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Loading Screen

Lunatix (the BBS door game | wrote) turned 30 years
old in March. | forget the exact date, but I’ve been
wanting to write a “history of” or “retrospective” of
some sort about it, and now’s finally the time.

Buckle up, because there’s a lot here. Looking back on it all
now, anybody seeing the sales and player count numbers |
mention would probably say the entire fifteen-year run of the
game’s three iterations was a colossal failure. We’re talking
about a few hundred BBS game registrations, a few dozen
MBBS/WG registrations, and a player base for LOGIC that
peaked at a bit over 300 paying members with a total player
base in the low thousands. By today’s standards, that’s a big
flop, but over the course of those years, and as a hobby side-
project anyway, I’ve always considered it a success.

First up, though, some recent events. Then, following the big
feature are five mini-reviews of games featuring characters
with some form of psychosis or general mental unwellness.
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Recent Euents

My son is a big fan of the game Subnautica,
and it was him of all unlikely sources where |
first heard today about the drama going down
with the game’s developer (Unknown Worlds)
and publisher (Krafton). There’s an article all
about this from Ethan Gach at Kotaku, but the
short of it is that Krafton (owners of PUBG)
bought the studio in 2022 and recently fired
their CEO and the two co-founders.

Worse, the early access for Subnautica 2 has
been delayed to 2026, guaranteeing that a
$250 million bonus to those three (with some
of it going to the developers), agreed uponin
the acquisition, might now be off the table.

Of course, Krafton has a different take on the
whole ordeal, which is outlined in that Kotaku
article. There’s a “Do Not Buy Subnautica 2”
campaign going on now as a result of it all.

The physical edition of Legacy of Kain: Soul
Reaver 1 & 2 Remastered was just released,
plus a deluxe edition that’s only $50. | never
played these (or the Blood Omen games, or
Defiance), but I’ve always wanted to.

| like the fact that so many of these older classics are
being remade by various studios (ex: Nightdive). Many
of them have been games | never played, but even for
ones | did, it’s cool to see them brought back for a
new audience (if that audience will give them a shot).

| also bought The Thing - Remastered recently.

SO REAVER

DELUXE EDITION

4+ CRYSTAL
aspyr BYNAMICS

On Thursday the 10", PlayStation had a State
of Play featuring twenty minutes of gameplay
for Ghost of Yotei. | didn’t watch (yet), for three
reasons. One, | was working at the time. Two, |
don’t like seeing too much about a big game
before it releases, preferring to experience it
all for myself when | play. Three, I’m not really
all that hyped for the game, despite enjoying
Ghost of Tsushima (best photo mode ever).

From the State of Play, as captured by a user on Reddit.

I should be hyped for it, and maybe | will be at
some point, but | played Tsushima, | played
Rise of the Ronin, and | played Assassin’s
Creed: Shadows; granted, all very different
stories set in very different time periods, but
on the surface they’re all open world games in
historical Japan. | guess I’ve just been in the
mood for different sorts of settings.

Later this month, Lunatix releases on Steam;

but no, it’s not mine. It was bound to happen

eventually, but somebody else also thought it
was a cool title for a game. It’s described as a
first-person horror game with puzzles.

The name has also been used for a text font (which,
according to a copyright, predates my game by more
than a year), then an online ticket-ordering site, and
quite a few unrelated online communities, but never a
video game, to my knowledge. Maybe | should have
considered trademarking it at some point early on.

;?
WITH A HORRIBLE BOSS

I don’t know if this guy’s name is Rob, but he was a horrible boss too.
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The Making of Lunatix 1.0

In late January of 1995, | started working on
the game I’m probably best known for. Well,
“known” in the sense that it (and its later
iterations) must have reached many
thousands players over the years. As a BBS
door game, it’s hard to know for sure.

I should set the stage, since there’s more of a
story in that, than in the actual programming
that went into it.

| was 23 years old, and a college drop-out by
necessity. I'd lost my financial aid in 1993,
mostly because | didn’t have my head on
straight, had stopped going to some of my
classes entirely, and failed to maintain the
GPA needed for grants and loans. | mentioned
in a prior issue that | grew up dirt poor (I kind
of hate that phrasing, but it fits), which may
help explain how | got myself into the mess |
was in during the making of Lunatix 1.0.

An acquaintance from college, Rob (I’ll refrain
from including last names) and his wife had
started a computer business. They operated a
storefront selling PCs in the same Oklahoma
town where we’d gone to college. In late 1993
or maybe early 1994, I’d moved to Kansas to
live with my dad and his family. It was mid to
late 1994 (I’m thinking maybe October) when
Rob got in touch to ask if I’d be interested in
moving back there to work for him.

It sounded like a great idea, and | jumped at
the chance. Alarm bells should have been
going off in my head, but when you’ve been
raised with nothing, you come to expect
nothing, and anything is better than nothing.
To clarify, my dad was well off enough; but |
was raised by my mom and only met my dad
for the first time in the early 90’s anyway, and
he wasn’t my biological dad, so | had a bit of
imposter syndrome in being there.

Rob offered me minimum wage to work at his
store. | wouldn’t be selling anything, though.
He needed help setting up networks for area
businesses. Back then, we didn’t have wi-fi.
To network the computers in your business,
you needed software like “Lantastic” (among
others), and you needed network cables run
through the ceiling and walls.

In addition to that, | would be doing custom
programming for clients. So just imagine it.
There | am being propped up as a network
professional and a software developer, and
I’m making minimum wage. Minimum wage
was $4.25 an hour. It’s not much better today,
but still. | got a raise a few months later. | was
then making a whopping $5 an hour.

Oh, | forgot to mention, Rob and his wife were
crooks. That’s important to know, as it
explains a lot about what comes next. | don’t
think they started out as crooks, and I’m sure
they had financial struggles just like | did.
Well, not just like | did. | often couldn’t pay
rent, nor utilities (my electricity got shut off for
a time, for instance), nor my car insurance,
nor a car when mine broke down. Surprise. A
person just can’t live on minimum wage.

I had been making games for years, although
there was never much money in it. Half the
time, | did it just for fun anyway.

At some point, I’d really gotten into dial-up
BBSs (Bulletin Board Systems). In 1995, the
internet was barely a thing, but BBSs had
been around for years. You’d dial up and have
access to a text-based menu-driven front-
end, where you could chat with other users,
leave messages, download files (games,
utilities, images, you name it), and of course,
play online games. One of the best BBS door
games ever was Legend of the Red Dragon.
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Putting In the Work

Games made to run “online” on a BBS were
called “doors” because the BBS software
would basically launch an external program
and pass modem control over to it for the
duration, like opening a door. The BBS would
drop a temporary file containing basic user
information (so the “door” program could
keep its own data, know if it was a returning or
new user, and so forth).

Most games weren’t meant for simultaneous
play. Heck, most hobby BBSs only had one
incoming phone line, so it wouldn’t have
made sense anyway. There probably were
some multiplayer door games, but LORD
wasn’t (short for Legend of the Red Dragon),
and that’s what | patterned Lunatix after.

Players could log in and take a limited number
of turns: fighting NPC enemies to level up RPG
style, buying a better weapon or armor, and
doing a few other miscellaneous tasks each
day. The multiplayer aspect came from being
able to battle other players while they were
offline (they’d get a “you were killed by so-
and-so” upon logging in the next time), with
many of a player’s accomplishments
appearing as in-game news for others to see.

Hoping to dig myself out of the financial hole |
was in, | decided to write my own BBS game. |
called it Lunatix, which was a title I’d had in
my pocket for a while without knowing what
kind of game it would be. The basic premise
was that you were a mental patientin a
“wacky insane asylum” (which would almost
certainly not fly today). It’s anidea | had from
playing (but never finishing) the text adventure
Bedlam a few years prior.

The gameplay, though, was ripped right out of
LORD: the turns to fight enemies, the number
of levels (I think), flirting with a nurse (rather
than the barmaid), and so forth. Everything.

Later, | had a lot of good conversations with
Seth Robinson, the author of LORD. He was a
good sport about the blatant rip-off, and |
don’t think | was the only one to do it. We
traded registration codes for later
incarnations of both our games, and | got
really involved in developing mods for one of
his later games, Dink Smallwood. | digress,
but you should follow him on Twitter.

To write Lunatix, | would go into the store way
early and stay way late (often until after
midnight, if | recall). | didn’t own a computer. |
couldn’t afford a computer. | invested many,
many hours over a few weeks to figure out
how to write QuickBASIC code that could
interact with a modem, and how to read the
various drop file formats for different BBSs. |
poured everything | had into the game, and |
did it on my own time. That part’s important.

Working late into the night. Programming took my mind off everything.

Throughout development, and into the months of
updates and later releases, | was depressed. Part of it
was financial woes, yet | was still young and naive and
probably felt like Rob had done me a favor by hiring
me with no college degree, without even questioning
the ridiculously low wages. | was also becoming less
introverted, going from girlfriend to breakup to next
girlfriend at a breakneck pace that had me reeling
from one emotional extreme to the other. This all put
me in a headspace where writing a game that poked
fun or made light of mentalillness probably seemed
like a good idea at the time.

I don’t remember how Rob got involved, but it was
probably the worst thing that could have happened.
Did | mention he was a crook?
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A Not-So-Great Deal

The factis, he did get involved. Even though |
kept a journal back then, | didn’t write much
about the specifics, apparently. | was too busy
lamenting my latest break-up or trying to
figure out how | was going to pay my bills. |
may have just brought it up myself because |
needed the resources to distribute the game.

He “decided” he should get half the profit
from selling registrations for the game. Like
most BBS games (and shareware in general), |
would distribute a “free” version with only
partial functionality or a cap on the maximum
level a player could reach, with a one-time
registration available to unlock the full game
for just $15. The SysOp (System Operator) of
the BBS would register it, not each individual
player. | needed this to succeed, because |
owed money to friends and even living as
modestly as possible wasn’t sustainable on
just $5 an hour.

I agreed. | don’t think he really gave me a
choice though. | justified it to myself in several
ways. One, | had used a store computer to do
the development, even though it was done on
my own time. Two, I’m sure there’s electricity
involved, and the store had to pay that. Three,
to distribute the game, I’d need to upload it to
other BBSs in other cities and states, and
back then, long distance phone calls were a
thing you had to pay for; and I’'d be doing that
at the store. Four, most registrations would be
mail-in, and would require printing out the
codes to mail back; more expenses for the
store. So maybe “justify” isn’t even the right
word. It probably just felt fair to me.

Some part of the agreement must have gotten
lost in the confusion. | had already putin
hours of my own time, my own creativity, my
own talent. I’'d continue making updates to the
game as well. That was my half of the bargain.
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I’d also handle generating the registration
codes, doing distribution, and so forth. Rob
would handle... | don’t even know. His half, |
thought, was compensation for whatever
expenses would be associated with that; the
phone bill, whatever electricity | used while
working early or late, and so forth. Even as
registrations started coming in, | was still
prohibited from using “work time” during the
day for any of it.

Things went downhill quickly when | realized
what the agreement really meant. Rob’s half
of each registration fee wasn’t to pay the bills.
Registrations came to the store with checks
made out to the store (I felt that made it more
professional), and whatever he and his wife
deemed an “expense” came off the top. Our
50/50 split was only after those expenses.

It wasn’t unusual for me to see very little of
the money from those registrations. They
came in at a trickle at first, but eventually
added up to several hundred registrations and
thousands of dollars. Over the course of the
next few months, | added IGM support (In-
Game Modules) and we sold additional add-
ons for the game as well. | even worked on a
second BBS game called TimePort, which did
get a green light for some time during the
workday (maybe one hour, with the rest being
developed in my own time, off the clock).

I’m not sure how much of that money | ever
saw. After | left —and I’m getting to that part
soon —| added Rob to the game as the psycho
janitor who was there only for comedic relief.
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hat Comes Around Goes

Tensions grew. At one point, Rob demanded |
leave my store key when | left. | didn’t know if |
was being fired, or if he just didn’t want me
doing additional after-hours work, or what. |
think he was probably just having a tantrum. |
got it back the next day.

At another point, he made me give him copies
of the source code, and even print out a
hardcopy, which | later found out was so he
could submit it to the Library of Congress in
an attempt to copyright Lunatix as his own.

He wanted me to remove my name from the
game and only show his company name. He
even started claiming that my contract gave
him complete ownership of every piece of
software | wrote while employed there, even
though it did no such thing aside from work
done as part of my employment while on the
clock, which this was certainly not.

Keep in mind, | was an hourly employee
making barely above minimum wage. Lunatix
was meant to be my ticket out, or at least a
way to finally get my life and finances under
control. It should have been that.

Two things happened later in 1995 that finally
helped me get out of that situation. The firstis
that — according to Rob and his wife — they
were victims of a prison-run scam in which
$50,000 worth of computers and peripherals
had been purchased with stolen credit cards
or via a check that bounced or something. The
sales part of the business was never
something | was involved in, but if all of that
was true, it would have been a massive loss.

The second thing is —and | must preface this
by saying allegedly even though the statute of
limitations has long since expired - they
decided to commit a bit of fraud of their own,
enlisting the help of the hardware guy on staff.

They may have done this bit more than once,
which might even be why they got caught,
allegedly. They had him sprinkle water on the
motherboards of open computers, power
them on so they’d fry, and then file insurance
claims saying it all happened by accident
during a thunderstorm. Presumably the
computers were insured for a lot more than
they were worth.

It was the $50k fraud against them, though,
that gave me an out: no paychecks. | called
my dad in Kansas, he invited me to move
back, and so | did. Rob had bigger things to
worry about than Lunatix at that point.

The first thing | did was remove his business
name from the game, change the registration
code scheme so that any registrations they
might try selling themselves would only work
on older versions, and then | released an
update (and continued releasing them, from
the “1.xx” versions all the way up to the final
version, which was “4.3a” a year or two later).

The second thing | did was release the
TimePort key generator for free. It had never
become the hit that Lunatix had been, plus it
was developed in partnership with them from
the start, so | just wanted to be divested of it
in a way that would also prevent them from
profiting from it anymore.

At some point, some months later, | got a call
from an insurance investigator asking what |
knew about Rob, his wife, the store, and the
goings-on there. | answered as best | could. To
this day, | don’t know if they got heavily fined,
arrested, what became of them or the store,
or really anything from after | left.

I do know that Rob called me before that (I
must have given him my number) a few weeks
after | left, because he wanted to reinstate the
Lunatix agreement as a condition of giving me
a good reference for a job | had applied for. He
was just a slimeball to the bitter end.

Page b



UGGN Issue #10 - July 12, 2025

The Making of Lunatix S.0

After moving back here to Kansas that second
time in October 1995, my luck began to
change for the better. Heck, it could hardly
have gotten worse, now that | think about it.

Another door game author, Nannette Thacker
of Shining Star Software, lived here in Kansas
and knew who | was from Lunatix and from the
support I’'d provided to SysOps whenever any
issue would arise. She’d recently been hired
as the lead programmer for a local-based
software company specializing in point-of-
sale software for K-12 school districts.

They needed to hire somebody to do
customer support for their software, and to
beta test new changes. She got in touch and
asked me to apply and interview for the job. In
retrospect, she may have single-handedly set
me on my present course, which I’m still on
nearly 30 years later.

I wouldn’t be programming, and I’d still be an
hourly employee, but if | recall, the pay was
$7.50 an hour, up from the $5 I’d been making
before. The main thing was it was a legitimate
company. Not just a mom-and-pop computer
store operated by crooks.

After two or three years of modest pay raises,
Nannette herself left and went to work for a
different company specializing in telephony
software. They had contracts with AT&T, Sprint
PCS (I don’t think they’re still around), and
others. She poached me away for double the
pay, and | worked there for a year, doing beta-
testing, but some programming too.

Around the time that company was deciding
to move their base of operations to Florida, my
old boss from the prior company called saying
that they really needed my talents after their
current programmer didn’t pan out.

This came with another pay bump. | probably
didn’t mention to him that | was considering a
job change anyway, not wanting to move to
Flordia. At long last | was finally programming
professionally, full-time.

In late 2008, that company got acquired by a
much bigger one, and I’m still there today. I’'m
paid well by a company that seems to value
my skills. | got married along the way (and
divorced) with three kids. | was able to buy a
home, and for the most part, life is good.

It hasn’t always been smooth sailing (I found
out, after a heart attack in 2010, that | have
coronary artery disease which required a
triple bypass), but it’s tough to complain when
so many other people are still stuck in their
own nightmare like what | went through back
when | made that first version of Lunatix.

It wasn’t the only version of Lunatix. Upon
moving back to Kansas and living with my dad
for those first few months, | set up my own
BBS and made connections with other local
SysOps. One of those was literally called
“CONNECTions” — one of two large-scale
boards here. They ran WorldGroup (or maybe
MajorBBS - | think one was just an evolution
of the other). They had multiple phone lines,
and WG/MBBS wasn’t typically for hobbyists.

They charged a subscription (at least for parts
of the BBS, or for more online time), and they
ran the biggest, best games (which were all
pricey). That was the thing with WG/MBBS. It
was for commercial enterprises, and people
making modules for it (or games) could
charge a premium too.

A single copy of Lunatix the BBS door game
was a modest $15. A version of Lunatix for
WG/MBBS could be priced 20 times higher.
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A Modicum of Fame

Two of the SysOps of CONNECTions, LadyBug
and Adar, came to me with a proposal. It was
another 50/50 deal. Unlike the deal with Rob,
which was less a deal and more of a demand,
this one was all laid out plainly.

| would write Lunatix for WG/MBBS, based
initially on my original. | couldn’t port it
though; modules for WG/MBBS had to be
written in Borland C++ and Lunatix was
written in QuickBASIC. I’'d make updates,
generate registration codes, and so forth.

For their part, they would provide the
development system: a copy of WG/MBBS for
development use, Borland C++, the physical
documentation, and so forth. They would also
help with distribution, and they didn’t need or
want any of the source code, the registration
program, or any ownership of it whatsoever.

Unlike my time working on the first game, this
was a far better experience. We didn’t sell
nearly as many copies as the BBS door game
version sold, but even a few dozen at $300
each (my half being $150, no “expenses” off
the top or any nonsense like that) added up.
We also decided to release a half-priced
version later, which would only allow 2 players
into the game at the same time.

The cool thing about Lunatix 5.xx was that it
had built-in chat, which made more sense on
these larger BBSs that would often have 10, or
20, maybe 30 or more incoming phone lines to
accommodate larger user bases. | made a
chat room IGM (add-on) for the original
Lunatix too, but | doubt it got much use.

At some point during development, | met
Anna Kasl. She’s credited as co-author on the
Lunatix 5.xx start-up screen. She wasn’ta
programmer, but she helped with ANSI
artwork and testing, among other things.

Special Commands, Work at Menu prompts: About Our Staff & Authors:
Authors:
Mike Snyder ( )
Anna Kasl-Kissinger ( )

(? Re-Draw Room, Re-List Options
(U View your stats from anywhere
(MAP Map of Imenz Aine
(SAY Talk to others in the game
(MODE Expert mode on and off
(FIND List players who are "awake”
(LIST Show a list of other Patients
(HELP wvieuw help info for Lunatix
(BUSY Turn your LunBUSY flag on/off
(ITEMS List items in your inventory
(ACTIONS Display a list of ACTIONS!

Sales:
Tanya Robhertson (
Gregg Bragg (

Technical Support: (

Distributed By:
CONNECTions BBS ( )

Copyright (C) 1995-1997 By: Prouler Productions (

Lunatix is REGISTERED to BlaZZZe of The Penalty Box.

[iPFESS <EnteR> t0 continuE ;]

I had been marketing the original under the
company name N-E-Ware, but partnering with
Anna, we formed Prowler Productions. The
name “Prowler” came from us realizing we
both thought the Plymouth Prowler was an
awesome-looking concept car, and we both
wanted to get rich enough to buy one.

e T ym

Not my car, but | wanted it to be.

P ———

St S e

We came nowhere close to being able to
afford or justify buying a Plymouth Prowler. |
still kind of want one, though. They don’t
seem to be much more expensive now than
the new Mazda CX-30 | bought four years ago,
but I’m kind of getting sidetracked here.

Back on topic, Lunatix 5.0 was released in

September of 1996 to a receptive market of
commercial (for-pay) WG/MBBS systems, at
$300 per copy. The $150 version came later.

Being the authors of Lunatix made us small-
time celebrities, at least in certain BBS
crowds. | met a lot of people by going to local
weekly BBS “meet-ups” at parks, bowling
alleys, and so forth. Anna and | even drove to
Albuquerque New Mexico one summer for a
Lunatix themed party; quite the experience.

Page8


https://www.edmunds.com/used-plymouth-prowler/

UGGN Issue #10 - July 12, 2025

Expanding The Game

Around the same time that | was releasing the
WorldGroup/MajorBBS version of Lunatix,
Seth of RTSoft was doing the same for Legend
of the Red Dragon. This bigger and better
version was dubbed the Tournament version
(T-LORD). He and | traded registrations for our
respective games.

With the original version of Lunatix, | had
patterned IGM support after what Seth had
done for LORD. To create an add-on, you
needed to be a programmer, and you needed
to know how to code for modems and fossil
drivers (or use a library/utility to help). At
some point, | added a script parser to the
game, which was basically a way to script a
short “story” as a text file and have the game
list those as options. It was an “IGS” not an
“IGM”, but it was a way fans and non-
programmers could add their own content.

With version 5.xx for WG/MBBS, | wanted to
expand on the idea so that more people could
create their own add-ons. These would
appear in-game as floors to visit in the
elevator. | fleshed out the scripting language
into a simple programming language and
released it for free along with a utility to run
and test these script-based IGM’s locally.

You step into the elevator and prepare to visit another floor of the
institution. You see several huttons beside the door of the elevator.

Elevator Trips used: 0 of 5 BONUS Trips used: O of 5.

he lagical
The Lunatic’s
Written by Brella (Barbara Marburger)
he W i) [}
THE BASEMENT - IGH
tHE cRAZY bUCKS qUIZ

y Mike Snyder
- ' —

= By Mike Snyder =
Haukeye Skamps

The Gift Shop of Illusion IGH - -+«
Lunatix Hangman 1b
s odl ‘R g -D -L
K C C
A Lunatic’s E
Libhrary =
--Lost - -Reality--Written by Devin--Linsenbach: -
Tix Tac To
<enter> <0>

Written by Mike Snyder

With a little creativity and effort, an IGM could
be almost anything you wanted it to be. | even
wrote an in-game text adventure as an IGM.

IGM authors could also provide in-game
rewards, including “crazy bucks” (the in-game
currency) and experience points. There was
an approval process before we would add
new IGM’s to our recommended list, but most
authors didn’t abuse the system by making
cheats or ways to boost characters unfairly.

Use the FORCE

to hegin...

T-LORD had IGM support, but it was a bit
more involved than the BBS door version had
been, since you needed the WG/MBBS
development tools, and you needed to be an
ISV (which stands for “Independent Sofware
Vendor”). Fortunately, partnering with
CONNECTions meant | was an ISV (or they
were), and developing Lunatix (and a Mystic
Messages graffiti wall module) meant | knew
how to make modules for WG/MBBS.

From there, | created a T-LORD IGM called
Distant Places. | adapted the “LunScript”
programming language so it could offer T-
LORD specific rewards (gems instead of crazy
bucks, and so forth). It worked the same way
itdid in Lunatix, although players would need
to visit “Distant Places” in-game first.

Distant Places

The CeMeTaRy vi.99 By liQuid
== [ GOLDEN C The ADVENTURE hegins here!!

Prouler Productions

1a y Mike Snyder
-== U B

S
Brianxx
Devin Linsenbach/1iQuid
T-LORD IGM hy
b H

nus Club --- \Written by:
iNSaNe BlakJak for T-LORD
R of the K

S t 0 ] S
T-LORD IGH by
he Temple Of Zolaint 1] M S

Wyndo
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The End of anEra

Even though my focus by then had shifted to
Lunatix 5.xx, | still released an update once in a
while for the 4.xx door version. After creating
Distant Places for T-LORD, | thought, why stop
there? | could retrofit the original Lunatix with an
IGM (called Ultra Floors) that would serve as the
gateway to LunScript IGM’s, just as | had done
(and sold) for T-LORD.

Version 5.xx of the game had additional options
and features that made some of the things a
LunScript IGM could do simply not work or apply
to that older version, but | worked around those
limitations in a way that allowed the same IGM’s
to function with it as well.

As the internet and the World Wide Web grew in
popularity and public adoption, BBSs began to
shrink and disappear. | feel like this shift came
rapidly, although I’m sure it took years for the
scene to all but disappear and for those
subscription-based boards to lose enough paying
members to finally shut down.

Almost everything you could do on a BBS, you
could do on the web. There were websites to
download files. There were browser-based games
you could play. There were message boards and
chat rooms. It wasn’t always centralized or given
a coherent all-in-one vision like a BBS, but most
people didn’t care.

It was a revolution in technology, changing the
landscape of how we connect and interact, much
the way “Al” (for good or for bad) has become the
next big thing in tech recently.

By late 1997, Anna and | had begun to brainstorm
what a browser-based version of Lunatix might be. |
was learning HTML and JavaScript (new technologies
at the time), and still updating the two BBS versions of
Lunatix, but the seed was planted. It took us another
year before we started work on Lunatix Online. | also
needed to learn Perl, for the guts of the game itself.

Before | get into that, how about a few screenshots
from the two BBS versions of Lunatix? | captured
these recently from hobby BBSs that still operate
today (more on those BBSs later in this issue).
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LUNRTIX

(Blegin Playing
(I'nstructions
(R)Exit to BBS

(C)hanges in game (Dlaily neus
(L)ist of Players (Vliew Your Stats

(Y)esterday’s Neuws
(S)ysop Commands

Lunatix 5.3F
Napoleon’'s Defense List

Napoleon jumps off the table and opens his jacket to show you these

Fuzzy Bu
Pillow
Cook’s A
Used Bed
Trash Ba
Tahle C1
Electric
New Bedp
Cardhoar
Cafeteri
Mop Buck
Clear Fi
None of

OrRLHIOTEHASOED

126
18 20 - (ABCDEFGHIJKLO)

Your first outstanding discovery as h

a new patient was the fact that g L

the mattress on your hed can he L

lifted. Your second realization

was that things can bhe stuffed -.

up under it. Your third realizationSgey

was that it hurts when you stuff yourself '.

up under the mattress. Then, in a brilliant

stroke of sanity, you realize................. .doh! If you put your Crazy
n Bucks up under the mattress,
L] pli nobody would ever think to look

for them there! You're a
Genius! You smile to yourself.

226 0]
18 20 - (WDR?): _

Lunatix THe eXiT HaS a HuMBeR PaSSCoDe. TRy Lunatix
YouR LuCKX aT GueSSiNG THiS 4-DiGiT

BiHaRY HuMBeR. ONLY TYPE 1°s or O's

1111

Hint 2:

| EHEHEE

guess here

You Got: 3 Right.

Lunatix 5.3F
The Cafeteria

You have entered the Cafeteria,
and gag at the offensive smells
not from the kitchen or the food,
but from Rob the Psycho Janitor,
who has mistaken a bedpan for a
meal tray again. You turn away.
The cafeteria lady eyes you but
says nothing.

(A)ttack the Cafeteria Lady
(T)alk to other Patients
(G)hengis Khan’s Loans
(R)eturn to the Hallway

(S)ocrates’ Weapons
(N)apoleon’'s Defenses
(?)Re-List Options

18 20 - (ATGRSN?)
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Th Making of Lunatix Online

Work on the browser-based
version of the game started in

| early October 1998. Our plan
and strategy to market and
monetize it was vastly different,
because it had to be.

There may have been a few
BBSs that had made the jump,
attempting to entice visitors
with online games, files to
download, message boards and
so forth, but there wasn’t a

| “market” to sell to; not the way

1 there was when each online
destination was a BBS island all
to itself.

ﬁzl(:nm_(e to the Asylum
ourroom is Waiting

#| Lunatix 6.0 (which we called

8% [ unatix Online: Global Insanity
8 Crisis, or LOGIC for short) would
| be a“game as a service” before

ol anything was ever called that.

We would host the game on our own server
and charge a monthly subscription fee to play.
Players would get a one-week free trial (which
we soon increased to two weeks) but they
needed to pay to continue playing after that
($5 per month, or $25 for six months). We’d
eventually introduce a “free-to-play” concept,
but it was based on getting fewer turns and
less time per day in-game on the free tier.

For about three months, | worked on learning Perl
and JavaScript and coding the game while Anna
worked on graphics. We were far enough along by
early November to start limited alpha testing, and
then open beta testing in December. By January of
1999, the word “beta” was removed, even though
we still had plenty more to do to add missing
features, including the IGM add-on support. It
was at least feature-complete enough by then.

Development progress and the various
decisions we made in those first few months
and the years that followed are chronicled in
“news” at the official LOGIC website. It’s allin
reverse order, starting with the LOG/C home
page. It gets a little sparse in the more recent
years, because our focus shifted away from
new development and into maintenance and
moderation mode; more on that later.

November 1, 2008, to June 6, 2001:

https://www.prowler-pro.com/logic/index.shtml

February 2, 2001, to July 25, 1999:

https://www.prowler-pro.com/logic/news0005.html

July 17, 1999, to May 1, 1999:

https://www.prowler-pro.com/logic/news0004.html

April 28, 1999, to January 25, 1999:

https://www.prowler-pro.com/logic/news0003.html

January 20, 1999, to November 27, 1998:

https://www.prowler-pro.com/logic/news0002.html

November 23, 1998, to October 9, 1998:
https://www.prowler-pro.com/logic/news0001.html

Anna’s Art

If the “Mean Li’l Birdie” looks like a baby
Chocobo carrying a hammer, or if many of the
other enemy images look like distorted
halloween masks, it’s because they are.

Rather than hand-make most of it, Anna opted
to find stuff on the web, then make alterations
and “morph” effects in whatever graphics
program she was using. The images of nurses
Todd and Kandi, for example, were photos of
models given hats and a monochrome blur.



https://www.prowler-pro.com/logic/index.shtml
https://www.prowler-pro.com/logic/news0005.html
https://www.prowler-pro.com/logic/news0004.html
https://www.prowler-pro.com/logic/news0003.html
https://www.prowler-pro.com/logic/news0002.html
https://www.prowler-pro.com/logic/news0001.html

There Can Be Only One

An early frustration, and one that was a
constant battle until the very end, was due to
the subscription-based business model and
the lengths people would go to avoid paying.

From sign-up, to the activation email, to the
game’s intro, to the rules page, it was clear
that only one account per person was
allowed. A big reason for this was to avoid
cheating, because players could sign up, take
a “loan” from Ghengis Khan, then transfer
some of it to their main account.

Players were offered one free trial account,
and then they could subscribe... or not. There
weren’t supposed to be multiple accounts per
person, or the creation of a new character
each time the free trial ended. Yes, it was a
dumb business model, and nearly impossible
to enforce with any reliability.

| tried, though. | might have ended up limiting
what players could do during their free trial (I
know | considered doing away with the “crazy
bucks” transfer feature). | started logging IP
addresses to make it easier to cross-reference
different characters, ultimately leading to IP
range bans when it was clear they were being
used to cheat. | added a browser cookie so
that people logging in from the same browser
could be detected, and if the cookie was
gone, there was some kind of counter that
would lead to a ban if it continued happening.
| blocked new player sign-ups from popular
free email domains like Hotmail and Yahoo.

The excuses and denials when caught were as
abundant as the methods to get around it all.
Even though they would never actually make
much in-game progress when constantly
starting over, it had become as much a
social/chat hub as a game, so many players
didn’t care and just wanted to continue those
connections to the players they’d already met.

UGGN Issue #10 - July 12, 2025

A Few Bad Apples

Not being able to reliably ban people became
an even bigger issue when the player base
grew big enough to start seeing conflicts
among players. We had to enlist moderators,
but that came with its own set of challenges.

I don’t remember when that started becoming
a problem, but | remember the constant drama
and the stress it caused. It was probably made
worse when we introduced the free-to-play
and hourly models after a few years. Most of
the long-time subscribers didn’t like that at all.
They were used to a close-knit community
where everybody (mostly) got along, with
troublemakers never gaining much traction
because they’d tend to run afoul of the “free
trial and then you’re done” model.

By the time the game peaked, with a player
base of several thousand free players and over
300 monthly paying members, there were
multiple cliques and disputes among players
almost daily. The more | tried to address it by
introducing new rules, trying to figure out who
was right and who was wrong, the more it just
wedged a rift between players and admin.

| also stopped updating and adding new
features in the game’s later years. By the time |
took it offline entirely on October 1, 2010, there
were only a few dozen casual players and
maybe ten paying members. From a technical
standpoint, it was a 12-year-old HTML game
that was never revamped to take advantage of
Ajax (that would have helped a lot), responsive
design, higher definition images, display
customizations, or new JavaScript features.

Incidentally, that’s right after my heart surgery
and subsequent recovery. My memory of the
decision to turn off the proverbial lights is a bit
hazy now, but | probably just decided it was no
longer worth the expense of running a server, or
the headache of an occasional griefer.
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A Typical Day in the Asylum

Each version of the game introduced new
features, whether it was new and different
IGM add-ons, features like players being able
to get married in-game, or quality of life
improvements like building a friends list to
send private messages to a group. LOGIC was
of course the most complete version.

What did players do, though? What kind of
game was this?

In the simplest terms, it was a menu-based
RPG. In the two BBS versions, options were
presented with a specified hotkey, which
would carry out that action. This was used for
most of the gameplay, including visiting other
“rooms” in the game which had different
purposes and different options.

In “your room” in Lunatix 5.xx, for instance,
you would press S to step into your closet, L to
go out into the hallway, and so forth.

Lunatix 5.3F
Crazy thoughts run through your mind as you hounce on your hed and giggle
insanely. For a long time you have knoun how to wiggle out of any
straight jacket they try to bind you in. The padded walls are great to
bhounce from. Still, it isn’t like the outside -- you aren’t free -- you
are still locked away like some mental patient.
Flakes of snow are falling outside. It looks cold.

Wirite Mail or Message
G)lance at your Bedpost
C)ount your Crazy Bucks
Y)esterday’'s Neuws

LIST) All Patients

K)ill Yourself (ReStart)

M)essage to Everyone
Hyire a Hospital Guard
?)Re-List Menu Options
X)Collapse (Exit to BAES)
SAY) Something Global
Tiransfer Crazy Bucks

S)itep into your closet
L)eave your padded cell
E)xamine your roomn
Dlaily Neuws Reports
FIND) Online Patients
HELP) With the Game

Wyndo 20 20 - (SLEDYWGCKHMT®?)

In Lunatix Online, those were simply links. Each
room had an image, and chat was always present.

2} Lunatix Online: Global Insanity Crisis - Micrasoft Internet Explorer

In Your Room

Crazy thoughts run through your mind as you bounce
on your bed and giggle insanely. For a long time you
have known how to wiggle out of any straight jacket
they try to bind you in. The padded walls are great
to bounce from. Still, it isn't like the outside --
you aren't free -- you are still locked away like
some mental patient.

Account Info

PLAY FREE!!!
CLICK HERE!

Step into your closet | Leave your Padded Cell
Glance at your Bedpost | Hire 3 Hospital Guard
Check your boney Stash | Transfer Crazy Bucks
Today's Mews | Yesterday's News | Post to Mews
Read Your Mail | YWrite Player hail
Crazy Comrades List | Go To Sleep

2! Find Players Online Player Profiles

NI - T07aTy, ODSCCIIIY, 10 ATE NS 0 GISTPY A ZaAIE LI 1 e TICKAEA 1103 15 3 T T0r A ALES. P |
it clean or you WILL be deleted and harmed from Lunatix Online. H you see distuptive, rude, or shscene players,
report them o wyndo@prowler-pro.comn. Be sure o cuticopy the ofénsive chat and paste/include it in your email.
youknow of players using multiple accounts, you musi report them two, or you risk heing locked out as well.

1IN € you have mot already read the game RULES, do not continue wntil you have.
0] Type HELP to sce a list of available chat conmmands.

I You step in proudly and say “Hi, everyhody!™

T TomdKat steps inproudly and says “Hi, everyhody!™

| ¥ou ae on chanmel 1 with UnBroken, droolz, KurvyKitty, ryu_galore, TomKai.

I'm Busy? W

SEND I

Chat: [

BBS games were almost always desighed so
that players only needed a few minutes each
day to take their turns. Then, it was on to the
next game, or maybe they were out of time.
Popular hobby BBSs might have only had one
or two phone lines, and “dialing in” meant you
were the only user online. Everybody else
would get a busy signal. If you didn’t grow up in
that era, it probably sounds made up.

Many SysOps had to limit the amount of time
players could be online each day — not just in
individual games, but across the entire BBS -
to make sure other people had a chance to dial
in too. For WorldGroup/MajorBBS, this was
less anissue because these were typically
commercial endeavors with income from
paying members, so they could set up what
today might be called a data center with quite
a few incoming phone lines.

Still, it was a good idea to keep the turn-based
gameplay with turn limits, if only to make sure
players didn’t simply marathon through an
entire game in a matter of days, get an
advantage over other players who didn’t have
that kind of time to invest, or break the way the
RPG elements had been balanced.

Turns in Lunatix consisted of attacking
“shadow monsters” in your closet to gain
experience and level up (typically 20 fights per
day, and the combat was as simplistic as just
deciding if you wanted to attack or run away to
heal) and visiting the elevator to play IGM add-
ons (typically 10 to 20 trips per day).

Players could also flirt with the nurse, try to
guess a 4-digit binary code to escape (which
would provide a PVP bonus called an “unfair
advantage” when successful), break into other
player’s “rooms” to attack them while they
were offline or play a prank (selected from a
list), and do a few other one-off actions each
day. The ultimate goal was to reach level 12
and escape three times, to “win” the game.
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The Content and the Tone

2 Lunalix Online: Global Insanity Crisis - Micrasoft Intemet Explorer M=

“urrently Awake (Online) -

 Sex | Patient | Awake Since [Lev] Location | Chamel]
M

UnBroken 07:06:25 AM. 1 Inside his Room

F droolz 074725 AM 10 Inthe Hallway

F | KuvyKitty 075346 AM 10 buthe Psycho Scramble IGNT
B Bagheera  08:00:330 AM 1 Checking his Money Stash
Bl ryu galore  08:08:10 AM Inside his Closet

F| Quiddity  08:10:49 AM o the Psycho Seramble IGM (P
Bl TomKat  08:25:25AM In the Cafeieria

Bl vwmdo  083140AM 12 Inthe Hallway
F LayziKat 08:33:08 AM In the Hallway
B8l Jose Jones  08:34:04 AM Inside his Room

I = =T TS
2

2
4
4

B0l SATANs PIMP 08:29:55AM 8 Inusite his Closet
2
4
3

ole

LT T
I Bagheera hides his eyes fiom the Kats carnality.... &)
T TomkKat turns to KurvyKitty and says “Welcome back!™
TN ey Kty & hugging LayziKa tightly.
TN By Kitty is thanbeing TonKatprofusely.
I EeurvyKithy is giggling insanely at Bagheera.
TN ErvyKitty is clapping in admiration of you.
TN L=z iKat is hugging KurvyKitty tightly.
[Bagheera to Wyndo] what's that? NEW shadow monsters? (3 =
I'm Busy? W

SEND

Chat: [

It was all meant to be wacky and funny. The
asylum was called Imenz Aine. Get it? It’s
pronounced like “I’'m Insane.” NPCs included
the head doctor, Armund Hammer, along with
other “patients” who’d taken on the role of
selling weapons (Napoleon) or defensive
items (Socrates) or serving as a loan shark
(Ghengis Khan). When starting the game, you
were asked to pick your character class from
three choices: Homicidal Maniac (the popular
choice), Manic Depressive, or Paranoid
Schizophrenic. | don’t even remember what
difference this choice made in the game.

The main text font was good old Comic Sans
in the browser-based Lunatix Online. Every
description was meant to be funny, even if it
might have succeeded only on a juvenile level.

¢ Lunatix Online: Global Insanity Crisis - Netscape

Account Info  Preferences

Attempting A Potion

You lift a few bottles and beakers and begin mixing
and stirring insanely as you attempt to create the
ultimate potion. You let out an uncontrollable “AMwhaa
haa haa” and your lips curl into an evil grin. You are
so wrapped up in your evil scheme to pellute the
institution's drinking water with your new concoction
that you don't even hear the heavy footsteps
appreach you from behind. It isn‘t until a hand rests
on your shoulder that you furn around to see the
angry scowling face of Dr. Hammer. ¥Your potion
didn"t work! ¥ou make a hasty retreat.

Lunstix Online
Global Insanity Crisis

Return to the Hallway

Player Profiles

[Windo]: Hah, I've fust about got
done )

[Lithium]: Well I'm offto fight the real shadows inmy closet here (And to drink half a gallon more
[Windo]: Ok Lith!

[Verndel. <o s
T Lithiwm just went back o sleep.
[Big_Boy): bye. Feel better

of Dayquil) *waves*

SEND

Chat: I

From the first game onward, | used the names
or handles of people | knew for some of the
characters. Nurse “Todd” was named for a
married guy that had been pursuing a girl |
knew. Nurse “Kandi” was named for a good
friend and business partner of mine from my
CoCo programming days in high school.

I mentioned earlier that Rob the Psycho
Janitor ended up in Lunatix, but whenever |
was really upset by somebody for some
reason, they’d probably end up in the game
doing something really foolish or bizarre
because | guess that was my way of dealing
with a situation | couldn’t deal with any other
way. This usually just meant a new line added
to the random pool of “events” that would
appear in the daily news at the start of each
day, but it could also be a characterin an IGM,
or new random text for some existing option.

For instance, whenever you tried to “do
something crazy” to impress the nurse, it
picked something random from a list. During
the development and updates of the first
game, “Spartacus” was the SysOp of another
local BBS who started dating a girl I’d been
seeing until then, so | added these to the pool
of potential results for “do something crazy”:

You beat the living daylights out of Spartacus as he walks by.

You shove Spartacus down a stairway as he passes by.

A guy who went by “Magic” on CONNECTions
had started some kind of beef with me —|
don’t even remember what, now —so | added
these to the “do something crazy” pool:

You defend ‘Magic’ by saying he’s not really a big freakin’ jerk.
You play darts with a picture of ‘Magic’.

In the daily news, this would sometimes
appear:

A kid named Magic apologized to everyone for being
such a loser.

It was petty of me, and only the players who
knew me would know who | meant, but there
were probably worse ways | could’ve coped.
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In Retrospect

Looking back on the game, its setting, and the
cavalier attitude | seemed to take towards
mentalillness, | don’t think it’s a game | would
make today (if | was still making games). In
fact, the subject matter is a big part of why |
never made an effort to bring Lunatix Online
back in some form or create a fourth version.

Inthe WG/MBBS version, for example, the way
you reroll your character from scratch is by
using an option to “kill yourself” — wording |
regret horribly. Every part of the game is some
trope or exaggerated mischaracterization of
mentalillness, written for laughs, like the
NPCs who think they’re famous historical
figures, or the patients running amok through
the asylum with very little supervision.

One day, a few years into the lifespan of
Lunatix Online, | got an email from somebody
from NAMI; that’s the National Alliance on
Mental Illness (https://www.nami.org/). | don’t
remember the specifics, but somebody or
multiple somebodies had reported the game
to them, saying that it was perpetuating
harmful stereotypes. As it was told to me in
the email, at least one woman was incredibly
angry because her brother or son had
stumbled onto the game thinking it was
educational or supportive, only to find out it
was, well, what it was.

After some back and forth, two things
happened. One, | added a big disclaimer to
the front of the game, explaining that it was
parody, comedy, and not meant to be
misconstrued as a real representation of
mentalillness. Two, the guy who’d been
emailing me realized we were small potatoes,
figuratively speaking, with a relatively small
and insignificant reach that didn’t need to be
the target of negative publicity that probably
would have just helped the game grow.

Miscellaneous Missiues

For many years, we gave out prizes (Lunatix
branded goodies, such as clocks, flashlights,
and mouse pads) for anybody who beat the
game (and for each time they did, in fact).

https://www.prowler-pro.com/logic/prizes.html

We had T-shirts made as well, but that may have
been a special promotion. They’re not listed on
that prize page for some reason.

We held a few contests in the game’s first year.
One was to invent new “chat actions” for the
game, with winners at different levels receiving
days or weeks of free subscription time. Before
that, we held an IGM authoring contest, with $150
for first place, $100 for second, $50 for third, and
$10 for several runners-up. The entrants and
winners can be found in the old news.

Shout out and a big “thank you” to Robert Fogt of
BlueSparks.net (who | lost touch with years ago
and who will likely never see this) for doing a ton
of volunteer work — creating the Windows-based
IGM developer’s kit, starting a Lunatix newsletter,
providing IGM’s of his own, and much more.

In 2000, we had some interest from former BBS
SysOps in licensing a copy of Lunatix Online for
their own websites. We almost ended up in a
legal battle with one of them, though, for making
modifications to the game against their license.
They were also actively campaigning against our
main site and coming to poach players away, so it
was ultimately a thing we didn’t do for very long.
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The Lunatix Legacy

Unless one of the few copies of the game we
licensed way back in 2000 is still out there in
some playable form, Lunatix Online has been
gone and unplayable for fifteen years. It’s still
possible to find web-accessible BBSs where
the original version and the WG/MBBS version
have been registered and are still playable.

Unlike the Good Old Days, you don’t need a
modem and a phone line to use a BBS. You
don’t even have to use Telnet (although that’s
typically an option) with web-based terminals
that let you connect right from your browser.

| still offer registrations for both BBS versions,
but they’re much cheaper now. It’s $10 for the
4.xx door game version (and it comes with all
the add-ons at no extra cost). It’s $50 for the
WG/MBBS version (was originally $300) and it
comes with Distant Places for T-LORD, or $25
for the 2-user version (which, unsurprisingly,
nobody ever chooses).

That’s not a sales pitch. I still get a handful of
registrations a year, if that, from old SysOps
getting their board set up again after a wave of
nostalgia, or new SysOps who find vintage
tech like a “bulletin board system” intriguing.

I mention it because | reached out to
everybody who registered over the past few
years (a couple dozen people), asked five
questions, and heard back from five of them.

1. What is the name of your BBS?

2. Is it kid-friendly, adults only, or what?

3. Is there a membership fee, oris it free?

4. How can new users get there (phone
number to dial up, online via a web page, is
telnet required, etc.)

5. A brief description (two to three sentence
mayx, if possible) letting my readers know what
your BBS is all about.
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Before that, here are a few more of the only
screenshots and images from Lunatix Online.

¥ Lunatix Online: Global Insanity Crisis - Netscape

Today's News

Patients elected 'Naughty by Nature' as their official Rap group.
R_G_B is now known as Wyndo. Hehehehehe.

Lithium was the LUCKY GUY in today's LunalLottolt
He won $31 Crazy Bucks and 22 Experience Pointsl

Theseus killed George in a player fight!
George was knocked DOWN to level 3.
‘It was my pleasure, George,' says Theseus smugly.

George woke up in the middle of the night with eyes taped shut.
Witnesses say that Theseus was spotted leaving the room.

George attacked Fanny and went UP to level 4.

[AKiss]: 5 b_let me see ifi can optimize it even more with this other program. just a sec
[Windo]: 5k for a 120-wids e
[Wimdo]: I think I'n abowt done rapturing,. will end up with 9 or 10 shots I think.

SEND

¥ Lunatix Onlin

Fighting A Shadow

L Preferences

Sweat drips from your forehead as you engage the
monster in mortal combat.

You lash out at Fiery Fiend with your Plunger.

You hit it for *20* damage!

You have killed Fiery Fiend!

You find $91 tra zyE ks oz the shadew vanishes!
You gain 601 Exper P+gf r defeating il

Bone

f YourStats [  Find Players Online | List All Players
[Wiymdo]: or [ could feave them full size and use smaller thumbnails =
[AKiss] it stilllaoks pretty good at 120 wide...the graphic shows up still pretty good. o way will ya be able to read the
[AKiss]: text at that size though.

[AKiss] o, ya don't wanna leave it at 400 for the non-thumbnail page. .cause ya still wor't be able to read the text.

[Wimde]: Well how bigis the file size? ] can use 120 45 a thumbnail and clickta get the fall 300x500 shat

[AKiss] but, i could optimize the graphic realty gond with this other graphics program i have...and it will make it

download faster

[AKiss]: just g sev..let me save it and see the size...

[Whyndo]' Okay I may put them on disk & bring to you then =

SEND

Chat: I

Inside the Elevator

This is the elevator... your gateway to new and

|| exciting places of the institution (IGM's). As a

| Subscriber you get 20 Elevator Trips per day! You
have used 2 so far.

Lumatix Online
Globai Insanity Crisis

Yersion: 6.2h

= r
1 20 | MAGIC 8 BALL
Hme|\th nit | Restrooms

Leave the Elevator

Find Plavers Online |
W tou are nugging

\III\HHIIIIH ryu_galore really needs fo he hugged right nov.
5] 0 what's going on this moraing?
\III\HHIIIIH droolz is allergic io fish.
omKat]: Life is wonderful
I Eow look at droolz and say “Wew, I'm veally sorry.”
\III\HHIIIIH KurvyKitty is hugging ryu_galore tightly.
5 to TomKat]: that's great!
[ ¥ynilo fo TomKat]: ¥ou Kals we sbways so hugpy. @

Player Profiles

L«l

I'm Busy? W

Chat; [drmol Fish?]

SEND I

THE LUNATIN #MILEY COLLEETION
@@@@@@@@@@@@T

| 7) =t :({ =) o 1/ >) s «3

Emoticons for Lunatix Online Chat
Copyright (C) 1999 by Prowler Productions
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Boards Running Lunatix

ConstructiveChaos BBS

2. My board is not meant to be aimed at adults only,
and | think it could pass as mostly kid-friendly. There
are many aspects to consider though. If one
considers messages posted in the networked echoes
(e.g.: FidoNet or DOVE-Net) which are beyond the
sysop's control, and/or oneliner walls that appear
during logon containing coarse language, then you
may disagree whether it could be kid-friendly at all. |
do run games like Pimpwars, which some might
understandably find objectionable, but that'd be the
most risque of anything | run (i.e.: | don't run Studs or
Bordello, which are explicitly more graphic). Worth
noting also, | do have many current and classic ANSI
art packs available to view on the board, which
occasionally contain nudity. Just the nature of the
scene. Long story short: | think of my board as the
equivalent of a PG-13 movie rating.

3. Free, of course. &2

4. telnet://conchaos.synchro.net,
ssh://conchaos.synchro.net, or via the web at
https://conchaos.synchro.net.

5. I describe my board as a chill, laid-back BBS built
with retro-gaming in mind, with emphasis placed on
classic door games such as LORD, Usurper, Lunatix

(=) and many others. | like to tinker and make my
own mods, many of which can be demo'd on my
board.

Editor’s note: There is a web-based client here:
https://conchaos.synchro.net/connect.html

Once you sign up, log in, and make it through quite a
few intro menus, you’ll arrive at the “MAIN” menu. To
get to Lunatix, it’s “X” for the door games menu, then
“7” for alternative RPGs, then “16” for Lunatix. It’s
possible those options/numbers may change later.
This is the original 4.xx door game version.
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A-Net Online BBS

2. A mixture of both. On my door game server, there is
an "adult" category, which | separated due to "mature
only" games.

All other areas | would consider family-friendly.
3. FREE FREE FEE ;)

4.1run (4) BBSes and (1) Door Game Server. | made a
login matrix/front door for telnet, to access all four
BBSes with one telnet address:

Telnet: bbs.a-net.online Port: 1337

Each BBS has its own address and port number for
other connection types.(telnet/ssh/rlogin/browser)

My Main Synchronet BBS: TELNET: a-net.online port:
23, SSH: 22, RLOGIN: 513 and (1) dialup line: 470-
632-1219

My Mystic BBS: TELNET: mystic-anet.online port: 23,
SSH: 22, RLOGIN: 513

My Spitfire BBS: TELNET: sf.a-net.online port: 2323
(telnet only)

My Synchronet Linux BBS: TELNET: x.a-net.online
port: 2323, RLOGIN: 5513

Browser: a-net.fyi

5. | operated a BBS and ISP in the 1990s. My BBSes
were designed for fun and friendly communication,
featuring gameplay, chat, message forums, and file
areas.

I also run a door game server that is accessible to any
Sysop who wishes to add it to their BBS: https://a-net-
online.lol/gameserver. This server is dedicated to 90s
BBS door games. While newer games are available,
over 90% of the offerings are from the 1990s.
Currently, | provide more than 300 games, and my
goal by the end of the year is to reach 1,000 door
games.

Editor’s note: Web-based clients for all four of his
BBSs are easily accessible from the main page:
https://a-net-online.lol/bbs/index.html

| haven’t checked all four of them, but for the first
option (the main Sychronet BBS), after signing up and
logging in you can get to Lunatix from the main menu
by using option “X” for games/doors, “4” for the A-Net
game server, then “1” for RPG games 1, then option
“21” to launch into Lunatix 4.xx. This is routed to the
door game server he mentions in the response above.
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Boards - Continued

CJ’s Place BBS
2. Kid friendly.

3. No membership fees, just need a valid email
address to verify.

4. The telnet/ssh/https URL is cjsplace.thruhere.net.

5. BBS located in Orange City, FL. Offering multiple
network echos and loads of games as well as a well
stocked file base. Stop by and hang out, we're pretty
relaxed around here.

Editor’s Note: There is a web-based client here:
https://cjsplace.thruhere.net/

The board runs Synchronet and it seems really
streamlined, with the main menu coming up without
too many additional post-login hoops. You can get to
Lunatix 4.xx using “G” for games, then “13” for RPG
strategy games, then “10” for the door version of
Lunatix. As with any of them, | figure the exact menu
options are subject to change as the SysOp adds or
removes options in the future.

Crazy

A BBS Door Game, by Mike Snyder
(C) 1996 SHAREWARE by H—-E-Ware

LUNATIX: Version 4.3a
HMike Snyder,
Sharellare.
http:/ /wuw.cxo.com s ~wyndo
Players are brought back to life every second day after death,
and deleted after 9 days of inactivity (not playing). Be sure to play?
Dead players can always play the following day and be alive once again.
To WIN the game, get to level 12 THREE times and escape.
Special Keys, work at menu prompts:
*) Map of Imenz Aine
UJ View your Stats from anywhere
%) Change RIP-ANSI Mode Status
?) Re-Draw Room or Re—-List Options

This game is REGISTERED to Chris Johnson of CJ's Place BBS

LTI

Lunatix, By Mike Snyder
(C)95,96 by N-E-Uare
—AND- Mike Snyder

Freeside BBS

2. Adults only on this board, | don't do porn but the
conversations can get pretty ripe.

3. Always and forever free, you just need an email
addy so you can reset your own password.

4. Currently telnet only to freeside.bbs.i0:23

5. Freeside is about privacy, local interests (we're
located in cincinnati woot! ), lots of games and good
old nostalgia.

The Penalty Box

2. Ilwouldn't recommend children try to connect. My
users would likely behave around kids, but | can't
make any promises.

3. Free...oryou can buy me a beer.

4. Telnet: thepenaltybox.org
Web: http://thepenaltybox.org

5. Started in 1993 running Renegade. Switched to
MajorBBS/Worldgroup in 2002. | wanted a cool BBS to
call when the rest were disappearing.

I always loved the game Lunatix. The MBBS version |
always found to be superior to the DOS version. Both
though had hilarious text if you took the time to read
it. | still play MBBS Lunatix daily. Unfortunately the
new MBBS10 crashes when Lunatix is played on it. |
lucked out and was able to run it on MBBS6/DOS
running in DMA mode. So if someone is wanting to
play the MBBS version, | might be the only one who
has it working.

Login and type "/go lunatix" to play.

Editor’s note: The link to the web-based client is right
there in his answer to question 4, and as he says, just
type /go lunatix once you’re logged in. Easy peasey.

There have been other WG/MBBS Lunatix 5.xx registrations over
the past few years, but none of them replied to my email. He
may be right that The Penalty Box is the only place where the
second version of Lunatix is still available to play today.

Despite your noble efforts at and . you are hauled, strapped
to a stretcher, into the questionable facility knoun affectionately as
Imenz Aine, land of the lunatix.

Speaking of guestionable, as soon as you are wheeled inside, A large, bhald
man with thick spectacles approaches you with a pen and a pad of paper.

the big man says. You can

just see his name badge... Dr. Hammer! What is going on here??? Dr. Hammer
hegins asking you a series of questions:

a SHAPE: : trapazoid
: clear
: pencil

¢ myself
: rainy

Dr. Hammer looks over his notes and asks

He intently waits for your answer. Is this information correct? (Y/N):
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The Making and Ambition of StarLock

Mere months after launching
Lunatix Online, we started
working on our next big
browser-based multiplayer
game, StarLock. Development
would continue off and on for
several years. The ambition of it
was staggering, and | was
essentially a solo dev after
Anna (and her boyfriend
Steven, who had been helping
with art for a short time) kind of
lost interest.

As best | can tell, | finally
opened the game to the public
on or around February 19,
2005. The core features were
done, but it was intended to be
a sprawling space and
planetary exploration game
with hundreds of unique quests
and plenty of gameplay

Play Now!

systems. For core quest and story content,
though, I had only completed around 20% of
the total game in those six years.

The result was that players could complete it
all in a matter of days, and then there wasn’t
much to do. | ended up not even charging any
money to play it. | was just happy to finally
have some of the game available to play at all.

| can’t overstate how ambitious this was. It wasn’t
a 3D action game, but the art was custom made
and rendered in Bryce 3D. I’d often render the
same scene from different angles and with
different light and cloud coverage to simulate
seasons and times of day. There were dozens of
planets to visit, each with quest areas to explore.
It was menu-driven, but pretty darned advanced.
There was a built-in auction system, player-
owned apartments... just tons and tons of stuff.

Here’s a lengthy interview | gave about the
game, which somehow ended up on IGN. The
formatting seems a bit wonky, so | suspect it
was imported from some other site they
acquired, but | don’t remember what site.

https://www.ign.com/articles/2002/09/03/starlock-interview

StarLock was finally shut down on or around
February 7 of 2011. Later, | sold the starlock.com
domain name to some company that kept
hounding me about it, but you can still see the
login page changed to a “Game Over” page at the
internet archive’s Wayback Machine here.

3 StarLock - Micros

ntemet Explorer provided by Americ

1.0a Beta

ke Skill Level.'Exp Stats: Wyndo

Tyl T o o et cre Pl romal® |
e still on Graulor Mani E 3 Investigating 2

%’e’ \‘:ep] e myl skk\Hsi maykcl:'\atn;e o S teis eond Aura Casting 1

I\andu] Running helps me: get away from monsters.... climbing and jumping Swimming 1

e both ety handy... fighting helps me suivive Climbing 3

Fighting 4

3

1

1

Running
Jumping
Sneaking
Pure Luck 1

Personal Stats | Ship/Rig Stats | Tugging Job Stats | Done
| T (50 222209

4} StarLock - Microsoft Intemnet Explorer

Planet Emmansa
*__Noinfermation is-available regarding this lecation.

v. Beta 2

[Wandol Thise mporant o
m.s zatca
do}: Area, | m
PWandol O, revandred ol he right scanes to giva & it more
ez, Lacks beter lns nay
1T d s n buy and cany] so

ricer
oor rumbers” 30 i you have an apartment,

[Wyndol: Eventually you'l be able to "knock on a
apattment if sornebody ks there to let vou in
[Wyndo]:
Il Y ou are on subsnace channel 1 by J!Durself
do] i her of the changes. Instead of u: checkboard
“arid" overlay to simulate & ok i um npllnr’\s nverlay - s the

door” to enter an

[Wyn sctual DHTML/CSS ) o
['W'yndn] ThiS sars | can real dim the back iound, and toaks miizh
better!

More screenshots can be found here:
https://www.prowler-pro.com/starlock/screens.html

Several pages of development news (in reverse order)

that chronicle the game can still be found here:
https://www.prowler-pro.com/starlock/news0006.html
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| have hundreds — maybe thousands - of scenes and
images rendered for StarLock just sitting on a hard
drive doing nothing. I’'m going to include some of them
here, just ‘cuz. They may not look like much now, but
for a browser-based game in the early 2000’s... yeah.




It’s not actually a football game.
Rather, it’s a retro-styled point-
and-click adventure (complete
with slightly softened CRT-like
pixel art) in the style of a LucasArts
or Sierra adventure (minus their
complex command systems).

It’s short but also cheap (and often
on sale on PS4, Xbox, Switch,
Steam) - two hours (or less, if you
don’t get stuck). The story is slice-
of-life but interesting, with an

ending that’s open to
interpretation.

It’s at times dark, a bit surreal, and
fascinating. Really well done.

| recommend it.

Played on console: PS4.
Originally posted: 5/19/2021.
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get nec before big
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My drinking this afternoon
got a little out of hand.. I

'
¥



Mini-Reutew: Senua’s Saga - Hellblade |l

Ninja Theory seems to be
moving away from the kind of
action game that put them on
my radar way back (Enslaved,
DmC, Heavenly Sword) and
toward more purely narrative
experiences. That's not to say
this game is just a walking sim
with a few puzzles and off-the-
path collectibles to find, but it
leans in that direction.

HELLBLADEII

The few instances of combat
work more like puzzles too,
playing out as a series of 1v1
battles that are all about
blocking, timing, and building
up for a time-slowing power
move. These encounters are
violent and visceral (if a bit
similar after you've done a few
of them).

: As a narrative experience

| though, this is top notch and
immersive. | wish you could
disable letterbox mode, but
that’s not an option. For the
best experience, play with
headphonesin a dark room.

Played on Xbox Series X via GamePass.
Posted to social media on 12/28/2024.

Addendum
This game is also available on PS5 now.
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Mini-Reuiew: lobody Wants to Die

It's a mixed bag, but the

[\\ O ;% O D\J/iﬁ / good far outweighs the bad.
WANTS @ = o 3 L In fact, the bad is mostly
W) T il b ¥ 2 centered on the writing; the

e dialogue in particular.

N

The story is good, with a
premise that mixes the
body-changing world of
Altered Carbon with an
aesthetic and vibe inspired
by 1929-styled detective
noir, but setin the far, far
future of 2329.

All of that speaks my
language... until people
actually start talking. | think
the actors probably did their
best with bad lines, but
there's some truly cringe-

inducing stuff here.

Beyond that though, you get
a cool narrative adventure
with evidence-connecting
bits, investigation bits that
have you using X-ray, black
light, and a scene
recreation/rewind tool, and
various dialogue choices.

| came away really liking this
game, but I'm a sucker for
ambitious AA efforts.

ICHORNTE

\
Garder:Mals
Hame

L ) i NG Played on console: PS5.
Originally posted: 12/30/2024.
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Mini-Reulew: Draugen

After playing Ragnar
Tarnquist's The Longest
Journey and Dreamfall, I'm
sold on pretty much
anything | see his name on.

Draugen is a first-person
narrative adventure; a
"walking simulator" if you
prefer. It's setina 1920's
Norwegian village called
Graavik, where Edward (you)
and his cheery friend Alice
arrive with the hopes of
finding Edward's missing
sister.

What sets it apart from easy
comparisons like Gone
Home or Everybody's Gone
to the Rapture is the back-
and-forth banter between
the two, with Alice
frequently calling him "old
bean" or "old fruit" or
offering unsolicited advice.

A game like this is all about
the story. It's interesting
enough through the few
short hours it lasts,
although some of itis
predictable and some
questions remain
unanswered.

Worth playing, especially if
you find it on sale.

PS4 game played on PS5.
Originally posted: 10/13/2023.

Page 24



UGGN Issue #10 - July 12, 2025

mlnl Reuuew Afterparty

P . o 3 T g F e ey

| started out strongly
disliking this game but
came around on it by the
end. It became more of a
humorous series of
misadventures.

| was initially cold on the
concept of a game about
excessive drinking,

§ because I’ve seen what

that can do to people and
how it can ruin lives, but
the game takes that into
consideration late-game
in a way | felt was really
satisfying.

) It’'s mostly narrative-
: driven. Rather than

puzzles, you make
decisions along the way
that affect the story. There

| are also a few mini-games
d (beer pong and a Simon-

8 like dance game, for
® instance) at key story

points. Different drinks
also give you unique
choices in conversations.

The writing and voice cast
are top-notch. | just wish it
had a chapter select.
Seeing how other choices
might play out requires a
new play-through.

PS4 game played on PS5.
Originally posted: 6/8/2021.
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The Final Stage

Putting this issue together was nostalgic and
bittersweet for me. It surprised me how most
of the details about the original development
of Lunatix had faded from my mind. Sure, it
was thirty years ago, but it was still surprising.

It’s probably good that | didn’t wait even
longer before doing it. Even with everything |
was able to document here, it’s just the broad
strokes and the most important events of
those years. | doubt anything more granular (if
| could even remember those details) would
interest anybody.

There may be a few loose ends, but hopefully |
covered everything of importance. One thing |
didn’t mention previously is about the result
of Rob’s effort to file a Lunatix copyright. That
must have failed or been rejected, because a
quick search of those public records only
returns seven entries, with six of them being
unrelated and one of them being my own
copyright of Lunatix Online. It’s a shame that
getting a trademark isn’t as cheap and easy as
filing for an official copyright.

End Credits
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I also didn’t write about the ANSI artwork for the
BBS versions of the game, which wasn’t nearly as
detailed as some other games (or even ANSI| BBS
art in general) but it's a very interesting topic.

Using ASCII characters and blocks with different
colors and pixel patterns, artists were able to
make great artwork for text-only displays. Google
ANSI Artwork if in doubt, although much of what
you’ll find may be more modern and tool-assisted
(or even just converted from hi-res images). The
logo for the Constructive Chaos BBS on page 17,
for example, is some top-notch ANSI artwork.

I didn’t write about the enhanced graphics in Lunatix
for RIPTerm BBS users, or the MIDI music | wrote and
included in StarLock, or two other smaller web games
| wrote (Solitary Confinement and PipelLine), or the
trilogy of block-pushing puzzle games | wrote while
learning JavaScript (Lexter, Lexette, and Lex Junior,
which are all still playable online for what that’s
worth; click the on-screen compass arrows to move
the character and grab/push blocks), or the first
JavaScript game | ever wrote, a silly hangman-style
phrase guessing game called Save The Freak.

For next week’s feature, I’'m thinking of maybe
something less intense than this. | have plenty
of ideas, but I’'m leaning towards taking a look
at games featuring the voice and likeness of
actors normally associated with film and TV.

The VGGN controller logo with three “X” buttons and some other artwork was made using generative Al at https://openart.ai.

The title font Closet Dwellers and section header font Shake Your Plums are licensed from Chequered Ink: https://chequered.ink/.

Screenshots for video game mini-reviews were captured by me in-game and are used here (as well as when originally posted on
social media sites) in what | believe qualifies as “fair use”. Lunatix and StarLock are Copyright © 1995-2025 by Prowler Productions.

Mini-reviews, articles, rants and general ramblings were written by me. Copyright © 2025 by Mike Snyder.

fuNoTin ©

Sharellare
< 19% >

By HMike Snyder
(c)1996 N-E-Ware
—and- Mike Snyder

BBS Online Game

Press Any Key to Continue:
Welcome to Lunatix... do you have what it takes to escape?

? i
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