50* Years of Doing Weird Things

with Computers

Robert Woodhead
KansasFest 2022

*For slightly small values of 50.



| don’t have a lot of photos from the early days...

The reason should be obvious.
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TAPE MAP.

This Tape Map is calibrated for the CTR-41 tape recorder that
is provided with the LEVEL I TRS-80. It may have to be adjusted
for other brands and models of tape recorder,

FOOT LEVEL I PROGRAM FOOT  LEVEL ITI PROGRAM
10 2 player STARTREK | 10  BREAKOUT

100 CHASE 100  CHASE (in realtime)
200 DICER , 200  OTHELLO ¢

250 OTHELLO . 250 WUMPUS s

300 WUMPUS 325 RACER s#3¢

275 RACER 375  MASTERMIND s&¢

125 MASTERMIND 125  GUESSER i

L75 REVERSE 460  MARTINI ¢

525 GUESSER 500 KALEIDOSCOPE 4

560  MARTINI 525 MATH (STARS & ARGHS)
600 KALEIDOSCOPE 575  BATTLESHIPS :¢

€25 MATHDRILL 620 LIFE

€75 BATTLESHIPS _ 650 OTHELLO II

720 LIFE 700 SIMPLE INVENTORY
750 KALEID II | 750  PATTERNS

Those LEVEL II Games marked with i are coverted copies of the LEVEL
I games of the same name, Some of the LEVEL I Games have not been
cowerted in order to make room for the new LEVEL II Games.

The BEST way to load these tapes is to listen to one of your tapes and

MATCH up the volumes. As these are machine duplicated tapes a higher
than normal volume may be needed.

15 TRS-80 Games for $15
(no charge for typographical errors)




152

Uﬂenterprises
= o
W @ @ I w - STARTREK

STARTREK is a two player strategy game. Each player runs a team, either
the KLINGONS or the FEDERATION, initially with five Ships. Each player makes
his moves for each turn, for each ship he has left, and then the game will
update the universe. During each player's move, he may select from 4 options
for each ship, to determine what that ship will do. Note that when a player
is making his moves, the other player does not see the screen.

When a player is making his move, the screen shows what he knows of the universe.
This information includes the position of each of his remaining ships, and any
enemy ships that are within sensor range.

On each move, for each ship, the player may choose one of these options:

S Pressing "S" will select weapons mode. That ship will fire its
Weapons at the closest ship

Pressing "I" will allow you to change your sensor power. Sensors
Are expensive, but they allow you to detect enemy ships at a distance,
and thus learn more about your enemys plans!.

Pressing "K" activates the cloaking device, which renders that ship
Invisible to the enemy. However, use of the cloaking device is very.
wasteful of fuel. Pressing K on another turn will deactivate

DIR KEYS The keys surrounding the "S" key represent the 8 possible directions
of travel on the screen. For example, W is up, and C is down&right.
Pressing one of these keys activates the warp drive engines on the
next turn.

When you have decided and typed in the move for a ship, press ENTER
to tell the computer you have decided.

When BOTH players have made their moves, the computer will process
the moves of the players at the same time. Firing will be done first, and other
functions later. The fuel cost for whatever the ships did on the last turn is
then updated. It is possible for a ship to withstand the enemy attack and then
run out of fuel as its energy stores are depleted.

When one team has been obliterated, the game is over!
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Two promising alumni ot Cornell University, Andrew Greenberg (left) and Robert
Woodhead
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IF (CH>="1") (CH<="8") THEN ...
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Computor whiz s tlll fee

By Lnllie Wilson
Staff Writer

PRI

ITHACA — As one of the two
wizards who created the popnlar :
. computer game, “Wizardry,.’
Robert Woodhead has seen more
success than most 29-vear-olds.

His graphic fantasy/adventure
simulation — featuring gnomes,
hobbiis, and a Mad Overlord —
‘became a cult item in the U. S by
the mid-1980s.

Today, translated into four lan- |
guages, it’s most recently become a |
craze in Japan, where there are
Wizardry jackets, Wizardry hmt'
books, and a sound-track album.
Still to come are an array of other
souvenirs, such as key ‘chains,
basebalt caps and engraved silver- I
| ware.

./ But all that success has feit the
bite of the commercial software
industry’s most vexing prcblem:

Piracy, as program theft through 1

illicit copying commonly is called.

“If it weren't for the pirates, I'd
be driving a Lamborghini instead
of a Corvelte,”” says the British-
barn Ithacan. -

Admitting that guesswork on the

,ubgect is tricky, Woodhead
levertheless estimates that his
ompany, Sir-Tech, Inc., has lost
ibout a fourth of its deserved
‘evenue to pirates since it started
ip in 1981 — ar a loss, on average,
if about $1 million a year.

But an Italian sports car may nat
e far away. Woodhead says the
acourge of software piracy is wan-
ng. In fact, he thinks the problem
1 regard to home computer es

1as diminished considerably in the |

:ast couple of years.

“The market has evolved. (In the |}

| varly 1980s} vou used to have ois
«f computer fanatics playing the

games, (people) who would get |

them off pirate bulietin boards,” he
says, referring to the special|
yhione-connected terminals where |

- inyone with a computer and a

nnodem can find unprotected pro-
sgrams to copy. During those years,
le believes there were typically
tive copies of any given program
prated for every one that was sold.

“But now you have a more main-
stream type of customer who
votld just as socn go into 2 store-
shd buy it,” he says.

The new user community is also, | consders illegal copying te be sull

Y

1

cn werage, not as techmcauy

soplisticated as that-of several
yea's ago, again: bécause of the

-"fatrly ® holesa!e andasi

. preblem fér the industry.
Most home computer games

. have ket their-built-in copy pro-

: teetions bur the.rest of the soft-

ware incustry gave up such protec-

tions om or two years ago, he says.

gnificant

{fallivg ratio of compdter fanatics,
sSays Woodhea(}. Thiat _means
the'e’s a lower 3atio of users
interested in- crz;ckmg software:

copr-protaction. €0 5-just for the | The buitin devices created.trou-
furt ind :0f 1t "and: conse--|' hle becaise they prevented legiti-
queitly a smaller- .,Opnrnom of | mate owaers fram m .back-up |
piraed copies copies o: their own data, an advis- |

- Woodhead aud his Sjr-‘l‘echpart able precaution-to guard against
Ners are NOwW. of removing.| losses fram possible disk damage. -
the copy protection- ‘devices on . But perhaps more co to

their game disks =ent1re1y, “and |
relying en our customers’ gocd
will” That’s partixdueé to hig belief {
thatpiracy is decregsing and parfly

bec.use the company wants to;

the incustry, the protection
devices” ever really worked — at

*whlzzeswho would break a code
and becyme responsible for the

avoil the complicatians -that pro- 1. first geuzration of an unprotected 8

tecton devices can entail, such as | pra

maintaining different protections | : eimes thene was more cre-

in tle face of unﬁmasem hardware |

charges. } protecticns than went into the pro-
Buit uc]);her; dxspnt.& Woodhea&ll' m., ** says CooKe. That

viev that so piracy is Qa the to the appearance of -

wan:. J. Robert ( e is a Carnell gramss;ecﬁcaﬂycreatedtoc%;;

engineering *professor who | protecter pro

receitly developed @ new: protec- | Both V'oodhead and Cookeagree

tionprogram called DiskMan

: ; that the past severg! years have
PC, vhich relies on passwords.

revealed an ethical blind spot in a
large segnent of the pepulation.

SR T

blte of pro; am plrates-

. a_tmtjr ging into the breaking of { .

least ‘nct among the computer B

s BN
&
!

police record of software being sto-
len, the way you see a record of

ald-mmm by P.hlloom

B-ohert Woodhead sits in front of his television set dispiay-
ing the video game he helped invent, “Wi cardry.”

“You'd never see a report in the

other stoler: property. But that's
just becau:e it’s so common.**
Cocke says.
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BAFTA Special Award for Brenda Romero
A not only celebrates a rich and varied career,

but also a lifelong devotion and fascination
towards games and all their facets. Games have played
such a vital role in her life from a very early age that
she can’t recall what first sparked her passion for the
medium. “I genuinely have no idea,” she laughs,
“because I don’t remember ever not having it.”

During her formative years, she developed a love of
storytelling through games. At garage sales, Romero
(née Garno) would knowingly buy incomplete board
games, using the parts that remained to make up
her own. At 11, she bought the original edition of
Dungeons & Dragons, before going on to develop her
own ruleset for tabletop RPG Rolemaster. And by 15,
she had her first job in the games industry at Sir-Tech
Software, publisher of the popular Wizardry series.

It was an unorthodox start by most standards. The
job offer came as a result of a chance encounter with
tellow 15-year-old Linda Sirotek, then co-owner of
Sir-Tech, in a New York bathroom. Romero and

“I have done pretty much every
job in the industry — from
playing to making to teaching.”

Sirotek (now Currie) just began talking.
“She asked me four questions,” Romero
recalls. “Did I have a job? ‘No. Had I ever
heard of Sir-Tech? ‘No. Had I ever heard
of Wizardry? Also ‘No. Had I ever played
Dungeons & Dragons? That answer was yes.
And with that I had my interview.”

The role involved answering questions
on the Wizardry hotline, assisting players

THE SPECIAL AWARD

BRENDA ROMERO

Words by Chris Schilling % Images supplied by the Romeros

Above and below:
The many faces of Brenda Romero

with tips and information about the game. It was a
dream job for a role-playing obsessive: Romero was
contracted to work five days a week from 4-8pm
after school, but she sought ways to extend those
hours, starting earlier and finishing later.

If fortune played a part in her recruitment, her
sheer drive and desire to learn was what led to
her rapid rise through the ranks. Soon, she was
writing manuals, hint guides and press releases,
before moving onto development management
and production roles. “Basically, if there was an
opening and I thought I could do it, and it was
higher than where I was at the time, [ would ask
to try it,” she says. The culmination of her efforts
was a lead design role on the multi-award-winning
eighth Wizardry game. Romero’s post-Sir-Tech

career has been similarly unconventional. At one »

BRENDA ROMERO
GAMES HISTORY (SELECT)

70717 Gunman ‘Taco Truck (Romero Games Ltd)
2015 Dangerous Dave in the Deserted Pirate’s
Hideout! (Romero Games Ltd)
2014 Techno Dash (Hammerwing Studios, Inc)
2012 Pettington Park (Zynga Game
Network Inc)
2012 Tom Clancy’s Ghost Recon: Commander
(Ubisoft, Inc)
2010 Ravenwood Fair (Lolapps)
2009 SuperPoke Pets (Slide)
2007 Def Jam: Icon (Electronic Arts)
2005 Playboy: The Mansion (Cyberlore Studios)
2003 Dungeons & Dragons: Heroes (Atari, Inc)
1999 Jagged Alliance 2 (TalonSoft)
1995 Druid: Daemons of the Mind
(Sir-Tech Software, Inc)
1994 Jagged Alliance (Sir-Tech Software, Inc)

1991-1994  Realms of Arkania Volumes 1 and 2
(Fantasy Productions Verlags)

1990 Freakin’ Funky Fuzzballs
(Sir-Tech Software, Inc)
1984 Crypt of Medea (Sir-Tech Software, Inc)

1981-2001 The Wizardry series
(Sir-Tech Software, Inc)

Above (top to bottom): Dungeons
& Dragons: Heroes (2003); Def Jam:
Icon (2007); Train (analogue game);

Jagged Alliance 2 (1999)
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THE RETURN OF WERDNA

THE FOURTH WIZARDRY SCENARIO
Designed by Roe R. Adams, III

AT LAST YOU ANAKEN FROM EMDLESS
NIGHTHARES AND TORMENTS. MAD WITH
LUST FOR REVENGE®

BUT FIRST YOU HAVE TO REGAIN THE
POMERS MHICH HAVE BEEN DRAIMED

ANAY AND ESCAPE FROM THIS CURSED
PRISON TOMB. PRESS ¢ TO BEGIN.

Features:

* At least 10 levels of increasingly chal-
lenging Mazes, each with its own theme

* DOES NOT require characters from any
other Wizardry Scenario

» The First Expert Level Scenario
* Unique Role-Reversal Plot
 Hair-raising Combat Sequences

« Allies you can't trust

 More graphics, more plot and more adven—
ture than any previous Wizardry Scenario

 For ages 7 to adult

AL SRR B T N TS TR RN
The World of Wizardry- Chapter Four

You are Werdna, the evil wizard who
once decided to conquer the entire world.

You were busy trying to unlock the
secrets of the magical amulet you
“acquired" from your nemesis Trebor when
an unruly mob of adventurers burst into
your inner sanctum and defeated you.

At first they thought you were dead.
Foolish mortals. It is most difficult to kill
a master of the arcane arts! When the
authorites realized that your indestructible
body lay in a deep trance, they adapted an
ancient Subterranean ruin into an escape
proof prison. They surrounded your bier
with patrols, traps, and guardians.

You awaken in a small room at the
bottom of this prison maze, a room with
no doors. You are as weak as a newborn
babe, your magical powers drained from
you.

Getting out of this room won't be easy;
escaping from the rest of prison may prove
near impossible. But you are undaunted.
You want revenge and the amulet back!

Over 400 adventurers developed by
Wizardry players form the cadre of
Werdna's jailers. Your favorite character
may have been selected for this honor. If
you meet him, show no mercy...he surely
won't!

WARNING: EXPERT LEVEL SCENARIO!
The Return of Werdna is an EXPERT level scenario for experienced Wizardry

players ONLY. Novices will rapidly

become totally frustrated - this game is

VERY difficult! First-time Wizardry players should play the first scenario,
Proving Grounds of the Mad Overlord, before playing any other Wizardry game.

Note: Although not required to play the game, the manual included with Proving Grounds
of the Mad Overlord will be very useful to have around while playing The Return of

Werdna.

Winner of 10 International Awards
Play the Wizardry Gaming System: Proving Grounds of the Mad Overlord
(#1), Knight of Diamonds (#2), Legacy of Llylgamyn (#3), and The Heart of

the Maelstrom (#5).

0 "10500" ",
ISBN ©-925846-03-5 R.0.W. APPLE

Andrew Greenberg, Inc. and Robert Woodhead, Inc. All Rights Reserved.
ademark of Sir-iech Software, Inc., and Reg'd TM - Canada

SIR-TECH

ir-Tech Software, Inc.
ensburg Mall, Ogdensburg, NY 13669, 315-393-6633







e Roe: Could you use this to subtitle videos?

e Me: Sure, don’t see why not.

« Roe: Great! We could subtitle some anime for the club.

« Me: Yeah, but | have a better idea. I'm going to Japan all the
time. We could get some licenses, subtitle them, and sell them
here in the USA.

« <<Pause, followed by painful, hard-to-breathe laughter>>

e Roe: That's the dumbest idea I've ever heard. It’ll never make
money. Nobody would ever buy subtitled anime.

« Me: So we should do it, right?

« Roe: Absolutely.



MADOX. Kilgore vows revenge, and gets his chance when the army
carelessly loses the prototype in Tokyo. Meanwhile, the MADOX is found
by Sujimoto Koji, who presses buttons before he has completely read the
manual and ends up zooming around trapped in a machine he doesn't quite
know how to operate. The army sends Kilgore to recover the MADOX.
Convinced that Kilgore will trash Tokyo in the process, Elle dons a second
prototype and goes after Koji. Koji has his own problems. If he doesn't
meet his girlfriend Shiori for a date, he will lose her forever!

X

Sublifies- 1355 AnimEigo

e All rights under copyrght reasived.

contenls 1987 FupSanksi
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Story and Direction Aramaki Nobuyuki

Character Design Tamura Hideki

Mechanical Design Aramaki Nobuyuki &Yamane Kimitoshi
English Translation Michael House & Shin Kurokawa
English Editing Roe R. Adams, Il & Masaki Takai
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Ace female test pilot Kusomoto Elle defeats macho tank driver Lt. Kilgore . ‘ ARG Sy -7 | ' e AE

in the first demonstration of the advanced personal battle tank, the J | =P a4y 2k 2 e e
i | ey ' < S
~ . : : ‘ ’ ’ - ‘:‘. 3 N (

R AFS fimaD
1989/ COLOR 7 Slerso Hi-Fi / 48 Win

Drignal Audisvisuel

NOTE : CONTAINS MILD PROFANITY AND VIOLENCE.

Metal Skin Panic - MADOX-01 ©1987 by FujiSankei Communications, Int’.
Translation and Subtitles ©1989 by AnimEigo, Inc. This copyrighted work
is licensed for home viewing only. Unauthorized display, duplication and
distribution is prohibited. All rights under copyright reserved.

ISBN 1-56567-000-0 Anim " .
i 7 TEIGO. g

7187 1
2L385HHAS with English Subtitles COLOR 50min
PO BOX 989, Wilmington NC 28402 (919) 251-1850 AT088 - 001
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t% Thank you for choosing GEnie 3%

The Consumer Information Service
from General Electric

Copyriaht (C), 1993

GEnie Logom at: 22:37 CST on: 930285
Last Access at: 18:21 CST on: 930262

No letters walting.

Entering GEnie¥Basic Services

GEnie Announcements (FREE)

1. Jan. "33 GEnie Billina Complete - to review your bill, tupe:. RBILL

¢, Mew Game, Free Weekend, MNew Features In......... . H M

3. An automated Macintosh grthlc Interface for GEnie 15 In...... MACFRD

4. It's back - Invest to Win Fortfolio Contest................... FINUEST
J. AMA President Ed Youngblood Talks About Riding Issues......... MOTO

o. HURRY - §01n Uﬁ; grap these games before 1t's foo late.. .. ... s(FTCLUB
(. FREE GLOSSERENNER'S GUIDE w/$4@ order. At ERAND NEW........... MHEOOKS
. CRAZY SALE PRICES on Uideo Laser Discs -- OWLY at............. LASERCRAZE
5. H LEElt [1 Quit - 20,008 files can't be wrong................ He

18, How to Avold Costly Sexual Harassment Law Sults.............. HO 5B

1. It's HOT, 1t's Qut, it's _FREE_and it'sin.................. LENTELANP
12, stocks Soar To Records Hiahs...Let The Latest Picks.......... 5l

14, New instrument information now turning wp in . . . . . ......HUSIC

14, Win FREE SOFTWARE tn.............. N i A S 3 A ¢ +F000

13, STUDENTS - Homework Help and Tutoring In..................... LALC

Enter &, <Help, or <CR} to continue?
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It is the year 2032 A.D. Like a Phoenix, the city of MegaTokyo is rising from the ashes of a devastating
earthquake. In the twisted canyons of the megalopolis, the Knight Sabers, a small band of high-tech
mercenaries, fight a lonely battle against the evil GENOM Corporation and it's sinister android “Boomers.”

A hard-rock soundtrack and gritty “cyberpunk” style propel this intense action film into an all too probable
future, where technology has run amuck, and emotion is all that separates man from machine.

Planning & Original Story Suzuki Toshimichi Producer (English Version) Robert J Woodhead
Director Akiyama Katsuhito English Translation Michael House
Character Design Sonoda Kenichi Shin Kurokawa
Art Director Arai Kazuhiro English Editing Roe R Adams, llI

NOTE : CONTAINS VIOLENCE & STRONG LANGUAGE.

Bubblegum Crisis ©1987 by Artmic, Inc. & Youmex, Inc. Translation and Subtitles ©1991 by AnimEigo, Inc.
This copyrighted work is licensed for home viewing only. Unauthorized display, duplication and distribution
is prohibited. All rights under copyright reserved.
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A nimEigo.,apanese tanguage (ViSht BUBBLEGUM CRAISIS

with English Subtitles ., ge..  The Japanese Animaied Cyberpunk Classic
PO BOX 989, Wilmington NC 28402  (919) 799-1501 AT091 - 001 Episode { of 4 = Jubiitled o English
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Relay2Tetris
16-Bit Register + 2:1 MUX

MadOveriord.com
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github.com/RJWoodhead/Relay2Tetris



http://github.com/RJWoodhead/Relay2Tetris
http://MadOverlord.com
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15 TRS-80 Games for $15




