FALL 1992

VOLUME 1, NUMBER 2

P U N E*

"Enemy unit approaching from the north."
You order your infantry units to break off their
escort duties and head north. "Yes, sir. Movin
out!" The spice harvester 1s only 60% full, but
you tell it to head back to the spice silos,
because you need tanks now, not storage.

Suddenly, more bad news: "Enemy unit
approaching from the east. Wormsign! Worm-
sign!" Uh, oh. Then the radar goes out. "Our
base 1s under attack.” No kidding! Where are
those reinforcements? Where are your tanks?

Custer's last stand? Gulf War flashbacks?

No! It's actually a glimpse of Westwood
Studios’ latest release for IBM compatibles,
Dune [I: The Building Of A Dynasty! This
strategic combat/construction simulator goes
beyond city-building simulators and stock war
games. your ran takes place on the desert

planet of Dune--hardly a resort planet, but 1t's
not like you came for a vacation! Youre a
warlord fighting for dominion over the spice-
laden sands of Dune, where the Emperor offici-
ates over a contest to harvest the most spice and
thus win control of the planet.

Of course, no one ever said conquering a

planet was easy. Why, 1f 1t was just a matter of

beating up the other guy, 1t wouldn't even be a
problem, right? A good warlord knows to
marshal his resources in order to build an effec-
tive war machine. Garrisons must be built to

provide backup for his troops and all kinds of

combat vehicles and ordnance. Do you wait for
enough revenue from spice harvesting to build
a factory and manufacture more tanks, or do
you save time (and spend more) by buying
everything from the CHOAM merchants? A
o00d warlord quickly learns the balance be-

tween power and efficiency.
Problems abound on Dune II: marauding
3

Continued on Page

Legend of Kvrandia Update

Boy, are we having tun with The Legend of
Kyrandia! We have already sold over 100,000
Legends of Kyrandia, making our first foray
Into adventure games a success. The hint lines
have gone berserk! The Legend of Kyrandia
hints section 1s getting thousands of calls, and
judging by the letters and the calls alone, the
journey into Kyrandia was certainly worth the
while!

Tosaythe least, we are extremely gratified by
the response. Thank you. These are the times

that make all the grueling hours worthwhile.
But we want MORE! We have responded to
almost every letter so far, and we enjoy doing
so. Please write us more letters. Don't assume
Westwood Studios 1s a huge outfit that couldn't
possibly care. We do amuse ourselves to a
certain extent, but we depend on comments and
critique from others to remind us of what's fun,
and to keep 1n touch with you our audience!
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Welcome to
News & Notes

Welcome to another 1ssue of Westwood
Studios’ News & Notes! The Westwood team
1S extremely excited by your response to the
last newsletter. Keep those letters coming!

In this 1ssue we debut our latest product,
Dune 11, and introduce you to the outstanding
design team responsible for this game. We
will give you an update on Kyrandia, as well as
some tips for playing the game. We will
answer some letters, and look at future prod-
ucts. We hope to hear from you soon!

YYEICONIIE o s cipersinsenssosersisbiind
Dune 11 Debut ......ccceeeeeeenee.
Kyrandia.......ccceeceveeceneccnneees
Dune 11 Team .....cccceueeeeeeneee
HINES & TIPS coveveeveenncncceens
Future Products .....c.ccceeeeee..
MBI BAE wesssisvvsrisusvovsissinboilh

Special Offer......cccceeenecneenen.
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[t came from the eternal desert of the south-
west. It took three-and-a-haltf man-years to
create and develop. And now it's ready!

We're talking about our latest product, of
course: Dune Il: The Building Of A Dynasty!
This innovative game marks the debut of
Westwood Studios’' newest line of products,
tentatively called the Command & Conquer
series. According to Westwood President Brett
Sperry, 1n this first development of the C&C
series, we were trying to strike a delicate bal-
ance between the best of city-building simula-
tors and the best of tactical combat games.

[t took the vision and drive of Brett Sperry,
Joe Bostic, and Aaron Powell to bring Dune 11
home to what you see on the store-shelves and
on PCs everywhere. Aaron 1s a Westwood
veteran, whose distinctive computer graphics
can be spotted 1n several Westwood products
(Eye of the Beholder, Warriors of the Eternal
Sun, and DragonStrike.) We originally re
cruited Aaron for the team as an artist whose
minor obsession with war games and other
destructive things could add an "interesting
flavor” to the overall Dune II look. Once
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Aaron started on Dune I1, he began cranking out
game design changes, re-vamped graphics, new
tactical maps . . . a virtual whirlwind of ener-
g1zed 1deas!

The project threatened to be carried away 1n
Aaron’'s whirlwind 1f 1t wasn't for the steady
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influence of Joe Bostic. Joe was co-designer
and lead programmer, and many Dune Il de-
sign concepts were his. Joe's "taming" of
Aaron came through the form of calm, veteran

Continued on Page 3

Hints & Tips: The Legend of Kvrandia

"Serious-Hint Warning: Do not read un-
less you are REALLY stuck!”

Some Kyrandian adventurers are having a
hard time placing the right birthstones. The
first birthstone 1s the Sunstone, which 1s 1n the
lower part of the Bubbling Spring. (1Two
scenes east of the big oak tree.) You can't find
it until Darm tells Brandon about the Birth-
stone quest. The second and third birthstones
change each game, and they will be found by
experimenting with the gems scattered through-
out the Legend of Kyrandia. The final birth-
stone 1s a Ruby, which can be found at the Ruby
Tree. (Be careful when you try to pick one!)

Brandon often gets stranded in the labyrinths
of the Shadowrealm. Carry fireberries to light
the way. They only last for three caves, so
you Il need to restock constantly. 1o open the
gate at the entrance of the labyrinth, collect all
the rocks you can find, and throw them on the
counterbalance. (You'll need five, because
Brandon gets careless on his fourth throw.)

Are you having trouble finding the key to the
castle gate? It's located in the labyrinths of the
Shadowrealm, 1n a cavern beyond the Volca-
nic River East of the Cavern of twilight. This
cavern 1s far beyond the reach of fireberry
light, so you will need to travel as a will-o-wisp
(which will light the caverns as you go) to get

there. Make sure to take Darm'’s scroll with you
to cool the lava.

Don't waste time looking for Zanthia's cook-
book. You'll have to try your own potion
recipes. Placing gems and flowers of the same
color in Zanthia's cauldron will generally make
a potion of that color. Brandon can take flasks
of these potions to the Crystals of Alchemy and
combine them to produce potions of yet another

color: for instance, placing a red potion and a
yellow potion 1n the Crystals will yield the
wonderful orange potion.

For more hints try our hint line at 1-900-288-
4744 1n the USA, or call your local software
dealer and ask about "The Legend of Kyrandia
Hintbook.” Good Luck!

L
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Map of Shadowrealm Caves
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LEGEND
A Mineral Pool

B The lron Gate
C The Chasm of Everfall
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D The Pantheon of

Moonlight

E The Cavern of
Twilight

F The Emerald Cave

G Volcanic River
B Best Initial Route

FB Fireberry Bush

~ Locations
(R) Rock Locations
(Key) Key to Castle Gate










