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INPORTANT ANNOUNCEMENTS

Nue to a shortage of people
and computers. ..

Starting with issue R4, the
HARDCORE Program iibrary will be
selling programs by the issue or
volume instead of by irdividual

am,

pm%is means that, like NIBBLE,
each issue will have its owr disk
of %roqrams.

n this way, we can maintain a
low overhead and keep the prices
1o our readers low.

Go this 15 the last chance for
you to order individual programs.

The volumes will be:

Disk contral......... $18. 2@
{DiskEdit & DisklUiew)

T B2, vwemosvinues $18.84
tArtist's Easel, Amber's Te, Text
Trvaders, Relief Mapper)

(Map Editor, Zyphyr Wars, Menu,
L.0:B.- Hyperngg';

DOUBLE
your

DISKETTES

The only reasons your Apple ][
cannot use the back side of your
diskette are:

1. There is no notch.

2. The diskette manufacturer did
not test the back side, or worse,
put the {lawed front to the back.

A nibbling tool will solve problem
number 1,

DISK PREP will solve problem
number 2.

DISK PREP formats and tests your
disk. Sectors with flaws are left so
that they cannot be used. Your disk
is left ready to boot, complete with a
flaw report program saved on it,

$25.00

sympathetfc software
9531 Telhan Drive
Huntington Beach, CA 92646
California residents add
$1.50 sales tax
Dealer inquiries invite?l

Subscriptions
B e I e ey e $20
(G |50 o o T S, 529
MEXICO . vt oo e e §3
SLAMBNIOE o i wvwwn pan s $38
allothers. ..o en ... .542

All foreign subscriptions must be In
U.S. funds and prepaid. No credit
cards, yet. D PURCHASE ORLERS

DOMESTIC DEALER RATES sent upon
request, or call (206) 534-1684,

UPDATES will focus on the subject of
Softkeys, “How to make backup coples
of so-called uncopyable diskettes.”
Updates are available only fo sub-
scribers and are not sold in stores.

If HardCore is not published on sche-
dule, your subscription will still be for 4
issues and 4 updates regardless of the
time it fakes to fulfill that order.
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DVERTISER'S INDEX

Syapathetic Software......2
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The Gravity Carmon can be made
to appear anyhere on the city
scape: atop intact buildings,
in the streets, amid burning
rutle of blasted buildings
and within the molten craters.
(But shoating from such a
crater will cause the camnun
to melt down.

your Gravity Cannon is your Only defense after._.




REQUIREMENTS:

48K RIT+ with Applesaft in ROM

MUFFIN

HYFERGFALE ®ARS &y Continental
Softuare

& Blark Diskette

Wher 1 tpoted *Hyperspace Wars,' |
was intrigued hy their graphics demo
fthe picture drips down froa the top
of the screen as 1f meltingd, |
wanted to know how thev managed to do
1t, sc ay first thought wae to exs-
pine the pragram,

After looking at the progras, my
cecand thought consisted of & host of
foul phrases directed at copy-protec-
tion. Instead of finding out how the
graphics deao worked, ! was once
again forced to enter the battle of
locked software.

BACKGROUND

"Hyperspace Wars” is pubiished
b; Lontinental Software tcopyright
198%) and consists of two games on a
single disk:

f) “48K TREK," & test "Star
irek" type of stretegy arcade game,

2t "3-D Space Battle," one cof
the pipneers in "real-view" space
arcades.  [n this game, the player is
shown an "ocut-the-window” view in
which stars move and aliens abound,
zooming towards and away from the
player,

"Hyperzpace Wars" 15 on a DOS

3.2 disk, In order te run e D05 3.3
sastens. the game reauires gither the
BRSILS disk or the BOOTIZ program
from the paster disk.

In the following sectians, I
will first explain how | applied my
own methods to unlocking "Hyperspace
kare", and then provide a step-by-
step method that will make it easy
for znyane to do.

NOTE: I+ the ilocking method on
2 pore recent version of this package
kas been aitered, the following
unlacking teahniiue may apply enly to
the oid version {pre-HardCore!, in
any case, it will show another method
that can be used to unlock your own
proyrams.,

HARDCORE Computing Update 3.2

by ROBE CANFIELD

HOW I DID IT

Te dizcover what locking method
was used, 1 booted "Hyperspace Wars®
ingd, after the Hells praEraa was
toaded, entered the somitor,

The next step wWas to compare the
DS in memory to a normal 3.2 DOS,
Te do this, 5 moved the "Hyperspace
Wars” RHTS down to $4884, using the
Monitor Move commang:

$48@¢< B8@E . BFFFM

| then placed & 3.2 disk thet
had been upgraded to boot on either a
3.2 or 3.3 syster tn the drive.

After the dick had booted, !
compared the two RWTSs.

The only differences that |
found were in the address marks and
in the Translate Tables. "Hyperspace
Wars" uses a data sark of D&
instead of the rnormal DOS 3.2 mark
¢t DS, The Translate Takle
had two bytes switched:

(24 and &8)
Angther byte was thanged from D&
to DS.

It was also necessary to clear
the Checksum Value.

fill of these changes were easy
to make to "Muffin”, Since "Muffin”
has a 3.2 image of the RWTS
‘Read-Write Track/Sector) in 1t
fstarting at $198@), ali I had to do
Wat make a few changes and, viola, !
had an uniocked (normalized) 3.3
version of the game.

YOU CAN DD IT, TOO
From my own nethods, discussed

above, I have written an eaan guide
for normalizing "Hyperspace Wars'

i} Beot the 3,3 MASTER disk to
insure that there is a good 1.7 D05
iR MEROTY.

! Make sure ybu are in
fippiesott by typing:
Fr

F.0. Box 44349
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3} Initialire a disk with HELLO

#s the Hello prograe,  Enter;

INIT HELLO

_ Set this disk aside for use in
Step 3.

41 BLOAD "Mutfin" from your
System Master disk!

BLOAD MUFFIN

3 Enter the monitor:
CALL —-151

b Rnd make the follawin
charges toc "Muffin® thit RE?UEN after
gach linel:
1A#8: D&
1474: D6
1A63: 18
1BDS: 68 24
1DAL: DS

The first two changes are to
the address marks, ang the third
change ciears the Checksum, The }ast
thgge bytes change the Read Translate
Table,

7) From the monitor, run
"Muffin":
8E36

§! Use the initialized blank
disk from Step J as the target disk
te put vour copy of "Hyperspace Wars”
0%,

9) #hen asked for the FILE
NAME, enter an equal sxan f=} and
copy over the existing Rello name.

You now have norealized
"Hyperspace Wars®.

1 am interested in seeing a des-
cription of the "Hyperspace Wars'
democ mentioned above, as | spent all
my time unlocking the program and
couldn’t write a description betore
Update 3.2 was published,
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Wouldn’t it be great if you could
buy top guality games for only

$5. 975

each even when there’s only one game
per disk?

There is 2 may to bring the price
down to that wonderful figure...

But first
why are

computer games
s0 expensive?

The retail prices of games average
about $30 !some are as high as $168')
Eet disks cost only $2 to $5 each,

dd to that the rost of copying,
labeling, packaging, shipping....

a publishers’®s
point—of-view

My own experience reveals that the
inflated price of software is caused
by severa] factors:

1. The number of potential
custosers is small relative to the
general population,

2. The active sales lifetime of
gases {only about 2 to & sonths) is
short.

3. The actual number of new
?anes being written is not yet enough

o enable competition to reduce the
price.

4, Publishers must spend a lot
of money just to proscte (advertise)
the products

9. still more money to Ercduce
t?e printed documentation, labels,
ELC. ¢ .

6. and still more money to
screen the submissions, suggest or
nake alterations, make thousands of
copies, mail free samples to dealers
and reviewers, print docusentation,
register :oprriﬂhts, trademarks,
etc... all of which sust be paid for
before the product even begins to
produce revenue.

If the product fails to produce
the revenue to cover these initial
expenses, the publisher will have
lost money.

A That's the publisher’s side of the
story.

Let's examine the same story from

a witer’s
point-of-view.

The writer has expended 2 lot of
time and, yes, money to turn an idea
intp & game. The finished product is

i | e | e f da
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introducing...

AUDARPARD/DARPA

submitied to a publisher. It may be
rejected after a week to even §
nonths of waiting, The writer then
subeits it to ancther ﬁublisher until
it gets accepted, or the writer gives
up, or decides to self-market it,

It accepted, the publisher will
want certain alterations made so that
the aaae will confors to their high
standards, That’s more time and money
spent by the author,

After 3 to 9 months, the first
advertiseaents for the game appear in
pajor magazines and the product
he%ins preducing revenue of which the
author ?ets approximately 26% (of the
wholesale price which is about 44%
lower than the retail pricel. That
neans, on a $36 game which wheoiesales
at $1B, the author gets $3.68.

ThaE’s payment for time and effort
that began more than a year ago. In
other words, the author doesn’t get
any monetary return for effort spent
until after the game sells, more thap
a year later.

From the standpoint of the
Rublishgr, a higher price tag means

igher initial revenue.

From & writer’s standpoint, a
higher price tzg means a higher
rovalty.

But that higher price tag also
means that fewer peopie can afford to
buy it. But software is prohably
price elastic, which means that a
drop in price will usually rause a
substancial increase in demand that
will result in a higher total revenue
due to greater sales,

a pirate’s
point-of-view

And for a product that can be
easily and inexpensively duplicated
by the consumers, a hig rrice tag is
2 way of askin #or trouble...and, of
tourse, the industry gets it where it
hurts most: in the pocketbook...
software thett via casual duplication
and distribution, .

So h;?h prices are going to stay
with us for a long time because the
industrg ig hed?iﬂg its investaent,
since they can’t reduce the financial
risks involved.

Then there are the investers
{speculators) who see that the prices
are not %allxni as they shouid...
they see that the prices are, in
tact, rising! That’s what thev mean
by *software is going to be the sost
lucrative investaent in the coaputer
revolution’,

N A R O I R o A e B o B/ e e

a user’s
point-of-view

_ However, as a consumer, I don’t
like high prices' It liaifs ay
enjoyeent of games by limiting the
games in my inventory... and ? don't
care to receive stolen goods because
['m alst & game writer, And as a
writer, [ dan’t like being blamed for
the high price of games even though
ry own income depends upon it,

There’s ?at to be a nay to lower
the price ot scftware while still
Rain g:n:ng the lucrative aspect of
the field both for the writers and
the publishers.,. and I've found one
way.

Please follow
my logic:

1} If high Erices are the result
of the financial expenditures and
risks required to market a gase, then
find a ua{ to reapve the cost of the
risk and the pre-revenue expenditures
from the price of the gane.

2) 1f the high price of promotion
{advertising) is keeping the price
tag sky hig thern find a way to
regove that expense from the price,

Simple, right?
So, how can this be accoaplished?

the solution

. Let the buyers take the risks
involved in producing a game and
that way, lawer the Erice. In other
wards, buyers would buy a qame that
is in the pre-sale stage thereby
relieving the publisher of that huge
initial expense of preparing a gase
for sale.

And let 5nnethin2 else swallow the
huge cost of product prometion... for
example! & mesbership fee that would
be used to pay for prosotion,

IRennvin% just those factors would
bring a $3¢ game dosn to $16 or less.

Now add on the security created by
a large number of buyers who have
already purchased that gase... and !
Egnqgfup the price down to & paltry

. become a
micro-publisher!

Would you step into the shoes of
the publisher and spend only $5.95 in
order to buy a game that, when
ééggily released, will cost $26 to

“P.0. Box 44549
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QUEST US.A. (User's
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Are you bu!ing a pig-in-a-pake?

You would be 1f you had no way of
paking a selection as to what games
you will buy. My system would give
you the opportunity to make that
decision... the same type of decision
a publisher must make... except you
will not be investing tens of
thousands of dollars. And when the
game is marketted at the
usual retail price, Enu will have
pade an investment that returned a
value of 404% or more. In other
words, you get a price break because
you were, in a way, one nf the
publishers, .

Let me explain this in more
detail.

First, the amortized advertising
expense will be gaid for by a nominal
nesbershig fee, This fee would alse
pay for the publication and
distribution of a monthly newsletter
magazine that would promote the
products available and pay the
expenses of the organization that
would maintain it.

Secondly, aesbers would invest
inte games and game ideas accepted hy
this urEanizatian... by buying the
game betore it is released to nen-
members. The earlier in the pgame’s
developeent you purchase it, the
greater the risk you take. So
naturally, the cost to you, the
investor, is lower. The closer to
toapletion is the game, the less the
risk and the higher the cost until,
finally, the game is released. At
that time the price of purchase will
be its retail price.

Thirdly, a ?aae will not be
narketted until a large nuaber pf
buyers {investors) is ?uaranteed
feinimizing the production expenses).
That means that at least 1069 copies
of the gane sust be sold before 1t is
prfduce tor outside (non-member)
sale,

How will these pre-release games
be sold when there isn’t yet a
product to be sold in the first
place?

"pre-sale”
certificates

Three types of "CERTIFICATES OF
PRE-SALE" will be sold to members:

The first type is the most risky.
Called the WHITE SERIES, users uiir
be buyinﬂ games from first-time
authors fwriters for whoe this is

by B. Bryte

their first marketted game}.

The second, the RED SERIES, will
be certificates for games pruauced by
authors who have previpusly had 2
gane marketted by theeselves or by
another ﬁuhlisher.

The third, the GOLD SERIES, will
ke gares b{ authors who have had a
?ane narketed by this organization

pr its mesbers.

Detzils of each class will be
explained later in this article.

benefits
for writers

This arganization will alsp have
benefits for authors! How else can it
paintain its high qualit{ of games?

The first benefit will be simply
the royalty... uq to 257,

The secand will be the advances or
soney paid to authors before the game
produces revenue on the outside
parket. That’s right, advance payment
betore the game is published; money
paid when the gase 15 accepted for
publication. In some cases, maney
gill qe paid even hefore the game is

equn’!

The third will be their enhanced
status among the users and a drop in
the rate of software theft,

Let ae explain...

an end to
piracy?

By keeping the price of games
under $18, I hope to deter software
theft by the kids and adults who
tan’t afford to pay 38 for a gase,

At the same tise, this
arganization’s newsletter will reveal
to users just how long it takes to
develop & game because they will be
buying & game in the developeent
stage, sometimes even hefore it is
aritten. That comsitment seans {aith
in the game’s author. Users will
become aware of the authors of the
games and find that they are pecple
oo people just like thes, people whe
work hard to produce a game for sale
to the users, Seme authors may even
acquire fans, much like some authors
of books,

By revealing the genple behind the
games, users will put greater value
on the game, even though the price
will be lower than those outside the
erganization,

________

_____________________________

That is the idea ! like best;

LOWERING THE PRICE (OF GAMES,
YET INCREASING THEIR VALUE to users,

That’s the founding idea, the
aotivating concept behind ..,

SOFTQUEST U.S.A.

tUser’s Software Alliance)

Peaple use ?eles, and people
create games, in this computer-based
form of entertainment, people become
sore aware of people, Writers and
Users become friends, not adversaries
in a price-product war,

And maybe, just maybe, the host of
saftwarp thieves will think twice
before stealing from a friend.

What is a User's Software
Alliance?

It’s the consumer’s side of
SOFTAUEST {the other “side" is the
Uniorn of Software Authors...!,

SeftBuest is an organization that
unites the creative talents of
program writers with the desires and
needs of the Users. It permits the
users to hecome investors into the
publicatipn of the games they want.

By being a meaber and taking on
sore 0f the risks of a publisher
USers ran bu{ games for oOne fiftﬁ of
the final retail price.

In some instances, the users even
have a voice (by voting) as to who
will write the games.

fnd, since certificates are
usually sold for specific categories
{tyqes of games), authors best
gualitied to write that tyfe of game
will conpete to be the writer
coamissioned to create it because a
game comnissipn means a pre-advance
when the game is started, a reguiar
advance when conpleted, and up to 25%
royalty when the gaae 15 sold outside
the club 2t competitive prices (%24
to $54),

Now... down to the details of how
SuftDuest morks,

Ysers invest in games Eet-tu-he-
warketted, They do this by buving
'CERTIFICATES OF PRE-SALE", These
certificates are divided into 3 or
pore series and may either he “fpen"
pr "Closed",

4n "Open” certificate is the first
gtfering of the ?ame. Depending upon
the class, it will mean different
things ranging from "game idea is





































