street 
Baltimore, MO 21201 

2 

3 

= = 

i 

I put the progra~ into my 
Apple compute r and instantly the 
tille is World War II. The setting 
is an abandoned castle now 
occupied by the Nazis. I have 
been captured and am being held 
prisoner in the dungeons of Castle 
Wolfenstein. A dying cell~ate 
produces a Mauser M-98 pistol, 
fully loaded with ten bullets, and 
gives it to me. I now realize my 
mission is to find the secret Nazi 
.... ar plans hidden 90~e .... here in the 
depths of the castle and escape 
.... ith my life. 4 

As I cautiously enter the 1";:::::::::;;;==:::;;:;;;:::;;::' 
first room I look to the left, 
then to the right. There are t .... o 
guards both marching away from me. 
Before they can turn around, I 
shoot them in the back (picture 
1). The t .... o blobs lying on the 
floor in the picture are the dead 
guards. I search the guards and 
find seven bullets and a set of 
keys. A quick search of the room 
reveals a chest leaning against 
the wall. Working as fast as 
possible, I pry the chest open . 
Inside are bulletproof vests 
(picture 2) . I have to leave the 
room quickly before someone 
discovers the dead guards. 

Silently, I enter the next 
rOOM. surprising two lIore guards 
(picture ) . I kill thel! both 
immediately. and after searching 
them, I find both keys and bullets 
(picture 4). Two chests occupy 
either corner of the room. As I 

• 

IT WILL TitlE 1851 SEC Ol<I-; 

5 

work to get the first one open, ca[NADES!(U TO usn 
the seconds are ticking a .... ay ' ... _..;, ____ ..,. ______ .. , 
(pictu re 5). Inside the chest are 6 

grenades (picture 6). I open the r~:::::;;;;;:::::;::;;:::::;~ next chest as quickly as possible I 
and find ten bullets (picture 7). 

I turn and 90 up the stai rs , 
glancing over my shoulder to make 
aure no one is follo .... lng me. When 
I reach the top of the stairs, I 
am spotted. I kno .... they have me 
(p icture 8). Now I have to start 
over, but I have learned enough 
that I might lIake it the next time 
or I might even decide to change 
the whole map of the castle and 
play with new situations. Once I 
make it out of the castle, I .... ill 
get promoted to a new rank. The 
higher in ranking I beCOlle , the 
harder the game Is. 

Castle Wolfenstein is a game 
for the person .... ith a fast-action 
mind . All the movements of the 
ga.e can be played right on the 
keyboard. Paddles are not 
necessary. It is programmed for 
Muse Soft .... are by Silas Warner, who 
is already famou. for his games, 
Robot Wars and ABH. Castle 

7 

YOU'RE CI1UGHTI 

Wolfenstein is already high on the .. __________________________ " 

Top )0 Cha rt in Softalk Magazine. 8 
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... _,,-_ ... --
MILE ISLAND 

'<' ,,6 '" • • e 
• L _ , 

fr om : Muse Software 
341 N. Charles Street 
Baltl~ore, MO 21201 

, ... K'" 111M _ taO _,._ 

I'_TI MITM .. L In" ... 1M·." ... 

, .. "'U II IUl_' ,.. " ... . _ nc 
UK'" _ .. 1M CU"OIlD CIP'( .. lI ..... 

IM,"Mo,n IICC_11OCO ,. O,.,ICI ... _ 

"'llIIl'''' " " M' t 

'"It I[ "ILl nullO 
MI" "1l1li 

• CONTIIUNIIT 

I 1UUIII(. FlLUI , co_mit 
I HIIC10f1 COl:( 

J "'"' MOUn 
MIN111111N(;[ 'CIKDW.I 

, CO" -''1'11' 
, on:lUIONIIL .UTIII 
1 ._ ; HUT "lin -2 

J 

1 put the program disk into 
IIY Apple co~puter and Instantly I 
a~ inside the nuclear power plant, 
Three Mile Island. It ia December 
30 , 1978 and In a few aeconda the 
plant is up and runn i ng. 

Cautiously . I look around. A 
t icking sound counts the ~inutes 
as they go by. Ever ything has 
been speeded up so that a .Inute 
flies by in only one second. 
Occasionally three bella ring . I 
wonder what that Ileana? 

ITU W>! 'VIIP _. _ . 

4 
I push the buttons ' 0· ,-------~------... 

through '6- on my Apple ' a keyboard 
to see a n overview of the power 
plant. The minutes keep ticking 
away and occasionally I hear a 
bell or two . If I push the button 
'A', I turn on the pump marked 
·A'. If I push 'A' again, I turn 
the pump off. The ticking 
continues , but I occasionally hear 
~ore bells. I wonder what It 
lIeans? 

Perhaps this is a good ti .e ,,-------:-------~ 
to read the 35-page manual whi c h ... ______ ~5:_ ___ .. _ .... 
cOll es wi th the program. It says 
that I have about 22 valves, 24 
pumps, 17 control rod., 4 
turbines, and 3 filters t o 
control. I must meet the 
electrical demand while keeping 
the operating cost low. This 
might be Do re difficult than I 
thought. 

When I bough t the progra., I 
t hought it was just a ga... Now 
that I am looking at it running on 

iIT!!·····" ~ 
, ! 
B ' 
= ! 

....... . 0010, -.y Apple computer, it looks .ore .""' ______ ..,. ___ .. _ ...... 
llke a cOllplete simulation of a 6 
nuclear power plant . Well, it: ..... _____ ..:. ___ ........ , 
that's the case , I think I will 
try turning on a pump he r e and a 
valve here. My wordl Tanke are 
beginning to empty and the 
temperature Is ri si ng. The time 
Is still ticking away but the 
bells seem to be g e tting louder. 
Ooo psi That time I hurd 15 
bells. I wonder what that means? 

OI'UIT IOoIool l'-IUi. 
COll i II'" • 0( ' 
("1_ . ~, 
"U !'ttl 1O" "' I 
PW$ lCt 'D -C. '~' "". . .... 
tII' o, . .. . ~ _ _ .n 

. ~ -_ _ ' 010 

'" -~ .. ... ,,_ II .. MM 
"""0 . TO 1. - , .. - -Should I turn on 1I0re 

turbines or should I back-flush 
th e fllte rs ? Why does it say that 
there is a brownout? Is It tl . . .... ----------.... -~ 
to do .alntenence on sOlie of the ;,. ______ ..:.' ___ .... _ .. " 
pUlipS? I think I had bette r read 
that manual ve ry quickly. Th. 
temperature Is still r ising. 

The bellS are ringi ng aillost 
constantly . Now I know what those 
bells are. Th~y are warning 
bells. I a~ In deep trouble. 
HELPl 

I calmly reach over and 
resta rt the THREE MI~E ISLAND 

t~T ..... '$11 

111'(" "", CHI f nI. _ 

"I " ~( CH' •• 

n UI" c 01_ I " .. .:.... ... 

lIU " " """'\1" .. 0:-11. 
CIUt OOI C 111_ (_II .. 1_ ... , 

........ ,," -.. .. 1(1 _ _ 11 c ,. _ . 
'Utlll 

program. You must always be calli _ 
when you o perate your own nuclear ...... ____________________ .... .1 
power plant. 8 
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INTERNA.TIONA.L 
GRA.ND PRIX 

A.pple I I 48K disk 

from: Riyerb~nk Software 
PO Box 128 
Centon , "0 21629 

..... ~~. G' C:'c·'t 

• o..Itoft 'Gt'~ CI.c~l t 

.. ~",.IU ~ ... ~ C\'c~1t 

:: ~ ... " .... CI ' ~wlt 

• ~ ....... o el re .. l, 

, .. ... MlTTOII ••• "Iou 

• 
Sot ~.~~ • • 0' ... ," . 1t~ n(lOU • 

2 

5 

• 5 

I put the program disk into 
my A.pple and instantly I am in a 
race car, ready to try my skill 
as a driver. The five courses 
shown In pictu r e 1 are actual 
models of the more popular race 
courses of the world. Picture 2 
asks me the number of laps I wish 
to run (from one to five laps, 
depending on how lucky I feel). 

How much gas can I safely 
car ry without the weight slowing 
~e down? It's my decision, as 
shown in picture 3 . Picture 4 
lets .e decide the difficulty of 
the course: ze r o to seven, no 
skids to hair-raising skids. 

[.ook out for the death
defying Creek Corner In picture 5 
on the well - known course at 
Warwick Parm. Here CODes one of 
the deadly hairpin turns, picture 
6, at Karlskoga. Drive the tough 
Monaco course with it's right 
angle turns and tight hairpins, 
pictured in 7. If I have the 
skill to survive this course and 
cross the finish line as in 
picture 8, I might be the new 
winner. 

This program is a race 
course simulation using actual 
race tracks that have been mapped 
out to the last detail . A. lot of 
high-speed action and quick 
reflexes are needed in this game 
or you may end up in the ditch. 
Both paddles and the keyboard are 
required to play thIs game. The 
author, Richard Orban, who 
programmed thls ga~e for 
Riverbank Software, Is also the 
author of the well-known program, 
Three "ile Island. Anyone over 
10 should enjoy this game 
tremendously . 

This program is unique in 
It's own way. You are In the 
driver's seat. You must plan how 
.uch fuel you will need without 
weighing yourself down. Do you 
want manual or automatic 
transmission? The formula car 
you will be driving can travel In 
speeds up to 198 MPH. A 
.Christmas Tree- controlled start 
will send you on your way. You 
will encounter hairpin turns, 
narrow cornecs, obstacles, 
spinouts , controlled skids, and 
spectacul ar crashes. A full 
instrument control panel will be 
in front of you , complete with 
lap timer , gear and RPM 
indicators , moving speed, race 
tilller, edge indicators, and fuel 
g"U98•• 

I 

• s.t , .,:,~,t. '. ~ " I th 'flDOll. 
( •• 110 .", •••••• 1 • IIOST .. I '> 

,~ ... ~TTOII I to .t ..... 

00.00 00 : I 1 lUI 
~"'!.. \;- .1 :0 ::" . t~ ""~ 

• 

• 

• , • 

I 

4 

• I ••• 

5 

•• I.". . ~O!;m C~r~,'" 
'I_ U. \ uro~ btila 

" . 
I 

I I I • , i I " 

I 

6 

• "O~m~O C:r(~; t 
~G ... not 

II I, . , 
I 

1 

1l'::Z7.02::Z7 • "OmOIl~~~i:t!., 

I I···· , , , 

8 

5 
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OWNER'S MANUAL -ALliN LANDER~ 

.. 

....... 

• • 

2 

S _ ST ... TUS 

G~ •• " 

3 

ALIEN LANDER 
Apple II 481t diak 

frola: Sierra Softw"re 
5)6 E. Sah"ra Avenue 
Las Vegas. NV 89104 

I put the progr"m disk 
into ay Apple computer "nd 
inst"ntly I am the captain ot a 
lun"r l.!inder IIOdule . I will 
attelapt to make" aate landing 
on the alien pl.!inet below. To 
attempt such a dangerous feat. 
the conditions of the planet 
must be chosen with care 
(picture 1). Now we can begin 
the nerve-wracking descent to 
the pl"net surf"ce bllow 
(picture 2). 

The onboard coaputer te1ls 
me that the ship is doing fine 
and to continue the ais.ion 
(pict.ures ) and 4). Our 
velocity is picking up . 

RED ALERTI We are over
heating (picture S) and if I 
don't do something fast. w. 
will burn upl The ship's 
coaputer advice mode is 
advising me t.o reduce our 
velocit.y (pict.ure 6). There I 
We are back on our mis.ion. As 
the planet surface grows larger 
(picture 7). I realize we "re 
approaching it too quickly. I 
must. reduce the velocit.y agaIn 
or we will crash . 

Plashing monitors tell.e 
there isn't enough fuel to slow 
t he ship's headlong descent to 
the planet surtace. We aren't 
going to make !t (picture 8). 

Whoever said that landing 
on t.he lIOon was easy? With 
this program, you now have the 
opport.unity to try it yourself . 
Thi.s time you are in the 
control seat, you are t.he 
capta!n. Your mission is to 
land this spaceship aafely on 
an alien planet. Choose your 
own condit.ions for the planet: 
gravity. thrust. and atlllos
phere. A digital instrument 
panel will keep you inforllled on 
velocit.y, altitude, t.lm., 
a .. ount. of fuel, and how .wch 
fuel you have fired t.o slow 
down your rate of descent. 

4 

''''t ~ ... , .. , .... . 

s 

~.DUC. ....I,.OC' TV 

, 

, '~~- . 
'<."' :-,-=--~~~-

( .-
" 

I.' '~; ',i~ ~ ::~';,': :. r .. :::.: I~ :.:-lo";.i\·,,' :..:. , i 

7 

FtNfI\I.. VEL..OCITV 

i2 '9:3 O( P'H) 

..-ou CRI"'ISHEC 

8 
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SPACE EGGS 
Apple II 48K disk 

froll: Sirius Software, Inc . 
10364 Rockingham Drive 
Sacramento , CA 95827 

Space E998 is a fully 
illustrated · Shoot-em~up · game 
with a lot of fast action. It 
Is 50 self- explanatory that it 
does not need instructions • 
You must have paddles to play 
this progcall for dl reeting your 
ship and firing at the aliens. 
Space Eggs would probably 
interest most people oyer the 
age of 10 . 

How many of you enjoy a 
little action i n your g ••• s? 
Space Eggs has • lot of action. 
I.agine yourself In a little 
thr.e - tiered fig hter going i nto 
battle against the a Uens 
(pictu r e 1). You have thr •• 
chenees t o destroy th •• before 
they destroy you. 

The first shot is goo~, 
but out of the ~estroye~ alien 
egg comes a c r eature bent on 
e a t i ng you (pictur e 2) . You 
must hit him a second time 
before he gobb l es you up. This 
will "lIve you the a~de~ bonus 
of IS points (picture 3). 

If he succeeds in elimi
natin"l you (picture 4), send up 
your second sta"le (picture 5). 
The second stage has the added 
advanta"le of firing two shots 
at once , Instead of one 
(picture 6) • 

They seem to have you 
surrounded so you must keep 
firing until one of you i. 
defeated (picture 7) . If luck 
Is not with you (picture 8), 
you still have the thir~ and 
final stage. This also fire. 
two shots. Will the allen 
space eggs succeed In ~estroy
Ing you, or w1'll you live to 
fight anothe r fight? 

• CORE ••• 1 ~ H l '.21 • 

• • • • • 

4 

.COR -;:, • • 3 . H I .e21 e 

,'. 

"-. . ..... 
5 

. CORE ••• 7 8 H I' . 2 1. 
• 

• 
" 

" 

-·" a 
I r. 
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• 
, 
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6 

-
• 
" 
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Hl •• 21 e .• ', 
7 
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-
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TRANOU I L ITY 
Apple II 32K 

from: Stenewa fll 

8AS£ 
disk 

1930 Fourth Str.et 
San Rahel. CA 94901 

I put the proqrall Into my 
Apple computer and instantly I 
am the captain of II lunar 
hnder (picture 1). My .halon 
is to land this lunar lander as 
many times as I clln without 
crashing it. 

I alii co.lng down to the 
planet surface (picture 2). 
The lander is co.lng do"," too 
fast so I flre .y retro rockets 
to control my descent (picture 
3). 

The picture ZOOID. in so I 
can qet II clear idea of lIy 
landing area (picture 4 ) . By 
using the *1* and *2* keys, I 
can con to I my angle coming 
down. 

Th. terrain 's '0 rough 
that landing ,. going to be 
touch-and-go (picture Sl · 
"gain I fire oy retros 

" " attempt to slow down my speed 
(picture 6) • 

The retros were fired too 
latel The lander hit the 
su rface at a tre.endous speed 
and smashed up (pictu re 7). 
Bits of debris and the lander 
went careening off into space 
(pictu re 8). 

Tranquility 8ase ,. the 
type of 9all. that ,. f., to 
play b.t It also uke. 0 
certain alllount of practice to 
be good at It. You lIIust .oe 
both the computer keyboa cd "d 
the paddles to maneuver th, 
ship and to fire the retros. 

t 
/\ , 

/..: .--. j 

\'. ,; . :.'/ 
\/ 

,~!" ,ml! ' ,m~ 
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ROBOT WARS 
Apple II 48K disk 

frolll: Muse Software 
347 North Charles Street 
Baltimore , MD 21201 

I put the program disk Into 
my Apple cOIlPuter and Instantly I 
am the designer of robots. These 
are not just any robot but robots 
that I can program and match 
against each other in battle. 

At first I am very confused. 
I see a lIenu with a large nUllber 

of itellls to choose froll (picture 
1). Perhaps I should read the 
extensive manual which comes with 
the program before I start. But 
before I get past the fl rst page, 
a whirring sound comes frolll the 
computer and a battle field 
appears (picture 2). The Robot 
Wars program has sensed my 
confusion and Is showing me an 
actual game . In a mOlllent, the 
contest begins. 

Five robots ". moving 
around the field . I '" see 
thei r names to the right of the 
field. Frolll all tho sound that 
1. cOiling from my Apple, I 
realize that these robots must 
have some sort of propulsion 
system , radar, .n' cannon. 

Th. fighting 1. fierce 
(picture 3). Damage reports ." 
cOiling In (picture 4 ) • On. of 
tho robots h .. heen destroyed 
(picture 5) .n' soon another 1. 
gone (picture ". Finally, only 
on. robot 1. left (picture 7) • 
Th. COnlpute r program updates tho 
sco r e fOI the .... Inning robot. 

Well, this Is Interesting I 
What else can I do? 

After spending an hour 
reading the manual , I realize 
that I can write programs to 
control each robot In a simple 
colllputer language invented 
especially fo r Robot Wars by 
Silas Warne r . A f r iend of mine , 
who Is a computer prog rammer , 
too k a look at the programs for 
one of the r obots (picture 8) and 
told me that It looked ve r y much 
like the computer language called 
BAS IC. He also said that if I 
learned to write programs for 
ROBOT WARS, I would have no 
trouble learning to write 
programs in BASIC. 

I have always wanted to 
learn computer programming and 
now I can learn while I am having 
fUn. 

PURSER'S MAGAZ I NE. PO BOX 466 , EL DORADO , CA 95623-0466 

• 

5 

, 

7 

8 



CREATURE VENTURE 
Apple II 48K disk 

Highlands Computer 
14422 S.E . 112nd 
Renton, WA 98055 

• 

ee 

Services 

o 

c 

M(U U R II 

I put the program disk into .Y 
Apple compute r and instantly I am 
in an adventure. I have just 
inherited my Uncle Sta9hbu~k's 
haunted mansion . 

Somewhere in its dark depths Is 
1I buried treasure, ..,orth a 
fortune. I .ust find the 
t r easure . This lIay sound easy. 

: 

but look out I Around every dark 
corner there is sOlie evil awaiting ,.;;:;:;: ______ ,-____________ "' 

lie . 4 

I s t and alone In II large field t'r===========::;-' 
wIth a towering old tree and to 
the east I catch II 91 illpse of a 
small shed (picture 1). By typing 
-GO TREE-, I move toward the tree . 
As I approach the tree , I glance 
up and the re hanC)lnq in the 
branches is II large bra •• key 
(picture 2) . By typing · CLI",e 
TREE-, 1 can cl tllb up the tree and 
by t yping - TAKE KEY -. 1 get the 
key . 

After I crawl down, I decide to ...... -----------, --------...... , 

check o ut the shed. Inside the Ir"~~~~::::::::::::::::~~, shed t.here is nothing but a couple 
of batteries (picture J) . The 
batteries join the key in .y 
pocket . I hope they both turn out 
useful later on. 

I continue 
Soon, I co •• 
that wi 11 not 
hard I try to 
I follo w the 
west • 

t o head north . 
to " high iron gate 

open . no .atter how 
get in (picture 4). 
brick wall. going 

All of a sudden, t all face - to- ,.:::;:==--;:,---------.... " 
face with a dr.aded Gooey Oozlybub ,~::::::::::::'::::::::::~"' (picture 5). I try to kill hi. 
but he will not die, ao I chang" 
lilY tactics and go around hiM . 

AS I keep trayeling west, I 
COllie to a large c ra ck in the brick 
wall (p icture 6) . I aquuze 
through the crack and look around. 
There before me standa an elf 
throwing stuff oyer th. wall 
{picture 7}. t punch hi. out and 
go on IIY way . 

• _ ... 
I go north to the front door .~.; __________ -: ________ ...... 

of the Mansion (picture 8). but it 7 

is locked. t know now that the II""';;;:;;:::::::=::::::;;~' key in .y pocket will co.e in 
handy. I open the door and enter. 
I a. entering the unknown. I have 
already encountered two .onaters. 
how lIany lIo re will I .eet in.y 
sea rch for the burled treasure? 
Will I liye long enough to find 
it , or die as IIY uncle did? 

Creature Venture i. a co.plex 
game that entails a lot of 
thinking and remembering forgotten 
clues . It has animetion to _ke 
the characters and scenes cOile to \..;:::::..::::::::::..::,.. ___ ...... r 
l ife. S ,. 

" PURSER'S MAGAZINE, PO SOX .66, El DORADO, CA 95623-0466 
\ 



CLASSIC AOVENTURE 
Apple II 48K disk 

Adventure International 
BOl( 3435 
Longwood , FL 32750 
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I put the proqram disk into my 
Apple computer and fn an instant I 
am standing alonq a di rt road. 
Prom the Instructions that flash 
before me . I know I am searchinq 
fo r the entrance of Colossal cave. 
They say that some people have 
made their fortune there and 
othe r s have died looklnq. 

As I walk along the road, I 

:'T::I",oehN~~~ IITTK ~ tum S'1If' 

",111:11 

~ 1M out a WlWIIIIO 1\.0f"", ( .. ,""" 

c.e 11111 

lIIL'!ls!" • • ... ll1tl iII"I\!.IC'II: J;ifiS'cPluijlJW:,=am;c=~~ 
t,IiftIirUl "'"U ".0 It 11111.., ... " 
,_,CIt I""' 
k 

look at lilY surroundings. Ahead of 4 me Is a small brick building with ,. _____________ -.. 

a strea .. flowing out of It. All 
around me stands a forest . 

By typinq "GO WEST " on my 
Apple. I wa lk to the building and 
look inside . There on the floor 
is a set of keys, a s hiny brass 
lamp, some food , and a bottle of 
water (pi cture 1) . I qather thes e 
things toqether (by typinq "T~KE 
UMp· , etc . ) and leave the 
buildinq (by typing "GO EAST". ) 

(.G II[ SI 

IIJ1fJ '" I' ~ ""'.:".!"mll!. ~,::f.rt..rnl h ;511 _ ,"a!\ l.ACl 
.~ " 0IIl " '" llllO !)OWM 111( I'l l 

~-

5 

~w 

\'OIl'" 0' 'Of' " SNOll '11 
ItGVU! If 00Ii S 1 tp I l (110 DOWM , II( , 11 

~-
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.'""'" 11011[ SU"I Ll<tO "" Till: _ 

"Ion 
k 

Traveling east, I come to a 
valley in the forest. There i s a 
strea. tumbling along a r oc ky bed. 
I start walking downstrelll, 
paSSing a slit In the bare r ock . 
Farther downst realll, I climb down 
into a 20 - foot depression with a 
locked lIIetal qrate set in concrete 
in the dirt floor (picture 2). I 
unlock the qrate with the keys I 
have found , and slowly lower 
lIIyself into the chamber below . I 
crawl a l ong until it becomes pitch 
dark. I light the brass lup and 
look around . To my surprise, I 
find a black rod with a rusty star .... ---------6:--------.... ~ 
on the top of 1 t and a note on the 
wall sayinq "Magi c Word XYZZY" ,. ...... ---------------...... , 
(picture 3). 

SlowI'y I make my way west un til 
I enter I splendid, chamber where a 
little bird is sittinq on the 
floor. I somehow manage to catch 
the little bird before It fUes 
away (pic ture 4 ) . Continuinq on 
.y. way, I come to a small pit in 
the floor b r eathing traces of 
white els t . Cautiously I cli.b 
down the stairs leading to the 

'"H[ IS A lITfL[ .XE KUE 

. 0000M 110M( SHp, LUO UI' 'II( DOllE 

'" U( 

k 
I;CI 11[" 

I;CI IIIIT 

lMltl If '" w.Y ."01$ 10f( " " UIIl 
YOU' ll( OM (0" ..... ~ <,,_( 

bottOIll of the pit. A cold wind is "" ______ -:-______ , 

blowinq , as the stairs open up 7 
into a vast hall stretching out of ,. ........ ____ .;~ _____ ........ 
sight to the west (picture 5) . 

Suddenly, a little dwarf 
appears from around the corner. 
Re takes one l ook at ~e and throws 
a sllall deadly axe at my held. 
Luckily it falls short but before 
I can move, he curses and runs 
off . Slowly I bend down and pick 
up the axe (picture 6) . 

continued on page 2 

-YOU DIDIO " _I IT 
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APPLE STELLAR INVADERS 
Apple II 48K disk 

from: Apple Compute r 
10260 Band l ey Drive 
Cupertino , CA 9501 4 

I put the program into ~y 
Apple cOll puter and instan t ly lilY 
Apple is turned Into an arcade 
.achlne. playing the Space 
Invaders ga.e . I a. the 
coamander of a pin launching 
base (pictu re 1) . The stella r 
invaders are attacking and I 
must destroy as . any of the. as 
I can (picture 2) • 

1 have five bases unde r IIY 
co_and and, using 00. " • tille {picture 3, . I coo 
lIlaneuve r it right by using .p • 
o r left using · 0· keys . Fi r ing 
a IIlssle is activated by tho 
• J. key . 

As the invaders get close r 
(picture 4) , I continue to kee p 
up rapid fire . I alii hi t and 
one of lIy bases goes up In a 
lIIilllon pieces (pic t ur e 51 . 
The invaders are crOWding In on 
.e and I all hit again (p ictu r e ., . 

Three of lilY four pro t ec 
tive shields are dete r io rating 
rapidly (picture 7) . There Is 
no hope In stopping the 
approaching Invaders (p i c t ure ., . 

Maybe you can save th e 
universe against the Ste llar 
Invaders! Apple St ella r 
Invaders is an exciting act i on 
game. It takes quick 
aaneuverlng to avoid the 
Invaders. Either the keyboard 
or paddles can be used to "ove 
and fire on the invade r s . 
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OLYMPIC DECATHLON 
Apple I I 48K disk 

from: Microsoft 

z 

10400 108th Avenue N. E. 
Bellevue, WA 98004 
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I put the program disk into 
my Apple computer, and listen to 
a rousing chorus of the Olympic 
anthem. Then the program asks lIIe 
1£ I want to begin the contest. 
I tell it, -NO- as I want to 
practice first (picture 1). Then 
it asks me which event I want to 
practice (picture 2). 

The first event that I could 
have tried is the 100-meter dash. 
In this event, you run around a 
track by pounding your two little 
pinkies on the -1- and -2- keys. 
This may seem weird but it works. 
With a little practice, you can 
get quite good at this. 

But today I think I'll 
practice the long jump. The 
program asks me how fast I want 
to be running as I approach the 
long ,ump (picture 3). Being 
chIcken, I choose the slowest 
speed that they allow. 

Then the Instructions appear 
on the screen (picture 4). I 
must tell the COMputer program 
when I want to start running. As 
I get close to the take-off line, 
I have to signal that I want to 
plant my feet so that I begin 
falling forward. Then 'ust 
bef~re I fall flat on lilY face , I 
signal the cOlllputer to jump 
forward. 

Oops I I jUIlP too soon 
(picture S). I all almost 
standing straight up (the 
computer says I am standing at an 
88-degree angle). All I do is 
JUIllP up straight in the air and 
cOile back down right where I took 
off (picture 6). The co.puter 
gives me the nasty message, -THIS 
IS THE LONG JUMP - NOT THE HIGH 
JUMPj-

So I try again. This time I 
do everything right. I wait 
until I am very close to the 
take-off line . After I plant my 
teet, I wait until I am leaning 
very far forward, and then I 
jUlip. 

Thi s tlme I jump almost 4 
meters (picture 7). I could have 
travelled farther if I had been 
running faster. Thank goodness I 
have three tries. When I aN 
finished with the third try, the 
program tells lie my score 
(picture 8). 
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It will take ~e about an 
hour to practice all the events. 
Then I'll invite lilY friends over , 
and we'll start the actual 
Olympic Decathlon, where we 
compete against each other in ''''''-_____________ J 
these games of skill. 8 
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GAME PACK '3 
Apple II 48K d iak 

, 

884qle Bros. Micro Software 
4315 Sier ra Vista 
San Diego , CA 9210) 
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I put the proqra~ disk into 
my Apple computer and instantly a 
selection of games appear: MAGIC 
PACK, SLIPPERY DIGITS , and OINKI 
I decide to start at the 
beql~nin9 with Magic pack. 

1 load MagiC Pack and find 
myself with another decision: 
shOUld I play PLENTY QUESTIONS, 
CARD SCANNER, NEXT WORD , or 21 
NUMBERS (picture 1)1 

I choose PLENTY QUESTIONS. 
First, I invite over a bunch of 
my friends and then I let them 
sit at the keyboard of my Apple. 
Someone thinks of an object and 
the co~puter questions ~y friends 
to try to fiqure out what the 
object is ( picture 2). The 
co.puter asks Many questions, but 
in the end , the co~puter co~es up 
with the wronq answer (picture 
3) • 

Now I sit down at the 
keyboa r d , explalnlnq to my 
friends that my computer loves 
only ~e and without my wonderful 
personality and maqnlflcent 
char.. the computer cannot 
po •• ibly function correctly . 
Natually I a. cheatinq. but they 
do not know that I 

I asked them to choose 
another object. Without anyone 
noticlnq. I hit Control-A. This 
put. the co.puter proqram at my 
couand. So, whit. I am typinq 
In the answers to the questions • 
I am al so feedlnq the computer 
the. real answer secretly. In the 
end . to the aillazement of all , the 
computer guesses what the object 
is (picture 4). 

So now lilY friends try to run 
the program again and again , 
never getting the right answer. 
As I tell them , -It's ~agic l · 

I decided to look at 
SLIPPERY DIGITS (picture S) . 
Before.e Is a board with a lot 
of .1xed up nuebers (pictu re 6) . 
By using the - A- and -'Z- keys, I 
can move the nueber. up and down . 
The -(- .oves the nu~ber left and 
the ->- ~ove. It right . I am 
supposed to try to get the 
nu.bers in numerical order by 
.hiftlnq them around . Thl. I 
find aleost lapo •• ible. 

I .ave on to OINK I which i. 
aore a game of chance than skill. 
I choose the two player.' names: 
King and Kong. I press - R- for 
the dice to roll. As long .I. I 
do not get double., I can still 
roll for /lO r e points or pre.s - 0 -
for quit and save my points 
(pictu re 7) . The first one of 
the players who reaches 200 
points 1a the ..,lnner (picture 8) . 
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PULSAR II 
Apple I I 48K d Isk 
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frolll : Sirius Soft .... are. Inc 
10364 Rockingham Drive 
Sacramento, CA 95827 

I insert the program disk 
into my Apple cOlllputer and 
instantly I am ready to play an 
arcade game. "pulsar sho .... s up 
in the middle of t he screen in 
the shape of a glo .... i ng sta r 
.... ith energy levelS around it 
(picture 1) . 

My ship stands above the 
pulsar .... afting lilY commands of 
attack . USing the right and 
left arro.... keys on the 
colftputer , I cOlllland lilY ship to 
move to the right (picture 2). 
I open fI r e on the protective 
s hields around the pulsar" 
(picture 3) , using the space 
bar. 

Every time lilY shot makes 
contact , out cOllies a little 
ball of energy bent on 
de s troying me (picture 4). I 
keep firing away, trying to 
reach the heart of the pulsar 
(pi c ture 5). 

Suddenly, a ne.... attacker I 
"large ball of energy comes 
shooting out at lIIel I deftly 
avoid it and my next shot hits 
home . The pulsar erupts into a 
thousand pieces . 

I enter the s econd phase 
of the program, called 
WORMWALL . Here I must fight lilY 
way to the center of a .aze of 
moving wa11s (picture 6) , but I 
must also avoid being devoured 
by the little creatures 
protecting it. 

I jUIllP through the first 
o pening by using the -2 - key 
and a. instantly spotted by one 
of the creatures (picture 7) . 
I continue on , t r ying to break 
throu9h the next openin9 before 
the creature eats lie (picture 
8) . Can I outrun the 
creatures, or will they catch 
up and eat me? 

Pulsar II Is a good, 
hi9h-speed action gam8. One 
issue of Softalk magazine 
listed it as a best seller, 
rating it nUlllber 14 on the Top 
)0 Chart. All the directions 
and commands can be played 
right on t he computer keyboard. 
"child of ten would enjoy this 
game as lIIuch as an adult • 
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THE TARTURIA'" 
Apple II 48K disk 

fro.: Highlands Co_puter Services 
14422 S . E. IJ2nd 
Renton. WA 98055 

I put the proquJI disk into 
my Apple co_puter and instantly I 

•• in t.he land of tho Tarturian. 
My mission Is to find enoU9 h 
weapons to outfit IIY PiHty for the 
f lnal battle .... 1 th the Tarturlan . 

Due to a great. ice age, the 
once happy people of Herin were 
forced to retreat underground to 

, 

.. , 
1 

) 
~ 

.f • ~ 

the dOlllaln of the dreaded , _______ :-______ " 

1 Tarturlan. After a long tille, 8 ...... ____ -'~ _____ .... they were able to come back up to .... _____ -'~ ____ ...... 

the surface, but their only aource 

\) 

• 

o! light and heat, the flail. of 
WAU, Is .ls51ng . The Tarturiana 
stole It . Ever since, there have 
been _any parties that have tried 
to reclat. the fla.& of WAU but 
they were never seen alive again. 
In the many hidden caverns, there 
are treasures and weapons left 
behind by the dea~ or missing • 

I have. tough decision to 
, _ _ ___________ .. " make what character should I 

~ become for the start of my journey 

) 

• 

5 

(picture I) . I decide on the 
thief because of his cunning 
ability to unlock aI.ost any door. 
As I begin to unlock the door, I 
am attacked and killed by a Locie, 
who thrive. only on thieves 
(picture 2). While the .orticlan 
buries the thief, I change into a 
wizard. Only magic will open this 
door. The spell 1 cast blows the 
door to pieces and allows me to 
enter . 

continued on page 2 
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