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Lat est News

Have you noticed that our |atest news are usually just a bunch of
neani ngl ess sent ences, containing general stuff and no news at all?

Wll, this tinme it’s gonna be different. W’ve got so nuch news to
toast, you’ll be happy all week!
First of all, Cheap Newspaper is out. (oh, ny! isn’t that a treat?)

But that, of course, you know.

Al so, Happy New Year is coming up!

known fact.

That, of course, is also quite a

And in conclusion, the Latest News section in our paper is usually

just a bunch of neaningl ess sentences,

Text Adventures

whi ch you just saw happen

are we going retro?

In the world of conputer ganes,
where third generations of
Quake, Doom and Warcraft have
set high standards, text based
ganes are somewhat in the shadow
of attention. Indeed, it is
difficult to even consider

pl ayi ng sonet hi ng that was
popul ar in the 80s and had no
pictures in it when we've got

pi xel shaders technol ogy,
texture wappi ng and 3D
nodel | i ng devel oped to the
perfection, so that soon human
eye wouldn't be able to tell the
di fference between nature and
it's digital realization

Yet, it is clear enough that
wi th the appearance of
tel evi si on books haven't becone
sonet hi ng unneccesary and
theatre can't be destroyed by
the popularity of cinema. O
course, it is sonmetines easier
to turn on the TV then to read a
book, using pure inmagination,

but it is a choice that a person
made t hroughout the whol e of our
hi story and TV versus reading is
just a nodern form of the

questi on.

The sane with text adventures.

VWhat are they?

Basically, text adventures (or
Interactive Fiction, IF for
short) are sonewhere between

books and conmputer ganes. You
get to read a story and | ead
your character through it by
maki ng choi ces and sol ving
puzzles. In sone ganes there is
nore action and |less reading, in
some you get to read nore. There
are even ganes where you hardly
interact at all!

That, of course, makes gane
desi gners to be peopl e of
certain sort. Wiile in nodern
conputer ganes the storyline is
usual Iy an addition and you can
play fully w thout know ng, for
exanpl e, why exactly orcs hate
humans or why the Doom character
ventures through scary |evels,
shooting off nonsters, in IF
ganes the storyline is the gane.
So you have to be a good witer
and have an interesting story
behi nd the gane.

The interaction with the gane
world is realized by inputing
si mpl e commands, |ike TAKE BALL,
TALK TO SAM UNLOCK DOOR, ASK
MARY ABOUT BOB. A well crafted
ganme shoul d predict a good dea
of player's input and nake the
gane react to all sorts of
conmands. A good designer wil|
try to nake the gane as obvious
to play, so that a person not
comon with I F genre woul d



easi |y understand what to do.
Here is an exanple

Shady Corri dor

The corridor streches to the
north and it's walls fade away
into the darkness. To the west
you see a heavy wooden door with
a signonit.

>go west
There is a door on your way.

>open door
The door appears to be | ocked.

>read sign
The sign reads: "Merlin".

>i nventory
You are carrying:
a gol den key

>unl ock door with key
You unl ock the door

>go west

Merlin's Chanber

You are in a small roomw th no

W ndows. Looks like it has been

uninstall ed recently. You notice
a bl ack cat under an old table.

So, as you see, the puzzle is
pretty obvious. O course, the
key coul d have been hi dden
sonmewhere, but a good game will
feature | ogical puzzles that are
difficult enough to make you
i nterested, but easy enough so
not to make you frustrated or
bored. It is an art, of course.

One of the big parts in text
adventures is the atnosphere
Vel witten room descriptions
i nteresting NPCs (non player
characters), the storyline
events and puzzles may nmake an
| F pl ayi ng experi ence an
unforgettabl e one. |Inmagine a
journey into the depths of the
nmyst eri ous underground world or
a dazzling exploration of the
dooned castle full of nagic and
kni ghts and treasures! Wole
wonderful, rich worlds await
you, bounded only by the
boundari es of your inagination!

The nane of this article is
"Text Adventures - are we going

retro?". In my opinion, it is
the sane question as "Reading
books - are we going retro?". IF

ganes are a unique part of art
and gani ng and cannot grow old
si nply because they have no
graphics. It is a great

unexpl ored universe, just |ike
your local library is, although
it looks like an ordinary one-
storey building with those
objects which in their majority
have no pictures.

The only way to find out
whether it is your kind of
entertai nnent or not is to try
it out. Please, visit the IF
Archive at

further information and ganes
t hemsel ves!

You may start by downl oadi ng
Frotz 2002 (interpreter) and use
it to open files with extensions
* z3, *.z5, *.z8 and such -
story files (the ganes).

Happy adventuri ng!

Christmas Gamin’

Every holiday brings us it’s own special atnobsphere and it’s own
special attributes. Since conmputers have now becone big parts of our
lives, they should be well equi pped with proper Christnmas ganes.

Basically, | just want to wite about two holiday ganmes and the other

is nore of a very winter gamne.


http://www.ifarchive.org/

The first one is called Passage 3, Xmas Edition. You can get it from
http://ganehi ppo. com downl oad2/ downl oad2_773.shtm for free. Wile you
are at it, 1’lIl tell you the rules and, oh ny, they are sinple and so
much fun!

Al'l you have to do is create
lines of tiles. Newtiles should
be placed against tiles that
have the same col or or/and sane
pi cture. That hel ps connect
segnments of different colors
Gay color matches any tile.

Al so you get special tiles that
are not only pure gray, but
variations of colors, so that
you can use these to connect
different colors too.

The second one is called Christnmas Shaft and it is one of the nost
addi ctive ganes |'ve ever bunped into. You play a role of Santa hinself
and your goal is to junp fromlifts that go up to lower lifts. If you
don't junp down in time, you will be squashed against the ceiling.
Al'so, there are two kind of lifts - when you junp onto the red lift, it
takes you health away, the blue ones add points to your health. If your
health ends, you... quesswhat? Yup, you die and start over again. If
you mss a lift and accidentally fall, you die too

There isahigh score table and it's a cool
small game to compete against each
other. Get the game here for free:

Anot her good gane for Christmas playin' is the fanous Tux Racer, the
Li nux penguin :) Although it is well-known, it is a good thing to
constantly rem nd people about it. The gane has an official page at

- e e e e e e e e e e e e e e e m e e e

for many years, but the gane is still available for downl oad

In this game you control a funny penguin, which slides down icy hills
on his belly, collecting herring. The practice nmode is so nuch fun,
while the race node is quite difficult to master. The graphics are
beautiful and if you master the speeding up and junping high, you wll
experience a |lot of great feelings, hovering in md air! There are
many things to tweak, like tine of day and weat her, sone things
(snowi ng, for exanple) are 'not yet' inplenented, but it seens that the
gane wi |l never be finished


http://gamehippo.com/download2/downl
oad2_1660.shtml
http://tuxracer.sourceforge.net/index.html

However, it is 100% pl ayable the way it is. Miusic was created by a
very good musician from Trax In Space. | was astonished when | found it
out!

Both these ganes will add to the holiday atnpbsphere of your hone.
Shortcut these babies to your desktop and |let your whole famly play!

Alien Software Interview
June 4, 1998

This interview was not held by Cheap Newspaper. W nerely copied it
fromlnternet for the reason that Alien Software has been di sassenbl ed
sone tine ago. However, their ganmes are very nice, warm talented and
sinmply fun to play. You can get their ganmes for free at

I I I e i - -

Alien Software is a snall devel oper which has created and rel eased two
consol e-styl e shareware RPGs, Neophyte: The Journey Begi ns and Koplio's
Story. When Vault Network Editorial Director Jonric went |ooking for
sonme background information on these ganes, he discovered a unique and
very interesting corporate story - interesting enough that he got in
touch with Alien to learn nore

VN. Hi . Let's start by introducing everyone.

M ke Young: |'m M ke Young, Producer and Designer. | can also introduce
Sven Di xon, Lead Artist, Level Designer, and Assistant Designer, and
John Corwi n, Lead Programer and Assistant Designer.


http://www.interactivitiesink.com/aliensoft/

VN. Geat! Please tell nme about Alien. Wien and how was it fornmed? Wo
are the key peopl e?

M ke: Alien Software is a small company of about seven people |ed by
Dr. Wayne Moore. Al npost all of the enployees of Alien Software are high
school students who are earning school credit - and sone nbney - by
wor ki ng here. I'mone of the few adults. John and Sven both worked on
The Journey Begins as part of their high school studies. John is
studyi ng Comput er Science at Carnegie Mellon now, Sven is doing work
here, and both are hel ping the new students.

John: Alien Software was fornmed in 1995 by Dr. Moore. W got the idea
for maki ng an action/adventure RPG from Sven and nysel f.

M ke: The key people are the three of us, Dr. More, and John Hicks
anot her Progranmer and Assi stant Designer.

VN. How did you get into ganes, and particularly into creating ganes?
And John and Sven, do you know yet if you want to work in the industry?

John: |'ve been playing ganes since | was 4, starting with the
Commodor e 64.

Sven: | had an Intellivision. And yes, | plan on staying in the ganes

i ndustry.

John: [|'ve been progranmi ng gane-related stuff since | was 13. This is
ny first paying job in the gane industry. I'd like to nove into other
areas of programming, but 1'll probably still wite ganes in my spare
time.

M ke: 1've been programm ng since | was 16, and have been in the ganes
i ndustry for about three years now. |'ve worked on |cebreaker by Magnet

Interactive Studios for the PC and 3DO, and Cal | ahan's Crosstine Sal oon
for Legend Entertainnent.

VN. Any particular ganes cone to m nd that have influenced Neophyte and
Koplio's Story?

John: The Legend of Zel da.
Sven: Lunar 1 and 2. The Secret of Mana.

M ke: Those ganes definitely had an influence on Neophyte. Sven has
pl ayed al nost every console RPG in existence and is in charge of the
| ook and feel of Neophyte. We're trying to keep it fairly honest to
those games, while at the sane tinme maki ng Neophyte its own game with
its own special features, story, and gane play.

VN. So what's it like creating ganes? Do you still have tinme to play?

John: | don't have tine to play ganes now.



Sven: | play a lot of Quake, but |'ve slowed down considerably.

M ke: They still seemto find the tinme to play Quake at |east a couple
hours every day. :) I'll try alittle of everything. Lately, |1've been
playing Wornms 2. It's so cute the way those guys bl ow each ot her up.

VN: Any comments on the current renewal of interest in RPGs? And on the
future?

M ke: What we' ve seen happening is that the kids who grew up with the
old Nintendo nmachines are now in college or getting jobs and they al
have PCs. W're hoping to catch a wave of nostalgia. O course, we're
really happy that RPGs are starting to catch on again, and hope that
the trend conti nues.

John: | dread the day when RPGs will be nothing nore than an
interactive novie.

VN Let's talk about your two ganes. Wiere did the ideas for Neophyte
and Koplio's Story cone fron?

John: We all worked together on it.

Sven: | cane in after The Journey Begins had started and tried to
influence it toward nore of a console-type RPG It had started as nore
of an old Sierra-style adventure gane.

Mke: 1'd like to see a marriage of the two genres: an RPG with nore
adventure elenents in it. That's why Koplio's Story has nore adventure
gane puzzles to solve in it than a typical console style RPG of the
same length. W're going to still have a |lot of nonster killing and
action-oriented puzzles too, but that will have to wait for the new
engi ne under devel opnent to be fi ni shed.

VN: Tell me about the new one, Koplio's Story. What's the main
storyline? Howis it related to Neophyte: The Journey Begi ns?

M ke: The final Neophyte will focus on a team of four characters. W
pl an on rel easing four shareware episodes each introducing a different
character. The Journey Begins introduced Thael and Koplio's Story

i ntroduced Koplio. Koplio's story focuses on a nonastery on a different
conti nent than The Journey Begins, but still shares a similar history
and villain. The main plot is somewhat linear - there are certain

pl aces you cannot go until you solve certain puzzles - but we've

i ntroduced three optional side plots in the formof ghosts haunting the
nonastery. These ghost puzzles can be solved in any order, or even not
at all, if the player wi shes.

VN. What are the gane's nain features?

M ke: The features are those of a typical console RPG For Koplio's
Story, we added nmgic, tiles which nove you, a better graphics engine,
and an alternate interface puzzle. The final gane will also have sone



l[imted internet connectivity, a 3D scrolling world map, and a number
of other features.

VN OK, how about the characters? Do | have any choice of the kind of
character | play? Can | customize ny stats? Is it level- or skill-
based? And is it possible to "max out"?

John/ Sven: You play Koplio. You can't custonize.

M ke: Qur new engine will allow you to change your character's nane.
You'll still start out with the sane stats and itens, though

John: Devel opnent is level based. It's highly unlikely that you wll
max out your character.

VN. What's the gane world Iike?

M ke: Koplio's Story is but a small part of the final game. The fina

gane will allow you to travel over all four continents, and a bit
further. Koplio's Story and The Journey Begi ns each show you one
| ocation on one of the continents. The final world will be huge

VN: What's conbat |ike?

Sven: Real tine.

John: Real tine conbat is nore exciting than turn-based.
Sven: It's nore fun.

VN: How about quests or missions? Special itenms? How nuch of a role
does nagic play?

M ke: Magic was introduced in Koplio's Story.
John: In the final gane, magic will play a significant part.

M ke: The game focuses, in part, upon four very powerful items: The
Artifacts of Gorus. There will be many different |esser special itens
and weapons, and quests and missions. Koplio's Story shows that to sonme
degree with the quests of the three ghosts.

VN. How about the technical side of the game? What kind of gane engi ne
are you using? Did you develop it yoursel ves? VWat are the system
requi rement s?

John: We're devel opi ng the new ganme engi ne ourselves using C++ with the
graphics core witten in assenbly. The gane will run in 640x480x16, and
will feature real tine al pha shading, blending, cool transitions, and
shadows.

M ke: The current engine was witten in Del phi (object oriented
Pascal ). It is pretty amazing all things considered



VN. So what's up next? Were does devel opnent stand on the ful
Neophyt e?

M ke: As John said, the new engine is in devel opnent and will be used
for our next shareware episode due out in the fall. The full Neophyte
is on schedul e and should be out there next summer.

VN. Why the switch fromshareware to retail distribution for the ful
Neophyt e? Do you have a publication deal yet?

M ke: Right now, Alien Software is conpletely owned by another conpany.
W want to becone our own conpany and to do that we have to nmake noney.
The shareware episodes are being designed as publicity for the fina
gane. W are working with Interactive Marketing Solutions on getting
funding and finding a publication deal

VN. Great. Where can our readers downl oad your games and find out about
regi stration?

- -

M ke: They're available fromour website at Af{p//wwv. alli’ensoft’ con.'.
We hope everyone enjoys them

e e e e e Ik B ol Bl e R e e T

#= Digger - Back and Digitally Renastered

In 1983, the sanme year when MDonal d's introduced the McNugget and
M crosoft introduced Mcrosoft Wrd, Wndnill Software rel eased a gane
called Digger. All three events were of big historical significance and
all three made this Cheap Newspaper vol une possible: MDonald's is
often our lunch, Wrd is where we craft all this and D gger is what
this article is about.

Di gger was originally rel eased
s hardware - a copy-protected
oot abl e 5.25" floppy disc for
he IBMPC. To play it, you
eeded a 5.25" floppy drive and
CGA vi deo card.

The gane was a bi g success and
t's one of those programs

i ch was nmany peoples' first
am ng | ove

The idea of the game is sinple. You control digger, a vehicle which
creates tunnels in the underground and collects eneralds. He is chased
by nobbi ns, w de-eyed nonsters, who sonetines turn into hobbins.
Hobbi ns can dig through the dirt too and they | ook rmuch nore scary. You


http://www.aliensoft.com/
http://rpgvaultarchive.ign.com/features/interviews/aliensoft.shtml

can get rid of them by pushing bags of golds onto them or shooting them
with a gun which then rel oads for about 30 seconds. Once you kill all
the nmonsters or collect all the eneralds, the level is clear and you
proceed to the next one.

Al is well, but conputers devel op qui ckly and soon enough CGA cards
were changed to VGA, processors became faster and Digger couldn't be
run anynore. There was absolutely no hope that Wndmi |l woul d do
sonet hi ng about it since the conpany nowadays produces different stuff
and has left the gami ng industry a long tinme ago.

Fortunately, a person naned Andrew Jenner |ooked closely into the
matter and in 1998 remastered the ganme, making it possible to play it
on nmodern conputers. That gave birth to a whole new community of Digger
fans, especially with the help of a new feature of recording and
pl ayi ng back your ganes.

Fame which features replays fromthe best players in the world. Sharing
your experience and tricks turned out to be a |ot of fun!

Ti me passes on, but the interest to Digger is still there, nany nore
peopl e di scover the great game each day. Like such titles as Tetris,
Alien Invasion and Arkanoid, Digger is a classic that sinply doesn't
age.

You can get a free copy of the remastered version from Andrew s site
and while you are doing that, we are really proud to present an
intervieww th the man hinself. Read on for detail s!

An Interview with Andrew Jenner

LV: Hey, Andrew! Your project "Digger Back and Digitally Remastered" is
a dream come true for nmany |lovers of the original gane. Tell us a bit
about how it all happened, like - when did you play your first Digger
game and how did you come up with the idea of remaking it?

AJ: | remenber vividly the first tine | played it. | think it was in
1987 so | nust have been about 8 years old. W had recently got our
first famly PC (an Anstrad PCl1512 with CGA graphics, 2 5.25" 360Kb
floppy drives, no hard drive and 512Kb RAM . Dad brought honme sone

di sks of pirated ganes that a friend of his fromwork had given him -
lots of fun things like WIlly the Worm Beast, CoreWars and (Bert but
our favorite (the first game on the first disk, and the first one we

pl ayed) was Digger. The colourful, cartoony graphics | ooked great but
at first we didn't know what to do because there were no instructions.
Then one of ny parents suggested trying the cursor keys and ny brothers
and | quickly got addicted, passing level after level by collecting the
ermer al ds and dodgi ng or droppi ng bags on the nonsters. We devel oped
great strategies for which order to get the eneralds in in order

to pass the |l evel without crossing the paths of too many nonsters. W
probably got to level 4 or 5 doing that.

One day ny brother was pestering ne while | was playing the gane,
trying to distract nme by pressing various keys on the keyboard and he
happened to hit F1 - we watched open nouthed as this fireball cane out
of Digger's nouth, sailed across the screen and expl oded agai nst the
end of a tunnel. Ww - all this tinme Digger had a weapon and we didn't
know about it! Qur top scores doubled very quickly after that.

As the years passed | |earned nore and nore about programming - in
BASI C 2, which cane with the conmputer, at first, but later ny parents
gave ne the Turbo C 2.0 conpiler for Christmas and | carried the think
ref erence nmanual around with ne everywhere, |earning the |anguage!
wote lots of fun stuff with that conpiler, including a nunber of ganes


http://www.digger.org/

whi ch used text node (the fast and easy way to do 16 col our ganes on
the PC1512). Eventually | started interfacing with assenbly |anguage
routines so | could do fast high-resolution graphics and take ful
advant age of the 640x200x16 col our graphics node the PCL512 offered.
| wote a sprite editor so that ny brothers and friends and | could

desi gn graphics for the ganmes we wanted to wite. | also |iked to dunp
the binary files of ganes to video nenory so that | could see the
sprites they used. | sonehow nmanaged to extract the sprite data from

Digger and inport it into ny sprite editor. It was then that | first
got the idea of trying to nmodify Digger so that it used the 640x200x16
col our node instead of 320x200x4 but not hing came of that idea

In about 1994 we replaced the old PC1512 with a 486 with SVGA
graphics, a 250My hard di sk, 4M of RAM and 3.5" and 5.25" fl oppy
drives. We transferred all the old software over but sadly sone of it
(including Digger) no | onger worked. W had sone fun nmaki ng 32x32x16
colour versions of Digger's 16x16x4 sprites in nmy sprite editor and
pl anned to nake a VGA version of Digger. | got quite far but I was
foiled when it canme to the font. Digger had the ability to output its
font in 3 different colours (red, green and brown) but to do that with
ny graphics routines | would have had to have 3 copies of the font in
the gane, one for each colour. That was unappealing to ny sense of
efficiency and woul d have meant |1'd have had to use a | arger menory
nodel. | started to figure out a way to conpress the fonts but didn't
get very far and kind of lost interest and shelved the project for a
while in favor of sonme other projects.

LV: Wiat was it like - remastering? Is it a hard job?

AJ: Then in 1998 when | was at hone fromuniversity for the Easter
hol i days | was | ooking for sonething to occupy nyself and picked up the
ol d Digger stuff again. | quickly figured out a way to pernutate the
col our planes in the font and wote sone efficient assenbly code to
display the font in the 3 colours needed (plus grey). Then | had some
nomentum It took me just a few days to disassenble the Digger binary
into a formin which it could be reassenbl ed, replace the graphics

routines with VGA ones and replace the timng routines. | added a
little C stub to read the speed option fromthe conmand |ine but nost
of the gane was still in assenbly.

I got it all working and the gane was as fun to play as it had ever
been! Wen | got back to university | uploaded it to nmy website and
told a few people on sone of the retro gam ng newsgroups about it.

did a web search and found a few people who were | ooking for Digger and
emai | ed them about it

too. The response was overwhel mingly positive and word qui ckly spread.
Peopl e wanted to play with the old graphics and had | ots of suggestions
for other new features so | added those in too. One of the new features
was gane recording and playback. Originally this worked by recording
each tinme graphics were drawn on the screen, including what and where
This made for very big files, so | wote a file to compress them by
stripping out all the information that woul d al ways be the sane. Only a
coupl e of recordings were ever nade |like that.

It was about then that a guy fromlsrael called Toner Gabel contacted
ne. He persuaded ne to decompile the assenbly code into Cto nake it
easier to add new features. (Actually he said he would share the work
with me but | don't think he ever actually did any of it - once |I got
into the swing of it I could deconpile routines quite fast so he may
never have got the chance.) Once that was done, getting the game



wor ki ng again was a nuch bigger job and wasn't finished until the
sunmer hol i days of 1998.

Over the years that followed | added lots of new features, got the
game ported to various platforns (R scCS, Unix and Wndows - with the
hel p of devel opers famliar with those platforns), set up the D gger
website and answered lots and lots of email.

LV: So, the new windig plays exactly the sane as the original? Are
there any new features?

AJ: Yes, exactly the same down to the pixel and the frame. New
features: Lots! Gane recording, Gauntlet node, 2-player sinmultaneous
node, keyboard redefinition and the I evel editor are the main ones.

LV: And who is the original author of the game? Does he know about
your project?

AJ: The technical teamat Wndm || software consisted of 3 people: Rob
Sleath, Bill Mntgonery and Ray Ewan. | have been in enmmil contact with
Rob and he |ikes and approves of the Renastered Digger.

LV: Looks like you've been in the center of the Digger comunity. How
was it growing? Is it big today?

Al: It's hard to tell because not everyone emails nme but since | first
upl oaded Di gger | have had email from about 1 new fan every day. It has
tapered off a bit in the past few years as | no |longer have tine to
work on Digger, and the high-score table is no | onger about skill but
st ami na.

LV: Do you have future plans for w ndig?

AJ: As | have told lots of people, one of these days | intend to fix
all the bugs that annoy people so nuch and rel ease one nore highly
pol i shed version of Digger as we know it. Then maybe 1'Il evolve the

ganme further. But | don't get nuch tine for personal programing
proj ects anynore.

LV: Well, Andrew, thanks for the great interview and we wi sh you to
conti nue your successful digging! Qur last traditional question is
this: do you think that cheap literature is good not only because you
can read it, but also because it can be used to wap stuff in it?

AJ:. O course! W have a great tradition in nmy home country of England
of wrapping our fish and chi ps in newspaper.



http://www.digger.org/
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Da Greetings Column

Frank greets all his friends from Venezuela and a special one for Dafi. Louigi greets
Alisa, mum dad, Richie, Al ex, Qunka, Sash, Mash, nrs. Kevin Edwards, nr. Kevin Edwards
himself, Vika H, Vika T.(you are such a good friend!), Diman ‘Flash’ Bandurin, Slavik
G, Boris (are you noving to Moscow?), Alex Ches, Ilya Baranov, Natasha K. (looks |ike we
can’t arrange a neeting in Mdscow, can we? :P), Vitaliy “KOVI T” Koval evsky, K. Bodi ker,
david Philipov, the rest from1C, guys fromDinlight Aley: (2005 is a fruitfull year for
us, don’t you think?) Cooth, Frank, Randor, obScene, Copher, Xtatic, XnnE, Basil, Sanppa,
Party-San; Andrew Jenner, Thomas Mdgensen (still trying to reach you), everyone at CTG
(you are all great people), petheads all over the world, towi es, fans of sir Paul
McCartney, Purple Mtion, guys who he doesn’t know personally: Elwood 79, awezoom
Suzanne Vega, Scooter(yeah, tines passed, but you still are great!), Neil and Chris,
Massa KR(are you still experinmenting?), Paul and, of course, everyone who’s reading CN

-Short story

It was the future.

As everyone knows, the future neans sci-fi stuff, |asers, spaceships
and aliens. Basically, orcs wouldn't want to miss any of it and so they
didn't. Once hurmans build their first space shuttle and drifted away,
the horde had their |ead nages work on a flying dragon or whatever that
would take it after their rivals. Mages did not succeed, however,
creating a couple of big cosnmic el ephants and a space turtle, which al
fl ew away and never cane back. Mages were beheaded and ot her sol utions
searched for.

O her solutions included stealing sone schenmes from human scientists
and creating an orcish version of a spaceship. By that tine it was a



wel | known fact that a small human base was established on Daramina, a
far away planet with unfriendly environment and clinmate.

The warchi efs decided to send the strong Dul up Hol e horde to Daram na
and ki ck humans out of their base.

However, nobst of the horde fell sick and it was a big question whether
they would be up for the big battle. |Indeed, can you inmgi ne twel ve
hundred orcs in a space shuttle when they are nore used to the steady
ground beneath their feet?

-1 don't get it, - said Gulper, slowmy walking the cold netal floor
and grabbing the wall as if afraid to fall, - wasn't it supposed to be
Christmas or sonething? Wiat are we doi ng here? W'l |l never get back
before spring. And that means - no Christmas gifts! | hate this

wei ght | essness. .

-Ch, bugger, - nodded Slything and was suddenly pulled in by a door in
the wall. Gulper stood there for sone tinme and then just stunped on

Slything found hinself in the machine room For sone reason, wal ki ng
here seened to be easier and he didn't feel that sick anynore.
Actually, he felt rather happy anong all these nysterious devices wth
colored buttons on control boards, nonitors, tubes and engi nes. He
noticed a lever, gripped it and pulled up

There was a blinding flash and Slything was thrown against the far
wal | . He passed out and cane to consciousness only a few mnutes later.
He strongly felt that something had changed. After a while, it seened
obvious that the ship was travelling with a nmuch faster speed. Desiring
to fix his mstake, Slything pushed the |ever back down, but it turned
out to be the wong | ever and there was anot her flash and anot her bl ow,
whi ch threw the orc out of the machine room back into the corridor.
Slything | anded strai ght upon Qul per, who al nost reached the end of
the corridor, but was pulled back by bl ows whi ch shook the whol e

spaceshi p.
-1 don't get it, - said Qulper, trying to get fromunder his mate. - |
thought it was going to be a nice trip, like those on normal ships. How

cone | can't get to the pub the second day?

The pub was lovingly called "Pig and Wiistle" with a nostal gi c design
toit. The ship's corridor systemwas a | arge nmaze and | ocating the pub
whil e being sick was not a trivial task.

The visitors of the pub were just clinbing back onto their chairs,
| ooki ng around. The bl ows fromthe nachi ne room al erted the chief
engi neer, who located his mug and was beginning to think that it may be
a good idea to start thinking of heading to the nachi ne room and
checking it all out.

Meanwhi | e, brother pilots Janz and Bl urpz | ooked hard into
illum nators, watching stars and gal axi es pass by with an enornous
speed. Sonet hi ng was definetely wong.

- Chucker, Chucker, what's up in the nmachine roon? - said Janz into the
ni crophone, at the same tine reaching out to scratch his back

-Yeah, I'min charge of the nmachine room - there cane a reply.
-Wazzup, Chukman? Any probl ens?

- Wy ?

-We're out of known speeds, nman - | ook out the w ndows!

-I"'min the "Pig and Wiistle", Janz, and | ain't got no nmood for your
dumb riddl es.

-Ckay. - Janez passed the mic to his brother

- Chucker? - said he.

-l1s that you, Blurpz?

-Yeah, that's me, you lazy ass! Get your fat bottominto the nachine
roomand I'mwaiting for your damm report in two m nutes!



-Alright, boss!

-1"mnot kidding, Chucker! If you don't hurry up, we'll all go to
hell! We're flying at a damm hi gh speed!

Chucker woke up at last, threw his nmug away and started for the
machi ne room

Meanwhi |l e, Qul per and Slything got |ost absolutely and were on their
way to the G section, which was especially designed to store packs of
garbage and throw theminto outer space at regular intervals.

-Hey, look! It is a G Section! - exclaimed Gl per, |ooking at stairs
| eadi ng down.

- Yeah? - asked Sl ything.

-G nust stand for..

- Un®?

-Well, it must stand for sonmething. Like '"grav'. - Qul per wasn't
exactly sure what 'grav' neant, but in his nind it had a nbst positive
associ ati on.

-COkay, - he said, pushing Slything before him - go and see what's
down there.

Sl yt hi ng obeyed.

Nobody knows what chain of amazing events took place, but two mnutes
later both Slything and Gul per were packed into a transparent garbage
bag and pushed outside by a robotic hand.

-1 amnot sure things took the right turn, - said Gul per thoughtfully
and Sl yt hi ng nodded.

Slowmy, the bag started drifting away fromthe spaceship. Wile doing
that, it gave it's prisoners a hope of being saved by gracefully
travelling across the "Pig and Wi stle" w ndows.

-Quys, guys! This is us! - yelled Qulper, with Slything echoing his
cries. Actually, both felt a certain anmount of pride, regarding their
advent urous situation.

The ship inhabitants, however, were preoccupied with other things. By
the tinme Chucker made it to the door, everyone grew on a panic, for
Chucker fleeding froma pub is indeed a strange and suspici ous sign

The ot her problem was the invasion, which took place on an opposite
side of the ship. It was held by two purple creatures, who | aserbeaned
through the netal wall and let in a couple of hundred rats. Rats
weren't real, but nmere robot nodels with knives in their nouths. At
first the orcs didn't understand a thing and about fifty of them were
killed. At last they realized that it wasn't a hawks and a real battle
started.

Jane tried to contact Chucker once nore, but it was no use - the chief
engi neer got |ost and was sonewhere in the corridors, swiftly going the
W ong way.

Blurpz tried to be patient:

- Chuckman!

- Yo.

-The nonitor shows you are on the wong track.

- Ckay.

A pause.

Bl ur pz:

- Chucker! Turn around, danmit!

-Ckay, Blurpz, it wasn't ne who dated Suzy. It was Ricky. Get of ny
back, man!

-If you won't get your damm ass into the nmachine room we'll all die,
you freak!

-1t's gonna happen if it's gonna happen. Nothing' s gonna happen if
it's not gonna happen, Bl urpz.



-Ckay, - said Jang, switching off the microphone. - I'll venture there
nysel f. G nme the nap.

-Wio was that asshol e who designed this ship? - murnured Blurpz while
searching in his desk. - Here you go... Hey, what's that?

He saw two orks in the illum nator. They seened to be travelling
across outer space in a garbage bag.
-Janz!

But his brother was already on his way, bunping into corners and shut
doors. Soon enough Janz di scovered that the sane asshol e who desi gned
the ship nust have designed the map too, for sone tine |later he found
hi msel f in an unknown part of the ship. According to the map, nost of
the ship was conposed out of yet unexplored parts.

Meanwhil e, the rat arny experienced problens and half of it was
destroyed and the other half ran away deeper into the ship. The third
hal f, though, managed to kill a couple of orcs and fled through the
hole in the wall. Later that hole in the wall was solemly called The
Hole In The Wall and under that solemn nane figures in orcish history
books to the present day.

Ricky led a rescue teamthat followed rats, but both the rats and the
rescue teamgot lost in the endl ess corridor nmaze. They were foll owed
by a team of wooden siege tanks, 235 archers carrying 3157 bows, 6
dragon riders, 1 dragon, a warchief, a second in conmand chief, a third
in command chief, a fourth in conmand chief and a denolition squad
consisting of 5 people, all inevitably confused by the system of
corridors and lost. Seventy four years later a dragon with a very old
orc on top of it was seen in the Y section, but nobody knows whether it
was the same dragon

Qul per and Slything silently watched their ship shrink into a dot as
they swiftly flew anay fromit. Now all they could see around were far
away stars and dark enptiness.

-1 don't get it, - said Gulper. - | thought that every flying device
shoul d have a control board. How conme this one doesn't?

-Because it is a garbage bag? - suggested Slything

-No, you dumry! - shouted Gul per, slapping Slything and nmaki ng him
rotate and push the walls of the bag. That nade the bag change it's
direction.

-Alright! - said Qulper. - You see, mate, everything can be controlled
once you take tine to think.

And he started slapping Slything around, nmaking the bag change it's
trajectory every second. Eventually, the garbage bag turned towards the
ship and three hours later got in through The Hole In The Wl

Later there was even an Institute created which cal cul ated facteur de
probabilite of such a novenment and an al gorithm of Correct Slapping. A
popul ar net hod call ed Slapping Optimzation is used in orcish shuttles
to this very day.




But let's get back to our story.

Two purple creatures organized the third half of the rat arny and
entered the ship once nore. They ventured deep into the ship and got
| ost.

That sane nminute Blurpz was on the mic, helping Janz to get to the
machi ne room Soon Janz got there and found Chucker inside.

-How did you get here without a map? - excl ai ned Jane.

-1 didn't get here, - said Chucker calnmy.

-\What ?

-1 was brought here.

- By whon?

-By THEM

Janz turned his head to where Chucker was pointing and a scream of
horror cane out of his throat.

Bl urpz, blown away by this, was al arned deeply:

-Wazzup, bruda?

- Bruda?

A weak voice replied:

-Blurpz, THEY are inside the ship.

- \Who?

- THEY.

-h.

Bl urpz scratched his head. It was obvious he didn't know what to do.

-And what do THEY want?

Now it was Janz's turn to be confused.

-Hel | knows, - he answered and turned to Chucker:

-What do THEY want ?

- THEY want NOTHI NG

-Do we have that?

- NO.

A heavy bl ow shook the ship and everyone lost their balance, falling
down and maki ng nmuch noi se. The main engines al so seened to be damaged
by this. The second bl ow t ossed one of the engines through the wall
into the conditioner systemand the third blow fini shed the engi nes off
conpl etely.

The ship stopped.

Qul per was | ooking at the ceiling and phil osophizing, with Slything
noddi ng to him Both were under tonns of netal debris, but still calm
and brave as they are.

Janz and Chucker slowy nade it to their feet and found out that THEY
wer e gone.

But noone knew what happened except for Blurpz, who saw the first
cosm ¢ el ephant | and onto the ship, then the second and at |ast a
turtle. Gant animals slowy travelled the outer walls of the ship
untill some tine later they all fell inside through The Hole In The
Wwal|l and got | ost in the nmaze.

That, boys and girls, is a true story of what happened to the first
space enterprise of the orcs. Later the ship was renmade into an
unofficial space station "Dulup Hole", which we will cone upon in |later
stories. Stay tuned!



Do you know that:
-Carl Bruisner discovered that

if you put an audio cd in beer,

you may

afterwards hear weird sounds during pl ayback;
-you can actually achieve nothing by trying to teach C++ paradigns to a

frog;

-if you bought a sanple cd of poor and | ousy sanpl es,

the situation can

be altered by putting the cd into a glass of nmlk. You may reduce | ow

quality to milky quality!
-if you take a cherry pie,
pair of old shoes, a cap
tart, bread, cottage cheese,

sone toothpaste,
a pair of apples,
four tomatoes,

soap, water, ice cream a
ten chocol ates, vanilla
twenty two cucunbers, three

gall ons of coffee, tea, coca-cola, fanta, sprite, wine and a gl ass of
mlk, put that all into a |large bucket and nmix into one solid mass,
you’ll get a perfect sanple of refuse;

-if after readi ng Cheap Newspaper you get a feeling of cheap hunour,

you can join the Cheap Hunour Club (CHC) and joke your

Iife through!

Instructions on joining through private e-mails.

Ads Section

Check out the news on the upconing
Nifflas game Wthin a Deep Forest.

Mar bl es.

This is a text adventure by

free to beta test it and send all
to either |verona@mil 333.com or
kirillalferov2005@andex. ru

Feel
the coments

.zZip

| NONSENSEE - a dazzIling adventure into

the sci-fi weirdness. Published only by
Cheap Newspaper.

Zonbo. com
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Visit the Blank Site

nt_lou - Mxed Strawberries
Get it at ctgnusic!
http://ww. ct gnusi c. conl song. php?i d=8501

Check out Rage!

Do you renenber a guy who was
constantly greeted in ’'s nods?
Wl |, now you got a chance to get to
listen to sone of the person’s nusic!

- *El wood* -
H's newer nusic in np3 format can be downl oaded
for free from

Tracking satellites is easy with O bitron!
Mt T 5.7 wwi ST ofT T pIT

Send in your advertisenents!

We are a commercial non-profit organization, which is a part of a big program, the goal of which is to
provide people with cheap garbage literature. If you want to submit an article to our paper and see your
name in the staff, contact Louigi Verona. If you don't know how, visit his homepage

http:/ /www.atgig.com/Iverona or PM him through http://www.ctgmusic.com or find him with the help

of Yahoo, Google, and such. Thank you.
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