
1 meg required 

Double-sided drive required 

Color or B/W monitor 
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Al T LAID IN | GAMES. 

Direct from Japan, where game design is treated as an art form, comes Thexder, an arcade game by 

which all others will soon be judged. Thexder offers more music, animation and game play, than you 

ever thought possible from a computer game. 
: 

er was created for second generation computers 

with 16-bit processors and advanced animation 

capabilities. The fine detailing of the artwork fully exploits 

the increased graphics capabilities now available, and 

the music (perfectly choreographed 
to reflect the action 

during play) will rival anything you've ever heard before. 

Actual graphic scenes expande
d to show true animati 

In Thexder, players are given the chance to pilot a robot 

through multiple attack scenarios. The battlefields 

include caves, vast cargo holds and spaceship interiors. 

The robot also has the unique ability to transform into a 

fighter jet (and back again) at the touch of a button. Over 

90 different types of aliens
 will do battle with you, and

 the 

challenge and music escalates as the game progresses. 

T a: A AC TI AMIE FOR TODAY'
S CC Fa ) 

It has been well over a decade since Americans were first introduced to computerized action games in 

the local arcades. Although the arcade game has almost disappeared here, the Japanese have 

continued their love affair with this form of recreation. Thexder reflects the maturity and refinement
 of 

almost two decades of arcade playing. Its colorful animation and hypnotic music will seduce even the 

most jaded computer owner into playing action games once again. 

Lad 

Thexder has proven to be 
ling arcade games in 

its country of origin. With its conver 
chines, Thexder 

may just become one of the bestselling computer games worldwide! 

Thexder comes to America courtesy of Sierra, a publisher of quality 

computer entertainment products for over seven years. 

10% 

from behind. 

Thexder was originally designed and programmed by Game Arts, a top 

publisher of recreational software in Japan. Sierra is very honored to be 

associated with this talented group of software artists. 
Copyright licensed from Game-Arts. 

, 

Authors: S. Uesaka and H. Godai 

TM designates trademark of Game Arts. ® is a registered trademark of Sierra On-Line, Inc. © 1987 Sierra On-Line, Inc. 

Ce 

on sequences. 

A gang of balder attack Thexder 





Sierra On-Line, Inc., Coarsegold, CA 93614, (209) 683-6858. ® is a registered trademark of Sierra On-Line, Inc. © 1987 Sierra On-Line, Inc. 
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NOTE: BEFORE YOU DO ANYTHING ELSE, MAKE A COPY OF YOUR MASTER 
THEXDER DISKETTE TO USE AS YOUR GAME DISK. STORE THE ORIGINAL IN A 
SAFE PLACE. IF YOU’RE NOT SURE HOW TOCOPY DISKS, SEE YOUR MACINTOSH 
OWNER’S MANUAL. 

HARD DISK INSTALLATION 

1. Place the back-up copy you have made of DISK 1 into the diskette drive. 

2. Double-click on the INSTALL icon, and follow the onscreen prompts to complete the 
installation. 

STARTING INSTRUCTIONS 

After completing the INSTALL procedure: 
From Diskettes: 

1. Place the back-up copy you have made of DISK 1 in the diskette drive. 

2. Double-click on the THEXDER icon. 

From Hard Disk: 

1. Double-click on the SIERRA folder. 

2. Double-click on the THEXDER folder. 

3. Double-click on the THEXDER icon. 

HOW TO PLAY 

When the game opens, you’re the pilot of a Thexder Super Assault Vehicle. You have been 

investigating an asteroid space vessel controlled by hostile aliens, and now you are trapped 

inside. You are in Thexder Robot mode and your only direction of travel is to the right. 

There are 16 different levels to explore. The challenge: how far can you go? 

YOUR MISSION 
To survive all 16 levels and disable the aliens’ central computer, which controls the 

spacecraft. The computer will be sending many different kinds of weapons in an attempt 

to defeat you before you can reach it. Beware -- danger lurks around every corner! 

WHAT IS THEXDER? 
Thexder is a hyper dual-armor Robot-Jet transforming battle suit. Armed with heat-seeking 

lasers and touch-controlled fighting mechanisms, Thexder is a formidable fighting machine. 



TO TRANSFORM INTO ROBOT MODE: Press the ARROW key opposite to the direction _ 

you are flying. You will automatically transform to Robot mode whenever you touch the 
ground. | 

TO TOGGLE BETWEEN MUSIC AND SOUND EFFECTS: Press the E key. 

TO CHANGE SOUND VOLUME: Use the PLUS (+) and MINUS (-) keys. 

TO CONTINUE FROM LAST LEVEL COMPLETED: Press the R key. The game will begin 

from the last level you completed. This key can be pressed at any time during play. 

TO CONTINUE FROM THE HIGHEST LEVEL COMPLETED: Press the T key. The game 

will begin again from the highest level you have completed. This key can be pressed at 

any time during play. 

ae ee ae 
Fi score 0000000, Qa cevec 03 Blehmae 

TO TURN OFF SOUND: Press the S key. 
1. The ENERGY BAR displays the level of remaining energy. The three indicator colors 

represent Thexder’s current condition. Blue = good, Pink = serious, Red = critical. 

2. The SHIELD BAR is displayed when the shield is on. It shows the amount of shield 

protection remaining before shield shutdown. , 

3. The SCORE READING displays your current score. 

4. The LEVEL READING displays the level you currently occupy. 

5. The ENMAX READING displays the maximum amount of energy allowable. 



THE STATUS SCREEN 
The status screen on your computer is the only tool you have available to keep track of 

your energy, the level you are currently occupying, and your game score. Learn to use this 

_ information wisely; it will help you determine the best time to fight, and the best time to flee. 

SCORE 3 

Your score will increase with each enemy weapon you destroy. Some enemies are worth 

-. more points than others. You do not receive extra points for completing a level, but you will 

get an increase in your maximum energy allowance (ENMAX) and energy level. The 

amount of the increase will depend on whether or not you have been using your shield. 

THEXDER CONTROLS 

TRANSFORM 

4 ¥ p | 

TO FIRE: Press the SPACEBAR. Hold down the SPACEBAR for continuous fire. 

TO ACTIVATE SHIELD: Press the COMMAND key. 

TO PAUSE GAME: Press the P key. Press any key to resume the game. 

TO QUIT GAME: Press the Q key. 

TO TRANSFORM INTO JET MODE: Press any DOWN ARROW key (1, 2, 3 -- n, m, ,). 

i) SIERRA 
SIERRA ON-LINE, INC. eCOARSEGOLD, CA 93614 * (209) 683-4468 

TM designates trademark of Sierra On-Line, Inc. ® is a registered trademark of Sierra On-Line, Inc. © 1991 Sierra On-Line, Inc. 

115551000 



NOTE 2 
Jump from point A to point B. Then facing left, transform 

NOTE 1 into the Jet and fly southwest into the lower level as shown. 
| Your mission begins here. No turning back. The war is on! Attack the Tribars first. Reverse directions and blast the 

. ae oncoming Golans and Clobters 

Shoot the stationary Baffin. They won’t attack and they give #+=nNoTEa4 

you bonus energy points as well! . C—O rti‘a‘aeT..N You: maey be tempted to use your shields here. But, with a 
OF “ — - little practice, and the courage to stand still and fire, you may 

acquire the skill to destroy all of the Tribars without 

suffering any damage. 

BALDER 

NOTE 5 
Here is a situation where you must transform into the Jet | ATT TT AT TT TE TT TT TH i Ederg col —— ~ 

(see Figure 1). Hit your middie down key (2) and you will be on | ' i Soran re ia ==); When you fall into a pit (see Figure 3), you must jump using 
your way. a, COTA AT ae eT PET OT m PPT your 8 key [top middle key). Once Thexder is in the air, quickly 

A BO TT TG GT aa A press the transform key (2). Thexder will transform into the 

In this situation, you do not need to transform (see Figure 2). Jet in mid-air and will proceed to fly out of the pit. 
imply press your 9 key (upper right key). Thexder will jump 

until he is above the block, then he will go to the right. 

NOTE 7 
Here is an example of how to find and shoot hidden creatures. 

Shoot the wall to your right. Wow! The bricks dissolve and 

out comes an angry creature. Drop to the ground. The 

creature will stay directly above you at the top of the screen. 

Using either the Robot or the Jet, you can now demolish this 

creature with repeated hits 

NOTE 6G 
When Thexder is in Jet form, he will transform back into the 

Robot if he hits a corner at a 9O degree angle (see Figure 4). 

When the Jet is in a low corridor and hits a corner at an angie 

of less than 90 degrees, it uses radar to negotiate the curve 

and remains in Jet form (see Figure 5). 

creer gre 
ree 

When the Jet encounters a series of 90 degree angies (see 

Figure 6), you must quickly hit the correct direction keys to 

keep in Jet form. 
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NOTE: BEFORE YOU DO ANYTHING ELSE, MAKE A COPY OF YOUR MASTER 
THEXDER DISKETTE TO USE AS YOUR GAME DISK. STORE THE ORIGINAL IN A 
SAFE PLACE. IF YOU’RE NOT SURE HOW TOCOPY DISKS, SEE YOUR MACINTOSH 
OWNER’S MANUAL. 

HARD DISK INSTALLATION 

1. Place the back-up copy you have made of DISK 1 into the diskette drive. 
2. Double-click on the INSTALL icon, and follow the onscreen prompts to complete the 
installation. 

STARTING INSTRUCTIONS 

After completing the INSTALL procedure: 
From Diskettes: 

1. Place the back-up copy you have made of DISK 1 in the diskette drive. 
2. Double-click on the THEXDER icon. 

From Hard Disk: 

1. Double-click on the SIERRA folder. 

2. Double-click on the THEXDER folder. 

3. Double-click on the THEXDER icon. 

HOW TO PLAY 

When the game opens, you’re the pilot of a Thexder Super Assault Vehicle. You have been 

investigating an asteroid space vessel controlled by hostile aliens, and now you are trapped 

inside. You are in Thexder Robot mode and your only direction of travel is to the right. 

There are 16 different levels to explore. The challenge: how far can you go? 

YOUR MISSION 

To survive all 16 levels and disable the aliens’ central computer, which controls the 

spacecraft. The computer will be sending many different kinds of weapons in an attempt 

to defeat you before you can reach it. Beware -- danger lurks around every corner! 

WHAT IS THEXDER? 

Thexder is a hyper dual-armor Robot-Jet transforming battle suit. Armed with heat-seeking 

lasers and touch-controlled fighting mechanisms, Thexder is a formidable fighting machine. 
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TO TRANSFORM INTO ROBOT MODE: Press the ARROW key opposite to the direction 

you are flying. You will automatically transform to Robot mode whenever you touch the 
ground. 

TO TOGGLE BETWEEN MUSIC AND SOUND EFFECTS: Press the E key. 

TO CHANGE SOUND VOLUME: Use the PLUS (+) and MINUS (-) keys. 

TO CONTINUE FROM LAST LEVEL COMPLETED: Press the R key. The game will begin 

from the last level you completed. This key can be pressed at any time during play. 

TO CONTINUE FROM THE HIGHEST LEVEL COMPLETED: Press the T key. The game 

will begin again from the highest level you have completed. This key can be pressed at 
any time during play. 

es a ee 
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TO TURN OFF SOUND: Press the S key. 

1. The ENERGY BAR displays the level of remaining energy. The three indicator colors 

represent Thexder’s current condition. Blue = good, Pink = serious, Red = critical. 

2. The SHIELD BAR is displayed when the shield is on. It shows the amount of shield 
protection remaining before shield shutdown. 

3. The SCORE READING displays your current score. 

4. The LEVEL READING displays the level you currently occupy. 

9. The ENMAX READING displays the maximum amount of energy allowable. 
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s The Roland CMB2L Sound Module le Package = 
| Now Macintosh users can order — 5 

— direct from Sierra — 
this exciting Music and Sound — 

~ Roland CM32L Sound Module 
The Roland CM32L starts with a full 32-voice synthesizer, short adds more than two dozen 

preset sounds to enhance computer gaming beyond anything you've ever experienced. | 

This is quite simply the best sound enhancing accessory available for o Macintosh, 
and it is ‘opmpatinle with any Macintosh. | : 

Trax - Personal MIDI* Recording Studio 
‘Trax isa complete personal MIDI recording studio on a disk. Compose, edit and playback 

~— multi-track recordings on your Macintosh. Supports Standard MIDI files and Master 
_ Tracks Pro files. Also widely compatible with other music programs and products. 

Requirements: Macintosh 512K, Mac Plus, Mac SE, Macintosh I (Multifinder 
_ compatible). *Musical Instrument oe nee: ae 3 

Interface & Cable All for the special j rice ¢ of $5450 00 

‘To order call 1800-326- 6654 
ce (outside the US. 209-683-4468) oe 

or r mail this form to Sierra aes Box 485, Coarsegold, CA 93614 

Name 

hates: 
| 

oe oe ener pee 
| rasa Phone Number Fe) 

: 3 

Shipping and Handling (please. check er | | 

[1 $7.00 for UPS Ground — or S $20. 00 fo Second Day Air. 

If you live in any of the following states, please add the required sales tax: 
California, 6. 50%; Massachusetts, 5.00%; Illinois 6.25%, Texas 6.25% 

_ METHOD OF PAYMENT 
= Check/Money Order [J Visa L] MasterCard o American Sos Op Discover 

(payable to a On-Line) : | 

Account Newhert 

_ Expiration Date COE 
“Authorized  signiamre Gequired for credit card omen. Bee 

: 110007501 
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THERE ARE AT LEAST TWO IMPORTANT REASONS WHY YOU 
SHOULD MAIL THIS CARD TODAY! 

1. Sierra is continually updating our products. We must know who you are if we 
are to notify you of enhancements we have made to your product. 

2. You will receive a FREE subscription to "The Sierra Newsmagazine," which 
contains valuable coupons, contests, great articles, upgrade information, hints 
on playing Sierra games, handy techniques for using our productivity products 
and much more! * 

First Name 

Address 

*U.S.A. residences only. 

Name of product 

Serial # on disk label 

If you don’t know an answer, simply leave it blank. 

How many Sierra products do you own? 1. __ 

Who is the primary user of Sierra products? (check one) 

2a. LJ] Male under 20 L_] Male over 20 

2c. L] Female under 20 2d. [] Female over 20 

Do you have children at home? If yes, check all that apply. 

3. LJ Male child under10 4. L] Malechildover10 | 
5. (_] Female child under 10 6. L_] Female child over 10 

Do you own: 

What type of computer do you 

own? (check all that apply) 

7. L] IBM or compatibles 

s. L.| Macintosh 

9. L] Atari ST 

ya Amiga 

ald Apple II Family 

12. L] Other 

| Do you have a modem? 

13. i] Yes 

If you own an IBM or compatible, 
please continue: 

What graphics card do you use? 

14. L] EGA/Tandy 

1s. L1 VGA/MCGA ~ 

16. | Other 

17a. L.] MT-32 or LAPC-1 

1b. [_-] AdLib or Soundblaster 

00000 1303 
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GAMES FROM THE SIERRA FAMILY 

ere at Sierra, we’ve been 

looking forward to 1990 for 

a long time. First of all, this 

has been our tenth anniver- 

Sary year, in an industry 

where not many businesses 

have celebrated a tenth an- 

niversary. As if that weren't 

enough importance for one 

year to bear, the 1990 Sierra 

game season promises to be the most ex- 

citing ever, with new artistic horizons and 

hot new technologies that will usher in a 

second Sierra decade well worth shouting 

about. 

Sierra has been gearing up for this sig- 

nificant game season with the addition of 

more than 20 artists and 15 programmers 

to our already sizeable game development 

staff. This increase in personnel will help 

us achieve our goals of putting some of the 

most noteworthy computer entertainment 

products you’ve ever seen on your 

software dealers’ shelves this fall. 

A New Decade Of 

New Alliances 

Some of this year’s noteworthy new 

games are products of the merger between 

Sierra and Dynamix, headquartered in 

Eugene, Oregon. Dynamix is one of the 

true innovators in modern interactive 

gaming, and we are proud and pleased to 

have them as part of the Sierra family. You 

can read more about Dynamix and their 

1990 crop of terrific games later in this 

article. And don’t miss ‘Dynamix, Inc. — 

Visionary Entertainment with Distinctive 

Style’ on page 12. 

Another new Sierra partner is Game 

Arts, a top Japanese publisher of recrea- 

tional software, best known in the U.S. for 

the popular arcade games Thexder and 

Silpheed, imported and released for U.S. 

gamers by Sierra in 1987 and 1989 respec- 

tively. We are happy to welcome Game 

Sierra News Magazine 



KING’S QUEST V 

MS-DOS 256 color VGA/MCGA 640K 3.5"HDdisk $69.95 

256 color VGA/MCGA_ 640K 5.25"HD disk $69.95 

16 color EGA/Tandy 640K 3.5"& 5.25" HD $59.95 

All versions require two disk drives or a hard disk. 

KING’S QUEST I NEW VERSION 
MS-DOS 16 color EGA/VGA 512K 3.5"& 5.25" HD $59.95 

Tandy CGA (black & white) 
isis 

wing 
i een 

Arts, too, to our growing family of com- With Cedric the owl, his reluctant oceans in search of the evil wizard who 

panies. | guide, Graham will journey through holds the Royal Family and the castle of 

Sierra will be involved in all phases of — forests, across deserts, over mountains and Daventry captive. 

game development, quality assurance, : 

production and marketing for the new line 

of Dynamix and Game Arts products. 

Through these pioneering partnerships all 

three companies will continue to bring you 

the finest possible in new and original 

computer games. 

The Return of 

Good King Graham 

Roberta Williams has been actively in- 

volved with every aspect of her newest — 

game, which promises to be her biggest hit _ 

yet in more ways than one. “The graphics — 

and animation are just wonderful,” 

Roberta reports. “The technology for 

providing better art and music keeps ad- 

vancing with every game. I think players 

are going to be amazed, and very pleased, 

with the results.” 

A year has passed since Princess 

Rosella’s journey to Tamir, and King 

Graham’s health has been fully restored. 

The Royal Family of Daventry is whole 

once more, and all is well with the 

Kingdom. 

Unknown to Graham, his beloved 

family will soon be in grave danger. Some- 

Where far away, a powerful presence 

watches the castle of Daventry with evil 

intent. Mordack, a wizard even more 

powerful than the late Manannan, has con- 

cocted a dreadful plan: to capture the 

castle of Daventry, and the Royal family 

within. He waits for the right moment to 

strike — when King Graham will be help- 

less to stop him. 

On that fateful day, King Graham will 

return home to find that his castle and his 

family have disappeared. Graham must 

don his adventurer’s cap once again and 

find Mordack before harm can come to 

Rosella, Alexander and Valanice. } 

King’s Quest V 

24 Hour Sierra BBS — (209) 683-4463 | Page 3 
Fall 1990 Customer Service (209) 683-8989 Orders 1-800-326-6654 



King’s Quest V: New 
Frontiers In Graphics 
And Sound © 

When players with 256-color systems in- 

stall and load King’s Quest V, the first 

thing they will probably notice is the as- 

tounding difference in the graphics. These 

rich, high-resolution backgrounds started 

life as full-color paintings by top Sierra 

artists, and the animation has been en- 

hanced with video capture techniques for 

added realism. Eight animated cartoon se- 

quences set the stage and enrich the plot. 

There’s a feast for the ears, too, in the 

new King’s Quest V, with a magnificent 

orchestrated soundtrack and dozens of 

Page 4 

SPACE QUEST IV 
MS-DOS 256 color VGA/MCGA 640K 3.5" HD disk 

Available Spring 1991 

$59.95 - 

256 color VGA/MCGA 640K 5.25" HD disk $59.95 

16 color EGA/Tandy 

realistic sound effects supporting most 

major sound cards. 

The Compact Disk version, due out in 

early 1991, features not only a longer 

soundtrack and more sound effects, but 

also digitized speech in place of the usual 

dialog boxes. All in all, this version has 

more the sound and feel of a feature film 

than that of a computer game. 

One of the most unusual things about 

King’s Quest V is the newly designed in- 

tuitive interface. Players will be able to 

instantly access a bank of icons that will 

enable them to perform a wide variety of 

game actions without the use of typed 

sentences. 

“I think the new interface is going to be 

a big plus,” says Roberta. “You can do 

everything with the mouse, but it has all 

the control of the previous games, without 

the frustration of having to figure out the 

right words to type in when you know what 

you want to do.” 

The new game interface also includes 

‘Intelligent Pathing’ which allows charac- 

ters to find the most efficient route from 

one place to another onscreen without 

constant help from the player in order to 

avoid obstacles on the way. 

Look for King’s Quest V in a 16-color 

(EGA) version, and a 256-color (VGA) 

version in the fall of 1990, and a 256-color 

(VGA) CD-ROM version with digitized 

speech, plus added music and sound in the 

spring of 1991. 

24 Hour Sierra Hint Lines 
Outside California 1-900-370-KLUE / Inside 1-900-370-5113 

640K 3.5" & 5.25" HD$59.95 

Back To The Future 
With Roger Wilco 

The Two Guys From Andromeda, back 

safely from their hair-raising adventures 

with the Pirates of Pestulon, have 

produced the best, the funniest, the most 

visually exciting Space Quest game yet: 

Space Quest IV: Roger Wilco and the 

Time-Rippers. But 256-colors, full 

painted backgrounds and the most realistic 

animation ever to appear in an interactive 

adventure are only part of the picture when 

Mark Crowe and Scott Murphy get 

together and decide to do something a little 

different. 

In addition to stunning backgrounds 

and super-realistic video captured anima- 

tion that seems to propel the player right 

into the far-out and exotic worlds of Space 

Ouest, this game also features Sierra’s first 

scrolling screens. We talked to Space 

Quest designers Mark Crowe and Scott 

Murphy about this new feature. 

“The scrolling graphics are a scrolling 

room change, basically,” Mark and Scott 

told us. “The screen scrolls across or up 

and down in certain areas of the game to 

add some dimension and give the player a 

feel of the entire area.” 

In addition to all the great visual attrac- 

tions, Supertramp’s Bob Siebenberg is 

back to do another terrific rock & roll 

soundtrack for a full-blown auditory ex- 

perience as well. Siebenberg’s work on 

Space Quest HT earned him and Sierra’s 

music and sound crew Computer Gaming 

World Magazine’s award for Excellence 

in Musical Achievement. 

Sierra News Magazine 



Roger vs 
Overwhelming Odds 
(as usual) 

Space Quest IV places our reluctant 

hero, Roger Wilco, back in the thick of the 

action as he attempts to return to his home 

planet of Xenon. Unfortunately, he must 

first deal with the Sequel Police, a crack 

team of intergalactic assassins from the 

future who are out to put an end to Roger 

and all this Space Quest nonsense once 

and for all. 

Enter the Time Rippers, a mysterious 

band of rebel fighters from the bleak future 

of Space Quest XII. In their future, Sludge 

Vohaul has returned in a monstrous new 

form and destroyed the planet Xenon. 

Now they must journey to the distant past 

to find the legendary Roger Wilco — the 

illustrious hero of Xenon. And all they 

want him to do is go toe-to-toe with the 
huge and hurtful Vohaul once again. 

With a little help from his friends, it will 

once more be Roger’s lot to make the 

galaxy safe for the planet Xenon, true love, 

and lots more Space Quest sequels. 

Fall 1990 

“This is definitely a darker version of 

Space Quest,” say the Two Guys From 

Andromeda. “it still retains the comic ele- 

ments and the silliness that Space Quest 

has been known for, but it’s going to be a 

little more grim.” 

We asked Mark and Scott: “What about 

the rumors that this is really and truly the 

last Space Quest game?” 

“Well,” says Mark, “What we’d really 

like to do is design another project in 

between and come back to Space Quest 

fresh. Meantime we’re trying to take full 

advantage of the extent of the technology 

available to us to make this one as inter- 

esting and as fun as possible.” 

Scott agrees: “We feel like we could 

design a lot of different kinds of games — 

serious games as well as the humor we're 

known for. Of course the fans are always 

asking ‘when is the next Space Quest game 

gonna be released?’ I even hear it frommy 

mom.” 

Look for Space Quest IV in a 16-color 

(EGA) version and a 256-color (VGA) 

version in the winter of 1990/91, and a 

256-color (VGA) CD-ROM version with 

digitized speech, plus added music and 

sound in the spring of 1991. 

24 Hour Sierra BBS — (209) 683-4463 

QUEST FOR GLORY II: TRIAL BY FIRE 

MS-DOS. 16 color EGA/VGA 512K 3.5" & 5.25" HD$59.95 

Tandy/CGA (black & white) 

The Further 

Adventures Of A 

Part-time Hero 

Fresh from the overwhelming success 

of last year’s groundbreaking Quest For 

Glory* I: So You Want To Be A Hero, 

Designers Lori and Corey Cole have come 

up with a truly enjoyable sequel in Trial by 

Fire. Set amid the mystical and exotic 

background of the Arabian Nights, 7rial 

by Fire reaches new heights of humor and 

adventure, and new levels of computer 

game storytelling. | 

As in the first game of the series, 

players construct their characters from the 

ground up, choosing a character class 

(Fighter, Wizard or Thief) and equipping 

the would-be hero with basic skills and 

abilities before the game begins. Players 

who have completed So You Want To Be A 

Hero may wish to bring their seasoned 

Heros to play in this second installment. 

Players who are new to the world of Quest 

For Glory can create a new Hero. 

WES PF hor Cal OILY 

il 

*You may remember this game as Hero’s Quest. After the 
publication of the game, it was discovered that the Milton Bradley 

company had already trademarked the name ‘HeroQuest’, and 

a decision was made to change the name to avoid confusion. 
Only the name has been changed — it’s still the same great 

game. 
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Our Hero, who left the once-again 

peaceful town of Spielburg on a flying 

carpet at the end of the first game, will 

travel with kattas Shameen and Sheema 

and rug merchant Abdulla Doo to the 

magical city of Shapeir. 

Later, he will discover the dark mirror 

image of Shapeir, the cursed city of Raseir. 

‘It will be his task to uncover the secrets of 

the twin cities and attempt to free Raseir 

from the dark shadow that possesses it 

before its evil infects the entire world. 

JONES IN THE FAST LANE 
MS-DOS 256color VGA/MCGA 640K 3.5" & 5.25" HD$39.95 

16 color EGA/Tandy 

Not Just Another 

Cardboard Hero 

Lori and Corey Cole have taken a good 

thing and made it even better. Trial by Fire, 

with its mysterious and colorful Arabian 

Nights setting, brilliantly colorful 

graphics and superior animation promises 

to be an even bigger hit than the original. 

“We’ ve added new Skills, abilities and 

spells,” say Lori and Corey of their current 

game project “We're trying to give a sense 

of reality to the world that goes beyond 

your normal ‘game world . Your character 

does change as you go along.” 

Unlike many fantasy role-playing 

games on the market, Quest For Glory 

characters are designed to grow and 

change as the game progresses. People the 

player encounters in Trial by Fire will 

react to actions the character has taken 

since they last met. 

The world of Quest For Glory is also a 

world of growth and changes: “ ‘So You 

Want To Be A Hero’ was designed for a 

person who’s never played this kind of 

game, or for a brand new game character 

to learn the ropes. ‘Trial by Fire’ is 
designed to take players and characters a 

little bit further. The events in the first 

game affected only the town of Spielburg 

—a very limited environment. This time 

the stakes are higher, and you're not a 

beginning character anymore. You're a 

Hero.” 

As a Hero, you’ll experience magical 

adventures reminiscent of tales of the 

Arabian Nights, with crafty elementals, 

powerful monsters, evil magicians and a 

fascinating cast of supporting characters. 

You'll be faced with tasks that only you, 

as your character, can do. You’ll be given 

the responsibility to try to make things 

better — to improve the world around you. 

“The whole series is about what a Hero 

is and what a Hero must do,” say Lori and 

Corey. “It’s about duty as much as any- 

24 Hour Sierra Hint Lines 
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thing — duty and self-fulfillment. It’s a 

good feeling to get through the game and 

realize that without your help this game 

world would have been a sadder place.” 

Look for Quest for Glory II in a 16- 

color (EGA) version in the fall of 1990. 

For AREAL 

Adventure, Iry REAL 
Life! 

Possibly the most unique Sierra 

product of 1990 is Jones in the Fast Lane, 

a computer board game with a no-typing 

‘point-and-click’ interface and a beautiful 

hand-painted ‘game town’ environment, 

where | to 4 players in any combination of 

human and computer opponents vie to be 

the first to accomplish their goals of 

money, happiness, education and career. 

Says Jones designer Bill Davis, “This is 

the game you'll bring out when friends 

drop by, or when the family just can't take 

one more evening of Trivial Pursuit.” 

Davis and his team started with an un- 
published game, titled ‘Keeping Up With 

Jones’, which Sierra purchased rights to in 

1989, and did some extensive redesigning 

to arrive at Jones in the Fast Lane. “We 

attempted to recreate the look and feel of 

an old-fashioned board game without 

losing the charming features present in the 

original game, such as Jones himself (an 

animated cartoon character) and the il- 

lusion that the game was taking place ina 

small town with little neighborhood 

shops.” 

While pursuing their individual goals 

in Jones, players can improve their educa- 

tion, get better jobs, invest, even win the 

lottery. On the downside, though, over- 

work, muggers and stock market crashes 

are just some of the real life hazards await- 

ing players in this often humorous contest 

of competition and accomplishment. 

Sierra News Magazine 



OIL'S WELL 
MS-DOS 256color VGA/MCGA 640K 3.5" & 5.25 HD $34.95 

16 color EGA/Tandy 

Starring...Our A Blast From The 
Friends and Past In 256 Colors 

Co-Workers! 

Since Jones was being designed for 

256-color high-resolution VGA graphics, 

Davis’ team wanted to get the most out of 

the increased color and resolution avail- 

able. ““We decided to implement our walk- 

ing game pieces and our shop keepers 

using digitized representations of live ac- 

tors.” Artists, programmers, producers 

and other members of the Sierra staff play 

all the parts in Jones, to the enjoyment 

(and amusement) of their co-workers. “All 

in all,’ says Davis, “I believe we've 

created an environment which will leave 

you feeling like you've been playing the 

game with the inhabitants of a small town 

( a very small town), rather than with a 

computer.” 

Whether players want to go head-to- 
head with the fictional ‘Jones’, or compete 

with their family and friends as a group 

activity, they’ll appreciate the fun and 
friendly rivalry of this unique new game. 

One of Sierra’s early arcade games was 

recently resurrected by Sierra, in conjunc- 

tion with Banana Development. Oil’s 

Well, a Sierra arcade game from the ’80’s, 

was given a major overhaul for ’90’s 

gamers. New features include completely 

new graphics (this time in 256 brilliant 
colors), a lively original soundtrack, and 

entertaining animated sequences between 

game levels. 

Sierra and Banana got together in 1989, 

after Sierra saw a terrific public domain 

arcade game called Bananoid. The game 

was really impressive and fun, with gor- 

geous graphics and superior playability. At 

that point, the Oil’s Well revival was in the 

conceptual stage; we wanted to create an 

arcade game that was simple, yet captivat- 

ing, and above all, fun. One look at 

Banana’s sensational 256 color arcade 

game, and we knew these guys were made 

for the Oil’s Well job. 

Oil’s Well ’82 

Oil’s Well was originally released by 

Sierra in 1982 and was available only for 

8-bit cartridge based computers. It was a 

fast-paced arcade game in which the 

player guided a ‘drill bit’ through a maze, 

collecting oil pellets and various other use- 

ful objects for points. Alas, Oil’s Well was 

born at the end of an era; 8-bit computers 

took a dive, and Oil’s Well went with them. 

Sierra’s Marketing Manager, John Wil- 

liams, says it was the victim of bad timing; 

“Oil’s Well was a great game; everyone 

who saw it loved it. Unfortunately, few 

people had the opportunity to see it — it 

was the right game at the wrong time.” 

Our Testers Speak... 

Here’s what our game testers have to 

say about Jones: “I LOVE this game.” 

“Fantastic!” “What a work of Art! I think 

you have another hit on your hands!” 

“More fun than any I’ve played in a long 

time.” “I’m predicting big things for 

Jones.” “Another family favorite.” 

“Jones is soooo cool!!” 

Look for Jones in the Fast Lane in 

256-color (VGA) and 16-color (EGA) 

versions with major sound card support, in 

the fall of 1990, and a 256-color (VGA) 

CD-ROM version in the spring of 1991. 
oe St 

An Adventure in Real Lite! 

SIERRA 
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Oil’s Well ’90 

The latest incarnation of this would-be 

old favorite, released in October of this 

year, iS basically the same entertaining 

arcade game it was in 1982, but with some 

new goals in mind: to make it available to 

‘the MS-DOS market and to allow owners 

of VGA graphics cards and monitors to 

take full advantage of their equipment. 

Oil’s Well features 256 color graphics, 

a cc eR 
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HOYLE’S BOOK OF GAMES VOLUME II 

MS-DOS. 16 color EGA/VGA 

Tandy CGA (black & white) 

MS-DOS _ blk/whte Laptop version 512K 3.5" only 

Amiga 1 meg 3.5" only 

newly programmed animated sequences 

between levels, featuring a loveable 

dinosaur character named Slater, hapless 

hostage of modern times, who must cope 

with the hazards of life under your oil 

field. Sierra’s Bill Davis, who directed the 

redesign, felt that just creating new 256 

color graphics was not enough. The game 

needed more ‘life’, as well as a little some- 

thing to reward players for completing 

each level. “We decided to create ‘reward’ 

cartoons between levels. People seem to 

equate (erroneously) dinosaurs with fossil 

fuel, so making a dinosaur the lead char- 

acter in the cartoons seemed like a 

natural. You have this dinosaur, Slater, 

trapped below ground, trying to pursue a 

contented lifestyle, only to be constantly 

tormented by the rude intervention of your 

drill bit.” Davis promises a happy ending, 

though, to players who successfully com- 

plete all eight levels. Amusing sound ef- 

fects and a jazzy original soundtrack com- 

plete the Oil’s Well package, with some 

truly unique combinations of musical in- 

struments to set just the right tone of 

humor and whimsy. 

The same fun, yet challenging arcade 

game it was in 1982, with graphics, anima- 

tion and sound befitting a Sierra game of 

the ‘90’s, Oil’s Well is certain to be a hit 

with families everywhere. 

Look for Oil’s Well in a256-color (VGA) version 

with major sound card support, in the fall of 1990. 

eG ae 

Solitar 

Pursuits 

Warren Schwader’s Hoyle’s Book of 

Games, released by Sierra in 1989, has 

sold more than 250,000 copies worldwide. 

Now he continues’ his winning streak of 

electronic pastimes with the release of 

Hoyle’s I: Solitaire. Warren’s newest 

computer diversion is a true card-player’s 

delight, with 28 different solitaire games 

24 Hour Sierra Hint Lines 

both during game play and during the 

ia 1-900-370-KLUE / Inside 1-900-370-5113 

512K 3.5" & 5.25" HD$34.95 

$19.95 — 

$34.95 

can be played with mouse, keyboard or 

joystick, and are perfect for laptop play on 

those long plane trips or while commuting. 

As a matter of fact, both Hoyle’s I and 

Hoyle’s IT will soon be available in special 

laptop versions in airport and train station 

gift shops, as well as directly from Sierra. 

Warren Schwader has always enjoyed 

playing cards, which led to his original hit, 

Sierra’s Hi-Res Cribbage (1981). His 

1989 hit, Hoyle’s Book of Games, were 

specifically designed for the increased 

resolution and improved graphics and 

animation tools that had become available 

since then, combining six card games for 

gamers to play against eighteen computer 

opponents, including characters from 

several of Sierra’s most popular adventure 

games. 

That might have been the end of it but 

for one thing: Sierra CEO Ken Williams 

told Warren that his favorite part of 

Hoyle’s Book of Games had been the 
Klondike Solitaire game. Warren began 

thinking about designing a program that 

would contain several types of solitaire. 

“I played another company’s solitaire — 
it had six different games — and I thought 
what programmers always think: ‘I could do 

better than that.’ For one thing, I knew that 

my program would have more games.” 

§ SOH One F 
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in one easy-to-play package. The games 
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MIXED-UP MOTHER GOOSE NEW VERSION 
MS-DOS. 16 color EGA/VGA 

Tandy/CGA (black & white) 

MS-DOS 256 color VGA/MCGA 1meg CDROM 

A Little Something 
For Everybody 

Warren’s program had almost five 

times as many games as the competitor’s 

product, from familiar favorites like Klon- 

dike, Canfield and Pyramid, to lesser 

known games such as Eliminator and 

Beleaguered Castle, with Easy and Hard 

variations on each game. He also designed 

two entirely new, never before seen 

solitaire games exclusively for Hoyle’s IT 

— Slide and Bowling. Each of the 28 

games features full color high resolution 

graphics and complete game rules 

onscreen. 

“I think one of the nicest compliments 
I’ve received on the game was from 

Sierra’s Quality Assurance Department. 

Usually by the time a game is shipped, 

they’ re tired of it, but they said they hated 

to see Hoyle’s IH: Solitaire ship because it 

meant they had to stop playing!” 

Look for Hoyle’s IT: Solitaire in a 16- 

color (EGA) version, with major sound 

card support, and a special laptop version 

for 512K laptop systems, in the fall of 

1990. 

Fall 1990 

512K 3.5" & 5.25" HD$39.95 

$59.95 

Classics Reillustrated 

Besides the groundbreaking new tech- 

nology of our latest games, Sierra is also | 

bringing you brand new versions of two 

bestselling classics, King’s Quest I and 

Mixed-up Mother Goose. When we 

originally designed these games, they 

were considered pretty sophisticated, but 

new technologies and new techniques 

have overtaken and surpassed them. Sierra 

games now have higher resolution 

graphics, improved animation and en- 

hanced sound capabilities. Because of 

these improvements, we decided to update 

these old favorites to newer standards. 

King’s Quest I & Mixed-Up Mother 

Goose —Improving Sierra Favorites for 

a New Generation of Game Players 

Unless you’ve been living on another 

planet for the past six years, you probably 

already know that King’s Quest I was the 

first Sierra 3-D Adventure. As the first 

game of its type, it began a tradition of 

quest/adventure games for which Sierra 

has become renowned worldwide. Three 

best-selling King’s Quest sequels fol- 

lowed over the next 4 years, and many 

other Sierra 3-D Animated Adventure 

Game series, such as Space Quest and 

Police Quest, can trace their genealogy to 

the original King’s Quest. 

Roberta Williams’ Mixed-Up Mother 

Goose is another Sierra classic with a large 

and enthusiastic audience. Designed espe- 

cially for pre-reading children, the game 

featured personalized characters in several 

racial and ethnic variations, and could be 

played by preschoolers almost entirely 

without parental supervision. 

Sierra CEO Ken Williams wanted to 
see these old favorites brought forward for 

a new generation of adventure game 

players. ‘As classic as these games were, 

Ken says, ‘we felt there was room for 

improvement. 

First, Sierra artists redesigned and 

redrew every background graphic to take 

24 Hour Sierra BBS — (209) 683-4463 

full advantage of the higher resolution 

available on today’s more powerful com- 

puters. Then each loop of animation in 

each game was completely redone for an 

entirely new and much improved effect. 

Finally, Sierra composers added new 

stereo soundtracks and sound effects to 

take full advantage of the new sound tech- 

nologies available for today’s personal 

computers. The result? The re-released 

games use Sierra’s more advanced SCI 

technology to bring Sierra players a much- 

improved gaming experience. 
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RED BARON 
MS-DOS 256 color VGA/MCGA 640K 3.5" & 5.25" HD$59.95 

MS-DOS 16 color EGA/Tandy 

Dynannx 
PART OF THE SIERRA FAMILY 

640K 3.5" & 5.25" HD$59.95 

Recently we viewed a demo showing 

the difference between the old and new 

versions of the games. The improvement 

was dramatic, to say the least. The higher 

resolution and more complex use of color 

made the new backgrounds and animation 

really outstanding. The new background 

graphics and animated characters have 

really been brought to life as never before, 

and the stereo soundtrack and digitized 

sound effects added a whole new dimen- 

sion of realism. 

Still the same engaging and entertain- 

ing games as when they were first 

released, King’s Quest I and Mother 

Goose will captivate a new generation of 

players as never before. Owners of the 

original games wishing to upgrade will be 

able to obtain the new versions for a spe- 

cial price. Call Customer Service for 

details. 

Look for King’s Quest I (SCI) and 

Mother Goose (SCI) in 16-color (EGA) 

versions, with major sound card support, 

in the fall of 1990. 

Page 10 
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Just When You 

Thought You’d Seen it 
All — Mother Goose 

CD 

An even more modern version of 

Mixed-Up Mother Goose has been 

designed exclusively for release on Com- 

pact Disk. Mixed-Up Mother Goose CD 

features rich 256-color graphics, greatly 

enhanced animation and sound, and actual 

digitized actors’ voices playing all the 

parts in the game. We had a chance to play 

this new version, and can’t remember 

when we’ ve been so delighted with a com- 

puter game. The beautiful music and 

digitized voices make this game an ex- 

perience that would enchant any young 

child we know. 

Look for Mixed-Up Mother Goose 

(CD) on compact disk for 256-color 

(VGA) systems with compact disk drives 

in the fall of 1990. 

Dyn 
PART CF THE SIERRA FAABIY 

The Best Is Yet 

To Come Hot Stuff 

From DYNAMIX 

So far, Dynamix games have been an 

outstanding addition to Sierra’s line of 

products. When you look at the new 

Dynamix line-up, you'll know why we’re 

expecting that trend to continue. 

The Dynamix team has been tremen- 

dously busy this year producing a variety 

of games ranging from hard-core arcade to 

action/adventure. The whole lot of them 

feature hand painted, digitized 256 color 

graphics and original musical scores, and 

each takes an entirely new approach to its 

genre. Here’s to a batch of games we know 

you ll love. 

History repeats itself as you take on the 

role of a World War I fighting Ace in Red 

Baron. This remarkably realistic flight 

simulator has everything you expect from 

a good simulation experience, and then 

some. 

THE YEAR IS 1914 — 
It is the dawn of World War |. Patriotic fervor 
runs high as young men across Europe prepare 
for a new age. For the first time ever, men will 
take to the air with the sole objective of : 
blasting another airplane from the sky. 

Aviation is yet in its infancy. There are no books, 
no teachers — here and now, young pilots such as 
Eddie Rickenbacker, Billy Bishop and Manfred Von 
Richtofen must invent the skills and strategies 
that will keep them alive. Only the very best 
will survive, and they will perfect an artform all 
their own. These are the Aces, and this is the birth 
of aerial combat. 

Sierra News Magazine 



STELLAR 7 
MS-DOS 256 color VGA/MCGA 640K 3.5" & 5.25" HD$34.95 

Designer Damon Slye says of the 

project, “I’ve always wanted to play a 

great dogfighting game. Due to the slow 

speeds and high maneuverability of 

aircraft, W.W.I. had the most exciting dog- 

fighting in history. The aircraft of W.W.I. 

are also really cool; each one had a unique 

personality and handling characteristics. 

We had to do a game.” 

RED BARON 

Red Baron takes you back in time to 

the war that birthed aerial combat, where 

you’ ll fly more than 100 missions as a pilot 

of either the Royal Flying Corps or the 

German Army Air Service. Fly your 

choice of 17 different aircraft, including 

the Sopwith Camel, the D.H.2 Pusher, the 

Spad 7, the Albatros D.III, the Fokker 

Triplane, and many others. Engage in 

close range dogfights, go balloon busting 

to take out the aerial eyes of the enemy, go 

undercover on nighttime missions, and go 

head to head with with Aces right out of 

your history books, each one acting and 

reacting just as he did then — even take on 

the Red Baron himself. 

“I wanted Red Baron to be historically 

accurate,” says Damon. “I felt that the era 

that gave rise to air combat deserved a lot 

of attention. What I didn’t expect was how 

interesting the Aces were; some were reck- 

less, some were conservative, some 

preferred hunting alone, and others liked 

to fly in large hunting packs — each one 

was able to use his own Style effectively. 

So we had to write some special code that 

modeled the flying styles of the individual 

Aces.” | 

Hundreds of hours of research and 

development went into Red Baron to 

make it as realistic and historically ac- 

curate as possible. Were they successful? 

As Damon Slye tells it, “The whole Red 

Baron team put in a lot of time and hard — 

work, but it was worth it.” 

Fall 1990 

PART OF THE SIERRA FAMILY 

16 color EGA/Tandy 

STELLAR 7 

In 1980, Dynamix released a game that 

would become a cult favorite, earning 

praise from the likes of author Tom Clancy 

(Hunt for Red October). It was a fast- 

paced ‘shoot ‘em up’ arcade game in 

which players piloted a futuristic tank 

loaded with powerful weapons on an inter- 

planetary mission to save the Earth. The 

game was Stellar 7, and it was the first 

game to use Damon Slye’s 3Space, a 

remarkably fast and versatile 3-dimen- 

sional modeling and display system. Today 

24 Hour Sierra BBS — (209) 683-4463 

Stellar 7 is back, in a decidedly 1990's 

incarnation. The game’s original 

monochrome graphics have been 

redesigned using state-of-the-art techni- 

ques, including hand-painted, digitized, 

256 color backgrounds, and improved 

3Space technology, allowing improved 

animation and faster running speed. The 

interstellar tank Raven has been outfitted 

with an array of futuristic weapons and 

defense systems, including Bi-Phasal 

Thunder Cannon, Eel Shiels, Inviso Cloak 

and more. The enemies, the forces of the 

evil Arcturan Empire led by Supreme 

Overlord Gir Draxon, are smarter and 

meaner than ever, and come in more than 

20 different shapes and sizes. 

Damon Slye authored the original Stel- 

lar 7, and had this to say about its revival: 

“The original game was a lot of fun to 

play. With as far as computers have come 

in ten years, we knew that we could expand 

on the original and build a great game. 

With today’s 256 color graphics, sound 

and music cards, and fast machines, we 

were able to create an audio-visual tour- 

de-force that’s still a lot of fun to play.” 

The game is a lot of fun, and the 

graphics and sound are truly amazing — 

we knew all that, but that didn’t prepare us 

for the reaction Stellar 7 has triggered at 
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trade shows everywhere. In fact, when we 

previewed it for the first time at the Con- 

sumer Electronics Show in Chicago, II 

linois last spring, it was the surprise hit of 

the exhibition. 

The brand new, original score includes 

more than a dozen songs, and Stellar 7 is 

loaded with realistic sound effects, includ- 

ing earth-shaking explosions throughout 

the game. Animated sequences between 

levels bring the whole story together for a 

complete game experience. 

Sierra News Magazine 



RISE OF THE 
DRAGON 

In the Age of Decay 

Marking the Dawn of Darkness 

The Dragon Will Arise... 

It is the year 2056, and terror grips the city 

of Los Angeles. A sinister new drug is 

ravaging the population, causing hideous 

mutations and death. Someone must put 

things right again, and William ‘Blade’ 

Hunter, Private Investigator is the only 

man for the job. His violent techniques and 

brash disregard for regulations got him an 

early retirement from the Los Angeles 

Police Department; but now they'll be- 

come the fulfillment of the prophecy — 

the fall of The Dragon. 

A futuristic private-eye adventure, Rise 

of the Dragon is not your typical interac- 

tive game. Combining elements of science 
fiction, mystery, action, adventure, even a 

taste of the occult, this complex storyline 

will keep players guessing (and gasping) 

from the first gruesome mutation to the 

final showdown. Though not excessively 

violent, Rise of the Dragon is definitely 

not for the faint-hearted. 

Rise of the Dragon is the first in what 

may become a series of William ‘Blade’ 

Hunter mysteries from Dynamix. In it, you 

become Blade, a tough private detective in 

a tough town. The Mayor of Los Angeles 

calls you with a plea for help: a killer drug 

is on the street, and it’s latest victim is his 

own daughter. Your investigation will take 

you to the seediest corners of futuristic L.A. 

for an adventure you won’t soon forget. 

The product of Dynamix’s new GDS 

(Game Development System), Rise of the 

Dragon features complex character inter- 

action, puzzle-solving, cinematic 

storytelling techniques, a no-typing, point- 

and-click interface and Dynamix’s own 

easy to use VCR Interface which allows 

Fall 1990 

PART OF THE SIERRA FAMILY 

RISE OF THE DRAGON 

MS-DOS 256 color VGA/MCGA 

256 color VGA/MCGA 

16 color EGA/Tandy 

640K 3.5"HDdisk $59.95 

640K 5.25"HD disk $59.95 

640K 3.5" & 5.25" HD$59.95 

players ultimate control over the game en- 

vironment. Dynamix President and Rise of 

the Dragon designer Jeff Tunnell says of the 

game, “With our new ‘point-and-click’ inter- 

action system, our goal was to eliminate the 

frustration factor from adventure gaming, SO 

that nothing interferes with the experience of 

the game.” 

What differences can you expect from the 

new system? “The new system has all the 

elements of traditional adventure games.” 

Jeff explains. “There’s great character inter- 

action, puzzles, multiple endings — all the 

stuff gamers have come to expect and more. 

The difference is that it’s presented in a com- 

pletely intuitive interaction system.” Using 

over 8 megabytes of game data, Rise of the 

Dragon takes place in an incredibly realistic 

game world. Its 85-plus scenes and locations 

are packed with dozens of intelligent char- 

acters and randomly generated animations. 

Hand-painted, digitized, 256 color graphics 

give Rise of the Dragon a ‘graphic novel feel 

completely unlike other computer adventures. 

“The artwork is truly amazing, says 

Jeff. “It takes computer gaming to a new 

level of emotional involvement.” 

24 Hour Sierra BBS — (209) 683-4463 

Customer Service (209) 683-8989 | Orders 1-800-326-6654 
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ZELLIARD 
MS-DOS 16 color EGA/VGA 

Tandy/4 color CGA 

FIREHAWK: THEXDER THE SECOND CONTACT 
MS-DOS 16 color EGA/VGA 

Tandy/4 color CGA 

GAME ARTS AND 
SIERRA BRING 
QUALITY 
JAPANESE GAMES 
TO YOUR 
COMPUTER 
SCREEN 

Japan Gets the Jump on U.S. — Again! 

Game Arts’ relationship with Sierra. 

goes back to Ken Williams’ first trip to 

Japan in 1986. At that time, Ken ex- 

perienced for the first time the fabulous 

high-resolution graphics and multi-voice 

stereo soundtracks that Japanese gamers 

had taken for granted for some time. “This 

wasn't programming,” Ken would remark 

later, “This was an artform.” Ken began 

making arrangements to license Game 

Arts’ spectacular Thexder arcade game, 

which Sierra released in the U.S. in 1987. 

In a transforming battle suit that could 

alternate at the touch of a button between 

‘giant robot’ and ‘jet fighter’ configura- 

tions, Thexder players took on a host of 

mechanized bad guys. With armaments 

consisting of auto-aiming lasers and 

protective shields, the high-tech armored 

suits sped through multiple levels of fast- 

paced combat. Thexder was a top seller 

for Sierra in 1987. North American gamers 

loved the detailed, high-resolution 

graphics and spectacular animation, not to 

mention the non-stop action of this 

Japanese arcade hit. 

Silpheed Takes Off 

The following year, Sierra licensed the 

English language version of Silpheed, 

Game Arts’ terrific space-action battle 

game, featuring a ‘Super dogfighter’ 

spacecraft with awesome firepower in a 

battle against intergalactic terrorists. To 

Page 14 
Outside California 1-900-370-KLUE | Inside 1-900-370-5113 

512K 3.5" & 5.25" HD $34.95 

512K 3.5" & 5.25" HD $34.95 

the accompaniment of a stereo soundtrack 

featuring 9 original songs, players fought 

their way through 20 levels of warpspeed 

combat against more than 30 increasingly 

powerful enemies. Once again, Game Arts 

had proven to the North American public 

that in Japan, game design can be an art. 

Now, just when you thought it was safe 

to go back to your computer... 

...Get Ready for Firehawk: 

Thexder — The Second Contact... 

... the second dynamic installment in the 

TTHEXDER series. It’s 4 years later and 

an invasion of bloodthirsty aliens 

threatens Earth. The transforming battle 

suit has been enhanced with even more 
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weapons and more firepower to combat 

this extraterrestrial threat. Players will fly 

the new, improved suit — FIREHAWK 

—in 9 different combat missions to cripple 

the alien mothership. If they are success- 

ful, the attack on Earth will be averted. — 

A thrilling soundtrack with 11 different 

songs enhances the excitement of this 

spectacular arcade encounter. 

Game Arts Hits the Adventure Trail 

Game Arts’ very latest offering to 

- American players is not an arcade game, 

but a multi-level dungeon adventure 

24 Hour Sierra Hint Lines 

called Zeliard. In addition to colorful 

high- resolution graphics, Zeliard features 

a dramatic soundtrack with major sound 

card support and a different song for each ~ 

level. Players will battle with might and 

magic through seven levels of under- 

ground caverns and dangerous monsters, 

to collect 9 magical jewels, defeat the 

schemes of a powerful enemy and rescue 

a princess who has been turned to stone. | 

The Zeliard world also offers towns 

where characters can equip themselves 

and receive valuable information and ad- 

vice between levels of their adventure. 

Easy to use magic and combat systems 

make Zeliard fun for novice and ex- 

perienced players alike. 

Watch This Space! 

Well, that’s the lineup for this Sierra 

game season, and we think it’s our best and 

strongest yet. Sierra game designers are 

already in the planning stages on the 1991 

crop, and although we can’t disclose any 

titles, there will be some pleasant surprises 

in store, as well as a few old favorites 

making a return appearance. We’ll be 

keeping you up-to-date on new develop- 

ments as they unfold, right here in the 

pages of the Sierra NewsMagazine. One 

thing is sure — It won't be easy to top 

1990! | 

Sierra News Magazine 
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The Roland MT-32 is perhaps the finest sound module 

available for home computers. Its 32-voice synthesizer fea- 

tures 128 preset sounds for the most enhanced game ex- 

perience possible today. EASE software package, included, 

is designed to help you compose and arrange your own 

songs. 

Package includes: Roland MT-32 Sound Module, MIDI 

processing unit, MIDI cable, Trav. 

$550.00 $399.99 

Roland’s new LAPC-I Sound Card is a full-size computer 

card with a full 32-voice synthesizer. All the music and 

sound capacity of the Roland MT-32 on a card. (MI-32 

compatible.) 

Package includes Roland LAPC-1 Sound Card and two 8’ 

speaker cables. 

$425.00 $349.99 

Creative Labs’ SOUND BLASTER card starts with an 

AdLib compatible 11 voice FM synthesizer, then adds 12 

C/MS and Game Blaster compatible stereo voices for max- 

imizing the listening fun of games and other software. 

Digitally samples voice and other sounds. Includes MIDI 

interface and joystick port. (Compatible with Adlib and 

Game Blaster.) 

3 

Package includes speaker cable, talking parrot demo, /nte/- 

ligent Organ music software and song disks (no musical 

knowledge required), Talking Parrot interactive speech 

demo, VoxKit sound design software. 

$239.00 $149.99 

The AdLib Personal Computer Music System makes your 

computer come alive with music and sound. Half-size card 

featuring an 1 1-voice synthesizer, volume control and audio 

jack. Listen to your favorite games, or compose your own 

music, even if you’ve never written music before. The 

original sound card, and still the best seller. 

Package includes Visual Composer software, SP10 sequen- 

cer, and Jukebox playback program. 

Geos. $159.95 Card alone $109.95 

COARSEGOLD . 90. ORI R C | | 900007730 
COARSEGOLD, CA 93614 - ee 
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Jver the last ten years, Roberta and’ Ihave received 
thousands of. letters from customers. 

Compliments from fans, suggestions from 

users, and occasional complaint letters are still 

routed to us, and I work hard to make sure 

each gets read and responded to. 

HM hrough the letters we’ve received, we’ve found good 

suggestions on game improvements, spotted 

developing problems within the company, and 
been inspired and motivated by your 

continuing enthusiasm for our games. 

Mn the beginning, Roberta and I collected the best letters 

and planned on putting them in a scrapbook. 
I’m sorry to say that most of my favorites have 

been lost over the years. 

f remember some of the letters though, as if I received 
them yesterday. And a precious few I have kept 

on the wall of my office. 

@ his one was dated May 23, 1981: 
“1 had a well-publicized airplane crash in 
February. Fortunately, we are all doing well 

and I still enjoy flying. I have no memories of 
the crash or the five weeks following (total 
amnesia) but have been told of the crash and 
the hospital stay. Pictures show me in the 
hospital playing on an Apple with your new 
game, which I was totally unable to put 

down... 



Dick you so much for the happiness that 
you brought into my life. I hope that 1 find 
no bounds to your creativity.’ 

Sincerely, | 
Steve (Woz) Wozniak 

Tse » who are familiar with Apple Computers’ bree 
recognize the name Steve Wozniak as_ the 
creator of the original Apple computer. For me, 
Steve was a hero of the first degree. The 
consummate hacker, a successful business 

man, and even a genuinely nice BOY 

 B, letter came to me at a very important time in | my life. 
When I originally envisioned starting a 
business to publish software, I wanted to write 
“serious business applications.” Roberta was 

the games advocate. I sort of thought they were 
silly. To be honest, I was even a little 
embarrassed that of all the businesses and 
companies I had been involved with, my most — 

successful venture came from computer games. _ 

[ n his letter, Steve let me know that what | was doing had 
a lot of value. The text of the letter stressed 
how happy he was that companies like mine 
were building fun, creative applications. He 
even said that our game was “the closest 
application to that for which I really designed 
the computer.” It made me feel a whole lot 
more comfortable with the path that the 
company was taking. The support of a man 
like Woz really gave me pride in what I was 
doing at a time when I really needed it. 
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Roberta, remembers a letter that she had framed years ago. It was a 
handwritten letter, originally about four pages long but only the 
front page had been framed. We don’t remember the name or 
hometown of the writer anymore. (The letter burned, along with our 

ina fire several years ago.) However, we can both recite one 
passage from memory. The passage had been drawn over with a 
yellow highlighter, and Roberta loved it. It came from one of our 
very earliest customers, way back in 1981. 

4 





The Perils Of A 
Royal Family 

‘In 1979 I had worked as a 

programmer trainee, but it 

wasn't really something I en- 

joyed. I wasn’t sure I liked 

computer games — I wasn't 

even sure I liked computers.’ 

Four bestselling games later, 

Roberta and everyone else 

who was paying attention to 

the brand new computer 

game field knew the answer 

to that question. Roberta and 

Ken Williams had taken com- 

puter games to new horizons 

and new heights. 

Roberta Williams was soon 
to change her opinion of com- 
puters and computer games. 
When her husband Ken 
brought home a 
terminal from 
work and one of 
the first text ad- 
venture games, 
Roberta soon 

found herself 
hooked. When 
she and Ken went 

looking for more 
computer games 
to play, they 
found only a few, 
and nothing that 
really appealed to 

them. 

Software From The 
Kitchen 

‘I don’t think we thought at 

that time about actually start- 

ing a software company...but 

it did cross my mind: ‘It 

would be fun to try to write 

something like that...so I 

wrote up a design at the 

proverbial kitchen table...1 

drew all kinds of pictures. 

Into The Third 
Dimension 

‘IBM came to us and asked us 

to design a color adventure 

game to show off the 

capabilities of a new com- 

puter they were developing. 

It was all very top secret...’ 

The computer was the IBM 

PCjr, and the game was 

King’s Quest. For the first 

time ever on a computer, 

characters in a game had the 

freedom of the entire screen, 
moving in front of and behind 

objects in their surroundings. 

It was the beginning of the 

3-D Animated Adventure. 
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A Crowning 
Achievement 

he first King’s Quest 

game shipped in 

1984, marking a new 

era in the history of both Sier- 

ra On-Line and computer 

graphic adventures in 

general. The availability of 

such a colorful and sophisti- 

cated game for the IBM 

operating system helped sell 

computers, and increased 

computer sales increased the 

market for Sierra games. 

King’s Quest I: Quest for the 

Crown is the story of Sir 

Graham and his quest for 

three magical treasures 

that must be returned to the 

Kingdom of Daventry. 

Graham braves ogres, 

trolls, dragons and giants to 
win the treasures, restore 

them to Good King Ed- 

ward, and claim his 

reward. 

Three sequels to the original 

‘King’s Quest’ followed, 

each taking advantage of the 

latest developments in com- 

puter hardware and Sierra’s 

own game development 

software, to push the limits of 

what games were capable of. 

In King’s Quest II: Romanc- 
ing the Throne, Graham — 

now King of Daventry, goes 

on a search for a Queen to 

share his kingdom. To find 

her, he must journey to a 

distant part of the world 

and seek her at the top of a 

tall tower. On the 

way, he will be chal- 

lenged by many 

dangers, not the least 

of which is the 

dreaded Dracula him- 

self. 

In King’s Quest III: To 

Heir is Human, a 

young man named 

Gwydion must free 

himself from a wily 

wizard, using the 

wizard’s own magics 

against him, and make 

a perilous journey to 

far places in search of 

his true name, his 

identity, and his royal 

destiny. 

In King’s Quest IV: The 

Perils of Rosella, the prin- 

cess Rosella sets out for the 

land of Tamir, where she 

must find a magic fruit to 

restore the health of her 

father, the ailing King 

Graham. Many familiar 

fairy-tale elements combine 

to test her resolve and en- 

liven her quest. 

Daventry And 
Beyond 

Where will the royalty of 

Daventry go adventuring 

next? Only Roberta Wil- 

liams knows for sure. One 

thing for certain; future 

‘King’s Quest’ games will 

continue the tradition of ex- 

citing and involving interac- 

tive gaming action for which 

she and ‘King’s Quest’ have 

become justly famous. 
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Space 
» QUEST 
SERIES. 

ies Guys Strike 

Again! 

What do you get when you 
combine artistic talent, 

programming skill, the 

ability to tell a whopping 

good story, and the wildest 

sense of humor in the 

known galaxy? If you’re 

lucky, you get the Two 

Guys From Andromeda, 

better known around these 
parts as Mark Crowe and 

Scott Murphy. 

Mark and Scott have been 

working together since 

1986, creating their special 
brand of excitement and 

saga of Roger Wilco, 
everybody’s favorite 

broom jockey turned 

galactic hero. . 

laughs for thousands of 

fans of the Space Quest 

‘We got together while we | being killed or worse. 

were both working on ‘The 

Black Cauldron’ , and started 

throwing around the idea of 

collaborating on a space 

theme project. We both have 

a real strange sense of 

humor...’ 

‘There was an overwhelming 

response to the game. There 

were a lot of people who en- 

joyed what we were doing — 

the futuristic theme, the 

humor — there was a market 
out there for this kind of 

game.’ 

Accidental Hero 

It was never Roger Wilco’s 

idea to save the galaxy, first 

from slimy simian Sariens, 

then from the voluminously 

vulgar Vohaul, and most 

recently from those playfully 

poisonous Pirates of Pes- 

tulon. Roger just 

seems to have a 

talent for getting 

himself into messy 

situations. 

Just when you thought it was 

safe to go back into space, 
Roger Wilco returned in 

‘Space Quest II, Vohaul’s 

Revenge’, to defeat the plans 
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In ‘Space Quest: 

The Sarien 

Encounter’, Mark 

and Scott’s first ven- 

ture into outer-space 

hijinks, the player 

becomes Roger 
Wilco, an apprentice 

janitor aboard the re- 

search vessel Ar- 

cada. Caught 

napping in the 

broom closet when 

invaders board the 

ship, Roger must use 

his wits (not exactly 

something he’s hada 

lot of practice at) to 

foil the bad guys’ 

destructive plans 
and save himself and 

everyone else from 
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of the terrifying and 

thoroughly unpleasant] 
Sludge Vohaul, escape cer- 

tain death in the lair of the 

Labion Terror Beast, and 

save the galaxy from an in- 

vasion of genetically en- 

gineered insurance salesmen 
who were not going to take 
‘no’ for an answer. 

Roger Wilco Meets 
Supertramp 

‘We never expected to make a 

third installment, but we 
didn’ t want to kill the charac- 

ter off...by ‘Space Quest Ill, 

though, we thought about 

it...it got harder finding new 

ways for Roger to die, new 

aliens for him to encounter. 

Now we know why George 

Lucas hasn’ t made any more 

Star Wars movies... 

When it was time to design 
the latest sequel, Sierra was 
beginning to use their new 

o TED ADVENTE ME GAME ww 

3-0) ANIMATE 
ADVENTURE 
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preter, SCI (Sierra Creative 

Interpreter), which also made 

it possible to put full musical 

scores to Sierra games. 
Supertramp’s Bob Sieben- 

berg was signed to compose 

the ‘Space Quest III’ score. 

‘The music and the high 

resolution graphics were 

really exciting to us, kind of 

spurred us on...kept our 

minds working creatively...it 

was a real joy to work with 

| Bob Siebenberg — we were 

in awe of his talents.’ 

Save Those Two 

. Guys! 

‘Space Quest III: The 

Pirates of Pestulon’ set a 

new graphic and sound stand- 
ard for Sierra games. The 
brilliant and detailed pic- 

tures, whimsical storyline 

and dazzling music were an 

insant hit with the game-play- 

ing public. 

This time Roger Wilco is on 
a mission of mercy. Sinister 

software pirates have kid- 

napped the Two Guys From 

Andromeda, and unless 

Roger can storm their stron- 

ghold and free the intrepid 

game designers from a 
lifetime of forced employ- 

ment churning out second- 
rate arcade scenarios for the 

Scumsoft boys, there will 
® be no hope for the galaxy, 

no joy in Mudville, and NO 

MORE SPACE QUEST 

GAMES! 

lurks at every turn, but the 

Roger goes in search of the 

enslaved game designers, 

using his ship’s targeting 

and navigational systems. 

Danger is his constant 
companion, and death 

Two Guys are counting on 

our hero. 

‘We feel fortunate that 

Sierra trusted us to take off 

in our own direction with 

the Space Quest games and | 

be crazy. let our imagina- 

tions run wild. That’ s real- 

ly been what's made these | 

projects fun 



Sea 

ADVENTURE 
IN 

REALITY 
‘One thing that we did during 

game design was to Stick 

strictly to sound police proce- 
dure. If you didn’t use sound 

police procedure, you 

couldn’t get through the 

game.’ 

The POLICE QUEST series 

is at once an exciting com- 

puter adventure and an in- 

sightful and revealing look 

into the day-to-day life and 

duties of a police officer. 

Police departments using it 
for procedures training have 

called it ‘a serious training 

program’ and °-...a high- 

powered training tool’. It’s 

also dynamic and challeng- 

ing adventure, and hours of 

powerful gaming enjoyment. 

True Adventure 

Gaming 

Jim Walls was a California 

Highway Patrol officer when 

he was first approached about 
designing anew kind of game 

for Sierra On-Line. Jim was 

on leave following a shoot- 

out in Central California — 

an experience that left him a 

changed man. 

The experience of that 
shootout...it’s never going to 
go away — it’s just like it 

10 

happened yesterday. This 
guy is trying to kill you...’ 

He met Ken Williams, who 

encouraged him to write his 

law enforcement experiences 

into a story that could be con- 

verted into a design for a Sier- 

ra 3-D Adventure. The result 

was Police Quest: In Search 

of the Death Angel, the most 



on the real life situations of 

real life law enforcement of- 

ficers, the first Police Quest 

game explored unknown ter- 

ritory in more ways than 

one. 

; é 

unique animated adventure to 

come along in a long time. 

In Pursuit Of A New 
Experience 

In Police Quest: In Search of 

the Death Angel, rookie 

patrolman Sonny Bonds must 

use all the law enforcement 
skills and knowledge he can 

muster to bring a drug dealer 
to justice. Patterned closely 

I didn’t know if I had what it 
took to do this... I didn’t 

even know how to turn a 

computer on. Roberta helped 
me quite a bit. It was an. 
interesting experience... 

Jim Walls - designer of 
the Police Quest series. 
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From time to time, Roberta 

has taken a sabbatical from 

her successful series to 

produce products aimed at 
these children. 

Roberta remembers reading 
Lloyd Alexander’s ‘‘The 
Chronicles of Prydain’’ as a 
child, and her own sons 

enjoyed the book years later. 
When Walt Disney began 
work on an animated feature 
film based on the novel, she 

wanted to get involved. She 
wanted to take it one step 
further with the development 
of an interative version of 
the story. 

The Black Cauldron” 
The Black Cauldron was 
Roberta’s first try at 
developing a new adventure 
game ‘‘from the child up.’”’ 
A system to give written 
instructions to the computer 
was re-implemented to 
require no text input so pre- 
typing kids could play. Six 
arcade sequences were 
installed into the game. 

opyright The Walt Disney Company 
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Graphics and music were 
enhanced with help from the 
Disney team. Finally, the 
entire finished and 
programmed design was 
actually tested with young 
players. The final product 
was certified “‘kid friendly”’ 
before it was shipped out the 
door. 

Now, years after the initial 
release of Disney’s animated 
feature ‘“‘The Black 
Cauldron,’’ the movie is out 

of release. The Black 
Cauldron computer game is 
still a strong seller for 
Sierra, though, and is still 

one of the few for young 
children. 

In the meantime, Roberta 

has set her sights even 
‘lower’? in her quest to 
rescue youngsters from 
Couch Potatoism. 
Prereaders and early readers 
were the next target. 
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Mixed Up Mother 
Goose: A Game For 

Very Young 
Children 

Roberta’s work with “pretyp- 

ing” children in Black 

Cauldron taught her a lot 

about how children thought 
and played computer games. 

Prereading kids were an even 

greater challenge. 

Roberta started her young 
children’s game project with 

the idea of using a Mother 

Goose theme, thinking that 

most young children know 

Mother Goose. Surprisingly, 

her early research found that 

young children were much 

more likely to know “GI 

Joe.” 
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The final design for “Mixed- 

Up Mother Goose” was in- 
tended to entice young 

children into the world of 

Mother Goose. Once the 

game was up and running, 

kids could immediately take 

over because only a very few 

keys (or a joystick) were nec- 
_, essary. Children chose 

) an onscreen character 
4 that looked like them, 
including hair color 
and ethnic heritage. It 
_ was simple for children 
to save their games in 
_ progress. 

Loe 

sao sg 

: me eR Oa 

For school use, up to twelve 

students could save their | y 

games on one disk. 

Words were accompanied by | 
pictures. The word “cow”, 7% 

for instance, would appear 7 
with a picture of a cow, as | 
would all items in the game. 

A wall poster of Mother (7— 
Goose rhymes was included 

Remem- }7 

bering a unique Christmas 77 
card she got as a child, she Jp 

in each package. 

designed a map with win- 
dows in it that a child could 7 # 

open to get hints for the game. [7 
She even posed for the photo [7 
used on the box cover - some- 

thing she doesn’t do for her S 

other games. 

In a 1988 study by a group of 77 

television advertisers, it was |) 
found that families with a7 

computer in their home, on /# 
average, watch less television 7 

in one week than the average | 
family does in two days. 7% 
Roberta thinks this means [7 

she’s winning. Who can 

argue with her? 

idle, 
the moon; 

Ugggeesnomos 



_ Westward, Ho! | Expedition. #3 - ‘Become a 

| =| Le seafarer, and take a. long 
The Gold Rush i is on! Sell | | wae 

your land, pack your bags. ce as 
and Jae the. ae ride out, 1 



‘It’s a point and click inter- 
face, or you can play it with 
arrow keys. You don’t have 
to type in any sentences, So a 
small child can get the hang 
of it pretty easily. My three- 
year-old, Christina, plays 
Old Maid. She’s also one of 
the characters you can play 
against. You can also play 
against me, though in ac- 
tuality you’ re playing against 
me all the time.’ 

‘l macard player, sol really 
looked forward to working on 
this project. I picked the 
games I liked the best...well, 
I had never played Gin 
Rummy before, but I can play 
it now. I had to develop a 
system for card games within 

the Sierra system. The pro- 
gram had to include not only 
the rules, but the strategies 

that the computer will use 

against the player.’ 

HOYLE’S BOOK 
OF GAMES .. 

Friendly Game of | 
Cards 

Back in the mid-eighteenth 
century, a fellow named Ed- 

mond Hoyle compiled the 

basic rules of play for card 
games in one book — 

‘Hoyle’s Rules of Games’ ™ 

Times have changed, the 

oan rn ae ea 
Match Wits with 

The "Hoyle" trademark and the Card-Back 

cording to Hoyle’ still means F t din re wed ter ie 

‘by the book’. Sierra’s new your Favorite 
: 

card game program for the Sierra 
Characters whole family, Hoyle’s Book 

of Games,” Volume One, 

combines ‘by the book’ rules 

of play with that special Sier- 

ra brand of humor and fun for 

the friendliest game of cards 

around. 

‘You get to play the game 
against your choice of char- 

acters, which are very 

diverse. King Graham, 
Rosella, Roger Wilco, Larry, 
Colonel Dijon from ‘The 
Colonel's Bequest’, Sonny 
Bonds, and a couple of 
original characters, ‘The 

Kid’ and ‘Lenny’. Eighteen 
characters in all. There's a 

lot of different dialog and dif- 

ferent personalities....but the 
characters don’t get in the 

way of playing the game.’ 

‘Hoyle’s’ designer and 
programmer Warren 

Schwader has an association 

with Sierra On-Line that goes 

back a good many years: 

‘I was living in Wisconsin in 
1980, when Ken (Williams) 

called me up and asked me if 
I dlike to move to California. 
He’d seen this game I'd done 

called ‘Smashup’... a very 

early Apple game...As far as 
I remember, I was the first 

| programmer they hired.’ 

Sierra’s high resolution 

graphics add to your game 

enjoyment. You'll enjoy 

using the highly detailed and 

realistic playing cards as you 

test your card-playing skills 

The Perfect Way to | against 18 opposing players, 
Learn and Play including many Sierra game 

characters. Play Hearts with 
King Quest IV’s King 

Graham or Gin Rummy with 

Princess Rosella, or Crazy 

8’s with Roger Wilco, hero of 

the Space Quest games. Or 

challenge yourself with a 

game of Klondike Solitaire. 

Warren and his team of artists 

have created hours of enjoy- 

ment for your entire family as 

you learn and practice six 

popular card games, from 
Gin Rummy and Old Maid to 

Hearts, Cribbage and Klon- 

dike Solitaire. 



Terror In 

The Year 
2000 

Where in the world do you go to find new 

horizons when you’re the author of two of 

the most exciting and realistic graphic ad- 

ventures ever written? If you’re Jim Walls, 

designer of Police Quest and Police Quest 

2, you go out of this world to an intriguing 

and sometimes chilling near-future of 

political terror and high-tech escapades. In 

Codename: Iceman, Jim has combined the 

best of the intrigue genre with the newest 

in simulation technology to create a new 

kind of computer entertainment. 

‘IT wanted to see if I could do 

something completely dif- 

ferent...something besides a 

' police game. I knew this guy 

who'd served four years ona 

nuclear sub, and he’d tell me 

these stories...it was really in- 
triguing. So I came up with 

his story about a secret sub- 

marine mission to rescue a 

kidnapped ambassador...’ 

rer 



Operation: 
Hostile 
Recovery 
A hostile nation 

holds the life of an 

innocent man in 

their grasp. A wait- 

ing world listens for 

word of war. A 

nuclear attack sub 

runs silently 

eastward for a res- 
cue operation, or a 

rendezvous with 

death. One man 

can make the 

difference — 

Codename: 

marine navigation simulation 

to give the player a sense of 

total control as Johnny 
Westland navigates the At- 

lantic and prepares to 
penetrate a harbor bristling 
with deadly security devices. 

Middle-Eastern nation. His Dive Into Danger 
goal -- a nest of fanatical 

Codename: ICEMAN takes | terrorists armed with 
you from the sunny beaches advanced weaponry. 

of Tahiti to the halls of the 
Pentagon and beyond. Secret . 
Agent Johnny Westland Under ned 
attempts to crack the deadly Action 
security of a terrorist base | ‘77 was hard for me, because | § 3 ) ICEMAN. 

bi» » 

“les ee a eee it was out of my realm of ex- 
ambassador in the most) perience. I had to do a lot of 
critical assignment of his] yen, research. ..I talke ee to gas e 

i ae who had served on nuclear 

submarines, and did a lot of 
my own research besides, 
and I got a lot of information 

from the Navy... 

pe 

Using a nuclear-powered at- 

tack submarine, a one-man 

diving vehicle and scuba 
gear, Westland must 

penetrate the electronic har-| Codename: ICEMAN in- 
bor surveillance of a hostile | cludes state-of-the-art sub- 

A diving vehicle must be 

maneuvered through sensi- 

tive magnetic fields without 
being detected and destroyed. 

‘There are a lot of layers to 

this...layers of political in- 

ue...a & o ty trig lobal oil shortage, 

a middle-eastern country 

with a surplus of high-grade 

oil, superpowers each trying 

to get as much of it as they 

can...The terrorists kidnap a 

oS. ay yassador, hoping to 

provoke an incident with the 
United States. 

x 
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always want to do the same} Enter Laura Bow 

THE COLONEL’S thing. People love murder| _. fects 
mysteries, and it’s not a It s a dark and stormy night in 

7 genre that’s being done much the spring of 1926. As Laura 
BEQUEST in computer games. Bow, college student and 

amateur detective, you are 

looking forward to spending 

the night in your roommate 

Lillian’s old family mansion, 
where a gathering of friends 

A Fresh Look At An 

Old Favorite 

In 1988, Sierra gave Mystery 

House over into the public 
domain, but the idea of a mur- 

der mystery game — one that 

was as complex, interesting 

and sophisticated as the cur- 

rent line of Sierra games — 

still seemed like a good one. 

The elements that had made 
Mystery House so intriguing 

— a spooky old house, suspi- 

cious characters, a buried 

treasure and lots of murders, 

were good beginning in- 

gredients... 

Death On The 
Bayou 

Computer adventure game 

players the world over know 
Roberta Williams as the 

designer of the bestselling 

King’s Quest series, but 5 

years before the first King’s 

Quest game was published, 

Roberta Williams was al- 

ready making computer 

game history with Mystery 
House, the first computer ad- 

venture to combine graphics 

and text. 

‘No-one had any idea how it 

should be done — using text 

input and graphics together 

— because no-one had ever 

done it. Ken had to develop 

a system from the ground up 

for awhole new kind of game. 
We put ads in computer 

magazines, and it got a really 

great response. Within a 
month, I knew I had to design 

another game.’ 

I thought it was time for a 
murder mystery. We hadi 

done one, but it was so long’ 
ago, most people probably 

wouldn't remember. It 

to expand ourselves in the 

storytelling area — we don't 



and relatives is taking place. 

A ferry transports you across 

a dismal swamp and deposits 
you on the grounds of the 

dreary and run-down Dijon 

plantation. It will be back in 

the morning, but the murders 

begin at midnight. 

I think everybody has a bit of 

natural detective in them... 
Who is killing the relatives 

and associates of rich and ec- 

centric old Colonel Dijon, 

one by one? Is it the sneaky 

lawyer, the drunken doctor, 

the slick gambler . . . or did 

the butler do it? Whoever is 

responsible, they aren’t like- 

ly to take kindly to a would- 

be private eye snooping 

around, so you’d better be 

careful as you discover facts 

(and falsehoods) about your 

fellow guests and their 

relationship to the old man 

whose money will be in- 

herited by whoever survives 

him. 

When Is A Quest 
Not A Quest? 

This game is unusual, I think, 

compared to what we've 
done before — it’s not quite 

as ‘puzzle oriented’. 

There are puzzles, — 

clues, but it’s much more 

story oriented than our pre- 

vious games, and the charac- 

ters are much better 

developed. There’s a lot of 

dialog...you can carry on 

conversations with them. It's 

really more of an interactive 

story. 

Will you be able to keep from 

being the murderer’s next 

victim as you explore the 

plantation for clues to the 

killer’s identity? Will you 

know who to believe when | 

you talk with the Colonel’s 

family and friends, each of 

whom is hoping to inherit the 

fortune? Danger, adventure, 

and mystery with a touch of 

voodoo await you when you 

attempt to solve the mystery 

of The Colonel’s Bequest. 

Rohert 
The Designer of thy 



1 The world’s not always an 

easy place for a would-be 

hero; either you’re battling 

m™ dragons, fending off magic 

B spells, or on the run from the 
local brigands. Sometimes 

it’s all you can do just to get 

through the day... But a 

| hero’s gotta do what a hero’s 
gotta do. In ‘Hero’s Quest I 

my — So You Want to be a 
Hero’, players will find 

| themselves facing challenge 

mi after challenge, using wits, 

fem muscle and skill to 

accomplish the quest: ‘Save 

the land and become a Hero’. 

Hero’s Quest game designer 

Lori Cole came to Sierra from 
a background ideally suited 

for game design... 

A Champion 
Foretold 

A dozen years ago, the 

barony of Spielburg was a 
peaceful land of majestic 
mountains and sleepy val- 
leys, ruled by a brave and 
respected ruler. Then the 

ogress Baba Yaga arrived 

with dark magic and evil 

curses, and a cloud of gloom 

fell over Spielburg. The 

baron’s children have disap- 

peared and monsters roam the 

countryside ‘...until a hero 

from the east frees the man 

from the beast, the beauty 

from the band, and rids evil 

from the land...’ 

A Do-it-yourself 
Hero 

For the first time in any Sierra 

adventure, players will con- 

struct a character, from the 
ground up, combining basic 

attributes of Strength, 

Agility, Intelligence, and 
Charisma into game charac- 

ters that will gain skills and 
abilities as the game progres- 
ses. Special combat and 



magic systems, developed 

specially for Hero’s Quest, 

enable players to interact 
with the game environment | ‘It’s a combination of fantasy 

as realistically as possible, | role-playing with the basic 

while over a dozen ‘quick | adventure game concept of 

commands’ take the place of | going to a world and explor- 

typing in complex sentences. | ing it, finding things, solving 
puzzles...It’s important to 

A Task know when to fight and when 

Undertaken to run away...There’s a skill 
to making these decisions.’ 

Can you free the land of 

Spielburg from its curse and 

eam the title ‘Hero’? Can 

you survive combat with 7 ee ) | | 

dragons, goblins, brigands,| Few (A oF q 

and the great bear who guards c. f 7 

the kobold’s cave? There’s 

You can play Hero’s Quest | only one way to find out if 

again and again, using your you’ve got what it takes, and 

enhanced skills to solve dif- | that’s to enter the world of 
ficult game problems,or by | “Hero’s Quest’. 
creating an entirely different 

kind of character who will ap- 

proach the problems in a dif- 

ferent way. 

ae 

_ 



ce Soho are alble: in over r 10, 000 cull tone | o i | 

in the U.S. and Canada, and are distributed internationally i in C _ ee prior 
over 20 countries. Your local software retailer is the quickest et pe 

and most convenient way to find the Sierra products you want. 

If you can tfind the Sierra software product you’re lookin 2 

for at your local software store, pore can oe it Be by : 

mail or ‘by phone: / | . 

TO ORDER BY MAIL 

Please fill out all information on the order orn con a 

ly. Include your check or money order (payable i in U.S. funds — 

only), or credit card information. Please do not send cash. No ey 

COD orders are accepted. Those ordering from outside the _ 
Continental U.S. and Canada, and those wishing fo receive 

their products by a priority eee method, should n note the . 

special instructions below. 

TO ORDER BY PHONE > 

Please call (800) 326- 6654 (United Sites): or + (209) - 

683-4468 (outside U.S.) between 7 a.m. and 9 p.m. Pacific mater ials f 

Standard Time. To order by phone, please have your credit orders, « 

card (Visa, Mastercard or American Express) and order Outside t 
information ready. We cannot econ COD or other forms 1 Our ines 

of payment. | | ft... 

Those ordering from pie the s Continental Uz s. aad ATIONAL | 

Canada, and those wishing to receive their products bya - .. 

priority shipping method, should note the es instructions 

and charges as itemized below. 

(For customer service, please call (209) 683-8989 , 8 a. m. 

to 5 p.m. Pacific Standard Time, Monday through Friday. 

REGULAR SHIPPING AND HANDLING I I 
Regular shipping and handling methods for Sierra 

products are delivery by U.S. mail or UPS Ground for the in 

Continental U.S., and delivery by U.S. mail for delivery to 

APO, FPO and into Canada. Regular shipping is free within 2 

| the continental U.S. and Canada except for hardware items — 

(see SHIPPING HARDWARE ITEMS). 

PRIORITY SHIPMENTS | 
Within the Continental U.S. ae want to con Hee you - loc 

For 2nd Day shipments within the Continental US. the from Sierra. Any questions regardi : 

charge is $5. 00 for the first Sierra pee a $1.00 per Shipping Charges policy should’ be oe tec 
es Desk (0). 683-4468. |. 
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FOR FASTER SERVICE CALL 800-326-6654 From outside the United States call 209-683-4468 

7 A.M. TO 9 PM. (PST) Monday through Friday 

All MS-DOS products are shipped with both 3.5" and 5.25" disks 
enclosed, support EGA, CGA, VGA, Hercules Monochrome, MCGA 

(PS2) and Tandy Graphics cards, are hard disk installable, and 
require 512K, unless otherwise noted. All 512K games support 

music cards. 

Re eS a re en 

5095 

Bo95 The Black Cauldron (256K 

Space Quest I (256K 49.95 

Space Quest II (256K 49.95 

NEW LAPTOP SPECIFIC VERSIONS OF 

HOYLE’S BOOK OF GAMES 

VOLUMES I & II — 
GREAT FOR FUN 

ON THE GO! 

28 Solitaire Games in One Package! 

New versions of our 

bestselling Hoyle’s Book 

of Games products designed 
specifically for play on 
Laptop computers. 

Hoyle’s Book of Games 

Vol. 1 forLaptops $19.95 

Hoyle’s Book of Games 

Vol.2for Laptops $19.95 

12K, no music 

support, monochrome only 
3,5" disks only, 5 

A great way to help you while away the hours 

on those long plane flights. 

Miedctd lean, ac | 
Firehawk™ Thexder-The Second Contact_: EGA/VGA onl 

ee ee en NE! oS 
Sorcerian * EGA/VGA only — No Tandy graphics 

Shipped with High Density 5.25" disks and Low Density 3.5" disks 
Full 256 color support on VGA and MCGA 
Hercules not supported 
256K version available on request 
VGAI/MCGA only, DAC required 

16 color version. No CGA or Hercules WMs=Qomr-+ * 

Minimum 512K and dual-sided disk drive required, unless marked wit 

an * which indicates products available only on single-sided disks. 
Products marked with an ** are available on single-sided disks at an ad- 

parentheses). 

To Go VQ ga O KO DO 

aS Ne) \© Nn 

Ouest for Glory (formerly Hero’s Quest 

Ouest for Glory II: Trial By Fire Winter 

Police Quest I * 

Police Quest II ** 

Code Name: Iceman 

Leisure Suit Larry I * 

Leisure Suit Larry II ** 

Leisure Suit Larry III 

5 L] (Ss 69.9 

Manhunter - New York (256K 

25 

Mixed-up Mother Goose * 

The Black Cauldron * 



a ntl SPECIAL PRICE ON THE 
All products require an marr? Mle/IIc with 128K unless otherwise =a SOUNDBLASTER MUSIC CARD! 

tem rice is 

King’s Quest I 49.95 A great combination of features : 
King’s Quest II 49.95 for your home computer. Com- 
King’s Quest III 49.95 bine AdLib music card com- 
King’s Quest IV 49.95 patibility, a joystick port, and a 
Space Quest I 49.95. DAC for digitized voices, at a 
Space Quest II 49.95, great price anyone can afford. 
The Black Cauldron 39.95 

Leisure Suit Larry 39.95 It’s the perfect sound card 
Gold Rush! 39.95 for any computer user! 
Police Quest 49.95 
Mixed-up Mother Goose 29.95 
Manhunter - New York 49.95 Soundblaster Music Card...was $239-95— now $149.99 

Thexder 34.95 = 
Championship Boxing (64K) 14.95 Police Quest I 49.95 

Police Quest II_(requires 1 meg) 59.95 

SMART MONEY: SOPHISTICATED MONEY [Bick Cauldton sae 
ixed-Up Mother Goose 29.95 

MANAGER — ONLY $15. Gold Rush! 39.95 

APPLE Ile/IIc, APPLE IIGS, MS-DOS WHILE SUPPLY LASTS. ee ae 
ee ‘ ne Thexder 34,95 

Automatic bill paying, check writing, Hoyle’s Book of Games 34.95 
and more! Investment management, Hoyle’s Book of Games II 34.95 
bank and credit card reconcilliation, Code Name: Iceman (requires 1 meg) 59.95 

and a host of other features at a cost Conquests of Camelot (requires 1 meg . 
so low it’s unbelievable. 

Order now while supply lasts. 
Apple Ie/IIc (128K) ___ $15.00 512K and dual-sided disk drive required unless noted. All products work in 

Apple IIGS (512K) $15.00 color on Mac II unless noted with an *. 
Item Price 

MS-DOS (512K) $15.00 ea aa Her 

King’s Quest II 49.95 

Minimum 512K required King’s Quest IIT 49.95 

Item Price | King’s Quest IV Spring 1991 59.95 

King’s Quest I 49.95 | Space Quest I 49.95 

King’s Quest II 49.95 | Space Quest II 49.95 

King’s Quest III 49.95 Space Quest III Spring 1991 59.95 

King’s Quest IV 49.95 Police Quest I 49,95 

| Space Quest I 49.95 Police Quest II Spring 1991 59.95 

Space Quest_II 49.95 Mixed-up Mother Goose 29.95 

Police Quest I 
49.95 Leisure Suit Larry I 39,95 

Mixed-up Mother Goose 29.95 Leisure Suit Larry II Spring 1991 59.95 

The Black Cauldron 39.95 Manhunter - New York 49.95 

Leisure Suit Larry I 39.95 Manhunter - San Francisco 49.95 

Manhunter - New York 49.95 Gold Rush! _ : 39.95 

Gold Rush! 39.95 hampionship Boxing* (128K. 14.95 

Thexder 34.95 

Silpheed_ 

Minimum 512K required LOWEST PRICE EVER ON ROLAND MT-32! 
Item Price 

King’s Quest | 49.95 You won’t find a lower price anywhere on this top of the line MIDI 
King’s Quest II 49.95 music hardware. Includes TRAX software to have you composing 

King’s Quest III 49.95 your own music in no time, and of course it makes your Sierra 
King’s Quest IV - requires 1 meg 59.95 games sound great. 

| Quest for Glory (formerly Hero’s Quest ) 59.95 

Quest for Glory II: Trial By Fire (requires 1 meg) Winter 59.95 
Colonel’s Bequest (requires 1 meg) 59.95 
Space Quest I 49.95 
Space Quest II 49.95 

Space Quest III 59.95 : 

Leisure Suit Larry | 39.95 | Roland MT-32. ssvsssnsnsensse Sere was $550:08- now $399.99 
Leisure Suit Larry II 59.95 
Leisure Suit Larry III 59.95 Roland MT-32 for PS/2 (Microchannel) .....was $650:08 now $499.99 
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7.95 
1.95 
1.95 
7.95 

12.95 
Ke) Ne) Ke) \O Nn N 

A-10 Tank Killer (s ML XL 9.95 

Ne aE eae 8 Eas cay oC nave cli ieeve S: SSE cn mT Tans 

5.95 
5.95 

19.95 
10.95 
10.95 
14.95 
4.95 
9.95 

’s Quest Companion, First Edition (Games I-IV 

’s Quest Companion, Second Edition (Games I-V 

ie redit Card r 

Sierra Neon Baseball Cap, one adult size, pink or yellow 
specify color 

Sierra Solid Baseball Cap, one adult size, white onl 

Sierra Visor, white, one adult size 

Koozie Kup, white and red only 

5.95 

Note Pads, King’s Quest IV 

Price 

995 
295 
9.95 
995 
295 
9:95 
9.95 
9:95 
995 
9:95 

oo5 
6.95 
4.95 
Se) 

oa 
| 

ees 

—— 
ed 

a | SS] fess 

King’s Quest III] 

King’s Quest IV 

Quest for Glory (formerly Hero’s Quest 

Conquests of Camelot 

Space Quest I 

Space Quest II 

Space Quest III 

Space Quest I'V 

Police Quest I 

Police Quest II 

_ The King’s Quest 
Compani 

MUSIC CARDS Sale prices effective through 1/31/91 

ee = 2 with oer offers oe 
. _ . — | ‘ 

i 
oe : 

Ad Lib Music Synthesizer Card 
with Visual Composer* was $219.95 

LAPC1* was $425.00 
LAPCI MIDI Connection* was $125.00 

Combo LAPCI & MIDI* \ 

Soundblaster* 
Roland MT-32 Sound Module* 

Roland MT-32 (Micro Channel)* : 

NOTE:We recommend that all MT-32 and LAPCI orders be placed by 
phone to insure the proper model for your computer is shipped. At mini- 
mum, please call 800-326-6654 prior to ordering to verify order informa- 
tion. * See next page for shipping details. 
em oe 

Sequencer Plus Gold 

oe oe Tenor | g pmyaene een ay a : 
pe 

| 
BMA NY: Bd 

ni 

| JOY 

* See next page for shipping details. 
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SIERRA ORDER FORM — #00305 

> MAIL P.O. BOX 485, COARSEGOLD, CA 93614 

> PHONE 1-800-326-6654 (U.S.) — 7 A.M. TO 9 PM. (PT) Monday - Friday 
From outside the U.S. call 209-683-4468, Monday-Friday 8 A.M. TO 5 P.M. 

> FAX 1-209-683-3633 

| Quantity | Computer Type | Disk Size | 

} ORDERED BY 

Name 

Address 

City State Zip Code 

Daytime Phone Number, including Area Code 

(Requested for credit card orders; desired for all orders) 

> SHIP TO (if different from above) 

Name 

Address 

City State Zip Code 

} METHOD OF PAYMENT 

Total Price 

| Total Merchandise 

California residents add 6.75% sales tax 

(California FPO/APO must include tax) 
Massachusetts residents add 5% sales tax 

Illinois residents add 6.25% sales tax 

Priority Shipping g 

Hardware Shipping and Handling 

ea 
ee eae 
[meric 
fea Sita 
fear Serer 

TODA, PAY NING Uo oa do 

SIERRA ORDERING INFORMATION 
We try to ship on a timely basis but occasionally we are 
out of stock. 

e When Sierra is aware of a shipping delay, we 
will send you a written notice. 

e Credit card orders, after verification, ship 
immediately. 

e Check orders must clear your bank (usually 
15 days). 7 

e Policy and prices, including shipping charges, may 
change without notice. All orders are subject to 
acceptance by Sierra. 7 

LJ Check/Money Order (payable to Sierra On-Line Inc.) LJ visa L] MasterCard LJ American Express L] Discover 

Account Number 

Expiration Date 

SS SaRESEL ee. ae 
mee ae Authorized signature (required for credit card orders) 

U.S. — Hardware * 

INTERNATIO Software and Hardware 

Photo copy this order form for future use 



DISK UPDATES AND 
REPLACEMENT 

Sierra currently has three full-time people working in its 

returns department. They are responsible for helping cus- 

tomers update and replace their Sierra software products. 

If your Sierra software product should stop working for any 

reason, Sierra will replace it. Just send your Disk #1 along 

with $5 for the 5.25 disks or $10 for the 3.5 disks. 

If you update or replace a program within 90 days of the 

purchase date, you pay nothing at all. 

SIERRA TELEPHONE 
SUPPORT 

Sierra currently employs |1 representatives who work 

full-time answering incoming calls for customer support. 

They can be reached any time during regular West Coast 

business hours by calling (209) 683-8989. 

CUSTOMER SUPPORT 

Should you have any questions regarding an order you 

have placed directly with us, the Customer Support Depart- 

ment will be happy to help you. Sierra customer service 

representatives answer technical questions on Smart Money 

and HomeWord productivity products, and will handle any 

questions you may have about other Sierra products. 

TECHNICAL SUPPORT 

Technical support is also contacted through the (209) 683- 

8989 telephone number. Technical support people will work 

with you to solve problems with hardware compatibility or disk 

problems. If our software doesn’t work with your hardware for 

any reason, our technical support staff will solve the problem, 

or your money back. We guarantee it. 

HINTS | 
1. CALL FOR A HINT (United States only) 

For callers outside California dial: 1-900-370-KLUE 

For callers within California dial: 1-900-370-5113 

This service is available 24 hours. The charge is 75 cents 

and 50 cents for each additional minute. (You must have 

your parents’ permission to call this number if you are under 

18.) The contents of all the messages are solely the respon- 

sibility of Sierra On-Line. Hints will not be given on other 

Sierra telephone lines. 

2. USE YOUR MODEM FOR A HINT 

Sierra On-Line BBS: 1-209-683-4463 

Sierra BBS supports both 2400 baud and 1200 baud. If 

all our 2400 baud lines are busy try calling back at 1200 

baud (it is not auto-switching). 

SETTINGS; 2400 BPS, 8 DATA, N PARITY, 1 STOP BIT 

SETTINGS: 1200 BPS, 8 DATA, N PARITY, 1 STOP BIT 

There are also several BBS services that can provide you 

with clues for Sierra games. Sierra personnel regularly 

monitor these commercial Bulletin Board Systems: 

COMPUSERVE 
PRODIGY 
PC LINK 
GENIE 

APPLE LINK 

3. BUY A HINT BOOK 

You can order a hint book directly from Sierra by calling 

our Sales Department at 1-800-326-6654. Outside the 

United States please call 1-209-683-4468 or visit your local 

Sierra On-Line dealer. 

4. WRITE TO SIERRA ON-LINE, INC. 

If you prefer to write to us for a hint, please use the 

following address and include a self-addressed, stamped 

envelope: Sierra On-Line, Inc., Attn: Customer Service, 

P.O. Box 485, Coarsegold, CA 93614 



Live the grandest adventure 

in history. Experience the 

responsibilities and rewards 

of Chivalry. Return to the 

glory that was Camelot in the 
King Arthur adventure, 

‘Conquests of Camelot’. 

Game designer Christy Marx 
turns back the hands of time to 

transport you into a mag- 

nificent era of wizardry and 

enchantment, of valorous 

knights and daring quests. 

Working with her husband and 

professional partner Peter 
Ledger, who designed the 

graphics for ‘Camelot’, Christy 

extensively researched both the | 

mythology and the history of 

early Britain to give the game as 

much realism as possible. 



Conquests Of 
Camelot 

I came to game design froma 
background of writing for 

animation, live action tv, and 

comic books. In that kind of 
writing, the writer deter- 

mines where the characters 

go, what they do, what the 
storyline is...it’s very dif- 

ferent from game design, 

which is non-linear...you 
have to think of all the vari- 

ables and choices and you 

have to think of all the things 

the player can _ think 

of...that’s very challenging, 

and I really quite enjoy it.’ 

A Land Afflicted 

Camelot is dying. There 
have been visions of The 

Holy Grail that will heal the 

land of its affliction, but three 

brave knights have gone to 

search for it and never 

returned; it falls to Arthur to 

complete the quest and save 

his kingdom. 

‘T decided not just to stick to 

the parts of the Arthurian 

legend that are best known 

today...the legends themsel- 

ves are a mixture of different 

mythologies... took the es- 

sence of these mythologies 

and created a new story to 

take advantage of those ele- 

ments, and added new things 
to make ita whole new adven- 

ture. Both of us have a back- 
ground in pre-medieval 

history...we like to do a lot of 

research...to get the details 

Champion O; 
Camelot @. 

In his quest for the Grail \age 
thur will travel to exotic 

places and face tests of 

courage, skill and wisdom — 

for the Grail is not a prize to 

be won lightly — only to one 

truly worthy will it reveal it- 

self. 

‘I wanted to require more 

than mental delibera- 

tion.,.ethics, sacrifice, the 

kind of things that were noble 
and chivalrous, that a char- 

acter like King Arthur would 

actually have to do.’ 

The Greatest 
Reward Of All 

From the magical kingdom of 

Camelot to the Holy City of 

Jerusalem and beyond, 

players will live the ex- 

perience of Arthur, as he sets 

out on a quest that will re- 

quire more loyalty and more 

courage than any man has 

ever been asked to give. If he 

succeeds, his kingdom will 

grow strong and joyful once 

more — if he fails, all is lost. 

nquests of Camelot 
stunning fantasy saga com 
2 the best of traditionalad: 
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Dave and Barry Murry got] 

started designing computer 
games in 1980. They 
designed an air traffic control 

simulator, but decided. that 
games would be more fun. 
When IBM released its first 

PC, they developed ‘Sierra 

Championship Boxing’ 

After the success of their 

games ‘The Ancient Art of 

War’ and the 

‘Ancient Art 

of War at Sea’ 

Ken Williams 

asked them 

to do a game 

using Sierra’s 

oe 

oe eh oe 
a 

bictescee: fe fier . fe ; hor- | 

rorific Manhunter series, 

‘Manhunter: New York’, 

designed by Dave, Barry, and 
their sister DeeDee Murry. 

I Love NY 

‘the eons at the game the 
player is a manhunter spying 

for the aliens. Overhead 
maps of New York and a 
handy laptop computer aid 
the manhunter in his search 

for renegade humans. But 
sooner or later, a decision 
must be made? Stay safe as a 
spy for the invaders, or risk 
everything by turning against 

them? 
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Not content to rest on the | 
dubious accomplishment of 
invading New York, Dave, 
Barry, and DeeDee and co- 
designer Barbara Ward 
decided it was time to bring 
their special brand of fun to a 
city closer to home . . . San 
Francisco. 

Aided by their killer robots 
and the traitorous humans 
who work for them, the in- 
vaders have transformed the 
magical city by the bay intoa 
dark nightmare of tyranny 
and death, where unknown 

creatures stalk the streets. 

‘Manhunter: San Francisco’ 

uses the same no-typing in- 

terface and multiple view- 

point perspective format as 

Manhunter: New York, for 

over 250 detailed game 

scenes of fast-paced, death- 

defying adventure. 

Special Features 

A thrilling, relentless whirlwind of excitement 
in San Francisco, the electrifying City by the Bay 

with recognizable landmarks - 

Arcade sequences with various levels of d 

ficulty to challenge your dexterity - 

View the game through alternating first and 

third person perspectiv 

Moments of sheer terror as well as tension 

relieving humor - 

Sensational original music and sound effe 

manic humor, grizzly and lurid graphics 

Sophisticated picture within a picture effects 

and vivid full screen close-up 

Recognizably depicted famous San Francis- 

co landmarks. All of the intrigue takes place 

amidst the likenesses of Coit Tower, Ghiradelli 

Square, the Transamerica Pyramid, China- 
town, Fisherman’s Wharf and Alcatraz Island. 

ne pe Sah 



History of S ierra and Japanese Games 

that Japanese children dis- 

played was simply amazing. 

What impressed Ken most of 

Ken’s first ‘sales’ trip to 

Japan ended not with selling 

to the Japanese, but with 

finding a product he thought 

he wanted to buy. Ken also 

found that he could learn a 

lot about how to make 

products from the Japanese. 

this knowledge was even- 

tually used when he went to 

work with his R&D group to 

develop Sierra’s proprietary 

development language now 

know as SCI (the system 

used to build such hits as 
King’s Quest IV and Space 

Quest III). 

all though, was _ the 

craftsmanship of the games. 
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In 1986, Ken Williams made 

his first trip to Japan. He went 

with a rather limited under- 

standing of their market. His 

opinion was that the Japanese 

had a lot to learn about the 

future of personal computing 

- and he was just the guy to 

teach them. 

In studying the Japanese 

market, Ken found that the hot 

machine over there was the 

‘Nintendo Famicom’. It was 

described to him as a ‘cartridge 

based video game machine’ 

and Ken has always held such 

machines in contempt. 

Thexder: Sierra’s First Japanese Import Is A 

Hit In America 

oe 
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During Sierra’s first 

trip to the orient, no 

product stuck in his 

mind as much as a 

Riser 

sa 

a 
When Ken left for Japan the 

very first time, few deceptively simple ar- 
Americans had ever heard of cade game called Thex- 

Nintendo. When he arrived der. Built on the 
there, he was simply amazed 

to find that Famicoms had 

found their way into over 4 

million Japanese homes and 

games like ‘Super Mario 

Brothers’ were practically a 

national pastime. 

The fact that Nintendo had 

penetrated so much of the 

market, and woven itself into 

the very fabric of Japanese 

society, absolutely fascinated 

Ken. The video gaming skills 

premise of the ‘trans- 

forming robot’ concept 

that was just becoming 
popular for U.S. 

children’s toys, Thex- 

der had both a good 

‘hook’ and a good 

design. 

Se Seca cena 3 gece Roaeot 
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Like all truly success- 

ful arcade games, 

Thexder was simple to 
get into; the moment 

you sat down to play, 

you felt like you 4 

34 
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knew what you were doing. It 

was fun to play - the challenge 

never stopped and the action 

moved at a furious pace - and, 

most of all, it was deep. Ken =. 

had been politely shooed out Silpheed: Computer oo 
of three Japanese computer Game - or Interac- . 

stores for monopolizing a tive Music Video?? 

nek Meme) Iie game, Thexder debuted in computer 
and he had yet to see even the 

stores late in 1986 (just in 
fourth level (there were at time for Christmas) and was 

least 8 more). Ken not only . . 
Sierra’s bestselling game title Sierra had cemented their 

bought a Thexder game, but 
of 1987. The product con-| friendship. Sierra had hired 

ale opie “OM” | tinued to be a great seller, and not only Ed Nagano (Ken’s f _  . 
P es - unfortunately for Ken - the a r shopping companion on his 

hexder game music CON” | first Japan trip) as a Sierra 
tinues to roll out of program-| 1; 5 Ambassador for Japan 

ming department computers |, ,. but also a Japanese program- 
during breaks and lunches. mer, Mickie Lee, for Sierra’s 

offices. Japanese 

products were regularly 

demo’d for the U.S. program- 

ming staff. Mickie helped to 
translate directions and menu 

choices and Ken actively 

pointed out the options, fea- 

tures and general polishing of 

the games while periodically 

stating “We need to add 

something like this to our 

games”. Later, a translator, 

Akiko Skellerup, would be 

added to the staff to assist 
Mickie, and as an entirely un- 

forseen bonus, to teach 

Japanese language classes to 

the Sierra staff. 

Where Thexder had been a 

productivity drain around the 

Sierra programming area, Sil- 
pheed was a positive dis- 

cipline problem. Each level of 

By the time Sierra personnel 

got their first look at Silpheed, 

the Game Arts people and 

Then disaster really struck, in Lesy 

the form of another Game 

Arts product. This one is 

called Silpheed. 

SUVER Reh oS ERITAR 

show true animation sequences. 

Actual graphic scenes exp
anded to 
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Silpheed had a different song 

attached to it. Every time a 

new level was reached that 

hadn’t been heard before, a 

— _|crowd soon developed 

|__| around the screen. The NEC 
_ eventually was moved out of 

the department and into a 

locked office underneath a 
stairway. Programmers (and 

all other Sierra employees ex- 

cept for Mickie who 

programmed on the NEC), 

___| were forbidden to walk into 
__| the room during regular busi- 

| ness hours. If you went into 
the office at night though, 

you could hear the sound of 

Silpheed echoing under the 

stairway. 

to its source. There, sitting in 

the dark with a joystick anda 

Pepsi, was not one of my 

programmers, but my Cheif 

Financial Officer, Ed Hein- 

bockel. Ed was really getting 

into the game!...He won't 

admit to it, but I would swear 

he was even making ’ missile 

blast’ noises with his mouth 

while he played...Anyway, I 

knew we had another hit on 
our hands.” Silpheed, which 
Ken licensed, was eventually 

released in April of 1989 for 

the U.S. market. As of this 

writing, it is too early to say 

whether Silpheed will beat 

- 
oS 

K.K. has been doing business 

out of small office in Tokyo 

for just a very few months, 

with Ed Nagano serving as 

“I remember coming into the 

office one night at about mid- 

night and hearing the sounds 

of Silpheed echoing through 

the halls. The speakers at- 

tached to the computer had to 

the success of Thexder 
(which is still one of Sierra’s 

best-sellers) but program- 

mers and quality assurance 

shacho (president) of the sub- 

sidiary corporation. 
Sierra’s SCI based games, 

and it’s MS-DOS conver- 
have been turned up full 

blast! I traced the music back 

people still play the game. 

Most of Sierra’s personnel 

have now heard the 18 songs 

that accompany the 18 levels 

of play, but the fabulous ac- 

tion of the game brings them 

back over and over again. 

It should be noted that, three 

years after Ken’s first ‘sales 

trip,’ Sierra actually does sell 

products in Japan. Sierra Japan 

sions of the popular Thexder 

and Silpheed action games, 

are actively sold into the 

Japanese market now, and 

Japanese languages editions 

of Sierra products will soon 

be shipping for the Japanese 

NEC 9801. Along with the 

sales, the staff of Sierra Japan 

still works to acquire the very 

best Japanese game designs. 

Their lastest coup, though, 

isn’t an action game. 

FROM THE 
_DESIGNEAS OF THEXDER, 
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Action and Fantasy Rol 

Games Merge in a New Japanese Import | match the strength and 

About the same time that Ken 

Williams made his first sales 

trip into Japan, a then small 

company named Nihon Fal- 

com released the first install- 

ment in what was to be a 

megahit Fantasy Role-Play- 

ing series. Sorcerian, as it 

was called, was one of the 

very first fantasy-role-play- 

ing games ever designed for 

Japanese computers. It was an 

immediate success, and 

launched a new craze in 

Japanese gaming known col- 

lectively as ‘RPG’. | 

Unlike most games available 

at the time, Sorcerian com- 

bined action, elements of 

graphic adventures, and 

sophisticated role-playing. It 

was truly a breakthrough. 

On top of design innovation, 

the game featured graphics 

that were absolutely stun- 

ning, even by the high stand- 
ards of the Japanese - and 

featured a soundtrack that 

!was so incredible, it has since 

been rerecorded by a sym- 

phony orchestra and released 

on compact disk. It was a tri- 

umph in computer 

cinematography. 

maa 
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Fifteen separate role-playing 

scenerios were included in 

the game, providing a depth 

of play that the Japanese - so 

used to arcade games - had 

never experienced before. 

The fact that each of the fif- 

teen scenerios featured a 

large number of screens, and 

even a larger range of music 

and sound effects, was equal- 

ly impressive. 

Players loved the fact that 

they could actually choose 

the characters that they would 

play in the game, and that 

they could choose how the 

characters would prepare 

themselves mentally and 

equip for battle. The very first 

Sorcerian players were ab- 

solutely amazed with the 

realism as they watched their 

young heros move to middle 
age, and again as their hair 

and beards filled with gray. 

Each time they lost a hero to 
old age or battle, they ex- 

perienced an emotion border- 

ing on grief - an odd feeling 

indeed for players used to 

‘shoot-em up’ and ‘kill or be 

killed’ arcade games. 

Sorcerian quickly shot to the 

top of the sales charts, and a 

publishers scrambled to cash 

in on the new success of 

— 

rena 

Miinber of Japanese game 

RPG’s in Japan. American 
publishers began releasing 

Japanese versions of their 

fantasy-role playing games 

(The Wizardry, Bard’s Tale, 

Might and Magic and Ultima 

series are all widely available 

for Japanese computers). No 

competitor though, could 

popularity of the Sorcerian 

game. Even now, a number of 

years. later, Sorcerian 

products continue to 

dominate in the popular RPG 

market segment. 

seta? a 
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Today, Nihon Falcom is not 

only one of the largest com- 
puter game makers in Japan, 

but is in fact is one of the 

largest computer game pub- 
lishers in the world. Sierra is 

relatively small compared to 

Falcom, so we were both 
surprised and delighted when 

Nihon Falcom gave us the go 

ahead to begin conversion of 

Sorcerian to U.S. computers. 

The catch was that Falcom 

had a rigorous set of demands 

on what the U.S. versions of 
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The Peaceful Medium Between Price and Performance 

Since the birth of the Computer Age, software publishers have disputed the issue of price vs. performance in computer software. 

Power Comes at 
Great Cost 

In one corner stand the com- 

panies developing programs 

for users who demand ul- 

timate performance from 

computer software, and are 

willing to pay hundreds of 

dollars for it. Most well- 

known productivity programs 

are priced out of reach of most 

users, but even if money were 

no object, the complexity of 

most ‘professional quality’ 

software is still a problem. 

Idiot Proof 
Software (Software 

Only an Idiot Will Use) 

In the other corner are the 

developers bent on delivering 

software for the most com- 

puter illiterate of users - 

software that is uncompli- 

cated, but inefficient. A pro- 

gram with layers on layers of 

prompts and menus is not so 

much ‘friendly’ as bother- 

some. In their eagerness to 

shield the novice user from 

the complexity of powerful 

programs, these publishers, 

may limit the productivity of 

some features, and eliminate 

others entirely as ‘too 

confusing’. 

As with most things in life, 

there is a middle ground. 

And as with most things, It’s 

a sense of balance, rather than 

compromise, that makes 

things run smoothly. 

We think a well balanced 

piece of productivity 

A Question of Balance... 2 

software costs less than $100, 
doesn’t require the user to in- 

stall optional hardware, and is 

intuitive. Instead of leading 

the user by his nose through 

the program, it patiently 

teaches him how to use it. Its 

features and options are easy 

to access and operate. Most of 

38 

all, it contains those features 

that are most useful and con- 

venient, and does away with 

those that are expensive and 

difficult. 

For almost 10 years now, 

Sierra has been producing 

software that strives to meet 

the demands of the majority 

of computer users that find 

themselves caught in the! 

middle of the war between 

power and approachability. 

Our resulting products speak 

for themselves. 



HomeWord II: 
The 

Evolution of a 
Revolution 

Way back in 1983, when the 

microcomputer industry first 

began to realize that not all of 

those computers they were 

selling were going into busi- 

nesses, Sierra was there to 

lead the industry with a new 

brand of productivity 

software we then called “user 

friendly” (back then it was a 
new word, not the industry 

joke it is now). 

HomeWord, the industry’s 

first word processor targeted 

specifically for non-business 

users, was introduced in mid- 

1983 and quickly became one 

of the best-selling products of 

that year. The product would 

quickly garner sales of over 

one hundreds thousand units, 

and would be picked up for 

distribution by both Tandy 

|and IBM (two of the worlds 

elle 

largest producers’ of 

microcomputers). 

|}HomeWord went through 
mid three major revisions, and 

was eventually replaced by 

HomeWord Plus, a new 

| release of the word processor 

that featured a spell checker. 
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HomeWord Plus quickly be- 

came the number #1 selling 

word processor available 

through the largest retail 

chain in the nation (Tandy 

Computer Centers) and a lead 

seller in other outlets. 

Six years later, with the 

release of HomeWord II, 

Sierra has created the best 

balance of power yet found in 

a word processor. 

Although HomeWord II con- 

tains not just a powerful word 

processor, but also and on- 

line thesaurus and a spell 
checker, the package is 

shipped with documentation 

that is only 24 pages long (in- 

cluding index and glossary). 

Most users never even need 

to open the manual to under- 

stand the program. 

Homeword II is a true 

WYSIWYG (What You See 

Is What You Get) word 

processor. Most users with a 

need for a multi-featured 
word processor will find what 
they’re looking for in this 

program. While including all 

the features standard to basic 
word-processing programs, 

HomeWord II also includes 

many capabilities not found 
in other programs costing 

under $100. For Instance: 
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e Anexpandable Spelling Dictionary and two-mode 

Spellchecker. 

e Full Thesaurus 

e A View Page option for previewing page layout before 

printing. 

e Outlining feature with 6 outline levels. 

e Footnote function including editable footnote buffer. 

e The ability to integrate graphics from drawing programs 

into text files. 

e Full Search & Replace capabilities with 7 combinable 

Search functions. 

e Headers and footers consisting of date, page number 

and/or your choice of text, aligned to left, right or center 

of the printed page. 

e Optional Mouse support. 

e Supports most major printers (including laser printers). 

e The ability to create logos consisting of any combination 

of text and/or graphics. : 
e Margins and text alignments that can be changed any 

number of times on the same page. 

Extensive onscreen 
help is available 

and an Online 
Tutorial is included 

for hands-on 

experience at the 

user’s own pace. If 
you ve been 

looking for a word — 
processing package 
that meets all your 
home, school and 

office needs for 
under $100, you'll. 

find HomeWord II 

an unbelievable 

bargain at only 
$69.95. 
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SMART MONEY 
Sierra’s Friendly Financial Manager 

If you’ve spent any time 

shopping for financial 

management software, 

you’ve probably noticed that 

your choices are fairly 

limited. You can go with the 

$300 Acme Mega-Account- 

ant (if you can program this 

thing, you'll never have to 

think again!). You can settle 

for the bare-minimum, and be 

confident that if nothing else, 
your checking account is in 

good hands. Or you can get 

Smart Money. 

Many of us juggle two or 

three bank accounts, several 

credit cards, real estate in- 

vestments, and/or stocks and 

bonds. We may perform 

hundreds of business transac- 

tions each month. It can take 

literally thousands of ac- 

counting steps to put our 

finances 

in order. 

At each 

step, there 

is the pos- 

sibility of 

error. 

Any such 

error can 

cost us 

time and 

money 

later. 

_REATURES _ 

M@ AUTOMADE BILL PAYING 
B AUTOMATIC CHICK WRITING 
COMPLETE DOUBLE ENTRY. 

NOOKKERPING 
i} @ BANK AND CREDIT CARD 

RECONCILIATIONS 
INVESTMENTS MANAGEMENT. 
RETIREMENT PLANNING 
WWE DAT EACTION: 

GUARANTEED 

Smart Money was designed 

with the power and perfor- 

mance you’ll find in business 

accounting products, but is 

tailored for your personal use. 
Unlike most personal finance 

software packages which 

simply take the drudgery out 

of finance management, 

Smart Money handles the 

really hard tasks, like loan 

amortization scheduling and 

long term investment 

strategies. 

Smart Money features auto- 

matic payment entry, and an 

automatic reminder of pay- 

ments due. You enter the 

basic information once for 

transactions you make on a 

regular basis—weekly, 

monthly, quarterly, annual- 

ly—and indicate how often 

the payment comes due. 

When you boot Smart 

Money, the program will sig- 

nal you if any payment is 

within six days of being due. 

When you want to enter that 

payment, Smart Money will 

present you with a transaction 

screen already filled in. 

Minutes or even hours are cut 

from the time you spend 

paying bills each month. 

Smart Money also features 

complete double-entry book- 

keeping, and will fill out and 

print checks for you. It will 

40 

Features 
Automatic bill paying. 

Automatic check writing. 

Complete double entry 

bookkeeping. 

Bank and credit card 

reconciliations. 

Investments management. 

Retirement planning. 

adjust your accounts with a 

simple “‘yes” entry by you for 

each cleared transaction that 

appears on your bank or 

credit card statement. Addi- 

tion and subtraction errors be- 

come impossible with Smart 

Money. It does all the calcula- 

tions you usually do yourself, 

and presents you with the to- 

tals. 

If your finances have out- 

grown your paper and pencil, 

try Smart Money. We guaran- 

tee that you will find it to be 

a comprehensive and con- 

venient financial manage- 

ment tool. 

Budgeted 
Last Year’s 



Sierra’s 

On-Line 

The simplest-to-use modem 

software ever! 

There are hundreds of terrific 

reasons to add a modem to 

your computer system. Using 

your modem, you can take ad- 

vantage of convenient home 

shopping, meet new people, 

download free software, even 

make instant airline reserva- 

tions. However, there is one 

excellent reason you may 

have contemplated the idea 

and rejected it: Communica- 

tions software tends to be an- 

noyingly difficult to use. 

Many of us have been aware 

for years that the world of 

electronic communications 1s 

out there waiting for us. But 

if you’ve ever picked up a 

communications software 

package, you probably 

dropped it again. Rather than 

trying to wade through the 

muck of unclear terms and 

impossible instructions, you 

decided it wasn’t worth the 

bother. Until now, the con- 

venience of communications 

has been virtually unap- 

proachable to most of us be- 

cause it’s been such a 

nuisance. 

Because of a complete lack of 

“friendly” communications 
programs on the market, 

many users have been in- 

timidated by the unpleasant- 

ness of these programs and 

have been deprived of a tool 

which can make a personal 

computer as useful and en- 

_ riching as the telephone. 

Using a modem can be con- 

fusing — but it doesn’t have 

to be. Sierra’s On-Line is 

designed to take the frustra- 

tion and guesswork out of 

modem operation. With On- 

Line, you’ll be up and run- 

ning in minutes — not hours 

— and you won’t be over- 

whelmed or limited by its 

range of options. 

Never has modem software 

included so many advanced 

features, yet been so amaz- 

ingly easy to use. On-Line’s 

push button interface, pull 

down menus and step-by-step 

lessons enable the user to go 

online and download valu- 

able free software within 

minutes of installing the pro- 

gram. 

On-Line supports a large 

range of modems, printers 

and graphics cards. Three 

separate communications 

modes, including a special 

split-screen mode for easy 

conferencing. Swap infor- 

mation with other users, or 

communicate with giant 

mainframes. 

Built in transfer protocols and 

a wide range of system set- 

tings allow the user to com- 

municate across town or 

across the world. Includes 
free subscription packet and 

online time for CompuServe 

Information Service, a $15 

value. 

4] 

THE EASIEST TO USE MODEM SOFTWARE EVER! 



Listen! Is that a symphony 

orchestra playing in your 
living room, or is it perhaps 

the William Goldstein score 

for King’s Quest IV? Could 

that be a thunderstorm out- 

side, or is it Roger Wilco in 

danger of being fried by a 

monster lightning bolt? The 

sound of a Sierra game 

played on your stereo with a 

high-quality music card is 

certain to be like nothing 

you ve ever heard from your 

computer. 

If you haven’t heard a lot of 

information about music 
cards, modules and other 

music synthesizers for home 

computer before now, it’s 

simply because the idea is a 

relatively new one; but it’s 

spreading like wildfire. And 

with the support of a variety 

of software manufacturers, 

it’s beginning to sound like 

an idea whose time has come. 

Here at Sierra, we’re doing 

our best to stay on the leading 

edge of the music and sound 

trend with help from our own 

award-winning music crew 

and such musical luminaries 

as William Goldstein and 

Bob Siebenberg. 

Goldstein and 
Sierra Take a 
Giant Leap 
Forward 

William Goldstein has a long 

and successful history as a 

Hollywood composer (in- 

cluding the Fame TV series 

and the feature film ‘Hello, 

42 

Again’), but when he was 

asked to compose a full score 
for an interactive computer 

adventure, he knew he was in| 

for a real challenge. For one 

thing, without special 

hardware and software, com- 

puters are not equipped to 

make real music. Because 

Sierra wanted music scores 

for their games, and because 

Bill Goldstein wanted to 
write some of them, 

Goldstein and Ken Williams 

approached the Roland Cor- 

poration about a peripheral 

that would make IBM PC’s 

and compatibles able to play 

the kind of full musical scores 

they had in mind for Sierra 

games (Atari and Amiga 

computers were already 

MIDI-compatible). Roland 



responded with the MT-32, 

and we were on our way to 

combining the art of game 

| design with the art of musical 

| composition, and the beauti- 

ful score to Roberta 

Williams’ King’s Quest IV. 

Everyone who watched the 

game play with the score and 

sound effects added was 

more than impressed. Here 

was not only a thrilling musi- 

cal composition and a sensa- 

tional new interactive 3-D 

adventure, but an entirely 

new dimension in computer 

enjoyment. 

Two Guys From 
Andromeda Meet 

Supertramp 

The next big game on the 

Sierra drawing board was 

Space Quest III, latest sequel 

in a tremendously popular 

series by Mark Crowe and 

Scott Murphy, also known to 

their fans as the Two Guys 

From Andromeda. Bob 

Siebenberg (part of the well- 

known rock band Super- 

tramp), who lives in the 

Sierra Nevada foothills not 

far from Sierra On-Line’s 

headquarters, signed on to 

compose the Space Quest III 

score, and the outcome was a 

mind-blowing combination 

of talent resulting in some of 

the most exciting sound ever 

to accompany a computer 

game. From the drama of a 

wasteland trek in a deadly 

‘thunderstorm to the ligh- 
thearted theme of an inter- 
galactic tourist trap, the 

Space Quest III score was a 

feast for the ears. 

Miracles Performed 

Sierra’s Own music and 

sound crew put all the pieces 

together into a final product. 

In addition to creating a sys- 

tem that would synchronize 

all the elements, they 

programmed perfect coor- 

dination between game 

events, the accompanying 

portions of the score, and 

over two dozen sound effects. 
The end product was an in- 

credible coordination of 

talent that earned them, and 

Bob Siebenberg, Computer 

Gaming World Magazine’s | 

award for Excellence in 

Musical Achievement. In the 

Sierra Music Department 

there’s a sign that reads 

‘Miracles Performed While- | 

U-Wait’. It’s only the truth. 

Sierra Brings It 
Home To You 

Because we know you'll 

want to hear it for yourself, 

Sierra presents three quality 

sound products for your 

home computer: Game 

Blaster, by Creative Music 

Systems; the AdLib Music 

Card; and the Roland MT-32 

Sound Module. Attach one of 

these to your system and fas- 

ten your seatbelt; your next 

computer gaming adventure 

will propel you into a sensory 

world beyond imagination — 
experience it once and you'll 

never go back. 

Game Blaster Card 

Game Blaster, from Creative 

Music Systems, enhances the 

musical capabilities of your 

computer, increasing your 

gaming enjoyment. 

A full 12-voice synthesizer, 

Game Blaster is a half-size 

card that easily plugs into any 

internal slot in your IBM- 

standard PC, XT, AT, PS/2 

(25/30), Tandy 1000 (not 

EX/HX), 3000, 4000 and 

compatibles. Includes built- 

in power amplifier (2.5 watts), 

built-in volume control, stereo 

output (all 12 voices can pan to 

right or left channel) and con- 

nectors for headphones, exter- 

nal speaker, or your stereo 

system. Includes a disk of 40 



pre-recorded songs. System 

requirements: 256 KB RAM 

minimum, DOS 2.0 or higher 

(5.25" drive, 3.5" optional), 

and CGA, MCGA, EGA OR 
VGA compatible graphics 

board. Creative Music Sys- 

tem, sold separately, is a 

package allowing you to 

learn/play/compose your 

own music, create sing- 

alongs, and add music to 

presentations. 

AdLib Music 
Synthesizer Card 

The AdLib card makes your 

computer come alive with 

music. You’ll experience 

room-filling sound as your 

living room becomes a mini 

concert hall. 

An 11-voice synthesizer for 

use with IBM PC and com- 

patibles, the AdLib is a half- 

size card that fits into any 

expansion slot on the PC 

motherboard, complete with 

volume control and an audio 

jack for headphones, external 

speakers or your stereo sys- 

tem. Includes a disk of 25 

pre-recorded songs. Also 

available through Sierra is 

Visual Composer software, 

(SP10), a sequencer program 

designed specifically to assist 

you in composing songs with 

your AdLib Music Syn- 

thesizer Card. 

Based on FM technology, the 

AdLib is designed to com- 

bine the use of white noise 

generation with FM synthesis 

to create such percussive 

sounds as bass drum, tom- 

tom, cymbal and hi-hat. 

Ad. 

Roland MT-32 

Sound Module 

The Roland MT-32 is at the 

head of its class, producing 

perhaps the best sound 

you ve ever heard. It will take 

you millions of miles from 

your computer as you hear 

the first melodious notes. 

A 32 voice synthesizer (ac- 
tually 8 synthesizers in one, 

with a percussion sound 

module) designed for profes- 

sional musicians, the MT-32 

has 128 preset sounds, a 

rhythm section with 30 preset 

percussion sounds, and ac- 

cepts up to 32-voice 

polyphony. Each synth part 

operates on an individual 

MIDI channel (2-9), with the 

rhythm part preassigned to 

channel 10. The EASE 

software package, shipped 

with the MT-32, is designed 

specifically to help you com- 

pose your Own songs. 

Depending on your computer 

type (see order form), you 

will need a card and/or cable 

to connect the MT-32 and 

your computer. Your MIDI 

or guitar keyboard can also 

plug into the MT-32, allow- 

ing you to play along with the 
games or play your own com- 

positions through this power- 

ful synthesizer. 

You Won’t Believe 
It Till You Hear It 

There’s anew world of enter- 

tainment waiting for you 

when you order one of these 

fine music products from 

Sierra. Order direct now and 

receive free bonus products 

as our way of showing our 

appreciation of your support. 



Free Entertainment Software When You 

Order From Sierra 

Order either the AdLib or 

Game Blaster and get either 

Hoyle’s Book of Games or 

Silpheed. 

a . oe. : she a Ae Sees = ee ee 

a . ae lc iss 

Order a Roland MT-32 and 

get any two games produced 

by Sierra. 

Music Drivers Available On Sierra BBS 

The Sierra BBS - (209) 683- 

4463 - has additional sound 

drivers available to download 

for your computer. Among 

the drivers currently avail- 

able on the BBS (and we are 

continually upgrading 

availability) are the CMS 
(Creative Music System) 

driver, the Yamaha FBOl1, 

the Roland D-10, D-110 and 

D-120, plus a Sierra generic 

driver file. Download the 

driver into the same directory 

as your Sierra game and re- 
run the INSTALL program. 
You should see a selection 

not previously available; 

select it and hear wonderful- 

ly orchestrated music. 
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The Most Controversial 

~ Product In The 
_ History Of Sierra 

No it’s not Leisure Suit Larry 

- it’s hint books. Some people 

were violently opposed to 

them when the idea came up 

in the early 1980’s. Roberta 

Williams best argued the case 

against hint books with this 

statement: 

“T put puzzles in my games so 

people will wrack their 

brains trying to solve 

them....1 don’t want them to 

be able to just open a book!” 

Throughout the company, 

there was the worry that these 

books would become 

“crutches” allowing players 

to play the game practically 

without stopping. They were 

worried that players would 

lose their enjoyment from the 

products if the books were 

available. After all - what fun 

is a puzzle if you’ve got all 

the answers in front of you? 

Finally, the idea of hint books 

was put to rest, but it 

wouldn’t rest for long. 

Hint Books Begin 
To Make Sense 

In 1985, the calls to Sierra’s 

hint lines began clogging all 

the wires into Eastern Madera 

County. Every available cir- 

cuit was busy each day with 

a Sierra call. Neighbors in our 

mountain town were begin- 

ning to complain that they 

couldn’t make or receive a 

phone call during business 

hours, and that something 

had to be done. | 

The debate got hot. It took 

another year for someone to 

work out that hint books were 

an obvious solution. 

The cost of a long distance 

call to Coarsegold from most 

of the country would cost al- 

most as much as a hint book 

- and that’s only if the cus- 

tomer needed just one hint! 

There was also the frustration 

factor. Most people play their 

adventure games at night, and 

we didn’t have operators 

working then to take their 

hint requests. (We do now, 

but that’s a different story.) 

And, because all of the avail- 

able phone lines into town 

were already taken each day 

by Sierra, an increasing num- 

ber of customers complained 

of busy signals. 

Hint Lines 

Outside California dial: 

1-900-370-KLUE 

Within California dial: 

1-900-370-5113 

Hint Books Finally 
Available (And 

They Are A Success) 

Finally, around Christmas of 

1987, Sierra debuted it’s first 

Hint books. Yes, there were 

those silly and impatient 

people that used them to play 

through the game in one sit- 

ting (and they only hurt them- 

selves). There also have been 

less long distance phone bills 

and less frustrated people. 

This story ends on an interest- 

ing and confusing note. 

Recently, the unit sales for 

one Sierra hint book actually 

met, and then overtook, the 

unit sales for the adventure 

game it was written about. 

Could it be that some people 

love the hint books so much 

| they are buying two? 



Adventurers of all ages will 

look great in Sierra’s quality 

T-shirts. Attractive and some- 

times amusing, these shirts 

tell the world how much you 

enjoy Sierra 3-D Animated 

Adventure Games. Choose 

from these stylish designs: 

Sierra On-Line—Multi-color 

“Adventure Game Fanatic’ 

design on white T-shirt. $7.95 

Leisure Suit Larry in the Land 

multi-color ‘Perils of 

Rosella’ design on white T- 

shirt. $7.95 

Sierra 3-D Helicopter—Blue, 

black and white ‘Sierra 

Helicopter School’ logo on 

gray T-shirt. $7.95 

All shirts available in sizes: S, 

Celebrate Sierra 
Japan! 

Sierra On-Line is always 

ready to conquer new fron- 

tiers. Our latest move in that | 

direction has been our recent 

expansion into the interna- 

tional market. We are proud 

to announce our new sub- 

sidiary, Sierra Japan, in 

Tokyo, Japan. Help us 

celebrate the newest member 

of the Sierra family with this 

beautiful Sierra Japan coffee 

mug. An attractive addition to 

your home or office. $6.00 

Front and back shown. 
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Hit The Beach 

With Larry! 

You’ll be the hit of the beach 

with this colorful, heavy- 

duty, giant (a full 30” x 60") 

Leisure Suit Larry beach 

towel. Be the first one on your 

block to own a life-size 

Larry—he’s just what you’ve 

always dreamed of! Great 

gift! $21.95 

The Official Book 
Of King’s Quest— 

Daventry And 
Beyond! 

The Official book of King’s 

Quest - Daventry and Beyond 

is the perfect collector’s item 

for all King’s Quest fans 

young and old. You’ll enjoy 

informative histories, 
detailed maps, and helpful 

hints to, each game in the 

King’s Quest series. $10.95 
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