
































































They're Back ... 
Not content to rest on the 
dubious accomplishment of 
invading New York, Dave, 
Barry, and DeeDee and co­
des i gn er Barbara Ward 
decided it was time to bring 
their special brand of fun to a 
city closer to home .. . San 
Francisco. 

'For the sequel we picked San 
Francisco because we 
wanted it on the west coast, 
and that city had the most 
recognizable landmarks. We 
went down there after we had 
the story almost done, went to 
each of the locations and 

reenacted the game one 
scene at a time and took pic­
tures to keep it realistic.· 

In 'Manlwnler: San Francisco• 
the horror is back. It is 
year 2004, and San Francisco 
is under the rule of the aliens 
we all know so well from 
Manhunter : New York. 
Aided by their killer robots 
and the traitorous humans 
who work for them, the in­
vaders have transformed the 
magical city by the bay into a 
dark nightmare of tyranny 
and death, where unknown 
creatures stalk the streets. 

'One of our goals was to try 
to push the boundaries of 
what games have done, and 
to surprise the player by 
trying to do unexpected 
things. We wanted to have a 
lot of visual impact. In a few 
spots, we went for the gross­
out.' 

'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. 



History of Sierra and Japanese Games 
that Japanese children dis­
played was simply amazing. 
What impressed Ken most of 
all though , was the 
craftsmanship of the games. 

"When I scheduled my first trip 
to Japan , my intent was to set 
up methods of se/Jing Sierra 
products there. I quickly real­
ized I (and American software 
publishers in general) had a lot 
to learn ... " 

"From the moment I was 
shown the first computer 

In 1986, Ken Williams made game , I knew I was hooked. 
his first trip to Japan. He went There was a multi-voice 
with a rather limited under- stereo soundtrack and an 
standing of their market. His elaborate cartoon to start the 
opinion was that the Japanese game, and the animation and 
had a lot to learn about the graphics were simply in­
future of personal computing credible . I couldn' t believe 
- and he was just the guy to what I was seeing . This 
teach them. wasn' t programming - this 

In studying the Japanese 
was an arrform!" 

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 Ill). 

market, Ken found that the hot !---------------------­
machine over there was the Thexder: Sierra's First Japanese Import Is A 
'Nintendo Famicom' . It was 

Hit In America 
described to him asa 'cartridge 1----------------------
based video game machine' 
and Ken has always held such 
machines in contempt. 

When Ken left for Japan the 
very first time , few 
Americans had ever heard of 
Nintendo. When he arrived 
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 
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During Sierra ' s first 
trip to the orient, no 
product stuck in his 
mind as much as a 
deceptively simple ar­
cade game called Thex­
der. Built on the 
premise of the 'trans­
forming robot' concept 
that wa just becoming 
popular for U.S. 
children ' s toys, Thex­
der had both a good 
'hook' and a good 
design. 

Like all truly success­
ful arcade games, 
Thexder was simple to 
get into; the moment 
you sat down to play, 
you felt like you 



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 
of three Japanese computer 
stores for monopolizing a 
computer to play the game, 
and he had yet to see even the 
fourth level (there were at 
least 8 more). Ken not only 
bought a Thexder game, but 
an NEC 8801 personal com­
puter to play it on. 

"We managed to wire the 
NEC to run on US electrical 
current, and the Sierra 
Programming department 
ground to a halt for weeks ... / 
think I decided to acquire 
Thexder from Game Arts (the 
Japanese Publisher) for two 

reasons, I thought it would be 
a good game and I desperate­
ly hoped that after debugging 
the game for IBM , I/GS, etc. 
the programmers and quality 
assurance people might get so 
sick of seeing it that they 
would get back to 'work' . 

Thexder debuted in computer 
stores late in 1986 Uust in 
time for Christmas) and was 
Sierra 's bestselling game title 
of 1987. The product con­
tinued to be a great seller, and 
- unfortunately for Ken - the 
Thexder game music con­
tinues to roll out of program­
ming department computers 
during breaks and lunches. 
Then disaster really struck, in 
the form of another Game 
Arts product. This one is 
called Si/pheed. 
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Silpheed: Computer 
Game - or Interac­
tive Music Video?? 

By the time Sierra personnel 
got their first look atSilpheed, 
the Game Arts people and 
Sierra had cemented their 
friendship. Sierra had hired 
not only Ed Nagano (Ken' 
shopping companion on his 
first Japan trip) as a Sierra 
U.S. Ambassador for Japan, 
but also a Japanese program­
mer, Mickie Lee, for Sierra's 
U.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 
omething like this to our 

games". Later, a translator, 
Akiko Skellerup, would be 
added to the staff to assist 
Mickie, and as an entirely un­
fo rseen bonus, to teach 
Japanese language cla ses 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 
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Silpheed had a different ong 
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. 

"I remember comin[? into the 
office one night at about mid­
ni[?ht and hearing the sounds 
of Silpheed echoing throuf?h 
the halls. The speakers at­
tached to the complller had to 
have heen turned up full 
blast! I traced the music hack 

to its source. There, sitting in 
the dark with a joystick and a 
Pepsi, was not one of my 
programmers, hut my Cheif 
Financial Officer. Ed Hein­
bockel. Ed was really getting 
into the game! ... He won't 
admit to it, hut 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 
the success of Thexder 
(which is still one of Sierra 's 
best-sellers) but program­
mers and quality assurance 
people till 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 
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K.K. has been doing business 
out of small office in Tokyo 
for just a very few months, 
with Ed Nagano serving as 
shacho (president) of the sub­
sidiary corporation. 
Sierra 's SCI based games, 
and it's MS-DOS conver­
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 hipping 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 laste t coup, though, 
isn ' t an action game. 



ber o f Japanese game 
publishers scrambled to cash 

_ ..__ ._,·n o n the new succe s of 
G 's in Japan. American 

publ ishers began re leas ing 
~~:::::1111 ... apanese vers ions of th e ir 

fantasy-role pl ay ing games 
(The Wizardry, Bard 's Tale, 
Might and Mag ic and Ultima 
eries are all widely available 

:......_ _____ , fo r Japanese computers). No 
Action and Fantasy R e- laying co mpetito r th ough, co uld 

Games Merge in a New Japanese Import m a tc h th e s t re n g th a nd 
popularity of the Sorcerian 
game. Even now, a number of 
years late r , Sorcerian 
p rod u c t s co ntinu e to 
dominate in the popular RPG 
market segment. 

About the same time that Ken 
Williams made his firs t sales 
lrip into Japan, a then mall 
company named Nihon Fal­
com released the fi rsl install­
men t in what was to be a 
megahit Fantasy Role- Play­
ing series. Sorcerian , as it 
was called, was one of the 
very fi rsl fan tasy-role-play­
ing games ever designed for 
Japanese computer . It was an 
immed iate s uccess, a nd 
launc hed a new craze in 
Japanese gaming known col­
lec1ively as ' RPG '. 

Unli ke most games available 
al the time, Sorcerian com­
bined action , e lements of 
graph ic adven tures , a nd 
sophisticated ro le-playing. It 
was truly a breakthrough. 

On top of design innovation, 
1he game fea tu red graphics 
that were absolute ly stun­
ning, even by the high stand­
ards of the Japanese - and 
fea tu red a soundtrack th at 
was so incredible, it ha since 
been rerecorded by a sym­
phony orchestra and re leased 
on compact disk. It was a tri ­
umph in co mpu te r 
cinematography. 

Fifteen separate ro le-playing 
scenerios were incl uded in 
the game, prov iding a depth 
of pl ay that the Japanese - so 
u ed to arcade games - had 
never ex perienced before. 
The fac t that each of the fif­
teen scene rios feat ured a 
large number of creens, and 
even a larger range of music 
and sound effects, was equal­
ly impressive. 

Pl ayers loved the fac t that 
they could actuall y choo e 
the characters that they would 
pl ay in the game, and that 
they could choose how the 
c harac te rs wo uld prepare 
them e lves m ent all y and 
equip for battle. The very fi rst 
Sorcerian players were ab­
so lute ly amazed wi th th e 
realism a they watched thei r 
young heros move to middle 
age, and again as their hair 
and beards fil led with gray. 
Each time they lost a hero to 
old age or battle, they ex­
perienced an emotion border­
ing on grief - an odd fee ling 
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 

Today, Nihon Falcom is not 
only one of the largest com­
puter game maker in Japan, 
but is in fac t is one of the 
largest computer game pub­
lishers in the world. Sierra is 
re latively small compared to 
Falcom , so we we re bo th 
surprised and de lighted 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 et of demands 
on what the U. S. vers ions of 

Sorcerian would look and 
play like. 

At thi writing, it looks as 
though the first version of 
Sorcerian for the U.S. 
market will be for MS­
DOS, due in February or 
March of 1990. True to the 
wi hes of Nihon Falcom, it 
will likely ship only for 
EGA/VGA/MCGA and 
only on 1.2 meg floppies. 
Owners of 8-bit machines 
may never be able to see the 
product for their machines 
due to Nihon Falcom rigid 
rules regarding graphic 
and music. 

We at Sierra can't wait til 
you feast your eyes on Sor­
cerian, and we continue to 
look for other landmark 
Japanese products for im­
port to American machines. 
Look for Sorcerian in early 
to mid 1990 in American 
computer stores, and look 
for future Japanese hits 
from Siem in the pages of 
thi catalog. 



The Peaceful Medium Between Price and Performance 
Since 1he binh of !he Compw er Age, software publishers have dispwed 1he issue of price vs. pe1formance in complller software. 

Power Comes at 
Great Cost 

Idiot Proof 
Software (Software 

Jn one comer stand the corn- Only an Idiot Will Use) 

panies developing program In the other comer are the 
for users who demand ul- developers bent on delivering 
timate performance from software for the most com­
computer oftware, and are puter illitera te of users -
willing to pay hundreds of software that is uncompli-
dollars for it. Most we ll - cated, but inefficient. A pro­
known productivity programs gram with layers on layer of 
are priced out of reach of mo t prompts and menus is not so 
users, but even if money were much ' friend ly ' a bother­
no object, the complexity of some. In their eagerness to 
most ' professional quality ' shield the novice user from 
software is sti ll a problem. the complexity of powerful 

..,.____ _ • programs, these publi hers 
may limit the productivity of 

'
~====~===.:-~ some features, and eliminate 

others en t irely as 
confusing '. 

A Question of Balance ... 
all , it contains those features 
that are most useful and con-
venient, and does away with 
those that are expensive and 
d iffic ult. 

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 

software co ts less than $ I 00, 
doesn ' t req uire the user to in­
stall optional hardware, and is 
intuitive. Instead of leading 
the u er by his nose through 
the program, it patiently 
teaches him how to use it. Its 

the demands of the majority 
of computer user that find 
themselves caught in the 
middle of the war between 
power and approachability. 
Our resulting products speak 

For almost 10 years now , forthemse lves. 
Sierra has been producing 

Of 
feature and options are easy 

piece produc t ivi t y 
to access and operate. Most of 

software that trives to meet 
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SOFTWARE . -

Horne Word II: HomeWord Plus quickly be­
came the number #I selling 

The word processor available 
Evolution of a through the largest retail 

___ R_e_v_:o_l_u_t_io-=-n ___ 
1 

chain in the nation (Tandy 

Way back in 1983, when the ComputerCenters)andalead 
seller in other outlets. microcomputer industry first 

begantorealizethatnotallof Six years later, with the 
those computers they were release of HomeWord II , 
selling were going into busi- Sierra has created the best 
nesses, Sierra was there to balance of power yet found in 
lead the industry with a new a word processor. 
brand of productivity 
software we then called "user Although Home Word Il con­
friendly" (back then it was a tains not just a powerful word 
new word, not the industry processor, but also and on­
joke it is now). line thesauru s and a spell 

checker, the package is 
HomeWord , the industry 's shipped with documentation 
first word processor targeted that is only 24 pages long (in­
specifically for non-business eluding index and glossary). 
users, was introduced in mid- Most users never even need 
1983 and quickly became one to open the manual to under­
ofthe best-selling products of stand the program. 
that year. The product would 
quickly gamer sales of over Home word II is a true 
one hundreds thousand units, WYSIWYG (What You See 
and would be picked up for Is What You Get ) word 
distribution by both Tandy processor. Mo t users with a 
and IBM (two of the worlds need for a multi-featured 

word processor will find what 
"" largest producers of 
"'I they're looking for in this 

microcomputers). 
program. While including all 

Horne Word went through the features standard to basic 
three major revisions, and word-processing programs, 

y was eventually replaced by HomeWord lI also includes 
d HomeWord Plus , a new many capabilities not found 
e release of the word processor in other programs costing 
n that featured a spell checker. under $JOO. For Instance: 
( . 

k 

An expandable Spelling Dictionary and two-mode 
Spellchecker. 
Full Thesaurus 
A View Page option for previewing page layout before 
printing. 
Outlining feature with 6 outline levels. 
Footnote function including editable footnote buffer. 
The ability to integrate graphics from drawing programs 
into text files. 
Full Search & Replace capabilities with 7 combinable 
Search functions. 
Headers and footers consisting of date, page number 
and/or your choice of text, aligned to left, right or center 
of the printed page. 
Optional Mouse support. 
Supports most major printers (including laser printers). 
The ability Lo create logos consisting of any combination 
of text and/or graphics. 
Margins and text alignments that can be changed any 
number of times on the same page. 



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 teps to put our 

finances 
in order. 
At each 
step, there 
isthepa;­
sibility of 
error. 
Any such 
error can 
cost us 
time and 
money 
later. 

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 
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Features 
t'\utomatir hill paying. 
Automatic check writing. 
Complete douhk entry 
booU,eeping. 
Bank and credit card 
n.:rnnci I iation, . 
Investment- management. 
Re tirement 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. 



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 oftware tends to be an­
noyingly difficult to use. 

Many of us have been aware 
for years that the world of 
electronic communications is 
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 
ha been virtually unap­
proachable to mo t of us be­
cause it's been s uch 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 a useful and en­
riching as the telephone. 

Using a modem can be con­
fusing - but it doe n' t have 
to be. Sierra's On-Li ne 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 option . 

Never ha 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 pecial 
split-screen mode for easy 
conferencing. Swap infor­
mation with other u ers, or 
communicate with giant 
mainframes. 

Built in transfer protocols and 
a wide range of sy tern 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. 
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FEATURES 
• Pull down menus, mouse 
support, push button selec­
tion, make Sierra's On-Line 
the easiest to use communica­
tions program ever offered. 

• Supports a large range of 
optional hardware including 
300 to 9600 BAUD modems, 
printers, and all major 
graphics cards. 

• Supports a wide range of 
indu try standard transfer 
protocols. Send and receive 
files easily. 

• An easy-to-use, built-in 
editor creates scripts that save 
you time by automatically ac­
cessing outside services. 

• Talk to large mainframe 
computers using the VTIOO 
mode capability. Lets your 
computer emulate a terminal 
when connected 
mainframe computers. 

• A special mode for on-line 
conferencing splits 
input from responses. 



Listen! Is that a symphony 
orchestra playing in your 
living room, or is it perhaps 
the William Gold tein 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 tereo with a 
high-quality music card is 
certain to be like nothing 
you 've ever heard from your 

If you haven ' t heard a lot of 
information about music 
card , 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 manufacturer , 
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 erie 
and the feature film 'Hello , 
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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 pecial 
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 score 
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
fu I score to Roberta 
Williams' King's Quesr IV. 
Everyone who watched the 
game play with the score and 
so und 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. 

The next big game on the 
Sierra drawing board was 
Space Quest Ill , latest sequel 
in a tremendou ly popular 
series by Mark Crowe and 
Scott Murphy, also known to 
their fans as the Two Guy 
From Andromeda. Bob 
Siebenberg (part of the well­
known rock band Super­
tramp) , who I ives in the 
Sierra Nevada foothills not 
far from Sierra On-Line' s 
headquarters, signed on to 
compose the Space Quest lII 
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
ga I acti c touri s t trap , the 
Space Quest III score was a 
feast for the ears. 

Miracles Performed 
Sierra 's own mu s ic 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
c red i bl e coordination of 
talent that earned them, and 
Bob Siebenberg, Computer 
Gaming World Magazine ' 
award for Excellence in 
Musical Achievement. In the 
Sierra Music Department 
there ' a s ign that read s 
'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 
ound products for your 

home computer: Game 
Blasrer, by Creative Music 
Systems; the Adlih 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 Blasrer, from Creative 
Music Systems, enhances the 
musical capabilities of your 
computer, increas ing 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 I OOO (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 headphone , exter­
nal speaker, or your stereo 
system. Includes a di sk of 40 
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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 mu ic , create sing­
alongs, and add mu ic to 
presentations. 

AdLib Music 
S nthesizer 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 I I-voice synthe izer 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 headphone , external 
speakers or your stereo sys­
tem. Includes a disk of 25 
pre-recorded songs. Also 
available through Sierra is 
Visual Composer software, 
(SPlO), a sequencer program 
designed specifically to assist 
you in composing songs with 
your Adlib Musi c Syn­
thesizer Card. 

Based on FM technology, the 
AdLib is designed to com­
bine the use of white noise 
generation with FM synthe is 
to create such percuss ive 
ound a ba drum, tom­

tom, cymbal and hi-hat. 

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 ynthe izer (ac­
tually 8 synthesizers in one, 
with a percu sion ound 
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 ynth part 
operates on an individual 
MIDI channel (2-9), with the 
rhythm part preassigned to 
channel 10. The EASE 
software package, hipped 
with the MT-32, is designed 
specifically to help you com­
pose your own so ngs . 
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 a new 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 I Order a Roland MT-32 and 
Game Blaster and get either get any two games produced 
Hoyle' s Book of Games or by Sierra. 
Si/pheed. 

Music Demo 
Cassette 

Sierra has prepared a music 
demonstration cassette which 
includes samples of Sierra 
game soundtracks perforrned 
on a IBM computer using the 
Roland MT-32 and the AdLib 
Music Synthesizer Card . 
Compare for yourself the dif­
ferent sounds. The only 
charge is $1.95 to cover ship­
ping and handling. 

Music Drivers Available On Sierra BBS 

The Sierra BBS - (209) 683- availability) are the CMS as your Sierra game and re-
4463 - has additional sound (Creati ve Music System) run the CNSTALL program. 
drivers available to download driver, the Yamaha FBO I, You should see a selection 
for your computer. Among the Roland D- 10, D-110 and not previously available; 
the drivers currently avail- D-120, plus a Sierra generic select it and hear wonderful­
able on the BBS (and we are driver file. Download the ly orchestrated music. 
continual 1 y upgrading driver into the same directory 

45 

Major Software 
Publishers 

Support Sound 
Products* 

t • 
.e ;I 

I Publisher ..l I ... 
.: i3 "' 

Accolade y y y 

Activision YN y 

Dynarnix yy y 

Electronic Arts YN y 

Epyx YN N 

Lucasfilm yy y 

Microprose YN N 

Mindscape yy N 

Origin yy y 

Sierra yy y 

* Y = Yes, some products 
will support this board 

N= No, no products sup­
port this board at this time 

This information 
provided courtesy of 
Computer Gaming 
World 



No it's not Leisure Suit Larry 
- it' hint book . Some people 
were violently oppo ed to 
them when the idea came up 
in the early l 980's. Roberta 
Williams best argued the case 
against hint books with this 
statement: 

"/put puzzles in my games so 
people will wrack their 
brain s trying to solve 
them ... ./ don 't want them to 
be able to just open a hook!" 

Hint Books Begin 
To Make Sense 

In 1985, the call 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. Throughout the company, 

there was the worry that the e 
book s would become The debate got hot. It took 

another year for someone to "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 
avai lable. After all - what fun 
is a puzzle if you've got all 
the answers in front of you? 
Finally, the idea of hint book 
was put to rest, but it 
wouldn't rest for long. 

work out that hint books were 
an obvious olution. 

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 ju tone hint! 

Hint Books Finally 
Available (And 

They Are A Success) 
Finally, around Christmas of 
1987, Sierra debuted it's first 

There was also the frustration Hint books. Yes, there were 
factor. Most people play their those silly and impatient 
adventure games at night, and people that used them to play 
we didn't have operators through the game in one sit­
working then to take their ting (and they only hurt them­
hint requests. (We do now. selves). There also have been 
hut that's a different story.) less long distance phone bills 
And, because all of the avail- and less frustrated people. 
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 

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: 

Hit The Beach 
With L 

You ' II be the hit of the beach 
with thi s colorful , heavy­
duty, giant (a full 30" x 60") 
Lei sure Suit Larry beac h 
towel. Be the first one on your 
block to own a life-s ize 
Larry- he's ju t what you ' ve 
alway dreamed of! Great 

•lliliiiil••iliiiiiil•ll gift! $21.95 

Sierra On-Line- Multi-color 
' Adventure Game Fanatic ' 
design on white T-shirt. $7.95 

Leisure Suit Larry in the Land 
of the Lounge Lizards- White 
jersey- blue or yellow 
sleeves. $7.95 

Police Quest 11- Multi-color 
design on navy blue T-shirt. 
$7.95 

King's Quest IV- Beautiful 
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, 
M, L, XL. 

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 u 
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 
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the 
OFFlCIAL 
BOOK OF 

KING'S 
QUEST 

DJ\Vl'~TR\' ANO Bl'Yn-.;o 

The Official Book 
Of King's Quest­

Daventry And 
Be ond! 

The Official book of King's 
Quest - Davenrry and Beyond 
is the perfect collector's item 
for a ll King's Quest fan s 
young and old. You ' ll enjoy 
informati ve hi s tori es, 
detailed maps, and helpful 
hint to each game in the 
King's Quest series. $10.95 
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