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..Dogs

ing to Marten, “One individual
spent several minutes on numer-
ous occasions during the show,
coming up and bowing toour com-
puter.” To make a long story short,
ORIGIN is now Micro Age's fully-
approved vendor forentertainment
software, possibly its first. Now,
the attack plan is to blitz the indi-
vidual franchises with demo disks
and sales pitches.

Before that, Karl hit the Intelli-
gent Electronics Show in Florida.

“One individual spent
several minutes on
numerous occasions
auring the show, coming up
and bowing to our
computer.”

IE’s the biggest franchise
group; it includes Bizmart and En-
tree, to name a couple. Other visits
took him to Seattle, Portland,
Vancouver and San Francisco. He
should land on Austin soil again
next Monday. All his hard work’s
payingoff. Lateyesterday, Karl sent
word that Costco/Canada (like a
Sam’s or Price Club) has picked up
Underworld and Ultima 7. Like-
wise, Fred Meyer,a 100+storechain,
has picked up Ultima 7, Under-
world and Wing Deluxe. Good
work, Karl!

Meanwhile, Anita’sbeenburn-
ing up the friendly skies to Chicago
totalk withadistributor called Josha.
Then it was on to Champaign for a
meeting with American, a growing
distributor there. She’s about to
embark on a northeastern tour to
New York, Connecticut and
Toronto. We'll probably be carry-
ing her success stories next issue.

To update other sales, Elec-
tronics Boutique’s already re-or-
dered Second Trilogy. EB sold 167
unitsin thefirsttwodays. Likewise,
Software Etc. sold 147 units in the
same time frame. Marten says the
early indication is that Second Tril-
ogy will be a strong catalog prod-
uct. Wing Deluxe is moving a little
slower, butstill sold in excess of 100
unitsin thefirsttwodays of release.
Babbages has already placed a re-
order for that.

Even bigger news may be on
the horizon. If things fall into place,
Strike Commander will be in U.S.
Tandy stores. Watch this space for
updates.

World Media
Roundup

Wing 2

Build a new shelf for the tro-
phy case; there’s simply no stop-
ping Wing 2. Germany’s DOS Inter-
national and Windows magazines
have named it “PC Product of the
Year.” Our Germanrep willbepick-
Ing up the award at the Cebit Con-
ference in Hanover this week.

Through the wondrous tech-
nology of telephone, satellite com-
munications and fax we’ve learned
from our European Brand Man-
ager, Jennie Evans, that Wing will
be commanding alotof attention at
theupcoming European Computer
TradeShow.WingCommanderhas
been nominated for “Best CD
Game” (re-mastered ontoCD-ROM
by Software Toolworks), and Wing
2’s been nominated for: Game of
the Year, Best Action Game, Best
Graphics, and Best Sound. The
awards ceremony takes place April
12th at London’s Limelight Club.

As reported in an earlier
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“Point,” the Australian mag PC
Games Plus gave Wing 2 its “Game
of the Year” and “Technical Bril-
liance” awards. Well, that issue fi-
nallymadeittothestates,and guess
what....Chris took top honors as
“Game Designer of the Year.” Con-
gratulations to him and the team
for all of this well-deserved recog-
nition. There’s really no way to de-
scribe the impact that the Com-
manderlinehasmadeon theindus-
try.
ORIGIN: On Top Down Under
In the sameissue of PC Games
Plus, Wing 2 was nominated for
“Arcade/ActionGameoftheYear”
(edged out by D/Generation) and
ORIGIN was nominated for “Soft-
ware Publisher of the Year” (edged
out by Sierra). ORIGIN junkies had
more—s0 much more—to enjoy in
the same mag. Wing 2 gets a glow-
Ing two-and-a-half page review.
Spedial Operations gets a thumbs-
up as well. There’s a full-page pre-
viewof Underworld, aseparatefull-
pager for Ultima 7, a look ahead to
Strike,acompany update from CES
and a mention of ORIGIN as “the
future of computing and one of the
ulimate companies in clue book
production.”

Underworld

England’s ACE magazine is
calling it quits, a victim of faltering
sales. But in its swan-song issue, it
will etch Underworld into immor-
tality by naming it “Best Fantasy
Role Playing Game Ever.”

France’sTiltmagazinehasren-
dered its decision on Underworld:
20 out of 20—the highest rating
ever given.

Tim Smith, the journalist with
England’s PC Format who visited in
January, says Underworld “is go-
ingtolead tosharpintakesof breath

(More on back page)



Announcing the Great Ultima
GameBoy Map Contest!

Whether you know it or not, there’s another Ultima world being created
right under your noses... and we’re having a contest to see who can design
the best dungeon map! People on the project will be the judges, and are
not eligible. The winner of the contest will get a) a free lunch — yes, there
still is such a thing, occasionally —, b) a free copy of the game, once its
out, and c¢) Official Recognition in the game. So send in your maps by
April 15. All maps submitted are eligible to be included in the game and
to win the contest.

There are two ways in which you can design dungeons. First of all, you
can draw some maps that look nice. Just use standard graph paper, draw
us something you like, and then deliver it to one of the GameBoy people
— Either Gary Scott Smith, at extension 650, John Onorato, at extension
655, or Alan Gardner, at extension #129/1415. Anyway, you can mark on
the maps places you want traps, treasure, and monsters.

Or if you're interested, you can use the editor yourself, put in all the stuff
you want, and give us a finished product. Of course, you need to learn how
the editor works to do it that way. Just see one of the GameBoy people,

mentioned above, and we’ll give you some interesting instructions and a
fun-filled walkthrough.

In either case, you'll need to know the basics, right? Right. Well, first of
all, the maps that you design can be one of four sizes: 16x16, 16x32,

32x16, and 32x32. All of these have walls bordering them.
The player only sees a 9x9 area at one time, though, which is centered on

his position. Each square contains one of the many tile designs that we
have: floor, wall, door, hall, decoration, missile or monster.

Okay, following is a list of tile functions, so you know what you have to
work with.

Water: Can’t walk on it, but can shoot over it.

Decorative tiles: These are things like tables, chairs, crates, potbellied
stoves, beds, dressers, urns, that sort of thing.



Walls: used to create passageways. There are three types of wall: brick,
‘cobblestone,” and ‘natural.’

~Walls also come in diagonal and jagged varieties, so you can create lots of
neat visual effects.

Boulders and barrels: Both block movement, but can be moved them- -
selves, if there’s not anything behind them in the direction you want to
push them.

Door-like objects: Normally the ordinary door can be opened by the
average adventurer. However, there are three different kinds of locked
doors, and each requires its own unique key to open it. When a locked
door is opened, the action uses up the key. There are also portcullises,
which block movement, can be shot through, and can also be opened.

Treasure: Is usually found in treasure chests, but can be placed any-
where, ‘In’ anything.

Lava: Hurts the player when he walks over it.

Swamp: Slows the player down.

Ladders, etc: There are up ladders, down ladders, stairs facing in the
four cardinal directions, and pits, which make you go down, but you can’t
get up. From pits, that is.

Spiderwebs: There are two types of webs. Both block movement (except
for spiders). One type can be destroyed by attacking it with anything, but
the other type can only be destroyed with fireballs.

Teleport devices: There are teleport arrows and teleport discs. The
arrows move the player to the next arrow facing in that direction that he
would encounter, were he to travel straight in the direction the arrow
faces. These work up to five tiles away. If there is no arrow within five
tiles that faces the same direction, then the player teleports two spaces in
the direction the arrow faces. Teleport discs, when stepped on, move the
player to the closest other disc.

Trigger devices: Although anything can potentially be a trigger device,
the most common are touchplates, mushrooms, floor and wall switches.
Touchplates function like this: Player steps on them, and something hap-
pens — usually an egg hatching or a tile changing. They work every time



he steps on them. Mushrooms are similar, but they’re a one-shot deal —
the player picks them, something happens, and he can’t pick them again.
The switches are a different story. The player changes their position, and
something happens. If he switches the switch back, then the change is
usually reversed.

Heads: Although mostly decorative in nature, the heads are usually the
things that missiles sprout from.

Triggers: Triggers are the way you get tiles to change from one type to
another — thereby opening or closing a portcullis remotely, for example —
or to get an egg to hatch. You're all familiar with the concept of egg, aren’t
you? Well, just in case, an egg is something that produces a monster or
item when it is activated. Eggs can be used only once, or they can be used
many times if desired; every time an egg is hatched, a new set of monsters
will appear, or the same item will appear, or whatever. Anyway, back to
triggers. Triggers make something happen if the player bumps into or
steps on one specific tile (the fool!). For example, if the player steps on a
certain touchplate, then that causes all doors to turn to walls. Simple,

huh?

Monsters: First of all, there are bats and rats. They're both kinda
whimpy, but they’re fast. Skeletons and goblins are next; they're whimpy
too. Skeletons pace, and there are two kinds of them: those that pace
horizontally, and those that pace vertically. Snakes are a bit stronger, but
they’re slow. Gremlins are whimpy, fast, and they steal food, to boot. Spi-
ders lay webs that you have to shoot to get through. Trolls are just a gen-
eral nuisance. Wizards are kinda tough, and they pitch fireballs. Ghosts
can move through anything. Sea monsters come in three varieties:
Seahorses, who are generally friendly, seesils, who pitch fireballs at you,
and squids, who don’t have a special attack, but will tear the hapless
player limb from limb if he gets too close. Cyclopses are a bit tougher than
trolls, but no less a nuisance. Reapers are the standard stationary mon-
ster; they shoot death rays at you. Mimics look just like treasure chests
until the player gets next to them, and then they bite the player’s head off.
Wisps teleport randomly and shoot lightning bolts. Jaggers are big mobile
rocks; they turn into boulders should the player kill them. Hydras are
nasty monsters that shoot lightning bolts and fireballs, and dragons are

even tougher, but they don’t move around at all. There are other mosters
available; they’re all listed in the editor.

Now that you know the tile types and devices — generally speaking — you
are now ready to design your own maps. Go ahead — be creative!



Key for GameDBoy
Example Map

a: the way in

b: the way out (the door to this lad- K%
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der is locked). =
¢: chest contains the key to the door i

with the ladder up Vi
d: food is in this chest T
e: skeleton guarding the food i
f: leveris the trigger that opens .“..MM.

portcullis 1 Sty
g lever is the trigger that opens ....Nu

portcullis j
h: lever is the trigger that opens

portcullis 'k

Teleport arrows work as described in the document.
They're here for demonstration purposes.
Note some of the decorative tiles scattered about.



...Board

e European licensing fees grew
40% and international revenue
doubled from last fiscal year.

¢ The number of Product Devel-
opment personnel more than
doubled fromthe previousyear.

The overview had a few cave-
ats, too. Here are some of the areas
targeted for improvement:

e Three products slated for re-
lease didn’t make it out the
door. Projected loss from last
year's potential performance
as a result: $6.5 million, not
counting reorders. There are
no real solutions, only to try
and refine the near-impossible
task of projecting release dates
for new technology.

* Product returns were unaccept-
ably high at 12%, more than a
doubling of last year’s rate.
Most returns were not truly
“defective” product, but instal-
lation-related problems. The
solution: continued efforts to-
ward a more uniform installa-
tion procedure from a special-

T

ized programming team. But
third-partyhardware and soft-
ware conflicts coupled with
consumer confusion may limit

the success in this area.
e The “Worlds of Ultima” line,

while criticallyacclaimed, had
lackluster sales. The line has
been discontinued unless/un-
til a better angle can be found.
e General growing pains meant
problems with security, some
employee turnover and in-
creased difficultyin communi-
cations between the buildings
and offices. The solutions: im-
proved security measures, fi-
nalizing the management
structure and additional com-
munications such as the (also
critically-acclaimed) Point of
ORIGIN and employee-run
Entertainment Committee.

In its objectives for the next
fiscal year, ORIGIN wants to ex-
pand the domestic sales channel,
focus growth on European devel-
opment, increase the product re-
lease schedule, “stabilize” work
environment and staffing levels,

develop new business opportuni-
ties (such as SNES and licensing)
and relocate the entire company
to a new headquarters building
before the end of this fiscal year.
Overall, the projected budget is
about $20 million and could con-
ceivably go as high as $25 million.

The general attitude was that
while FY 91-92 was very good,
but it was also a very big gamble.
Given the limited success of some
products and the slippage in
schedule of others, hard work,
Wing Commander and a certain
amount of luck carried the com-
pany through what could have
beena veryrough year. The Board
was reportedly very optimistic
about the new budget and appre-
ciated the presentations made by
all of the Producers and Depart-
mentManagers. Next year’s meet-
ing may include a sort of “meaty
excerpt” segment of those presen-
tations for all of the employees.
Our new facility should be able to
accomodateeverybodyinasingle
room!



..Media

and someheavyrethinking by other
software houses.”

Jennie is working on getting
theUnderworld demodiskattached
to the covers of Generation 4
(France) and PC Format (England).

Sofar,sogood. Great coverage
for a product which hasn’t even hit
the shelves yet!

Ultima VII

Tim Smith (PC Format) was
understandablyoverwhelmed with
the U7 endgame. He calls it “the
pride and joy of designers, pro-
grammers and Garriott himself...
Atlong, long, long last, the visuals,
speech and music make this a wor-
thy way to finish a game that will
probably take the average player
well into 100 hours of play.”

Tilt (France) gives U7 a rating
of 19 out of 20—nearly perfect!

Comings and
Goings

ORIGIN welcomes two new
employees to our corporatebosom.
Sharon Miller, of Western Temp
fame, has joined us as our new “Di-
rector of Product Development
Operations and Corporate Human
Resources.” It's a big title, but it’s
alsoabigjob. Jennifer Davis,along-
time friend of several ORIGIN em-
ployees, comes aboard with an al-
most equally-lengthy nameplate:
GraphicDesignerand Desktop Pub-
lishing Specialist in Creative Ser-
vices.

We also bid a fond farewell to
two guys heading for the prover-
bial “greener pastures”: Jeff George
and Steve Beeman. Best of luck,
keep in touch, and many thanks for
all the hard work and contributions
to ORIGIN's success!

We're working on getting a copy of
the magazine.

Kapa, an Italian mag, plans to
feature U7 on its cover next month.

Jennie’s also working on a
major press tour for Richard in Eu-
rope with about 30 of the top trade
journalists. They’rechompingatthe
bit. “In the last week, I've probably
had 30 editorial calls about Ultima
7 and Underworld,” she says, “so
thecoverageisjustridiculousnow.”
(Yankee translation: we're very
pleased with the interest of the Eu-
ropean press.)

Also...

Look on the bulletin boards for
theseotherarticles: Wing2'sreviewed
in PCM and Japan’s PopCom, plus
some playtips from VG & CE. And
QuestforCluesIV getsanicewrite-up
in Enchanted Realms..

...Choices

Ing it out is mandatory.
The Report Card'’s the oppor-
tunity to provide feedback on a

variety of issues. You can register Status reports from QA:
howyoufeelabouteverythingfrom e U7 Final 3.0
the quahty of your WOI'kiIlg envi- Very strong_could Sl en off
ronmenttosuppliestomanagement Monday
as a whole. There’s also a section UW Final 4.0
whereyourateeachdepartmenton v :
: : . ery strong—could sign off

your perception of its professional- Mond
. LS : onday
ism, dedication, quality of workand
leadership. e W2/German Final 1.3

These Report Cards will be Strong—could sign off late next
repeated about every 6 months, a week
sort of bi-yearly checking of the * Spc. Ops. Alpha 1.1
company pulse. Early stages, but lots of fun

In our next info-packed issue: An on-site

report from the SPA Symposium in Seattle,
where Wing Commander Il is up for awards
In 3 categories. Don't miss it!
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