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between good and evil in which only you
can save the world! A breathtaking
musical soundtrack sets the mood, while
amazing "“first person" visual perspec-
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breathtaking musical soundtrack for
Adlib, Sound Blaster

digitized stereo sound effects for
Sound Blaster, Sound Source

over 20 complete floors to cover

4 levels of play difficulty

special extra challenges for advanced
game players

saves multiple games in process
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M “the player is Ihara Iike no gama
I've ever played...

“the sound and the visual action, is

frighteningly realistic...

& | can't remember a game making
such effective use of perspective and
sound and thereby evoking such
intense physiological responses from
its players."

Game by id Software. Published by FormGen Corporation, Box 279, North Andover, MA, USA, 01845-0279 (800)263-2380 (416)857-4141 Fax: (416)857-4531.
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A Fantasy Role-Playing Simulation by D.W. Bradley ®

o S CRISERERS
»  of the
DARK SAVAN o

Welcome to the sequel to Bane of the Cosmic Forge and the only game that could possibly follow its lead.

It's everything Bane was...and more.

256 Colors * Qutdoor Campaigns ¢ Full Musical Score & Sound Effects ¢ Auto Mapping
True Point & Click Mouse Interface * Unprecedented depth of story

Ogdensburg Business Center, Suite 2E Ogdensburg, New York 13669
To order or for a dealer nearest you call

1-800-447-1230
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The excitement con-
tinues.

This summer, once
again, the Consumer Elec-
tronics Show will be open
to the public.

Top name manufac-
turers will return to Chicago
to share the latest techno-
logical advances in consumer
electronics products.

And the shows within the
show are as exciting as the
show itself.

Interact with the ever-
changing world of Multi-
media hardware and soft-
ware. Immerse yourself in
the technical magic being
displayed through CD-ROM.
Talk-along, sing-along, play-
along and even teach-along
through every multimedia
device ever created. It's all
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THE 1993 INTERNATIONAL SUMMER

here and all the major players
are involved.

See special displays
like Innovations ’93 featur-
ing, the “Best of the Best” in
consumer electronics, Tech-
nologies of the Future, and
many more. Take part in the
extremely valuable seminars
hosted by well-known speakers
and celebrities within the con-
sumer electronics industry.

Come see an even
more exciting Consumer
Electronics Show in 1993.
Just call 1-800-388-6901
for show ipformation or

TICKEV (1 ASTER,

at 312-559-1212 for advance
tickets for the CES Consumer
Day—Sunday June 6th.

Experience the show
of shows.

CONSUMER ELECTRONICS SHOW"

McCORMICK PLACE « McCORMICK CENTER HOTEL » CHICAGO HILTON AND TOWERS
JUNE 6 TH—TRADE/CONSUMER DAY. JUNE 3RD THROUGH STH—TRADE DAYS
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Test Drive

Ten of the Best
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«==Now's-your chance to test drive ten of the world's sleekest,
fastest exoticars on ten of America's most breathtaking high-

400 Line Hi-res 256 Color

T | 5 2 Player head-to-head play
VGA Graphics ways and race courses. You choose: will it be the Porsche

via modem or network

959, Ferrari F40, Corvette ZR1, Lotus Esprit Turbo, Eagle
Talon, Toyota MR2, 1957 Ferrari Testarossa, Mercedes C11
prototype racer, Shelby Cobra, or Lamborghini Countach?

You can't even afford the insurance on some of these cars.
We're offering you the keys and unlimited mileage.

To order: Visit your local retailer or call [ (800) 245-4525 anytime. Car and Driver is
available for IBM and compatibles for $59.95. .

1BM screens. IBM is a registened trademark of International Business Machines Corp. By Lerner Research. Cur and Driver is o registered trademark of Hachette Magazines Inc., used under livense by
Electronie Ans, The trademark of the respective products are the products of their respective corpurate owners, all of which have no affilistion with Electronic Arts.
“This product is not endorsed ar sponsared by any of the respective automobile manufacturers,
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Spectrum HoloByte
Unleashes The Iron Helix

by Johnny L. Wilson

Sneak Previews are not designed lo be reviews. They are feature
articles based on "works in progress” that CGW's editors have
deemed worthy of early coverage. These articles are not intended
to provide the final word on a product, since we expect to publish
appropriale review coverage when the game is finished.

ix stories tall and still dwarfed by the space that surrounds
it, the ship took shape and then ook over my viewscreen. As
I maneuvered my rusting, dilapidated probe into the levia-

than ship’s landing bay, 1 felt swallowed up by the dark maw of

this malevolent ship. The massive cargo
of destructive power continued to knife
through space en route toward its venue
of mutnally assured destruction when it
would deliver its lethal load and trigger
the retaliation that would destroy, not
one, bur iwo sentient races.

launches the attack. Sounds simple enough, doesn't it? It just takes
a miracle!

The extended fiction used to introduce this sneak preview is
designed 1o set the stage for describing Drew Pictures’ The lron
Helix, a CD-ROM release from Spec-
trum HoloByte. Shipping on the
Macintosh around March of 1993, it is
expected to debut on IBM compatibles
prior to the summer months of the same
year. As the fiction should have implied,
this is not a leisurely “busy-bath™ explo-

It's an old story. The 20th century

worried about the “Fail Safe” devices
on the Strategic Air Command bonibers,
and we should have worried about the
consequences of our so-called “de-
fense” establishment. What was it my
professor of Pre-Stellar History said? |

ration of a 3-D gaming environment.
Instead. the gamer will have a limited
amount of time (possibly defined by the
gamer himself as part of the difficulty

toggle) 1o disarm the ship.

-.. -.‘I-.I:ﬂl.....i -'-,a
. b4 ' Further, the fiction underscores how a
G .| design constraint became an integral de-
[d Litiif

think it was something like: “Those who
fail to learn the lessons of pre-stellar
history are trapped in a disintegrating
orbit with its failures.”

He was right. “The Iron Helix" is ready to deliver the death blow
to humanity and its closest analog, the aliens who have been our
enemies. The ship's crew is dead and our own “Fail Safe” device,
those security probes, are routinely activated on an “as needed”
basis to ensure that the ship actually makes its deadly delivery.

1 just received a sub-space message. The big boys, the military
euvs, need my help. Imagine that! The big, bad defense department
needs help from a naturalist with a worn-out observation probe,
an unarmed probe at that. All I have 1o do is get access to the
secure parts of that huge vessel and shut down its auromated attack
before the security probes blast my own unarmed probe or the ship

Page §

=1 sign element. The designers wanted to
o@Em=m e smooth scrolling through 3-D ren-
dered environments without sacrificing detail or game speed. As
itis. the 3-D graphics window scrolls at 6-8 frames per second off
a CD access time of 1.51 seconds. By limiting the action to the
small graphics window and using the fictional background that the
player was having to explore the ship via a remote-controlled
probe, the design team was able to interweave the technical
limitations of CD-ROM access time with the gamer’s suspension
of disbelief. Then, when the interface of the game itself took on
the appearance of a dilapidated control panel, the small action
window became a moot issue.

In addition, the designers were concerned about some of the
poorly executed and slow responses to be experienced in other
CD-ROM entertainment titles. They decided that, rather than

Computer Gaming World



fooling with a limited parser and the lag time caused by accessing the gamer that a trace of organic material may be near. If the

too much data, they would design a story where the crew was dead., player’s probe is far enough away from the security probe, one can
As the player accesses computer terminals, he or she will eventu- scan the area and find out if that sumplg is one of the hulndrcds of
ally find video logs for some of useless finds or one of the eight or so important

finds that are a key to winning the game.

Mission Im-Probe-Able

The key to the game not being just another
busy-bath CD-ROM product, however, is the
artificial intelligence for the security probe. One
does not have unlimited time to explore because
every time the good probe accesses a computer
terminal or opens a door, its position is updated
for the bad probe. The bad probe’s artificial
intelligence divides the ship up into hierarchical
trees. The routine lists all nodes which can be
accessed (for opening or accessing) in a pyrami-
dal structure and searches both up-tree and
down-tree to determine where the player’s probe
is currently standing. Then. the bad probe uses
its knowledge of the
ship’s layout to try to
cut off the player’s
probe and waste it

The observation
probe doesn’t have any
weapons  (except for
the possibility of dis-
covering a virus that
can be Emailed to the

the crew members. When these
are discovered. a Quick-Time-
style movie unveils some inter-
esting and/or vital information
and the gamer is not stuck with
trying to figure out what to ask
and how (o outguess the parser.

Also, the video logs and diaries
oet the most mileage per byte of
data, since they only play about
30 seconds of data at a time be-
fore the player must get the good
probe on the move and start try-
ing to avoid the bad probe, again.
This means that the player must
pay close and quick attention to
these segments as soon as he/she accesses them. There is
no time for busy-bath exploration in this game. The player
must keep that probe on the move.

Finally, the design team didn’t want to have to develop
an entirely new set of tools in order to create this game.
They used “off the rack™ programs like Macromind Di-
rector and an animation system from Electriec Image to
develop The Iron Helix. Curiously, all of the probe’s
navigation is handled via a text parser and interlocking
databases. When one sces it work, it is actually rather

amazing.

My Mother The Alien

The game play in The Iron Helix feels like a cross
between the film Wargames and an old Avalon Hill
computer game called The Alien. The film posiled a

non-military type (a hacker, ol = 15 | [meret]
to be specific) trying to use
his computer skills to stop
thermonuclear war. As noted
carlier, the game has a lim-
ited time in which the player
as protagonist must  work

bad probe via the secu-
rity officer’s desk), so
the player must guide
his/her probe through

through the probe interface

(i.c. the computer) to stop the
war to end all galaxies.

The Alien game had the
player strategically seuarch-
ing an abandoned ship full of
alien biological samples in

order to halt their metamor-
phosis into lethal creatures.
In The Iron Helix, the gamer must send the unarmed
observation probe through the corridors in a search
for DNA samples before the good probe is terminated
by the bad probe (i.c. the sccurity probe becomes sort
ol acyberalien. The DNA samples, in turn, allow the
player’s probe to have access to sensitive arcas and
computers where the clues necessary to stop the
attack can be collated. Interestingly enough, the ship
diagrams depicted in the upper right hand corner of
the probe interface (i.e. monitor) screen look a lot like
the simple white-on-green line diagrams of the early
Apple IT game.

As the player sends the probe through the six levels
of corridors, the message bar on the interface informs

March 1993

- [
T - B the corridors in such a
way that the bad probe
never gets a direct line of sight. Once an LOS is
established. the bad probe automatically shoots and
never misses. If the player can successfully perpe-
trate the neutralization of a security probe, however,
a new probe is launched in [our or five minutes,

The Naming of the Drew

Drew Pictures has to be proud of the fact that
they were able to move beyond technological con-
straints and turn them into design features. They
have proven that slow access time does not have 1o
be an insurmountable problem, as long as one ap-
proaches the design logically. They have shown
that a beautiful looking and potentially fine playing
game can be created using “off-the-shell™ develop-
ment tools. Finally, with Spectrum HoloByte's
backing, they should have a
solid marketing plan behind
the product. Finally, with
both Macintosh and IBM
versions of the game sched-
uled. The Iron Helix even
has a chance to be one of the

first multimedia entertain-
ment products that can be-
come a good-seller. Now,
let’s hope it reaches its full

potential and more games
take its lead in getling away
from the busy-bath school

of game design. cew

Page 9



on the CGW Editorial S

t was a dark and stormy day. The rain had
Idmnpencd our clothes and our spirits

enough that we felt like a crew of Jonahs
disgorged by a Southwest Airlines whale.
The image wasn't all that inappropriate. One
of us did get boarding card #13, and several
of us were ready to answer the invariable
avalanche of queries on the state of the in-
dustry with dour tidings of doom and gloom,
along with our editorializing admonitions to
"Repent! The vengeance of the consumers is
at hand! Yet, three fiscal quarters and enter-
tainment software shall be destroyed!" Well,
maybe not that strongly, but we knew con-
sumers were frustrated at: delays (many of
the products we saw at the show were sup-
posed to have shipped at Christmas 92 and
at least one was supposed to have shipped at
Christmas '91), bugs (the technological
leaps in processor speed, memory manage-
ment, sound card proliferation, ef al.), ma-
chine obsolescence (the Amiga sales drops
causing many U.S. publishers to quit pub-
lishing Amiga titles and minimum require-
ments which do not support 286-based IBM
compatibles) and the lack of follow-through
on the promise of ground-breaking CD-
ROM titles (since most of the present gen-
cration of CD-ROM games are cither
shovelware or minimally enhanced versions
of successful MS-DOS versions).

Frankly, the consumers were mad and we
were feeling the edge. Like Jonahs, we came
to the city of heathen (Las Vegas, Ninevah,
whatever it takes!) expecting more trouble
than promise and, also like Jonah, we found
that authentic voices (whether prophet or
pundit, seer or scribe) must keep an open
mind. Here, then, are our impressions of this
year’s Winter Consumer Electronics Show.

Buyers and publishers alike scemed
pleased with the Christmas 92 season, and
both entities seemed optimistic about the

Page 1)

N e
A design team Richard Hilleman and Randy
Breen conier with World Chess Champion
Garry Kasparov.

coming sales year. We felt pleased because
there scems to be evidence that the technol-
ogy is consolidating, and an emphasis on
game play could be shaping up. At least,
that’s what this bunch of salty old Jonahs
converted into Saint Johns perceived (at least
that seer concluded his vision (the Book of
Revelation) with an optimistic perspective!).

The Stars Come Out
(Celebrity Involvement)

Celebrity licenses have been around for a
long time. Often, one simply purchases the
license and creates a game around the char-
acters, universe, situations or celebrity that
makes the license valuable. The licensing
agency checks the work at several points
during the process, and if the game hasn’t
broken any fundamental rules for the agree-
ment, the game is published as is. Some-
times, the developer has to change a pose in
a shot because it is unbecoming Lo a celebrity
or remove a scene or puzzle because it
doesn’t fit the "image" of the licensed celeb-
rity or world, but it is generally a case of very
little cross-fertilization between the licensor

and the licensee. The good news is that this
is changing in many circles. At WCES, we
were particularly impressed by the involve-
ment of World Chess Champion Garry
Kasparov in both the design and promotion
of Electronic Arts’ Kasparov's Gambit and
by the level of cooperation between Tsu-
nami Software (prior to this year’s releases,
this company formed largely of ex-Sierra
employees, had only published software for
the Sony Bookman) and stimulating science
fiction/fantasy author Larry Niven on the
Ringworld game (originally scheduled to be
published by Electronic Arts, but now dis-
tributed by Accolade). In both cases, the
celebrity has had plenty of hands-on with the
game as it has evolved.

Kasparov eloquently expressed the ration-
ale for what initially appeared to be "another
chess program." He noted that most chess
programs on the market can beat 99% of the
players and expressed his disappointment
with the fact that chess programs are cur-
rently being written in order to satisfy only
1% of the chess-playing population. Also,
Kasparov is an advocate of advancing the
hobby so that it includes a broader base of

Larry Niven, creator of Ringworld,
displays its latest incarnation.

Computer Gaming World
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tion of all ten official tokens, easy-
as-pie interface, a game adivity log

IBM PC version
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players. So, the focus of Kasparov's Gambit
is to provide the type of interactive experi-
ences that would explain to the 99% why
they are losing to computer chess games.

In addition to his long stint as World Chess
Champion, Kasparoyv is ideal for the task
because he was integral in the creation of a
computerized chess database (work began in
1986) and understood the decison-making
processes of the software, In fact, he defeated
32 different chess programs in 1985 (using
what he self-effacingly described as “tricks”
which disrupted the algorithm’s logic) and
IBM’s Deep Thought in 1990, This trans-
lates into Kasparov's Gambit where the in-
formation from 500 annotated World
Championship matches and Garry’s own
audio-video advice are available as the game
is being played. One can quickly access in-
formation to answer questions like: “What
would Fischer do?” or “How would Spassky
counter that move?” as well as hear
Kasparov’s advice,

In a different vein, Larry Niven wasn’t
expected to be as involved in the Ringworld
project as he has become. The license was
originally a deal where the designers would
use Niven’s universe, but none of Niven’s
characters. Hence, the plotline was set up
where the main characters would not dircetly
interact with the player’s characters. As it
stands, Niven has played every version of
the game all the way through and is tremen-
dously pleased with the way Tsunami is
developing it. He is allowing them to use
some characters from the game (e.g. The

Highmost) and with his characteristic gener-
osily says that those in the Tsunami crew
have become alnost as good at telling stories
as he is. As prolific and ingenious as Niven
is, one had better read that *almost” as being
fairly significant,

Another upcoming product with celebrity
involvement is Strategic Simulations
Ine.’s Tony La Russa Baseball IT where the
Oakland A’s manager gets co-designer
credit with Beyond Software’'s Don
Daglow. Tony’s contribution was primarily
to the designer’s understanding of his man-
aging philosophy and the database for
Tony’s analysis and suggestions. The sequel
to CGI”s 1992 Sports Game of the Year will
feature more of an old-time baseball feel
(when appropriate), as well as new camera
angles and digitized voice commentary by
syndicated sports commentator, Ron Barr.

i
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A’s Manager Tony La Russa plays his game
with Don Daglow.

PORTINTIUM “II

Finally, Accolade announced licensing
agreements with Brett Hull for a hockey
game and Pele for a soccer. Hull has already
met with Accolade and provided numerical
evaluations of NHL players for the design
team, but we do not know how much addi-
tional input he will provide for the overall
design nor what Pele’s involvement in the
soccer will be. In addition, Spectrum
HoloByte will publish Sega’s David Robin-
son's NBA Action for the MS-DOS market,
but no information is available as to the
extent ofany possible celebrity involvement.

TV Magic Games (Smart TV?)

On the hardware front, two new platforms
will try to get gamers to hook-up interactive
technology to their television sets. Both
products have a lot of technological pizzazz
to offer, but the success of either will depend
on the companies delivering products com-
pelling enough to encourage consumers to
purchase them.

Pioneer Electronics has built upon its la-
ser player technology to create a unit they
call Laserdctive. This unit would allow
game developers to use the capabilities of a
standard laser disc to store analog data for up
to 108,000 images and 60 minutes of FM
sound, as well as 540 MB (equal to CD-I
storage) of digital information or images (up
to 7,000 images). This enables one to have
broadcast quality backgrounds and anima-
tion/film sequences with the interactive as-
pects overlaid in digital images. In Japan
(where the unit will debut), the master unit

ENCHANTED HORIZONS ANNOUNCES: A new, low cost
version of the orlginal PORTINIUM Play-By Mail game is now
available. PORTINIUM Il Incorporates all the features of the
original game version. Players receive five standard game units
on each of the primitive and medieval levels of game play. Time-
travelintothe conventional and futuristictechnology ages affords
players the opportunity to capture additional pieces to equal or
surpass levels of conquest in PORTINIUM. The struggle to
become a dominant player and participate in “The Gathering of
the Four” remains a challenge for the strategy-minded player.
Receive over twenty double-sided pages of high-quality Laser
Graphics output per turn. Over 24,000 sectors to explore.
No hidden costs. $10.00 per turn. 3-week turnaround,

ALSO AVAILABLE: PORTINIUM, the original time-travel P.B.M. fantasy
at a new, reduced price. The PORTINIUM Hi-Tech and Lo-Tech games
offer many of the larger game features, in one age of play.

PORTINIUM
$15.00 per tumn
(4-week turnaround)

PORTINIUM HI or LO-TECH
$5.00 per turn
(4-week turnaround)

One-time, LIFETIME setup fee of $25.00 includes; 198-page Hi-Gloss
Player's Guide,startup packet, free start-up turn, plus free turn and subscription to game newsletter,
s i e (i Wrie or eall for free b = S e TN

NCHANTED HORIZONS °

P.0.. Box 9887 Spokane, WA 99209-9897 (509) 325-6941
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|t'S a “aSty iOb- = = but someone

has to do it. To re-activate the abandoned moonbase,
$.C.0UT must first seek and destroy the alien infestation. The
base’s entire arsenal is at your disposal: bombs, SAMS, force mirrors,
cannons and even atomics. But first you have to find them — using all the
ingenuity and strategic powers at your disposal. Then attack! |

But be careful...the enemy has
some nasty surprises of its own:
mazes infested with worms,
viruses, explosives and the sinister
“Slime”. Dazzling graphics and
driving soundtrack add to the fun
of your mission.

But remember, we warned you!

Check out our other hot new games Cogito and The Tinies!

A Kalisto game by

INLINE DESIGN To order, visit your local retailer or call:

Th
i 1-800-453-7671

S.C.0UT is available for IBM compatible (VGA) and Macintosh systems.
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Pioneer’s LaserActive

will retail for approximately $700, and the
consumer can add three other units (approxi-
mately $350 each) onto the system so that it
can play Sega Genesis CD games (Mega
L.D), NEC's (TTI in the WLS.) Turbo-Grafx
16 CD games (LD-ROM”) and Pioneer’s
own Karaoke discs, respectively,

The 3DO Company, a multi-venture from
companies with plenty of entertainment ex-
perience (like Electronic Arts and Time
Warner), is also launching a platform that
allows one to interact with television-quality
images. One can play music discs, photo
discs and MPEG standard video discs on the
3DO machine, and its suggested (Fall o 93)
retail price is $700. The machine uses a
32-bit RISC processor, 2 MB of RAM, a
multi-tasking operating system and a fast
(the company claims "double speed") CD-
ROM drive. Video images and sounds are
handled via separate custom processors.
With 27 bit planes and the capacity shown in
the demo of presenting real-time light-sour-
ced 3-D images, the potential is great.

The ROM Stranger
(CD-ROM Games)

CD-ROM games are ready to hit the
shelves in all shapes and sizes. In addition to
The Iron Helix (see this issue’s cover story)
from Spectrum HoloByte, a Mac game that
is soon to be converted to the MS-DOS
world, new player Pop Rocket is just about
ready to ship Total Distortion. The concepl
behind the game is that the player explores
various worlds and assembles graphics and
sound in order Lo create a music video gone
wild. The edited version of the video is sent
back to earth and one’s potential wealth and
fame is predicated on the result.

Total Distortion

Finally, multimedia veteran ICOM is pre-
paring a Macintosh only title which follows
in the wake of their old Macventure series
(published by Mindscape). The new
"Macventure" is called Bevond Shadowgate.
[t features 3-D graphic adventure in a Sierra-
style, offers full speech and 26 different en-
vironments, Purists may be put off by the
heavy amount of action sequences that are
tantamount to other horizontal scrolling,
running and fighting games.

On the MS-DOS side, games run the gamut
from multimedia versions of existing games
to CD-only titles. Interplay plans to publish
a SimCity CD-ROM game with lots of video
and a few game design twists, as well as a
new StarTrek game that will feature William
Shatner and Leonard Nimay. They have also
filmed the tutorial material for a multimedia
version of their successful Omar Sharif on
Bridge. They also plan to develop a multi-
media version of Three-Sixty Pacific’s
Harpoon. Also, Origin has hinted about a
CD-ROM version of their long-awaited
Strike Commander game,

In the same vein, LucasArts will release
the Indiana Jones and the Fate of Atlantis
"talkie" and Virgin will release the CD-
ROM version of Dune (with more footage
from the film to provide cinematic segues,
new 3-D rendering of landscapes and a sig-
nificant amount of audio dialogue to replace
the text sereens). In the same way, the CD-
ROM versions of the Adventures of Willy
Beamish (Dynamix) and Space Quest [V
(Sierra)arc expanded talkie versions of their
hit MS-DOS  predecessors.  Kasparov's
Gambit (Electronic Arts) will also be avail-
able as a CD product which will have more
video and audio. Novalogic is also develop-
ing a CD-ROM version of WolfPack, their
World War [I destroyer game, originally
published by Broderbund.

Access took a different approach to "creat-
ing" a CD-ROM version of Links. They
licensed the game to Compton’s NewMe-
dia as parl of their Compton's Multimedia
Golf Guide: California/Hawaii - Edition.
This combination reference/gcame product
allows the gamer to peruse over 750 courses
and then, play Links (the Torrey Pines
course). Compton’s NewMedia is also ex-
perimenting with "distribution” by allowing
potential customers to rent their CD-ROM
products through video stores. Major Video
Coneepts will provide the distribution to
video stores,

Activision’s Return to Zork design team
said that the CD-ROM version ol Return to
Zork will feature a 7th Guest style that would
enable the gamer to "walk through" a 3-D
environment, but featuring the capacity for
gamers to turn off the animations and con-
versations afler experiencing them once.
They have already captured more than
45,000 digital images of the professional
actors featured in the product, The goal of
the programmers is to create a "boot and
play" game that doesn’t require the kind of
room on the hard drive that many CD-ROM
games have demanded in the past.

Computer Gaming World



As opposed to these CD-ROM versions,
there are a number of new products which
will be initially released as CD-ROM titles.
ICOM’s GGA Tour Earth Invitational is the
most improbable golf product ever, sort ofa
"massive” instead of miniature golf. Players
attempt to conquer wacky golf courses made
from internationally famous terrain (edges of
volcanoes, Mt. Everest, etc.). To add to the
players’ entertainment, goofy commentators
give shot-hy-shot analysis.

R(ahel Assnult

The movies are another source of inspira-
tion and source material for CD products.
Rebel Assault is a 3-D Star Wars shoot-"em-
up from LucasArts. Expected to be avail-
able on both MS-DOS and Sega (under the
JVC label) CDs, the product will feature 15
levels of fast-paced action, as well as sound
effects and full-motion video digitized from
the original Star Wars film. Then, in another
genre, Psygnosis (on the MS-DOS) and
Sony Electronic Publishing (on the Sega
Genesis CD) are developing Bram Stoker’s
Dracula. Although the basic game is largely
a horizontal scrolling "shooter," the cine-
matic segues are taken directly from the
Francis Ford Coppola film and the sets/back-
grounds are rendered [rom the actual blue-
prints for the film’s sets.

Although we are not aware of Renova-
tion’s dL‘an._.{l team, Japanese sofiware devel-
oper Wolf Brothers, using any actual film

Road Avenge

footage, their Sega CD driving game, Road
Avenger, features cartoon qualily Japanima-
tion in a fast-moving and violent driving
game. [['a player is good enough to do every-
thing right at maximum speed and hence, not
see the different animation sequences for

Mareh 1993

crashes, deaths, etc., they will still get 30
minutes of non-repeating animation by play-
ing the game straight through.

Microcosm is a product from Psygnosis
that uses custom film footage to take player’s
through the human body (and take control of
a human body) via a probe. To be available
on MS-DOS, this 500 MB plus game fea-
tures footage that looks like a cross between
the movies Famastic Voyage and [nner
Space, with some portions where the scroll-
ing is up to 60 frames per second.

Virgin's The 7th Guest is a game whose
introduction almost needs no introduction,
The publisher has been showing bits and
pieces of the game for quite a while and the
stunning visuals and tremendously effective
soundtrack virtually guarantee a success for
this CD-ROM only product. The game play
is not very rich, but the exploratory experi-
ence is sure to have most CD-ROM owners
buying the adventure as a showcase to im-
press their friends.

Jutland

Finally, a wargame enters the picture. San
Diego-based Software Sorcery is ready to
release Jurland, a very cinematic and visu-
ally rich wargame based on World War 1
naval combat. The player responds to digit-
ized voice commands and participates in six
major engagements (encompassing dozens
of scenarios and small actions) in order to
earn possible knighthood, statues, parades
and historical impact as opposed to death or,
worse vet, humiliating defeat.

Finally, for something completely differ-
ent, the Revell-Monogram company is pub-
lishing a series of CD-based products called
the Power Modeler Series. Each will feature
information and a simulation for four model
cars/planes and will include a Skill Level 2
or 3 model, animated step-by-step instruc-
tions, the ability to check out possible paint

Jobs and see what to paint while the model

parts are still on the parts trees, modeling tips
and a sophisticated 3-D simulation in which
the modeler will get to turn into a gamer and
actually drive or [ly the model in a sophisti-
cated 3-D simulation that looks very com-
petitive with other driving sims on the
market. The [irst release in the series
(Spring) is European Racers, followed by
American Muscle Cars (Summer) and High-
Tech Aireraft (Fall).

WIlen ou smtch
to the crystal
clarity of
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SuperSott..

AD&D Pool/Curse/Sec....
AD&D Trilogy 2

Allied Forces

Altered Destiny

Amazon Guardians
Ancient Art of War

Bar Games

Battle Isle

Battle Tech.Trilogy
B-17

Crusaders Drk.Savant.
Cyber Empires
Dark Sun
Dragon Strike.. 10
Eye of Beholder 3........SPRING '93
Falcon:Op.Fight.Tiger...24
Gemfire 32
Great Naval Battles

Heroes of 357th......cccevieeennnnneee..

Kings Quest 6

Legend of Kryandia

Lemmin

Line In

Lost Files Sherlock

Might & Magi

NFL Video Pro

Pacific War...

Prophecy of Shadow...

Red Baron/Rise DragannngS 46
Realms 20
Search for the King.......
SpeliJammer:Pirates....

Star Control 2

Stunt Island

Tmlr%ht 2000 VGA

UltraBots

Ultima Underworld

Ultimate Challenge Golf

V for Victor

War in Middle Earth
WaxWorks

Wayne Gretsky 3....cciviinnne 36
Wing Commander 19

Club Raquetbll

Guy Spy

Heaven & Earth...................
Indiana Jnes 4

Mission Leyte

SEGA Genesis, Super Nintendo,
Gameboy, Game Gear! CALL for
titles and prices.

We also carry Game Catridges for:

Product availability/Prices
Subject to Change P

Mail to: :
110 N. 201 St. $7.00 S/H covers

up to 3 Lbs.! That

1-800-285-1881
Orders Outside the U.S:

206-542-1518

HOURS: 10 AMto 5 P.M.
PST M-F

BUNDLE PACK SPECIALS:
AMIGA:

Classics Tril...
(Midwinter, StarGlider 2,
Carrier Command)
Combat Classics
(F15-3, Team Yankee,
688 Attack Sub)
Tengen's Arcade Hits.........
(Klax,Hard Drivin', Toobin)

IBM:
BattleTech Trilogy
(BattleTech 1&2.
MechWarrior)
Classic Pak....
Jet Fighter 2 Bndle......
(Jet Fighter Adven.2,
Mission disk,Hint Bk. }
Max Pak...
McGee Series....
(McGee,Fun Fa:r Katies
Farm)
MegaFortress Pak...............

AD&D Tril. Pool/Curse/Secret.. $32

Addams Family
Altered Beast

ampaign
Civilization... e
Crusaders Drk. Savant
Cyber Empires
Cytron
DragonForce

FE;hter Duel Pro..
Flames of Freedo
4D S

Hoo

h<h-]

Legend of Kryandia.................
Legends of Valour
Lure of Tem
MegaTraveller 1
No Greater Glory
Pinball Dreams
Populous 2
Premiere

Pro Footbll Sim 3.1
Projectile
Realms

Road Rash

Power Modeler Series

Face Off! (Interface Trends)

Interface technology continues to im-
prove. Current design philosophy wants the
interface to be as invisible as possible, while
being as accessible as possible. Several tech-
niques are becoming standard. For example,

the graphic menu screen. Seen as early as the
set-up ph'\sc for the original S!mﬂ:qf:r and
the main menu screen for Silenr Service, this
approach was enhanced in 688 Attack Sub
and the original Wing Commander. 1t is a
screen environment where the "hot spots"
indicate one’s menu choices. Typically, one
clicks on a doorway to enter the training
facility, storage bay (to equip) or briefing
room (to start a mission). Naturally, Ori-
gin’s Strike Commander and LucasArts’
X-Wing Fighter use this technique, but even
a dissimilar product like Revell-Mono-
gram’s Power Modeler Series uses the
graphic menu for everything from databas

information on the cars (click on sales
poster) to modeling instructions (click on the
shop door) to the simulation (click on the
overhead door leading out of the showroom).

Another standard technique is the use of
pop-up windows. Whenever a d
needs to be made, the gamer can always:
up just the right menu to deal with the situ-
ation. Electronic Arts’ SEAL Team uses this
technique with opaque pop-up menus, as
does Novalogic’s Comanche: Maximum
Overkill and its new mission disk with the
semi-transparent pop-up windows that en-
able one to see the entire screen (which we
first saw in Interplay’s StarTrek: The 25th
Anniversary Game). According to No-
valogic’s John Garcia, it is significantly
more memory-intensive to provide the semi-
transparent windows than to use the standard
opaque ones.

This memory requirement may explain
why Interplay is not using the semi-trans-
parent windows in their full-screen, first-
person  perspective, 3-D  rendered
role-playing game, Stonekeep. Instead, they
are attempting to keep the pop-up menus
very incidental so that not only do the menus
not pop-up until the player needs them, but
they show up on the periphery of the screen

Seatlle, WA
: means you can order
il approx. 3 boxes for the
NO C.0.D. same shipping price.
Products are waranteed
through Manufacturer

in icon form.

Activision took a different tack in Return
to Zork. As noted in last issue’s "Behind The
Screens" look at the product, the interface is

CALL FOR MORE TITLES,
CDS,PRODUCTS!
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diamond-shaped, pops up wherever the cur-
sor happens to be on the screen and allows
the player to "point and click” on the ani-
mated icons that represent actual game com-
mands.

Cyber Space

Another interesting approach is being tried
by Canadian-based Empire Simulations.
Their cyberpunk role-playing game, Cyber-
Space, is based on the Iron Crown Enter-
prises "people and paper" game of the same
name. It is a polygon-filled game which as-
sumes that everyone’s perspective has been
"cyberized." The fiction allows the entire
screen to have something of a perpetual
H.U.D. (Heads llp Display) combined with
the 3-D "virtual" worlds created on the fly
and should keep cyberpunk fans jacked into
the fiction of the game.

Spectrum HoloByte’s Tornade has the

most clegant mission-planning interface we
have seen. Where other flight sims require
gamers to page through screen after screen
of menus in order to set-up a mission, Tor-
nado allows them to select as many different
options as possible through the unique man-

agement of menus and sub-menus on asingle
screen. In addition, the systems management
for the pilot/vehicle interface is as well-de-
signed as their mission-planning screen.

Armared Fist

Novalogic’s Armored Fist uses
analog '1pplu.1<.h (i.e., where the on
"hot spots" graphically conform to
tems which they emulate) to specific tzmk
controls/cockpits as their pilot/vehicle inter-
face, as well. The fascinating addition to this
product, however, is the object-oriented edi-
tor that will allow gamers to create terrain
and deploy platoons prior to playing out each
battle. The game (originally entitled Battle-
field 2000) also features a pull-down menu

for selecting Al tactics for the tanks which

the player is not controlling directly.
Finally, one cannot write of interface is-
sues without considering the use of interface

| ourney back
in time to the

COOOOBONK

year 1957 on

D an expedition
& to the dark
&> heart of the Amazon
‘ Basin. A desparate,
“ crazed message sends

o you on a perilous search
Q through a land where
S % legends come to life,
O danger hides behind
{,> every corner, and
(> incredible treasures wait
¢ tobe discovered.
() _ AMAION is designed
@f@» in the style of the serials

of the 1940's and 50's
such as Flash Gordon,
The Lost City, and
Rocketman.

Thesc serials were made
up of intriguing, fast
paced episodes which
placed the hero in unbe-
lievable peril. AMAZON
contains 14 exciting
episodes filled with plot
twists, mysterious charac
ters and heart stopping
cliff-hangers. You haven't
had this much fun since
thc dme-m days!

Metal monsters seek your
destructiont*



devices. Even the Nintendo Entertainment
System now allows use of a mouse, and it
considerably facilitates the play of games
like ASCINs Spellcasting: Aspects of Valor.
We noticed that more and more joystick
companies were offering flight yokes and
understand that Thrustmaster is introduc-
ing a Weapons Control System Mark II. The
latter will eliminate the need for dip switches
and will be programmable with the com-
pany's new interface card.

Perhaps the most impressive use of an
interface device, however, was the 3-D
Mouse prototype from Logitech. Interplay
used the so-called "flying mouse" to demon-
strate  Stonekeep.  Programmer  Peter
Oliphant stood in front of the computer and
used the infrared device to control his jour-
ney through the 3-D rendered dungeon. With
the "flying mouse," he looked just like he
was swordfighting with the mouse. Even
with a prototype 3-D mouse and the program
running on a 386/33 Mhz computer, the mo-
lions seemed natural and the game play more
vivid than it would have if one were playing
the game with the traditional "flat" mouse.

Strategic Heir Command
(Strategy Games)

Strategy games will appear in all shapes
and sizes throughout 1993. Chess games will
be released by several companies with sev-
eral different agendas. In head-to-head com-

Battle for your life at the Bndge of Death!*

Rulsey
-@x (b (il
seq @nd

petition with Interplay’s established Battle
Chess and upcoming Baitle Chess 4000
(new animation sequences which parody sci-
fi classics like 2001: A Space Odyssey and
use their Checkmate algorithms), Spectrum
HoloByte plans to release their National
Lampoon's ChessMeister 5 Billion and 1
parody of all computer chess games; Cap-
stone intends to publish Ter minator 2: C V-
ber Chess; and Gametek adds a variation
with Ragfmmk. an old Viking boardgame
with Baitle Chess-style animation,
Spectrum HoloByte's game uses ro-
toscoped full-figure animation and promises
to offer the most scatological humor and
graphic gore such as any Python fan might
enjoy. It is also billed as the only game that
will "cheat" up [ront and personally. Cap-
stone’s product does not follow any of the

movie script, but picks up on the idea of

cyborgs dueling it out on the field of honor.
Itis expected to use the algorithms from their
current chess game. Gametek’s Ragnarok
not only features the animated sequences,
but looks like a challenging and well-bal-
anced game, complete with tutorial and
plenty of room to save games.

Those more serious aboul chess are ex-
pected to gravitate toward Kasparov's Gam-
hit (Electronic Arts). In addition to the
tutorial and database [eatures described ear-
lier, the game will feature three different 3-D
chess sets in SVGA graphics and allow the
gamer 1o customize the artificial opponent.

TR |

Where most earlier chess games adjust the
difficulty levels by simply giving the artifi-
cial opponent more or less time to make a
move, Kasparov's Gambit lets the gamer
modify the opponent’s aggressiveness, crea-
tivity, attentiveness, orthodoxy and strength.
Such factors really change the face of the
game, since orthodoxy will often determine
whether the opponent will be in the classical
stvle of taking the center or in the hyper-
modern style where one boldly snipes from
the side. The default artificial opponent
plays at a 2185 Elo rating).

Strategy samers who enjoy business simu-
lations will enjoy several new strategy
games. Impressions is preparing a new
VGA version of 4ir Bucks which will feature
the types of bells and whistles that some of

ChessMeister 5 Billion and 1

*A Multimedia Entertainment
Extravaganza!
*Super YGA and YGA Modes.
*Rich Characterizations.
oA Cliff Hanger around every corner!
*From the designers of the Award
Winning Martian Memorandum.

= ACCESS

ACCESS Software, Inc., 4910 West Amelia Earhart Drive
Salt Lake City, UT 84116 ¢ (801)359-2900 « (800)800-4880

Gasp in disbelief at the Iost tribe of
Amazon women!*

*Actual Amazon VGA screens.
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Entertainment software booths at WCES.

the owners of the original Air Bucks wanted.
Koei tentatively plans to convert their Aero-
biz SNES product into a VGA strategy game
on MS-DOS in the Fall.

Would-be magnates don’t have to build
airlines to get rich, though. Interplay’s Rags
to Riches provides a humorous, but detailed
economic model of an up and coming inves-
tor. There are humorous encounters with
shady characters and plenty of strategies to
use in attempting to parley one’s investments
into millions. The game is based on a
boardgame called Speculate!

Page 20

Whale of a Good Time
(Conclusion of Part I)

[f one combines the trends described ear-
lier in this article with games using SVGA
eraphics, announcements of new sound
cards/technology and more emphasis on
user-customizability, it is difficult to hang on
to a pessimistic perspective. In the Bible,
Jonah built a booth to protect him from the
sun and went outside of Ninevah to watch it
fall, God surprised him. As readers should
be able to tell from the booths pictured in the

article, there is a lot of excitement and opti-
mism surrounding the entertainment soft-
ware industry in 1993. Instead of pouting
like Jonahs, we definitely left the show with
a host of new revelations. Next month, we
will provide genre-by-genre rundowns and
plenty of pictures about all the new action,
adventure, role-playing, strategy, simula-
tion, sports and war games which we saw at
the show. We think everyone will have a
whale of a good time. cew
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Compuiers Don’t Teach;
Software Joes
The Philosophy Behind EA*Kids

cobblers, tailors, weavers and carpen-

ters would teach the village children
how to read. Usually, these abecedarians
would give the children a hornbook or
battledore with the basic letters and num-
bers printed (or posted) on them and re-
quire the children to memorize the basics
by rote.

A few of these abecedarians came up
with some creative notions, however.
They carved letters into blocks so that
children might learn spelling, or they de-
veloped rhymes as a mnemonic device. In
Colonial America, many of these horn-
books offered theological lessons (since
religion was the most important thing in
the world to the Puritans) where A was for
Adam ("In Adam’s fall, we sinned all.")
rather than the Apple of today’s pre-prim-
ers.

In 1 7th century England, even common

PING THE PANDA

However effective these abecedarian
methods may have been in teaching skills
with limited scope, they didn’t do much
toward teaching children how to think and
how to solve more abstract problems. It is
also likely that the methods turned off as
many students as they inspired. Of course,
that didn’t make too much difference,
since they only needed to read enough to
conduct basic business. Except for the no-
bility (who usually had private tutors),
there was really no reason to learn to re-
search or be motivated o read widely,
since the libraries of the common man
were largely restricted to the Bible, Foxe’s
Book of Martyrs and occasional pam-
phlets.

In today’s era of information explosion,
an abecedarian approach is dangerous.
Children need problem-solving and infor-

Page 22

mation-sifting skills that cannot be learned
by rote. These skills can only be learned
by doing. With computers becoming om-
nipresent tools in accomplishing these re-
search skills, it continues to become more
and more vital to involve children in com-
puterized learning activities.

Such a need is readily discernable. This
is why more and more software publishers
are mobilizing to meet these needs and
why Computer Gaming World now has a
sister publication focused on Kids & Com-
puters. The most obvious result, for pur-
poses of this article, is Electronic Arts’
foray into the "edutainment” genre.

The Digitized Hornbook

Taking their initial cue from a line by
Marshall McLuhan, the Ur-prophet of me-
dia, those responsible for shaping this new
line of "edutainment" sofiware take seri-
ously the idea that "Those who draw a
distinction between education and enter-
tainment don’t know the first thing about
either." That is why the company has ex-
pended the amount of resources necessary
to make sure that discovery and surprise
are major elements within the formulae
used to create each product in the series.
That is why there is tremendous emphasis
on providing animated and verbal reward
sequences Lo reinforce the child’s efforts.
It is also why every product is presented
to an advisory board that includes: school
superintendents, learning specialists, edu-
cational psychologists, computer educa-
tors and parenting advocates.

Another distinction between EA*Kids
and its antecedents is that the entire prod-
uct line uses a common set-up/access in-
terface. Children love to go to the movies
and to play their own videotapes of favor-
ite movies, so all of the EA*Kids products
begin at the EA*Kids theater. The theater
is, essentially, a graphic menu that allows
children to select their favorite programs
by double-clicking on the movie poster-
style icon for a given program. The side of
the theater that says, "Now Playing" al-
lows access to the programs for the chil-
dren without ever forcing them to use a C:
prompt, and the side of the theater that
says, "Coming Attractions" presents pre-
views of upcoming games or products.

Installation of programs and removal of
programs from the hard disk can all be
handled (by parents) through this front
end.

Further, the entire line uses on-line help
pals to ensure that children do not get
bogged down in the gaming/learning en-
vironments. These colorful carloon char-
aclers serve much the same function as an
inspiring teacher in that they provide as-
sistance and encouragement as necessary,
without intruding on the player’s inde-
pendence.

Ping and Kooky's Cuckoo Zoo is an
early learning product which allows chil-
dren (o drive a train (in first person per-
spective) through four environments. The
technology used to depict the train’s mo-
tion is surprisingly sophisticated for a
"learning” product. That was an unex-
pected surprise. Also, the animals to be
found in these habitats are not depicted
realistically (since realistic animals are
sometimes [rightening to young children,
as anyone who has seen crying children at
the zoo is likely to be aware), but as warm
and cuddly caricatures of animals that are
designed to become animated [riends of
the child. That was an unexpected, but
appreciated, design decision, as well.

Through interaction with the animals in
these four habitats, early learners are
likely to learn to recognize colors and how
to count. As a game element, however,
they are also likely to have to learn how to
match elements to each other whenever
Kooky (a bird who is probably a distant
cousin of the Cocoa Puffs cuckoo hird)
flies through the scene and mixes up spots,

Computer Gaming World
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= Asgovcmorof aprovince of the Roman Empire you must

build cities for the good of your people. Fortify your

cities with walls & towers - but should your defences fail,

4 | you must command legions to crush the hostile barbaﬁsn:

Y tribes! Success will lead to promotion -and ultimately, the
i¥ very best may rise to become... Caesar!

Bartles may also be fought out in detailed, animated oombai using
1| much enhanced version of Impressions' Cohmt (Cohart 11 wil! be :
available separately). '
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stripes, limbs and heads so that the young
child has to set chaos right again.

For children who are a little older,
Scooter’s Magic Castle allows them to
explore a castle with an on-screen [riend.
The game actually reminded us of an up-
dated Little Computer People (the classic
Activision busy-box software program)
with an educational agenda. Counting,
matching and creativity comprise the
scope of this product and, as in all of the
products, on-line help is available through
an on-screen companion. In this case, the
companion is Theo, a wise old owl who
offers advice which is much more useful
than, for example, the pedantic esoterica
disseminated by the owl in the Winnie the

Pooh stories. Theo is a friend, not an ob-
stacle.

The most intriguing innovation in the
line, however, is the colorbook adventure
of Peter Pan. Remember Maurice Moly-
neaux? He is the artist who developed the
spaceship control interface for the original
Rules of Engagement (Omnitrend/Mind-
craft). A paintbox full of animated draw-
ing accessories sit at the bottom of the
screen like the musical staff in Loom.
Whenever Peter gets into difficulty on-
screen, the child selects the drawing tool
by pointing and clicking on the tool and
the object to be acted upon. When a useful
selection has been made, a delightful ani-
mated sequence takes over and the story
continues. Artistically, this product is ab-
solutely resplendent.

For children over seven years old, Kid
Vid allows children to create their own
music videos. We thought of this as Car-
tooners with more tricks and a simpler
interface. Also for older children (8-13
vears old), there is Eagle-Eve Mysteries.
This product should do wonders for im-
proving reading comprehension and prob-
lem-solving skills. Think of it as
Scooby-Doo withoutall the goofiness. The
program assumes that pre-teens can think
and doesn’t insult them with plots that do

not make sense or cases where clues are
withheld.

Report Card

Naturally, with these products yet to be
released, it is difficult to see how success-
ful they will actually become. One thing
seems certain, however. EA’s entry into
the edutainment arena, along with Si-
erra’s entry into the same arena, means
that Broderbund will no longer be the
sole mainstream consumer publisher pro-
ducing edutainment titles. This should be
good news for parents, since it likely
means that educational publishers and
consumer publishers alike will push each
other to a new level of excellence. cew

TWIN ENGINE GAMING PRESENTS:

change, and you are the catalyst.

\

i Dut Time Days
a game of Time Travel in an alternate dimension

THE EXPERIENCE: OTD is a game of life on a Y
strange world. Although populated by a variety of ‘ o
semi-humanoid races, it is nothing like the Earth
that your character left behind. Gone is the industri-

al might of large nations. The multi-talented worker

is a thing of the past. Even your famed Time Jump-
ing skills have been checked to a certain degree. * Sy
However, you do happen to be one of the few Time

Jumpers on this world, and that in itself is a major strength.

You'll choose one of several sects to work with, or attempt to
create your own from scratch, which will help set your general meth-
od of operation. As each new time opens, there are new discoveries to
make, new lands to chart, and new people to meet. The world awaits

OUT TIME DAYS is a highly interactive role-playing Play-By-Mail ||
game with turns processed weekly. It has received excellent reviews,
notably from Flagship and Paper Mayhem. Tum cost
is $5.00. The game is open ended and 99% computer
| moderated. The rulebook may be obtained for $5.00

‘ available that gives you the rulebook, the startup
s turn, and five turns for only $15.00.

Dependable, weekly, error-free turns since 1984

Space Combat
a game of pure tactical combat...
in a rather unique environment

Youll be fighting in an edgeless contest zone aboard liv-
6 WEN ing creatures. Space Combat is almost all combat, with
' < i some room. for diplomacy. Olfensive aclions include

J: | the creature’s Psychic Screams to mentally disrupt
} others, launching Inverse Mines that will implode A
near your enemy, frecing Spores to destroy inter- a 9
nals, using Nerve Pulscs to paralyze pesky scouls, e :;_;!
and Virally Infecting your opponent in the hopes of
taking over their alien. Each turn comes with a special full-page graphic

=

printout ol your cnding position to aid
you in planning.

Space Combat was designed 1o be

easy 1o learn, but dilficult to master.
Every pame starts with ten players,

and as cach is climinated, the chances
of the game ending will increasc.
| Turnsheets arc custom' made on a laseér

‘ printer to aid you in filling out your
| next turmn. The games run about 12-18
| lums. Cost is $3.50 per turn. A rule-

| book ( required before you can join) is
! $1.00 (frec il you mention this ad!).

® Twin Engine Gaming; Dept 631; 3254 Maple Leaf Ct.; San Jose, CA 95121 &
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AETUAL SCREENSHOTS

“The best simulator
J've ever seen!”

Rick Zalud, Computer
Game Review

‘Wiakes the term Virtual'
redundant!’

Nave Moskowitz, Video Games
and Computer Entertainment

'Sets o totally new standard for \"'3";""""-'75"-?.-5 il
halicopter simulations!” LR 5
Arnie Katz, Electronic Games

“Hedefines the state-ol-the-artin
camputer simulation graphics!”
Computer Gaming World

From NovaLogic™, the creatars
af WOLERAG

COMANGHE

the promise

true! You comn the ultimate in 21st
Century Attack Helicopters - the Boeing
Sikorsky RAH-66 Comanche, notjustover,
but in.and around ultra-realistic 3-D
terrain, Ganit be true? Absolutely!
Thanks to' Novalogic's radical new
simulation environment VOXEL SPACE™,
which produces graphics 500 times more
detailed than any ofthose tired old
polygon graphic games. You'll dive from
mountain peaks, dart throuah winding
canyons, and roar through puise-pounding
combat in stunning cloud-filled skies.

WraWweseme Quapnics
Hireaadenisd snaad, ani
SUWEFEUTIA NI eun- e e e, rﬂ L _{"Mﬂ”p f&nf.mrhp H’;” far U - "
Wte KR tieRxuiament Like s Efrstsimulator witl copl-time contrals of
aiihingyoitve everexperienped on a HAH-66 Comancie
parsonal compuler Tearout to your » Unsurpassed speed and maneuverability
e B N ERS o Real-time fly-bys through actual terrain data

= One-minute learning curve i
u Superh musical score and saund LG G
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Plunge into a medieval world to
conquer Cascatia, an untamed
land of conquest & glory. Invade
castles, fly over mountains, and
use the forest to your advantage
as you battle across the
Cascatian Realm, to become the
reigning king. Just about the
best strategy and tactics game
you will ever play.
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NINE BEAUTIFUL SCENARIOS.
A RANDOM MAP GENERATOR.
UTILIZE BASIC HUMAN UNITS, THE
FANTASY UNITS OR BOTH.

*21 LEVELS OF PLAY (STRONG Al).

MODEM PLAY,

COMPLETE GAME SCORING HISTORY.
RICH IN STRATEGY AND TACTICS.
SEVERAL FULL CAMPAIGN
CONQUESTS.
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The "“Conquered Kingdoms"
computer game is IBM PC and
soon to be Amiga compatible. It
can be obtained through your
favorite retailer or ordered direct by
calling:
1-908-788-2799

©1992 Q.Q.P. All rights reserved.
IBM is a trademark of International
Business Machines.
Amiga is a trademark of Commordore.




Conquer the wdrld iri“‘u‘ééttles'

of Destiny.” Seek out and
destroy up to three
opponents in this state of the
art global conquest
simulation. It's simple to Flay,
but only a true master will
reign in “Battles of Destiny.”

R

™ el e
Challenging Artifical Intelligence
(9 levels of difficulty)
Air, ground and naval combat
22 different units to construct
Modem play
Over 20 beautiful worlds to conquer
Complete player history
Dynamic scoring system

Campaign play
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The “Battles of Destiny™
computer game is IBM PC. It
can be obtained through your
favorite retailer or ordered direct
by calling:

1-908-788-2799

© 1992 Q.Q.P. All rights reserved.
IBM is a trademark of International
Business Machines.




s | stomped through Tokyo Harbor
Aon my way to Tokyo proper, |

brushed aside ships with the wake
from my brobdingnagian torso and my
gargantuan tail. Pleasure yachts and com-
mercial shipping vessels alike capsized in
the wake of my wrath. Ordinary humans
might have to play MicroProse’s Task
Force 1942 in order to sink so much Japa-
nese tonnage, but film monsters don’t
have to play games to perpetrate destruc-
tion.

There is currently a lot of interest in
Pacific Theater games, but you wouldn’t
find us movie monsters getting excited
about an alleged deal between the design-
ers of High Conmand and Three-Sixty
which would put a scenario-builder and a
Pacific Theater version of the game (Pa-
cific Command?) on the market within the
next 12 months. That may bode well for
all concerned, but it’s not as much fun as
frying a destroyer by exhaling.

We movie monsters are made of sterner
stuff. You wouldn’t find us interested in
the possibility of Gary Grigsby updating
Second I'ront into a Second I'ront 11 by
adding some of the Pacific War innova-

tions. You wouldn’t find us wondering il

he were going to redo his 1985 CGW
Game of the Year and bring out
Kampferuppe I1. No, we monsters simply
step on ships and tanks or any other weap-
ons of destruction with our Size 10" feet
that we dety Nike to shod.

I thought over all the upcoming naval
games and brieflly wondered what Soft-
ware Sorcery’s Jutland would look like.
An SVGA game of World War | naval
action with digitized voice commands and
digitized video clips should be rather in-
teresting. Put it on CD-ROM and it should
be even richer in both data and graphics.
The madness took me over once again and
I no longer cared about games, even when
they are based on my favorite naval era.

The Japanese assembled their most
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The Rumor Bag

by Bagzilla and Hobbes

modern technology in order to stop my
rampage. | couldn’t understand the orders
being given in the streets, but everyone
seemed very excited about something that
sounded like General Midi, a new chip set
that is being incorporated into the existing
sound boards of several manufacturers. In
fact, the madness receded for a moment
and | remembered that Creative Labs is
supposed to be unveiling the Wave Blaster
at the Winter Consumer Electronics
Show; a card that will provide real MIDI
sound for roughly $250.

That stopped my rampage for a moment
because I realized that John Ratliff’s new
(as yet unnamed) flight simulator is sup-
posed to have more general midi music
(scored by no less than George Alistair
“Fat Man” Sanger himself) than any other
published game, except for Virgin's The
7th Guest. The new light sim is expected
to totally immerse the gamer in a world of
sound which adjusts to the action a la Wing
Commander’s  “Tense-o-Meter”  ap-
proach,

The madness returned. No wall of
sound, no matter how versatile, could stop
me! Movie monsters are characters of leg-
end. | faltered, somewhere in the back of
my reptilian mind | remembered that Na-
tional Videotext had landed British Leg-
ends [, the sequel to the popular
multi-player game that kept users hooked
on Compuserve for so long. They also
plan to run a version of Jim Dunnigan’s
Hundred Years War parallel (o the games
which are currently running on GEnie.

I left the harbor awash as I crunched the
pier structures beneath my feet. Huge su-
pertankers bobbed in the water like a fight-
ing sail ship in a typhoon. I kicked in the
wall of a warehouse in frustration that
Simulations Canada’s Man Q' War
game hadn’t shipped. Then, | remembered
that I was too big to care that it was sup-
posed to ship in March, 1993, along with
the World War l1I game, Red Sky At Morn-

ing. | also set a small fisherman’s vessel
afire with a sigh when | realized that Sim-
Can plans to quit publishing Amiga and
Atari ST games, marking the end of an era.
From now on, SimCan games will feature
modest VGA graphic situation maps and
no more printed maps and markers.
Finally, | remembered what had set off
the rampage. | stormed through Tokyo. |
ripped up rail lines and scattered com-
muter trains from Shibuya Station to Yok-
ohama. | was absolutely furious about the
misinformation I'd written in a previous
column. The deal for Tearaway Thomas
and Ugh!, the two Amiga arcade games to
be published by RAW Entertainment,
had fallen through after we had gone to
press. | stepped on dancing teenagers in
the streets of Harijuku. Then, I discovered
that Ringworld is not going to be published
by EA atall. Itis going to be developed by
Tsunami and published by Accolade. An-
other source told me that the on-line flight
simulator that was supposed to accommo-
date campaigns with up to 2,000 pilots
would no longer be funded. I shoved a
building over and watched it fall. The next
thing | expected to hear was that the rumor
that Nintendo’s CD-ROM unit was going
to turn the SuperFamiCom into a 32-bit
processor that runs under Unix was false.

I pushed over another building. It landed
on my fool — my modest size 9 foot, not
asize 10° foot — and it wasn’t a building,
it was a filing cabinet. I looked around in
vain for some puny mortals to terrorize.
There were only unsympathetic co-work-
ers frowning as my tantrum subsided. |
started to clean up the disaster, so embar-
rassed about my “Calvin and Hobbes”-
style fantasy that | didn’t even get Lo tell
them which network is supposed to be
building an on-line version of Star Fleet
Battles. Ah, well! Plenty of time for more
rumors after I get myself under control.
cew
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A Mechanical Wonder is Set into Motion!

Introducing The Incredible Machine, a wacky electronic workshop
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Free-Form mode. There are gears, pulleys, cats, balloons, dynamite —

and about 40 other animating tools for use in your creation. It’s all
new, slightly demented fun that you won'c be able to put down. It’s

The Incredible Machine and it’s in stores now!
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ACTS

Or, How to See the Realm on Under 100 HPs a Day

vant is a tough game in many ways.

Typical of the Wizardry series, it has
an excessive amount ol combat, so you
need to be prepared from the start with the
best possible team. [l at all possible, bring
your party over from Bane of the Cosmic
Forge. As noted in my article last month,
the characters will come in at level 5, and
retain some of their equipment, including
such gems as the Muramasa Blade and
Holy Basher (presuming they had those
items, of course!).

If'you didn’t play Bane, or have no team
to bring over, then you must start from
scratch. The one advantage to this is that
you can give the members some points in
the skills of Swimming, Climbing, Map-
ping, and Diplomacy right from the start.
Only one person needs Diplomacy, and
only one requires Mapping, but all charac-
ters will have to work on Swimming and
Climbing, which are quite important.

S ir-Tech’s Crusaders Of The Dark Sa-

As to the actual make-up of the party,
there is no one “perfect mix.” Different
combinations work for different people, so
you will just have to experiment a bit to
find out what’s best for your style of play.
In general, classes that have spell abilities
as well as fighter abilities (Samurai, Lord,
Valkyrie, etc.) are better than the straight
fighter type. They go up a little more
slowly in level but they will be worth the
wait.

Ninja are better than thieves any day and
no parly is complete without at least one
Bishop. Bishops need to be developed
carefully for maximum effectiveness. Af-
ter first level, they gain Priest spells on the
odd levels and Mage spells on the even
ones. Therefore, it is best to put all the
Academia points into the appropriate
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magic skill at level gain time to obtain the
best results.

This is because the spells offered at level
gain are tied directly to the score in the
relevant magic skill. That holds true for a/l
classes capable of magic. The higher the
score in Thaumaturgy, Alchemy, Theol-
ogy, or whatever, the better the spells your
characters will have to choose from. Never
stint on putting points into magic skills.

M-RAHULF.
FIGHTER
LvL

You should have at least one Fighter,
Lord, or Valkyrie in the party. Sorry to say,
most of the good top-drawer stuff is de-
signed for that trio, with a few things
thrown in for Bards and Rangers. Neal
Items (not to mention decent armor) for
Samurai are few and far between. The
situation is worse for Bishops, Priests, Al-
chemists, Psionics and Mages, who have

even less to choose from in the way of

weapons and armor. All you can do there
is hope that something usable by those
classes will turn up from time to time.
The alternative is to bring a character
along to a certain point, then switch class
to something else; for instance, switching

a Priest to a Lord. That will give the char-
acter access o the better equipment, al-
though he or she is back at level one and
has to be developed all over again in the
new profession. Still, some players find
this a good way of working up a powerful
parly, so choose whichever method suits
vour inclinations.

Speaking of weapons, remember that the
people in the back ranks can fight, too. Get
extended or long-range weapons (quarter-
staffs, bows, slings, whips) into their
hands as soon as possible. Spell power is
going to be pretty limited for some time,
and there’s no reason to have halfthe party
standing around doing nothing during
combat.

One thing you may have problems with
later in the game is spell failure. Even my
30+ level mage with 100 Oratory and 100
Thaumaturgy had 7th level spells fizzle
oul far too often (ditto for other classes).
You can generally avoid this by having
several people cast spells at a lower level.
Two or three Nukes at power level 5 can
do just as much, if not more, damage than
one 7thlevel Nuke. Casting at lower levels
is also less draining on stamina and spell
points—an important consideration.

Once you get into the game proper, you
will soon find there is much more to be
done than mere fighting (although combat
is a major part of Crusaders). Many puz-
zles must be solved, items obtained, and
NPCs dealt with along the trail to the As-
tral Dominae. This is the point where peo-
ple can start running into problems.

The game’s “open design" allows the
party to go almost anywhere, provided
they can handle the hostiles in a particular
area. Unfortunately, this means that play-
ers can wander around for a long time,
gaining character levels, but not progress-

Computer Gaming World



..more hke an interactive mo\ne
Sharewnre Update

“ Almost single-handedly ]ustlfy ! " ?Stence of
shareware...”

VideoGaines & Computer Enter fammsnt

“The first game technologncaﬂy{capable of...immersing
- the player in a threatening environment.”
Computer Gaming World

In an act of desperatlon you
overpower your cell guard:
Standing over his fallex_',t body, :
you frantlcally grabﬂf' l'us H‘“\.

scrolling virtu ‘.__:- gk

Hear professmnally composed
music with an' AdLib™, Sm;nd
Blaster™, or compatible

Four levels of game play make:
it enjoyable for the novice to
the experienced player v

! Battle with knives, pistols, and
machine guns

! Easy to start playing, and
instantly absorbing
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For the cost of sl'uppmg and handlmg, cmly $4.00, you'll receive
Episode One, Escape from Wolfenstein. Or download Episode One
and pay no shipping and handling. Call the Software Creations BBS
and check out our FREE Apogee file section. BBS Phone Lines are:
* (508) 365-2359:2400 BAUD

* (508) 368-7036:2400-9600

¢ (508) 368-4137:2400-14.4K

Episodes two through six are sold separately and can be purchased by P.O. Box 476389

/ , SOFI'WAHE
calling Apogee'’s toll-free number, shown above. Garland, TX 75047

Not Recommended for Younger Viewers Due to Realistic Depictions of Violence
Wolfenstein 3-D requires an IBM or 100% compatible computer with 640K RAM, a VGA graphics card, and a hard disk drive. Extended memory (XMS), expanded
memory (EMS), joystick, and mouse are optional. IBM is a registered trademark of International Business Machines, Inc. Sound Blaster Is a registered trademark of
Creative Labs, Inc. AdLib Is a registered trademark of AdLib, Inc.
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ing very far towards the game’s objective.
Everything is so spread out among differ-
ent locations that finding any sort of path
through the game can be difficult.

The ultimate goal is the Isle of Crypts.
You need Wikum’s Boat (complete with
power globe), the Wand Majestik, the Key
of Dragons, the Legend Map, the Crystal
Map and Vitalia’s Device. If you lack any
of these items, stay away from the Isle.
Otherwise, you’ll just be making a lot of
extra work for yourself running back and
forth to pick up what you’re missing. Col-
lect everything first, and life will be a little
easier in the crypts.

Probably the best place to start is New
City. Imports from the “trash Bane” end-
ing of Wizardry VI and newly-created
teams start in the vicinity of the town.
Imports will have to find a way around the
orchid patch (level 10 or better needed to
cross safely); new teams can walk right in,
but do stop off in the beginner dungeon
first for some experience and explore the
outdoors for the map kit (to enable auto-
mapping).

Not everything will be open to you, The
T'rang House, Umpani Detache, Con-
demned Area, and Forbidden Zone must
wait until later in the game. The Twisted
Heads Puzzle in the Museum must like-
wise wail for later. These areas aside, you
should be able to get in everywhere else.
Be sure to buy some bananas at the inn and
check out the statue in the fountain,

After that, you have several choices on
where to go next. Below is a list of major
locations with some highlights for each
place. Areas in parentheses indicate places
that you should do beforehand, either to
save time or because they have items you
need in the current location.

Orkogre Castle (New City) — Visit the
barracks under prison level. Pick up a jar
of Munk Innards (icky, but you need it
later; one is enough). You must get into
Murkatos’ Sanctums (Outer and Inner);
the steelplate will help. Talk to the king,

Munkharama (New City) — Answer
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the Well Riddle. Find your way to the
Land of Dreams and go through it. The
pipe and pastille are very important. All of
the items offered at the end are good; save
early and check each one out, then restore
to pick the one you like best. Find the four
special gems (swimming necessary).

Hidden Temple (under Munkharama)
Explore thoroughly with an eye out for
wall buttons. Visit (heh) the Lord of the
Dark Forest (Munk’s Key needed). Be
sure to enter all the little side rooms. Do
not enter the pit/lever/grate room until af-
ter you have taken out Lord DF. Watch out
for a very nasty trap in the power globe
room.

Dane Tower — This is the only stand-
alone dungeon (nothing needed from out-
side). Buy two bags of Jonga powder. You
will have to take out both the Demon and
Magna Dane; Magna is better done first.

Ukpyr — lJoin the Scouts and follow
orders. Search thoroughly afier the attack.

Rattkin Ruins — (Orkogre, Nyctalinth,
Sacred Grove) Join Thieves Guild. Stop in
at Bertie’s and buy the unusual item. In the
Funhouse, the most difficult puzzle is the
water slide. The rope/bar must be in place
before you fiddle with this. Only three
levers need to be pulled. Visit the Razuka;
Don Barlone can help with the Con-
demned Area in New City.

Nyctalinth — Talk to H’Jenn-Ra twice
(accept or decline Shritis’ offer as you
please; be sure to open the chest!). Clear
out the town. Wake the Savant Guards in
the cellar. Dig around in the graveyard.
There are two ways up from the great
caverns; you must find both.

Dragon Mountains (Curio Museum,
Rattkin, Dane Tower) — Can only be en-
tered at night. Be prepared for *BROM-
BADEG#*. Explore the caves thoroughly.

City of Sky (Dragon Mountains) —
Many invisible walls here so get out the
graph paper and make your own map. Pick
one item from the museum (after you have
the Key of Light). The Light Sword is best;

needs no power packs and does terrific
damage against killer robots (good as a
general weapon, too). Take the Crusaders
test. Save yourself a lot of time; break
down the second door (Strength 18+ for
each party member necessary). Search the
ship completely.

Witch Cave (Giant Cave, Haunted For-
est) — Simple matter of rambling through
and defeating the four evil witches. The
Giant Cave is south of this one; the forest
is west of the north road from Ukpyr. Giant
cave must be done first. Haunted Forest
must be visited at night.

Whirlpool Cave (Curio Museum,
Witch Cave) — The Sphinx Map will tell
you what needs to be done here. Be sure
to search carefully and do some swim-
ming.

Isle of Crypts — Nasty, nasty place.
Traps on the upper levels, so go carefully.
Some can be avoided, others can’t; even-
tually, you can turn them off as in Dane
Tower, but it will be awhile. Below crypts
is the Chamber of Gorrors; there are six
Gorrors, all optional (the best stuff is in
those chests). Ra-Sep is the easiest (a true
wimp); the Beast of 1000 Eyes almost
impossible (even in “easy” mode). The
rest are very tough but possible. You must
find the Jewel Of The Sun here (not in a
Gorror room). Further down is the infa-
mous teleporter maze; patience required.
You want to end up in the Crystal Room,
where solving the puzzle leads to the final
level.

This place is guarded by killer robots,
who are mean opponents. You must go all
over the level (every spot) before you can
enter the Tomb Of The Astral Dominae.
Al this point, assistance is needed to reveal
the Dominae itself. The party should be at
its peak, with protections up. If things go
very badly, use the Elysiad.

Finally, a word or three about maps.
These items are important; hidden within
the elegant language are clues to solving
several of the puzzles in the game. The
name of each map indicates what puzzle it
is needed for: the Temple Map, for exam-
ple, tells you how to get into the Hidden
Temple of Munkharama, and the Serpent
Map how to get into Dragon Mountains.
Only the Legend Map has no text; it is the
one map that is physically used (and must,
therefore, be in your possession).

Maps are generally found in chests, but
on occasion, someone else may have got-
ten there first. In that case you will need to
use the Trade option when talking to NPCs
(stationary or wandering) to see if they
have a map for sale. Maps can be dis-
carded after they have served their pur-
pose. Good luck! cew
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equels are rarely as good as originals,
and hybrid games are often less than
the sum of their parts. Yet, Star Control
11 from Aceolade not only goes where no
sequel has gone before, but proves that with
the right synergy and technology, a sequel

can be exponentially greater than the sum of

its parts. Star Control Il is as much of a
sequel to the Starflight series as it is to the
original Star Control. This should be good
news to lovers of the award-winning Star-
Might series, since there are no announced
plans for a third installment to the series and
Star Control II is the closest one can get to
the rich, whimsical universe inspired by the
capricious and irrepressible Greg Johngson.

Caught in an Ur-Quan-dry

Although introductory fiction is typically
quite mediocre in computer games, usually
only read afier the game has been played a
few hours and background information be-
comes necessary to understand the story, this
is definitely not the case in Star Control 1.
Though the plot is a rehash of many ‘star
saga’ themes, it is well-written and engag-
ing. The slory picks up at the end ol the war
between the Alliance of Free Stars and the
Ur-Quan with their Hierarchy of Battle
Thralls. In 2134, faced with eventual defeat
at the hands of the Hierarchy, Captain Bur-
ton led a task force of heavy cruisers on a
deep recon into previously friendly territory.
Unexpectedly, the group was ambushed by
an elite force of Androsynth Guardian com-

bat vessels and the task force was all but
destroyed. Captain Burton’s ship was badly
damaged but escaped destruction by creating
the appearance of burning up in a close fly-
by ol a nearby sun. With the Androsynth
ships off their tail, the Tobermoon limped to
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TITLE: Star Control 1|
SYSTEM: 1BM AT, PS2 5 100% Compatibles
PRICE: $59.95
PROTECTION:  Star Map Look-up
DESIGNER: Fred Ford, Paul Reiche 1
PUBLISHER: Accolade

San Jose, CA

a nearby system and landed on the planet
Vella 11. Here the small group of humans
would spend the next twenty years of their
lives, marooned and disconnected from the
events unfolding back at home on Earth.
The Hierarchy won the war and began to
systematically destroy or enslave the various
worlds throughout the known universe. Con-
quered races were given the choice of light-
ing for the Ur-Quan as battle slaves or being
quarantined on their homeworlds, encased in
an impeneirable planetary shield. As Bur-
ton’s crew struggled to survive, their home-
world was encased by the Ur-Quan. Little
did the survivors know, but the planet they

crashed on contained ancient technology of

a long vanished race known as the Precur-
sors. Professor Farnsworth would uncover a
robotic Precursor starship factory. There
were limited resources and only the skeleton
ol a great starship was able to be built. With
this starship, twenty years later, the player’s
character carries the only hope of frecing
Earth and defeating the Ur-Quan once and
for all.

fre

500 Points of Light

The known game universe consists of
3,000 planets in 500 star systems, lavishly
presented in 256-color VGA graphics (not
only is VGA a requirement, but a 20Mhz
386 is recommended, as well). Gone are the
crude patchwork worlds of the Srarflicht
series. Instead, fractal-generated planets are
stunningly rendered and the player’s ship
orbits around them as they revolve, Scattered
about these planets the player will discover
20 different alien races with which to inter-
acl.

Speaking of interaction, the interface is
elegantly simple, using either a joystick or
keyboard. All interaction is done in a point
and click manner. In fact, when playing from
joystick, the only time a player needs to
touch the keyboard is when typing a save
game name. (It is strongly recommended
that the player save his game often.) Further,
with the Starflight tradition behind the de-
sign team, it should not be surprising that the
game requires 9.2 MB of disk space to han-
dle the mare than 100,000 words of dialogue
that enrich the character interaction, as well
as the graphics.

The universe may be vast but time is of
limited quantity. The player starts his/her
quest in February of 2155. It is soon discov-
ered that the current timeline will lead to
destruction in March ol 2159. There is no
time for a leisurely tour of the star systems.
It is the players primary goal to systemati-
cally explore surrounding worlds, make alli-
ances with other races and ultimately stop
the aggression of the Ur-Quan.

Horatio Alger
of the 22nd Century

The lirst phase of the game can best be
described as dragging one’s selfup out of the

Computer Gaming World
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gutter of interstellar poverty. Equipped with
a bare skeleton of a starship and a handful of
planetary landers, the player must set outand
prospect new worlds for the raw materials
needed by Starbase to build new components
for the starship. The starship can dock up to
12 escort vessels to assist in combat when it
becomes necessary. Al [irst the modules are
basic (additional landers, thrusters, attitude
adjusters, etc.), but as new alliances are
forged, newer ships and modules will be
produced.

Once the starship is at a minimum readi-
ness, the player will want to strike out in
search of friendly oppressed races waiting
for a leader to free them [rom their slavery
status. This stage of the game is best de-
scribed as the diplomacy phase. Being dip-
lomatic not only means knowing what words
to use, it is also knowing when not to mince
words and rather draw one’s sword. The
combat system for Star Control I is taken
directly from Star Control 1. Gravity and
inerlia are major physical influences placed
on your ship in battle. Planets and asteroids
litter the combat area, and it is best to steer
clear of planets, as collision can severely
cripple or destroy a ship. Almost all ships
have a primary and a secondary weapon.
Mastery of these weapons is essential for
SUCCESS.

A separate program is provided for honing
combat skills. This game, Super Melee, is a
stand alone program that is executed sepa-
rately from the Star Control I program. Not
only will Super Mclee allow the player to set
up different mixes of ships and wage war
between them, a modem option is provided
so teams can play head to head in cyber-
space. If all this arcade action scares some
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readers, they need not worry; there is a Cyber
setting in the combat menu of Star Control
/1 that allows the computer to handle all the
battles.

Travel between systems is done in Hyper-
space. Hyperspace is another dimension that
transcends normal space. While in Hyper-
space, the player will not only have to moni-
tor for other systems, they will have to be on
the lookout for other ships. A collision with
another hyperspace pocket will result in an
encounter, be it friend or foe. Hyperspace
travel will take the player quite a ways into
Star Control II. A Slarmap is always avail-
able to the player. The Starmap shows an
updated display of all systems, spheres of
influence of known races, and has an autopi-
lot feature. One need only select a target
location, press button # 1, then button #2 and
one’s ship will proceed to the selected loca-
tion unless intercepted by another ship.

Feelin® Quasi

In order to complete the game in the allo-
cated time, mastery of another dimension
known as Quasi-space will be necessary.
There are only two ways to enter Quasi-
space, one is a technology that will have to
be discovered in the wreckage of an Ur-Quan
ship, and the other is a warp nexus to the
Arilou homeworld (those pale E.T.’s with
the big black eyes that occasionally make the
evening news in current day Earth; yes, pre-
sent day E.T."s are explained in this game),
This warp nexus will appear as a star in

Hyperspace once a month for a period of

three days only, Discovery of this warp
nexus and Quasi-space are vital to the game.

One of the first alien races to be encoun-
tered are the Melnorme Traders. This race,
like the discovery of Quasi-space, is vital to
the successful completion of the game, The
Melnormes do not use the currency of the
player’s race. They pay for information and
then sell information back to the providers
of this information. The Melnorme are inter-
ested in the locations of rainbow worlds and
data on alien life forms. The player is well
advised to collect as much data for the Mel-
norme as possible--there is no way around
trading information with them, They will
also sell technology for upgrading both the
player’s starship and landers.

Much like that in the Srarflight series, Star
Control II'has some of the best dialogue ever
encountered in this genre. The storyline is
well developed and occasionally takes by-
ways through the absurd, always with
tongue-in-cheek. This reviewer enjoys a
good mix of comedy with his games, but
must warn gamers new to this game’s uni-
verse that the humor is sometimes silly and
broadly drawn (sometimes, even as sopho-
moric as the bad puns in CGW’s subheads
and article titles).

Star Control IT has been placed on this
reviewer’s top ten list of all time. This has
been one of the most enjoyable games to
review all year. It is not often that such a
perfeet balance is struck between role play-
ing, adventure, and action/arcade. Often,
with this sort of hybrid one of these compo-
nents is lacking and ends up being a distrac-
tion, detracting from the overall enjoyment
of the game. With a sequel hinted at in the
end of the game, this reviewer looks forward
to more installments with great anticipation.
ceW
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pon starting a galaxy-spanning ad-
l l venture in Star Control 2, the de-

fault starship can fly and shoot, but
itdoesn’t do either well, So, the initial goal
is to find efficient ways to improve the
mother ship’s potential (in other words,
make it a real "mother"). To make this
happen, there are two places that have to
be visited, often: Earth, orbiting Sol, and
Alpha Centauri (the super giant
star nearest to Earth).

At Earth, a starbase circling
the planct supplies one with
fuel, crew and manufacturing
facilities in exchange for miner-
als; at Alpha Centauri, the Mel-
norme are alien traders who
provide fuel, information and
technology in trade for biologi-
cal specimens and the locations
of "rainbow planets." In turn,
these minerals, biologicals and
rainbow planets are found by
exploring the planets circling
stars, and Sol is a good place to
start. Hint: don’t try Venus at
this point; it’ll toast the lander
within seconds of landing, but
Mercury has some valuable ore
deposits that need to be har-
vested at this point.

The wise player will use the first miner-
als brought to the starbase commander to
purchase a speed improvement for the
ship. Things happen quickly in this galaxy
and the faster one can get from place to
place, the more time there will be to pre-
pare for the coming Ur-Quon Armaged-
don. Speed also makes it easier to run from
enemies that one isn’t yet strong enough
to fight.

Once the ship is fast, it is necessary (o
enhance the mother ship’s other capabili-
ties. Increasing the carrying capacity and
(uel supply enables one to stay out explor-

ing longer and hence, accelerate the rate of

improvements for both the mother ship
and the star ship.

Page 38

; #}f‘," TR W

> il

Mining for Fun and Profit

The most productive stars Lo start with
are the middle-sized stars, then the smaller
stars. Planets around the large stars are the
richest of all, but conditions are usually so
hostile on the surface that the lander gets
destroyed before it can get the goods
loaded.

o

o

11'a world has valuable goods — radioac-

tives or exolics — but is hostile, it is
possible to profitably pluck off ore depos-
its by landing, running over a single de-
posit, then boosting off before the entire
crew gets killed. As the captain sang in the
old MAD magazine musical parody of Star
Trek, it’s nice to have "A Crew That’s

Dispensable” (sung to the tune of "Age of

Aquarius"),

In the early stage, gamers will (ind them-
selves expending a lot of crew, fuel and
landers lor cargo, but one should not be
profligate in this spending. The potential
crew supply, in particular, is limited be-
cause there are only 2000 crew available
on the starbase. Explore the worlds close
to Sol in order not to use up too much fuel
or time. Carefully study the weather, tem-

perature and tectonics of the worlds belore
landing. Pass by those those that are
greater than Class Three as too hostile.
The good news is that the crew limitation
will not last forever. After one solves the
Shofixti mystery, unlimited crew reserves
will open up.

As soon as a couple of planets worth of
biologicals are successfully har-
vested, the next step is to buy tech-
nology from the Melnorme to in-
crease the efficiency of planetary
exploration. One of the things they
sell are lander improvements so
one’s lander can resist storm,
earthquakes, biologicals and heat.
It is worthwhile to spend all early
biological cargo on Melnorme
technology. Once one’s efficiency
at collecting minerals and biologi-
cals is improved, it becomes cost
effective to land on all kinds of
planets with impunity and then,
one can afford to buy information.

During this first phase, it is not
necessary o interact with any ali-
ens other than the Melnorme trad-
ers. Take the time to find cargo,
buy technology and fill out at least
half the modules on the mother
ship before moving on to Phase Two —
alien interaction.

Getting Help from
Friends...and Enemies

Once the mother ship is reasonably
equipped, it’s time to find out what’s hap-
pening in the galaxy. To do this, simply
head for one of the dotted circles on the
Hyperspace star map and find an alien to
encounter. Once again, save time by start-
ing with the closer races.

There is one exception to this "start near"
rule of thumb: the Spathi, whom players
are destinted to meet il they are diligent
aboul exploring the Solar system, have a
clue that can lead one to the Arilou. Since
the Arilou have a tool that can help one

Camputer Gaming World
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move quickly about the galaxy,
making the Spathi homeworld
one’s first alien visit can be very
profitable.

Each alicn has an interesting
story to tell and each story pro-
vides clues for solving puzzles
with some other alien race.
Hence, itis always wise to initiate
contact with a diplomatic effort,
even if war is likely. About half
the races to be encountered start
out as enemies. They will talk for
a while, then fight. About half the
races start out as friends. They
will talk for a while, then leave,
unless they are provoked or en-
gaged in prolonged foot-in-
mouth choices during interactive
conversations.

TR

HLERTRUS

Encounters with each kind of alien are
basically of two types: a home world en-
counter and a non-home world encounter.
[t is easy to tell when it is a home world
encounter because the screen fills with
uncounted enemy ships (well ... not quite
uncounted, there are 44, but I've killed as
many as fifty llwraths at their home world
and they just kept coming, so there are an
uncounted number waiting off-screen.).
The stories told by aliens are different
when they are on their home worlds and
home worlds are the venues where any
special events dealing with the race will
take place. So, visits to the home worlds
are worthwhile, but combat at a home
world is virtually useless. If the parley
erupts into a fight, discretion definitely
becomes the better part of valor. Combat
is more efficacious at non-home world
encounters.

Most home worlds, and most unusual
worlds of every sort, are the innermost
planets of a star system. When looking for
something unusual in a star system, start
with the inner world.

Fighting for Fun and Profit
When travelling through hyperspace, it
doesn’t take long to discover that there are
other black blobbies traveling there, too.
This means that one is free to try "space
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mining" as a way Lo fill those "hungry"
cargo bays. Space mining is looting the
hulks of ships which one encounters and
destroys in space. Of course, one must
destroy them before they can be looted.

This is where tactical-level Star Control
2 begins. It’s much like the original Srar
Control, but the computer opposition has
been improved a bit, so hot shots who
waltzed through the original should be
prepared for a surprise. These silicon-
brained boys can fight!

Fortunately, players who adequately
equipped their mother ships before ventur-
ing ofT into alien space will discover that
it is their most formidable fighting ship. It
is wise Lo plan on sending it into all the

battles. Gamers also have the option of

buying more daughter ships during their
equipping phases. They are a good invest-
ment, but only after the mother ship is
performing at an optimal level. Spathi
daughter ships are the best because they
hold the most crew. As the game evolves,

however, players are faced with plenty of

interesting tradeofTs to consider.
Dynamos reduce the recovery time be-

e e

tween shots. Crew pods give ships

Dailia more damage-absorbing capacity.
SHIFS

Trackers turn shots into homing
"missiles," but they take enough

QP cnergy that one cannot shoot as

often. Itis possible to mount weap-
ons front, aft and sideways, but the
more guns mounted, the larger the
amount of energy expended with
cach shot. Conversely, one may
want to collect cargo instead of
fighting, so there is a tradeofT be-
tween having a lean, mean fighting
machine or one that can bring
home lots of goods.

Fortunately, when at Earth Star-
base, one can exchange modules
without penalty, so prior to each
expedition you can outfit to match
your goals for that excursion.

L A :
Beyond Phase 2:
Solving the Puzzle

Once the mother ship is well-outfitted,
the game’s goal shifts to saving the galaxy.
This is the "solve the puzzle" part of Srar
Control 2. Talk to the aliens; listen for
clues. Shoot up those that are hostile and
deliver information or items to those that
are going to become friends and allies for
Ur-Quon Armageddon. All those fun
things that are a day in the life of a save-
the-universe starship captain. But, that’s
another slory. cew
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If you've always
dreamed of ruling
your own planet,
then this game's
for you!

The quest for ultimate su-
premacy is endless. Everybody
craves it, lusts after it, but only
a few ever really attain it. The
road to power is a rough one,
but if you can withstand the
opposing forces of evil, the re-
wards are definitely worth it.

Power, control, domination...
what else could a megaloma-
niac ask for?

As civilization evolves, so does
the level of technology. They
progress at varying speeds, so
it's not uncommon to see
armies from various time peri-
ods battling it out with different
weapons. It's possible to have
cavemen battling it out with jet
fighters, WWII soldiers shoot-
ing bows and arrows and ro-
mans firing nuclear missiles!

So all you megalomaniacs, gather round
and begin your quest for ultimate control!

Choose your player and meet your
cruel and conniving adversaries

Direct your followers to bulid castles,
mines, factories and laboratories.
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Three Top Computer Bridge Games

by David E. Lindeman

'm not quite sure how it came to be, but
Contract Bridge has developed an aura
similar to that surrounding polo or cro-
quet — a game played by dilettantes or an
carlier generation. Even my friends who are
avid players of games such as Hearls,
Spades, and Pinochle seem intimidated by
the complexities of bridge auctions, much to
the dismay ol the American Contract Bridge

lLeague. Fortunately, there are a number of

fairly recent computer bridge pames to help
the player work out the kinks in his or her
bidding before visiting the local bridge club.

We'll talk about the top three: Omar Sharif

On Bridge, Grand Slam Bridge 11, and Micro
Bridge Companion.

Before | get started, | should point out a
few things about the review. Bridge is first
and foremosta game of communications and
those who play quickly develop a whole
series of partnership agreements on the
meaning of certain bids, leads and discards.
A person with a different set ol agreements
might react differently to the pre-pro-
grammed bidding and play patterns of the
games included in this review. | consider
myself an intermediate bridge player and |
have written this review presuming a basic
knowledge of Contract Bridge. | personally
consider bridge to be the best card game
going and one of the finest games ofany type
known to humanity. | hearlily encourage
anyone considering bridge as a hobby to buy
one of these products, learn the basics, find
a partner and go visit the local bridge club.
It’s definitely worth one’s while.

State of the Art

The first “big-time™ bridge game was the
original Cybron Software’s Grand Slam
Bridge, published in 1986 by Electronic
Arts. It set a standard for appearance and
playability. GSB supported a varicty of bid-
ding options, simple sound efTects, and had
very legible EGA graphics. With selectable
deal modes to help work on weak spots in the

player’s bidding and play, it stood on top of’

the pack for five straight years. It was not
without faults, having not only an unpleasant
tendency to ignore the selected bidding con-
ventions at times and a very hard time figur-
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ing oul when to unblock suits (playing high
cards under high cards in the long suit to
allow one to take every possible trick), but
also lending to ignore the player’s discards.

The New Breed

It was a long time coming, but competition
finally arrived. Each is supported in some
fashion by a well-known bridge master:
Grand Slam Bridge 11 has practice hands
from Mike Lawrence, Micro Bridge Com-
panion has hands by Allred Sheinwold, and

Omar Sharif on Bridge has the name of

Omar Sharif. The question, of course, is
which plays like it?

Omar Sharif On Bridge

Omar Sharif, besides being a well-known
actor, is a bridge master ol no small accom-
plishment. It is quite possible that one’s local
paper carries the bridge column that he co-
authors. Unlortunately, he seems to have had
little else to do with the game that bears his
name. The game, written by Chris Emsen
and published by Interplay, is visually at-
tractive and features Mr. Sharil’s digitized
voice announcing dealers, contracts and
leads.

The opening menu is very simple: selecl a
play mode (random, manual, or saved) and
begin playing. Scoring is done as rubber
bridge, which is to say that every lime the
player selects "play," he plays hands until
one side scores two games. Each player can
be human or computer. The game uses pull-
down menus and hot keys, and provides
hints upon request.

Trouble begins during bidding. The man-
ual describes opening bids up to 1 notrump,

TITLE: Cimar Sharif On Bridpe
SYSTEM: IBM (M85 & Windows)
PRICE: S49.95

DESIGNERS: CP Sottware & Thomas Decker

PUBLISHER: Interplay

Irving, CA

using strong notrump (16-18) and recom-
mending five card majors for 1-level open-
ings in major suits. 1t also describes initial
responses, the Stayman convention for |
notrump responses and the Blackwood con-
vention Lo ask for aces. It doesn’t describe
the Blackwood convention asking for kings,
the Gerber convention for aces when playing
notrump hands or much of anything else
about its basic philosophy. Nor does it say if
it plays strong or weak 2 openings, strong or
weak jump overcalls, or ifit understands cue
bids. Further, its bidding is set in stone. No
options can be configured, so if (for exam-
ple) the player wants to use the popular
two-over-one bidding style, he is just plain
out of luck. After some experimentation, |
can answer these questions, but | found it
extremely irritating to have to conlorm Lo
someone else’s bidding style in order to
reach sensible contracts.

Equally disturbing, it does not play a very
good game of bridge. Like the first edition
of Grand Slam Bridge, itignores lead-direct-

Comyprter Gaming World



Here's what the experts are

saying about Eric the Unready.

“A comedy adventure full of
whimsy and wonder”
—Computer Gaming World

“Eric is flat-out funny. There's
comedy for everyone and a
good quest {o hool.”
—Computer Game Review

“A wonderfully hilarious
adventure”
—Game Bytes Magazine

Eric the Unready established
his reputation by impaling his
instructor during jousting
class. Then, when Princess
Lorealle the Worthy is kid-
napped. Eric begins a madcap
quest through this hilarious
fantasy world packed with
dragons and dwarves, wizards,
unicorns, and the most fear-
some beasts of all, the dreaded
Attack Turtles,

Every player will find at least
one favorite movie, TV show
or adventure game that has
been struck by Bob Bates’
pen! From the award-winning
author of TIMEQUEST.

M Breathtaking fantasy art!
i 256-color VGA
M Awesome sound track

nt”
il my pants fell dm: B New menu-driven system
| taughed 1 Lary Laftne for conversing with
characters
— | “More fun than a harrel of monkeys!” M Intriguing mix of inter-

Guywood Threepbrush

faces creates a constantly
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changing graphical scene
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ENTERTAINMENT COMPANY

14200 Park Meadow Drive
Chantilly, VA 22021

Distributed by Accolade, Inc.

To order, visit your local retailer or call 1-800-245-7744
© 1993 Legend Entertainment Company.

ERIC THE UNREADY is a trademark of Legend
Entertainment Company.

ALL RIGHTS RESERVED. Actual VGA graphics shown.



ing discards. It may also ignore attitude sig-
nals, shows no sign of following count, and
seems to ignore the dummy’s hand when
considering leads on defense. When playing
solitaire and one’s computer player is the
declarer, it offers the player the chance to
play both sides rather than watching the
computer play. Unless one is looking for
ideas on how to approach a hand, it’s a good
idea to try it oneself. During play, the game
allows the player to take back cards, which
is very helpful when one is searching for that
perfect line of play. The game never plays
any of the player’s cards for him, even when
he has only one card left in the suit lead.

The documentation, like the game, is
physically attractive but lacking in depth. It
covers every menu and feature but fails to
give much explanation of any of it. For in-
stance, the section on manual mode hand
construction says that the player may assign
cards to a hand by first selecting the player,
then selecting the card. It does not explain
that one may move a mis-assigned card in
the same fashion. This is the sort of single
sentence that distinguishes good documen-
tation from that written by a programmer (as
a programmer, | feel justified in making that
slatement). Further, it has no section on play
at all, leaving one to discover by trial-and-
error what its standard leads are. A123 pages,
this manual is the shortest of the three and it
shows.

Omar Sharif on Bridge also comes with 10
tutorial hands, each designed to illustrate
some specific part of bridge bidding and
play. When in tutorial mode, the game will
only accept the “correct” pre-programmed
bids and card plays. These hands cover basic
principles and will be of more use to begin-
ning bridge players than to those who are
already familiar with standard play.

Tennis, Anyone?

Grand Slam Bridge 11 (GSB2) is Cybron’s
update to its 1986 classic. It supports music
(with selectable songs in the style of Soli-
taire’s Journey) and basic VGA graphics.
Like the original, it has settings files (called
profiles) to allow multiple people to share
the same game while still using their favorite
conventions. The graphics are an attractive,
il not spectacular, representation of a bridge
table, with hands holding the cards so that
only the current player’s cards are visible.
The music is very pleasant. Selectable bid-
ding options provide support for cue bids,
weak 2 bids, 4 and 5 card major suits, Jacoby
transfers, unusual notrump, and the gam-
bling 3 notrump bid.

Rather than an opening menu, the game
goes straight from the title screen and shuf-
fling animation to a dealt hand. This is a little
confusing, because if the player wants to
assign specific cards or hand constructions
to one or more players, one must do the
assignments and then select “redeal” to get
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the hand just specified. GSB2 will score rub-
ber bridge or single hands, which is much
more convenient when one is assigning
cards.

IITLE: Grand Slam Bridge Il
SYSTEM: 1BM

PRICE: §49.95

DESIGNERS: Gerry Rempel, Hanno Lemke

Electronic Ars
Menlo Park, CA

MUBLISHER:

Despite the improved graphics and music,
(582 should be considered an evolutionary
rather than revolutionary product. It plays
better than its predecessor, but still ignores
the dummy and most attitude signals. The
interface is slightly different, as well. During
play, the mouse pointer is positioned in the
middle of the suit led, or in the middle of the
player’s cards il one is void in the led suit.
This is probably a handy feature for those
without a mouse, but winds up forcing one
to manually reposition the mouse on the pad
every so often. Also, there are still those
hands where one wanders about trying o
figure out how to get GSB2 to bid the con-
tract one thinks is right.

GSB2 is designed to coexist with a com-
panion product called Mike Lawrence
Bridge Dealer, which will be sold sepa-
rately. The manual hand setup feature that is
built into the game is functional, but not as
simple as the graphic click-on-a-card
scheme used by Omar Sharif On Bridge.
GSB2 also has a feature that allows the

T

player to describe hands based on shape,
points, controls, quick tricks, or losers,
which is useful for practicing trouble arcas
in one’s bidding and/or play. There isn’t
much hint in the brief plug as to what the
Mike Lawrence Bridge Dealer will do.

The documentation is good. Besides cov-
ering the menu options and including cute
entry names like “bellying up to the menu
bar,” it doesn’t cover the game’s response to
card play, but does a [airly good job explain-
ing how the game interprets the bidding op-
tions. It includes illustrations and a
reasonably detailed summary of bridge bid-
ding and play.

GSB2 also comes with tutorial hands,
which it calls samples. Sample hands are bid
and played like regular hands except that a
commentary provided with the hand is avail-
able. As with Omar Sharif on Bridge, the
samples cover basic principles.

But a Great Personality

Last but not least, there is 1990°s Micro
Bridge Companion by Thomas Throop, pub-
lished by Great Game Products. Never
heard of that company? Neither had I, but |
intend to go find their catalog. MBC isn’t the
prettiest face, but is a darn fine bridge pro-
gram. The graphics are EGA (clean and at-
tractive, but still quite simple). There is no
sound of any kind, and the documentation is
clean but simple.

On the other hand, it is the most complete
product in terms of features. It has support
for a wide range of bidding conventions. Its
basic conventions are strong | notrump, 5
card majors, strong opening 2-bids, Stay-
man, Blackwood, unusual 2 notrump, and 4
notrump overa | or 2 notrump open to invite
a 6 notrump slam. Optional conventions in-
clude forcing 1 notrump, weak opening 2-
bids, weak jump overcalls and negative
doubles. MBC has three other unique fea-
tures. The first is a hand-evaluation hot key
to give a quick summary of how MBC evalu-
ates hands. The second is a hotkey that gives
MBC’s current evaluation of each player’s
hand based on the bidding so far, a very nice
feature which allows the player to interac-
tively adjust his bid until he can tell the
program what he wants to.

The third unique feature, and my personal
favorite, is a hot-key that summons the
game’s bidding flowcharts. MBC comes
with a complete set of flowcharts that show
how it makes each decision in bidding. This
eliminates the guesswork from bidding with
the computer partner. Did your partner make
a bid you didn’t understand? One can ask
MBC for its current hand evaluation based
on the bidding, and see what lie one told with
the last bid. Unsure how to describe the
hand? Call up the flowchart and see how
MBC would make its decisions.

Playing is very satisfying. MBC will allow
one Lo play single hands or matches of four

Computer Gaming World



DO YOU HAVE WHAT IT TAKES TO FULFILL

You Have Only
3 Days...

The Kingdom of the Blue
Rocks is in peril. The Great
Eclipse will come in 3 days
and the evil wizard Kraal has |
plans to take over. Prophecy i
proclaims that Ween can
save the kingdom if he can
find the missing pieces of
the Revuss of Time.

The Prophecy pulls you into a
magical, sometimes frighten-
ing adventure where you'll
encounter extremely challen-
ging puzzles, fast-paced sce-
narios, and a menagerie of
bats, rats, gargoyles, humor-
ous sidekicks, and wicked
wizards. The no-typing
interface is the only easy part
of this game. It has a
European style of romance,
danger and old world lan-
guage, combined with bril-
liant VGA video-like charac-
ter action and an exciting
soundtrack.

For IBM PC's.
HINT BOOK AVAILABLE!
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You will journey through strange lands, ' S = : —— There are fearsome monsters and awe-
and cross oceans to fulfill the prophecy. The Evil Kraal The Wiseman Obkram some puzzles to battle and beat.

Excellence in E Available at a software retailer
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Allred Sheinwold
Presents

TITLE: Micro Bridge Companion
SYSTEM: 1BM

PRICE: 550,95

DESIGNERS: Thomas Thioop

PUBLISHER: Lifestyle Soitware Group
Saint Augustine, Fl

(904) B25-0220

or more hands. 1t scores using the IMP point
system, which is used for duplicate matches.

In duplicate bridge, a player’s score is based
on the difference between how he and his
partner performed on a hand and the way

other partners playing N-S performed. For

this purpose, the computer rebids and re-
plays every hand alter the player does, and
compares the scores. If. for example, one
plays 4H not vulnerable, making 4 for 420
points and the computer plays 3 notrump
making 4 for 430, one’s score in IMPs would
be based on the dilference, -10, which is 0
IMPs. Which is to say that the player’s per-
formance has to be substantially different
than the computer’s for anyone lo score
points.

Bout wine the teioh, Press amy dey X

MBC also has a monthly competition fea-
ture. When this is selected, one plays 8 hands
ol duplicate, lirst with the computer as part-
ner and then watching the computer play,
with all of the “take back™ bids and “reveal
cards™ leatures disabled. The linal score in

IMP’s is then given along with a verification
number, which one can send into Great
Games Products. The highest scores cuch
month, the manual says, will be given credits
towards purchase of other GGP products.
The player is also given the numbers of the
hands he played. so that he can go back later
and figure out how to handle that horrible
trump split in the 4th board.

So What’s the Scoop?

For the purpose ol comparison, I wrole
down a couple of hands and played them in
all three games. The results were interesting.
Despite different bidding paths, the end con-
tracts were usually quite close. There were
wide differences in the play, however. Over-
all, 1 felt that MBC played more consistent
bridge. but cach game had strengths and
weaknesses. 1 would not recommend Omar
Sharif on Bridge, bul the choice between
GSB2 and MBC is more complex. If one
plays duplicate or is thinking about it. I'm
confident that MBC will be the superior
product. If one is strictly a rubber bridge
player and might find the lack of graphics
and sound disturbing, one may be happier
with GSB2. As an intermediate  bridge
player, I would recommend MBC to my
bridge-playing [riends and sometimes part-
ners, but I think most people would find
cither enjoyable. cew

THE NEXT EMPIRE

...the only game that sends you
fabulously detalled maps like
this one, showing your fleel's
sensor views every turn ...along
with clear, complete stats on
each starship you design, build,
and maneuver individually using
up lo 21 different onboard
systems...plus stalus
reports on star-
bases, probes and
asterolds you
control |

The Next Empire
Is a completely
computer-moderated
game, over 6 years
in the making.
Each universe Is
a unlque, complex ‘<%
gaming environ-
ment populated with 21 allen
players Itching to blow the hulls
off anyone who gets in their way!

« $7.50 per turn; no hidden fees
or double turns

e\
( )\ SET-UP AND FIULES

+ fast game (two weeks per turn) or
slow game (three weeks per turn)

s clear, concise rules; our complexity
comes from your gaming freedom

- FREE SET-UP AND RULES!

(7 PLAY BY MAIL
C 4N\ PRINTOUTS

o % LIKE THIS

EVERY

)
4

Recently voled #1 PBM
game In a nationwide
playsr magazine
survey |

Reality Simulations, Inc.
' P.O. Box 22400
Tempe, AZ 85285-2400

(602) 967-7979
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Play the best and we'll
send you $8.00

(See derails below.)

N o matter what computer football game you've
played (or even if you haven't played any), you'll find
nothing compares to the total pro-football experience
of Front Page Sports™ Football.

FRONT PAGE SPORTS

From drafting teams to f‘ur.ming leagues to designing )
plays and running the action, only Front Page Sports”
Football has it all. And now you can get $8.00 just
for treating yourself to the the best. Here’s how:

1. Buy a copy of Front Page Sports™ Football
from your local retailer.

2. Fill out the coupon below and send it and
your original purchase receipt to us.
3. We'll send you a check for $8.00.

Enjoy the best computer football season
you've ever had.

||

“ o the best animation I've seen in a “In play creation and editing, Front Page “..one of the most visually stinning and
Jootball game... The action is fluid and Sports”™ Football can't be touched. . . the realistic simulations of the sport.. It is a
easy to control.... There is no better foot- game that brings everything to the field..." rare example of a football game that will
ball game on the market!” \ . ippeal ro everyone, from the casial

: - PG Gamies Magazitie o WL o I e

—Computer Game Review (Ivae por I e Ry Sl
league fanatic.
R T g = —VideoGal‘neS & Computer

[ Yes! Send me a check for $8.00. Here's my coupon and my original Entertainment
sales receipt for Front Page Sports™ Football.

Name

Address

Ciry  State Zip

Daytime Phone I
Terms & Conditions: 1.) This offer is valid only for Frone Pige Sports™ Football games purchased H

between Feb. 15, 1993, and June 30, 1993, 2.) This offer nor valid wich any other COUPONS Or Promo- E m

tons, 3.) One rebate per houschold. 4.) This offer expires July 10, 1993, 5). Mail this coupon and

your ::r'li-'.lln.l] Front Pl".":!' SP:H'H " Football sales ux'cil!t s |"mu|-\ri-lnlr(hﬂ.\r to: Foothall Rebate Offer, u D n am’x ®
Sierra On-Line, M0, Box 483, ( ‘n;tr\'cgnili, CA Y3614, Ofler 2368

PART OF THE SIERRA FAMILY

o e il
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Wallace Poulter is an employee of Lu-
casArts Games. Though CGW does not
usually tap writers from the ranks of those
who work within the entertainment sofi-
ware industry, we make an exception with
Wallace because of the scope of his knowl-
edge of professional sports and the fact
that LucasArts does not publish computer
sports simulations.

h, football, the game invented by
Athe colonies because rugby was too

tough for them. And just to confuse
everyone it was called "football" because
the players used their hands to carry and
throw the ball. As different as football is
to rugby, so to each other are the latest
three football games to grace CGW Sta-
dium.

Front Page Sports Football

Week 14 of the season. Playoff spots are
still up for grabs. In the South Division,
Atlanta and Miami are tied at 14-14 in the
final quarter. In the North Last division,
Philadelphia is comfortably ahead of New
England 27-3 and here, out West, Ana-
heim trails Seattle 24-21 with only 3 min-
utes to go in the game. Anaheim is al
Seattle’s 35 yard line 2nd and 2. Time for
the new play from the Coach. Pro Set
backflicld, Turner in motion from left to
right. The snap from Horlon taken by the
QB Oates. Oates hands off to Burrows
sweeping right with the Left Guard and
Tackle pulling in front of the play. Bur-
rows hands off to Turner coming back
toward him for a reverse and Turner gets
buried by Oliver, the Free Safety, who
didn’t buy the play for a moment. Loss of
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6 yards on the play. Back to the drawing
board for the Coach and his new plays.

Front Page Sports Football represents
the first foray into sports by the Dynamix,
part of the Sierra stable. A better debut
would be harder to imagine. Admittedly, |
approached this product with some appre-
hension. Nor was | mollified by the fol-
lowing quote: “Our intention was to create
the most complete, the most realistic foot-
ball simulation ever made for the personal

TITLE: Front Page Sponts Football

SYSTEM: 1M

GRAPHICS: VGA

PRICE: $69.95

PROTECTICN: Nane

DESIGNER: Patrick Couk

PUBLISHER: Dynarmix/Siera
Coarsepold, CA

compuler.” Rather than trying to excel in
one area of a product, whether it be action,
stats, simulation etc., on a first time efTort,
Dynamix was putling in everything and
the kitchen sink. However, I jumped in
with both feet and took advantage of the
“Quickstart™ option. First impressions
were very favorable, as the player controls
were logically defined, the graphics
smooth (if a little slow), and, most impor-
tantly, the computer Al and randomness
factors appeared to be well thought out.

Front Page Sports Football has two
modes of play: Playcalling and Action.
Within each are three levels of difficulty:
Basic, Standard and Advanced. The Play-
call mode determines the screen display
for cach play. Basic mode lists the play
type by name (run left, run right, etc.),
Standard mode shows a diagram of the
play, while Advanced mode uses only a
number code to identify the plays. In the
Action mode, the Basic setting is coaching
only, Standard allows the gamer to take
control of a player from the computer, and
Advanced requires one to do almost
everything. Simple and effective, yet the

Computer Gaming World
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option allows any style of football game
fan to enjoy the product. My personal prel-
erence was {o leave the game in Standard
difficulty on both modes.

Once into the game, the graphics are
very impressive. In the past, collision de-
tection in football games has been hap-
hazard at best. Usually the graphic
depiction would jump from two characters
approaching each other, to the two charac-
ters lying on the ground. Again, not the
case in front Page FFoothall, The game
claims over 8000 frames of rotoscoped
animation and it certainly seems that way.
The players react in realistic ways and the
tackles, blocks, catches and runs seem
natural.

Once into league mode, Front Page
Football continues to shine. Mulliple
league configurations, stadium and sur-
face options (finally we can outlaw Astro-
turf from the league), trading, college draft
and team statistics are just some of the
components available. Dynamix really did
put everything they could think ofinto this
product. It is possible that every single stat
category, some 300, that a sports fan could
ever wish for is in this game.

Yet, the play possibilities, stats and
graphics are secondary to the real break-
through that Front Page Football has
made. Now, finally, there is a game witha
play editor which allows the user to craft
any and all plays that they wish. As an
armchair Bill Walsh, more than anything
clse, [ want the ability to diagram my own
plays. Both offensive and defensive plays
can be crafted in the Front Page Sports
Foothall play editor.

More than any other part of the product,
| have spent the most time cralfiing defen-
sive scheme after defensive scheme.
Blitzes, stunts, multiple coverages can all
be tried. The editor also offers the ability
to practice the play against different of-
fenses. Again, the Dynamix crew has re-
sisted the temptation to take the easy out.
If I set up a free salety blitz against a
medium pass, 1 get a multitude of out-
comes. Two QB sacks, two completed
passes for a first down and most impres-
sively of all, a QB scramble for a first
down when a running lane opened up for
the QB and all receivers were covered
downlield.

Now, before I gush too much, there are
a number of nagging problems. With a
386/33 and 2 megs of RAM, the animation
speed was slow. More importantly the pro-
gram takes forever to simulate a single
game and simulating an entire weekly
schedule is terribly slow. The manual,
while a complete looking 120 pages and
full of tutorials and reference material,
could actually use more information and
more diagrams. However with a little bit
of fine tuning (Front Page Sports Football
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Y37), Front Page Foorball will be a con-
tender for best Sports game on the market,
It already has the award for the best foot-
ball game on the first attempt.

To quote from the Designer’s Notes in
the manual. “We found ourselves wanting
to play computer football, but we wanted
the best: one sports game that had it all—
aclion, slals, management, seasons—
everything. We couldn’t find it. We
decided to build it.” Normally one could

dismiss such a statement as a bunch of

hype. Not this time. Patrick Cook and crew
built it—the Super Bowl of Iootball
Simulations.

Tom Landry Strategy Football

Early in the first quarter, Houston has the
ball at their own 45, 2nd and 8 yards to go.
Time for some defensive strategy help
from Tom Landry. A nickel defense is

THTLE: Tom Landry Strategy Football
SYSTEM: 1BM

GRAPHICS: VGA

# PLAYERS: 1-2 IModem Ciption)

PRICE: $49.95

PROTECTICON: Decumentation Look-up
DESIGINER: Kerry Balts

PUBLISHER: Merit Software

Dallas, TX

suggested with a double team on the top
receiver. The snap, the Quarterback fades
back and launches the ball to the Wide
Receiver running a Fly pattern down the
left sideline. The receiver is triple covered
and the ball falls incomplete. Flag on the
play. Delensive pass interference against
San Francisco, st and 10 Houston at the
San Francisco 30 yard line.

I found Tom Landry an interesting
choice for a licensed product. While his
accomplishments are many and his 1990
Hall of Fame induction richly deserved,
there was a definite sense that the game
had passed him by in his final few years in

Dallas. Of course | may be a little biased.
The 1981 NFC Championship game be-
tween Dallas and San Francisco was my
first real taste of football and the game was
against the “hated” Cowboys.

First impressions are very positive as a
pleasant introduction leads into the best
sports game interface | have ever seen.
This interface is the model of simplicity
and the screen “feels” completely unclut-
tered, yet all the information needed to
selecta play is depicted. More importantly
the interface is completely logical, allow-
ing for the setting of formation, coverage,
shifl, blitz, double teaming and primary
receiver. What’s really incredible is that
those choices are just the defense. The
offensive side allows for five different
categories ol plays, three different lengths
of pass, play action and primary receiver.
All of course pretty standard in a football
product, but the effective use of “buttons”
makes the choices effortless.

Once a play is selected, the play is shown
in a side view. The player animations,
while not state of the art, are more than
adequate for the job. More than one user
has commented on play representations
that show a defender virtually stride for
stride with an offensive player but making
no effort to tackle. While this seems a
visual graphic problem rather than an Al
problem, it does look somewhat strange.

The computer Al is smart enough to pick
out secondary receivers, but will occasion-
ally force the ball into coverage. No con-
trol of individual players is available, as
this is first and foremost a coaching chal-
lenge. To emphasize the coaching aspect
of the product, a Scenario Editor is in-
cluded which allows the setting up of spe-
cific situations. One memorable situation
I set up was San Francisco trailing by 4
points against Pittsburgh with 2 minutes
left in the game and San Francisco at the
50 yard line. San Francisco marched me-
thodically down the field taking little time
off the clock only to be picked off'at the 5
yard line on a Corner Back interception.
However with strategic use of time outs
and a superb defensive effort | was able to
hold Pittsburgh to 3 downs and out. With
under a minute to go, an all out attack was
made on the subsequent punt. San Iran-
cisco blocked the punt, the ball being

Caomputer Gaming World
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picked up by the punter, who then scooted
down the side line for a Pittsburgh 1st
down. Argh! Whether that could happen
in real life is debatable but as a game
experience it provided a great set ol highs
and lows.

Tom Landry Strategy Football also con-
tains a number of “chrome” features. The
most obvious and enjoyable is the help one
can receive from Tom Landry himself.
Here Landry’s Hall of IFame knowledge
and abilities come to the fore and even the
most experienced armchair general will
learn new strategies from the Coach. It is
very noticeable that today’s coaches have
trouble managing the clock effectively.
Tom Landry also adds this option along
with weather, scouting and substitutions.

The 40+ page manual, while well laid
out, could use a lot more diagrams and
information. An improved league system
and more plays would enhance this prod-
uct even more. Specifically the lack of
corner and safety blitzes limits the defen-
sive oplions,

As noted in the manual, Kerry Batts first
conceived, designed and programmed the
game as a project for his Masters. While
occasionally the coaching aspects out-
shine the game aspects, this is an excellent
educational tool as well as an enjoyable
game. The simple yet sophisticated inter-
face is easy to grasp, yet contains all the
information needed. While the more expe-
rienced gamer may wish for more, this is
the perfect package for teaching the rudi-
ments of football (both real life and com-
puter). Score this one a pre-scason
touchdown.

NFL Video Pro

Week | of the NFL season, Green Bay
verses Houston. Green Bay Quarterback
Dan Fouts goes back to pass and throws
lefl handed over the middle to Gary An-
derson who picks up the first down,

“When is a door not a door?” the old
saying goes. When is a football game not
a football game? — when it is a multime-
dia entertainment experience. First im-
pressions are not particularly positive, The
blurred box cover is an accurate repre-
sentation of the video quality and the box
copy is ambiguous at best. Checking out
the Team Player Rosters, a graphic foot-
ball card is displayed when clicking on a
player. Regardless ol the team the same
photo is used—usually a San Diego
Charger from the early 80s. In fact, once
one gets into the game, this Charger fasci-
nation becomes a real problem. While this
product may be using “film footage [rom
the NFFL. Films archives,” this seems to
consistently translate inlo games between
the Chargers and the Raiders from the
early 80s. The QBs are obviously Dan
Fouts and Jim Plunkett, and Raiders such
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TITLE: NEL Video Pro Football
SYSTEM: 168

# PLAYERS: 1-2

PRICE: £§79.95

PROTECTION: MNone

IIESIGMER: Park Place Productions

PUBLISHER: Komami
Butfalo Grove, 1L

MULTIMEDIRAR FOOTBALL

as Marcus Allen and the Charger’s Gary
Anderson are easily recognized.

This is particularly frustrating because
this was a phenomenal idea. “Let’s do a
football game and use real NFL footage to
represent the plays.” That’s a superb idea.
I can only assume that part way into the
project, reality set in. The game is 22
megs, vet the number of video clips seems
limited. As mentioned in the notes, “NFL
Video Pro is the first multi-media sports
game...that does not require a CD-Rom
drive,” the problem being that it obviously
does require a CD-ROM to store all the
video clips needed to make this a quality
product.

o Oetp vl

Once in the Video Studio, 14 screens
carry the action of every game being
played. Three other choices are available
on the Video Studio Screen. The newspa-
per button pauses the games and allows
roster changes, viewing of league stats,
etc. The stats button shows the stats ol the
current highlighted game, and the Stadium
button takes the player into the stadium of

the currently highlighted game where he
or she can take charge of the home team.

Once in the Stadium, there are six basic
offensive and six basic defensive align-
ments that can be set. Within those align-
ments are numerous individual play
patterns. While the interface is easy to use
and logical, its “look™ is rather gaudy.
Once chosen, the play is then depicted in
video—which brings us to the central
component of NF'L Video Pro: the video
itself.

A note from the creators is ominous.
“The video used to depict the outcome is
the CPU’s best approximation of what ac-
tually occurred. We have stretched the
available video as far as possible using
several techniques such as real time [ilm
splicing and flipping, however there are
situations where the video is somewhat
inconsistent with the actual event.”
“Somewhat inconsistent” is definitely in
the running for understatement of the year.
A play up the middle has the running back
bursting through the line and tackled by
linebackers. Result? A one yard loss! Or
the hand ofT goes to one running back and
immediately cuts to another completely

cessful video completion in the endzone
when the play is actually a completion at
the 30 yard line. The “flipping” mentioned
also results in players numbers being
backward and Quarterbacks throwing
right handed in one quarter and left handed
in the next.

Somewhat inconsistent? It’s a joke.

The biggest question to ask of this prod-
uct is “Why?” There is no game to speak
of, and no challenge. Again to quote the
manual, “and you get the real experience
of multimedia entertainment.”

As another old saying goes, “Come the
revolution, the lawyers will be the first
against the wall.” Hopefully whoever
came up with the term “multimedia™ will
be a close second. Multimedia is a word
thal attempts to convey the merging of a
number of good ideas and technologies
into a cohesive product and meaning. It is
a banal, ineffective term that conveys vir-
tually no meaning whatsoever to the aver-
age consumer. NFL Video Pro and
multimedia were made for each other,

Post Game Show

As I noted at the beginning of this piece,
three products that are so very different;
NFL Video Pro is instantly forgettable,
Tom Landry Strategy Football is the best
football teaching product on the market
and an excellent start for the new
sport/football fan, and Front Page Sports
Foothall is one of the top product releases
of 1992, Only MicroProse’s World Cir-
cuit can challenge it for the title “Sports
Game of the Year.” eew

Campter Gaming World
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“Why did we name our
son MARVIN GARDENS?"
—Danny Kaye

ecreationologists—those scientists
Rwho study and explore the origins

of humanity’s most classic and be-
loved pastimes—have managed to trace
the earliest form of the Monopoly game as
far back as the year 7000 BC. Up until that
time, pure survival had been the only issue
on the human mind. This, however, led
one ambitious individual to adapt “sur-
vival” into history’s first role-playing
game—now thought to have been called
“Hunter-Gatherization.” As the game en-
joyed rapid popularity, food and shelter
became scarce as real-life survival became
secondary in importance Lo this new con-
cepl of recreation. With the introduction
of the inevitable “Hunter-Gatherization
2" players were challenged not only with
their own survival, but also with providing
shelter for someone else—aller charging
aconsiderable sum, or “rent,” for doing so.
From this early design, we may easily see
how Monopoly continued to evolve so that
even Plato is said 1o have played the game
on a map of an Atlantis city.

Okay, all kidding aside. Almost every-
one knows the real story. With the icy
fingers of economic depression clasped
tightly at its throat, 1930’s America
yearned, once again, for the feel of money
in its hands. It can hardly be surprising,
therefore, that Monopoly, the work of an
unemployed heating engineer, should
have proved such an instant success. We
can easily picture depression-era players
as they amassed simulated wealth, traded
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properties with over-mortgaged oppo-
nents and readied deadly traps whose poi-
son-tipped barbs took on the innocuous
appearance of houses and hotels. While
the game’s initial success may not be dif-
ficult to comprehend, it is somewhat as-
tounding to note the enthusiasm with
which Monopoly has been embraced by
later generations of game-players, includ-
ing the baby-boomers, for whom wealth
has ofien been no mere fantasy.

With our economic future once again in
doubt, Monopely is, not surprisingly, do-
ing as well as ever. A series of spin-off
products intended for younger players
have appeared on the market, as well as the
latest attempt to establish the game on the
personal computer. In Monopoly Deluxe
(MD), one can customize the rules to allow
a huge variety ol popular, yet unofficial,
options. But what will probably draw the
mosl attention, are the extensive sound
elfects and animations which now embel-
lish the already well-known game play.

MD allows up Lo cight players to com-
pete in a game, any number of which may
be controlled by the computer as it simu-
lates a novice, intermediate level real es-

tate investor or experienced entrepreneur.
While keyboard commands are available,
the program is very clearly designed to be
used with a mouse. Most of the screen is
used to display an overhead view of the
classic Monopoly game-board. Icons for
most of the common commands, such as
“roll dice,” are easily accessible. How-
ever, the use of a somewhat cramped, pull-
down menu is occasionally necessary. In
addition, there are icons for summoning a
detailed picture of" a participant’s portfo-
lio, or assets still held by the bank. Finally,
a scrolling window provides an ongoing
description of each move made in the
game.

The only awkwardly-designed clement
of MD is a real-time sequence in which
players bid for a property which has been
placed on the auction block. For this, cach
player must place a [inger on a number key
at the top of the keyboard (the numeric
keypad may not be used) and press his or
her key when a desired bid appears on the
screen. This represents a very small space
in which to crowd eight anxious bidders,
several of whom are likely to be on very
intimate terms once the final gavel has
sounded.

Traditionally, once that sacred docu-
ment—the instruction leaflet—had been
lost from the Parker Brothers box, numer-
ous confrontations have been known to
occur over which set of rules are to be
regarded as gospel. By playing “banker,”
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MD will eliminate most of those squab-
bles. However, by allowing an almost in-

finite number of variations on the
traditional rules, far more severe playroom
conflicts may result. The “free parking”
space may now be used as a collection
plate for all fines and taxes, which are then
turned over to the first player who lands
there. Another option allows the player to
collect a windfall sum at that same spot,
determined by a roll of the dice.

Manepaty Ueluxe

tide Game Decislon H(h

For those preferring a simpler game,
property auctions may be eliminated,
deeds may be distributed at the beginning
of the game, or a game time-limit may be
imposed. Other options allow players to
limit their ability to negotiate (rades or
collect rent while in prison. When large
numbers of players are involved, an option
which requires all players to circle the

board once before purchasing any proper-
ties proves a welcome innovation.
“Spoiled” players (those who grew up
without other children around) even have
the option to recreate the thrill of cheating
by transferring whatever funds or property
they wish from the bank directly to their
own account.

Replacing the feel of those original met-
al tokens and cardboard deeds are MD’s
sounds and pictures. Starring the minimal-
istentrepreneur “Rich Uncle PennyBags,”
briefanimations pop up whenevera player
passes “Go,” builds a hotel, or initiates the
many other well-known Maonopolistic
events. Sound effects are also lavishly dis-
tributed throughout the game, including a
surprising variety of music, bells, whis-
tles, grunts and exclamations.Users are
given a high degree of control as to which
animations and sound effects they wish to
experience. Easily the most entertaining
sequences involve those familiar tokens—
the iron, wheelbarrow, ship, car, dog,
thimble, shoe, hat, cannon and pony—all
of whom circle the board with grace,
charm and digitized dignity.

The computer becomes an aggressive,
although relatively predictable, opponent
for a solitaire game of MD. Generally, it
will continue to invest in property until
bankrupt. Further, the computer will flatly
refuse to consider any but the most self-

serving property trades — the type only a
suicidal opponent  would agree to.
Strangely, it will not condescend to bid on
a property which is up for auction. Taking
advantage of this eccentricity (“cheating,”
as one of Virgin’s technicians referred to
it) a player may never have to pay more
than $1.00 for any property during a soli-
taire game. For an honest game with the
computer, it is suggested that the “no auc-
tions” option be selected.
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It has obviously been with a great deal
of care and attention to detail that this
version of Monopoly has been rendered on
the personal computer. The program is
ideal for bringing newcomers into the
game, as well as pleasing older, more nos-
talgia-minded players. Recreationologists
everywhere will be pleased that Rich Un-
cle PennyBags has finally been shown
proper respect by electronic media. cew

v = Play-By-Mail Offer

FLAGSHIP magazine, with Ark Royal Games, C2 Simulations, Capitol Consulting, Deltax Gaming,
Flying Buffalo Inc, Flying Dutchman Games, Graaf Simulations, Inner Dimensions, Rolling Thunder
Games Inc and Twin Engine Gaming, is proud to make what may be the most exciting offer in PBM
history. For $19.99, we’ll give you:

(o) A 4-issue trial subscription to FLAGSHIP, PBM’s leading international magazine, with 56 pages
each issue packed with news, reviews, and uncensored player comments. Every issue includes a
sheet of discount coupons worth many times the cost of the magazine.

(b) A coupon entitling you to $20 value of rulesand/orturns in any of these games: Against AllOdds,
Adventurer Kings, Cluster, Continental Rails, Domination, El Mythico, Feudal Lords, New Order,
Quest of the Great Jewels, Shadow Lords, Sirius Command, Space Combat, Space 101, StarGlobe,
Starquest, Subterrania, Victory!, World Emperor Il and Warriors & Wizards. You choose where you
want to use the coupon: to help you, we willinclude an impartial description of each of them! The
only condition is that you should not have played with that particular gamemaster before.

Last but not least, if you are disappointed with the first FLAGSHIP, let us know within one month and
we'll refund you the entire $19.99 by return. No handling fee, no requirement to return anything -
yes, you can still use the coupon.

To try it, send $19.99 to FLAGSHIP, CGW special offer, PO Box 6105WSS, Gainsville GA 30504
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Ringworld
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Rocketeer

SDI
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Sex Vixens from Space
Shadowgate WIN

Shogun

Sierra Adventure Bundle 1
Space Quest 1
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taken control of
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withupto40rooms
perlevel, detailed
yet easy to use
magicandcombat
systems, point-
and-click inter-
face,andamazing
audioeffects. $41

'AMAZON' re-
captures the fun
and excitement of
the 1850's drive-in
movies. Travelto
unexplored re-
gions of the Ama-
zon, fight 10 foot
ants, and findem-
eralds stolen by
Cortez. Amazing
cinematic effects
such as multiple
camera angles,
flashbacks,
zooms, pans, and
fades. Featuresfull
digitized voices &
soundeffects. $39

'POWERED
PARTNERS 622'
by Acoustic Re-
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of both a speaker
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line level or head-
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computers, TV's,
or keyboards.
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waoofer, frequency
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Heroes of the Lance $12
Heros Qst 2:Trial Fire s21
Heros Quest 1 532
Heros Quest 3 536
Hilistar 515
Immortal $17
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Prophecy 1 512
Questron 2 512
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'When Knights Were Rotten

And Eric Was Unready
Legend’s Eric The Unready

by Johnny L. Wilson

Sneak Previews are not designed to be reviews. They are fealure articles based on "works in progress” that
CGW's editors have deemed worthy of early coverage. These articles are not intended to provide the final
word on a product, since we expect lo publish appropriate review coverage when the game is finished.

ometimes, say the sages, it is better

to be lucky than good. This is cer-

tainly the case in Legend’s Eric the
Unready, a new adventure by Bob Bates
in which the least intelligent knight with
the least physical prowess has to save Lhe
kingdom through a series of misadven-
tures. It is Mel Brooks meets Camelot in a
raucous tour de farce where games, televi-
sion, films and legends (or should that be
Legend?) are all subject to Bob Bates’
powerful Parser of Parody. Whether one is
solving one of the simple puzzles in the
early game or groaning at the puns in the
endgame, fantasy [ans are likely to find

themselves experiencing the same type of
esoteric chuckles to be found in one of

Piers Anthony's Xanth books or Robert
Asprin’s Myth Adventures. No pop cul-
tural icon and no industry entity is safe
from Bob Bates” Wand of Witticism.

Anaddien, Ve may ndl
vormit ring. hmfl_!g_, and

cockies. Blowing chunks s
right eut™ i

The set-up is deceptively simple. Eric is
trying to prove himself as a knight of the
romboid table. To do so, he must success-
fully solve some simple quests. If the
gamer is good enough, Eric solves those
quests, but ends up creating more chaos in
a few command lines or mouse clicks than
lLucy could conjure in a half-hour televi-
sion show. Just when many gamers would
wonder if' they were playing the right char-
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acter, Eric is assigned the task of rescuing
the beautiful princess and saving the king-
dom. Unfortunately, the gamer soon [inds
out that Eric has been selected precisely
because the villains do not believe he is
able to fulfill the quest. That's when it
starts to become betler to be lucky than
sood.

I gamers think that they’ve "said it all"
when they say, "Bud Wizard" or can’t
figure out why that castle looks like it
might have been designed by Lord Brut-

ish, Eric the Unready is not for them. If

they get offended by Elvis sightings (has
anyone ever noticed how closely Eric and
Elvis sound?) and have little patience with
tabloid journalism, they probably will not
enjoy being tantalized by the titters and
gigeles that seductively lure gamers
through the puns, sight gags and badinage
ol Erie the Unready. Gamers who have to
have a Meretzky-sized injection of titilla-
tion in order Lo play an adventure game are
also forewarned. Some suggestiveness is
present, but bawdiness is not the overrid-
ing goal of this game,

Textual Variant

Legend believes that CGIW has been
grossly unfair in describing their games as
text adventures, They believe that this un-
dervalues the efforts which they have
made to present intriguing adventures us-
ing a variety ol technologies. In a sense,
they are right. We have called the games
"textadventures" because they did not pre-
sent the full-screen parserless environ-
ment of leading edge graphic adventures.
The games do contain a lot of text, some-
times wonderful text, but they also contain
more,

[n addition to the input available in pre-
vious games: command line, reverse
parser (where gamers click on each cle-
ment of the sentence as lists ol words

appear), pointing and clicking on the
graphics windows, or using the compass
rose, the designers have now introduced a
number of different interface technolo-
gies. When one pilots Captain Smirk’s
rafl, one works from a dynamic animated
map screen; when one plays the "Concen-
tration"-style game at the carnival, one
works with lull-screen pointand click; and
when one initiates a conversation, one gets
amenu of verbal ripostes to toss in conver-
sational sparring matches,

Yel, interface is not the only non-textual
addition to Legend’s bag of tricks. There
is a full-screen cinematic sequence that
introduces the game’s hero and there are
animated full-screen transition sequences
that serve as cut-scenes Lo advance Lhe plot
and provide a certain amount of dramatlic
(well, actually melodramatic) tension be-
tween various puzzles. Al one point, the
entire screen lakes on the appearance of
the original Zork. At other points, the
player accesses a newspaper and a large
representation of a tabloid fills the screen
for the player’s perusal. At another point,
the raft interface or memory game fills the
screen graphically.

So, it is true that Eric the Unready has
lots ol text, but it is also true that much of
that text is very funny. In particular, we
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recommend that gamers peruse every por-
tion of the newspapers. Not only are there
clues for solving the puzzles, but esoteric
Jokes based on literature and computer
games (even a well-placed barb at the Ru-
mor Guy’s expense). Further, the conver-
sations are the wittiest we've seen this side
of Monkey Island. In fact, one wonders
where Fran the Rock Salesman and the
Columbia School of Piracy might have
originated. Naaah! It’s punfully (and de-
lightfully) obvious.
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Doin’ The Parody Thing
Zork, Ultima VI, Monkey Island, Star
Trek, Computer Gaming World, Saturday

Night Live, Fantasy Island, Gilligan's Is-
land, Camelot, Lord British, Elvis, Gene

"The Informative PBM Magazine"

Roddenberry, Pepsi-Cola and Baskin-
Robbins are just a few of the victims of
Bob’s barbs which | can remember. There
are many more. Who would you expect to
be the monk in charge of copying manu-
scripts when one enters the abode of the
gods and their sacred library? "Air-1K,
Ericster, doin’ the copyin’ thing!"
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Most of the puzzles are not only clever
and challenging, but they lead into some
puns or comedic dialogue that advances
the plot and heightens the A.P.l. (aggre-
gate pleasure index). If 1 had to quibble
about any puzzles, they would be the tim-
ing puzzles. Gamers like to be active, not
passive. | can understand the necessity of
being passive if there is some obvious
reason to be passive. As in Timequest,
however, Bates shows that he likes puz-

zles which rely on the gamer doing noth-
ing at precisely the right time. The trouble
is that the clues that one should wait are
not always obvious. 1 personally find the
timing puzzles less than satisfying, but
that may be because | am such an impetu-
ous gamer that I tend to prod instead of
pause. The timing puzzles and occasional
spelling errors were the only hindrances to
my enjoyment of the game.

Heir-head Hero

In short, Eric the Unready is a delightful
comedy adventure, more challenging than
cute and full of whimsy and wonder. It
succeeds on many different levels and cre-
ates high expectations for Legend’s up-
coming game based on Xanth (another
punful world). cew

THE ULTIMATE ROLE-PLAYING AID

Do your know what PBM (Play-By-Mail) gaming is? If you
don't, we can help you explore the world of PBM gaming.
Paper Mayhem has been leading the way for over 9 years
by informing people about PBM gaming. Articles, reviews, bio-
graphies and more fill each issue. Not to mention the ratings
of PBM games and companies that our readers participate in.

Paper Mayhem has been improving with the ever expanding
hobby of PBM gaming since 1983. Each bimonthly issue
brings you the latest on PBM news.

So why delay and miss out on all the fun? Read Paper May-
hem and take advantage of PBM gaming.

Send subscriptions to:
PAPER MAYHEM
Dept CG
1518 Adams Street
Ottawa, IL 61350-4770

US Subscriptions:
Single issue $5.00
1 year $24.00
2 year $42.00

FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00;
1 year to Europe $51.00; 1 year fo Ausiralia $57.00.
All Subsclgnlions to PAPER MAYHEM are to be paid
in US funds and drawn from US banks. Foreign sub-
scriptions are asked to use Intemational Money Order
in US funds.

Circle Reader Service #83
Page 60)

Introducing The Ultimate Character Editor. This exciting new product features
full mouse and keyboard support, online context sensilive help and a complete
windowing system (does not require MS Windows to run). This editor allows you
1o edil most of the games listed below (including all of the Might and Magics, all
of the Ultimas, all of the SS8I games, all of the Bard's Tales, and mare). The price
for this editor is $59.95. So, for the price of 3 editors, you will be getting
approximalely 30 editors, Upgrades will be available lo handle new games as they
are released for only $9.95.

* CHARACTER EDITORS — $19.95 each
Might and Magic (1, 2, 3 or 4), Drakkhen, Pool of Radiance, Hard Nova,
Bard's Tale (1, 2 or 3), Wasleland, Dragon Wars, Space Hogue,
Wizardry (Edits 1-3), Wizardry 4, Wizardry 5, Bane of Cosmic Forge,
Crusaders of the Dark Savant, Treasurers of the Savage Frontier,
Sentinel Worlds |, Knights of Legend, Secret of the Silver Blades,
Curse of the Azure Bonds, Champions of Krynn, Space 1889,
Keys to Maramon, MegaTraveller (1 or 2), Keel the Thief, Darklands,
Escape from Hell, Ultima (3, 4, 5, 6 or 7), Dark Heart of Uukrul,
Savage Empire, Tunnels and Trolls, Lord of the Rings (1 or 2),
Countdown to Doomsday, Martian Dreams, Eye of the Beholder (1 or 2),
Death Knights ol Krynn, Fountain of Dreams, Magic Candle (1 or 2),
Pools of Darkness, Ultima Underworld, Twilight 2000, Planet's Edge,
Dark Queen of Krynn, and Prophecy ol the Shadow

¢ HINT BOOKS — 59.95 each
Might and Magic 1, Knights of Legend, Curse of the Azure Bonds,
Champions of Krynn, Legacy of Ancients, Dark Hearl of Uukrul,
Wizardry (1, 2, 3, 4, 5, Bane or Crusaders), Eye of the Beholder 2,
Might and Magic 3 {12.95).

1BM listed. Apple, C64 and Amiga versions also available.
Please add $4.00 lor shipping and handling.
Open from 9AM - 9PM every day for your convenience.

[=r—=] e
GOSSELIN COMPUTER CONSULTANTS (#
@ P.0. Box 1083 = Brighton, MI 48116 « (313) 229-2453 wj

Circle Reader Service #60
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Mario Andretti Racing 317 P » 0rg 3 D Pinball 510  Lottaleverage 810
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S
ol ready to rest upon its [antasy

lec-playing laurels, Strategic
Simulations Inc (SSI) takes fan-
tasy gamers on a voyage into the final
frontier with the release of SpellJammer:
Pirates of Realmspace (SJammer). While
not exactly science fiction, SJammer does
offer fans ol SSI's Advanced Dungeons
and Dragons computer products a unique
opportunity to take to the spaceways while
retaining all of the monster-slaying, spell-
flinging appeal of more conventional
AD&D products.

Boldly going where no AD&D adven-
ture has gone before, SJammer is rooted in
the Forgotten Realms gameworld, home

to such other AD&D adventures as Eye of

the Beholder I & IT and the two Forgotten
Realms gold box series (Pool of Radiance
and Gateway to the Savage Frontier, etal).
Yet, while these adventures take place in
the Forgotten Realms gameworld on the
planet Toril, S/ammer allows players Lo
journey through Realmspace and visit the
seven other planets in Toril’s solar system.
Crossing through the “wildspace™ be-
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_PIRATES OF
REALMSPACE

tween planets is made possible by the use
of vessels equipped with a magical device
which allows a cleric or magic-user to
essentially will the ship into mation. Mov-
ing a vessel in this fashion is called
Spelljamming.

Although venturing out into space will
be a new experience for the traditional fans
ol SSI's AD&D adventures, the fiction
upon which it is loosely based is nothing
new. Indeed, science fiction legends H.G.
Wells and Jules Verne both envisioned
[9th-Century  adventurers  journeying
about the solar system by way of specially
prepared ships designed to sail through the
seas of “luminiferous ether” which sup-
posedly separated Larth from the moon

and other celestial objects. In a similar
vein, the U.S.A.’s own Edgar Rice Bur-
roughs pictured Martian warriors {lying
through the limited atmosphere of that
planet via sky ships which were analogous
to fighting sail vessels.

Jammin’

Moving a vessel throughoul space isn’t
the only task players have to accomplish.
SJammer consists primarily of three game
segments. The first involves moving the
vessel through wildspace and docking at
ports, which contain pubs, weapons shops,
temples, et cetera. The second portion of
the game —ship-to-ship combat—occurs
when, and if; the player happens to run into
another vessel while journeying through
space. Finally, boarding combat occurs
when the player’s party gets up close and
personal with the crew of enemy ships.

The first game segment is where the
behind the scenes work of maintaining a
Spelljamming vessel takes place. In addi-
tion to voyaging between the eight planets
in Toril’s solar system through Realm-
space, players can dock at ports located on
mosl of the planets. AL these ports, ships
are repaired, rumors heard, crew hired and
jobs taken. Each world ofTers a unique set
of port facilities, with bustling Toril and
its Waterdeep port, as the most active.

Compurer Gaming World
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IBM TRADITIONAL

Puzzle Gallery 1

Puzznic

Rack'em

Risk

Risk WIN

Sargon 5

Scrabble

Scrabble Deluxe
Scruples

Shanghaii 2

Sharkey's 3D Pool

Shogi Master

Sierra Family Fun Pak
Salitaire Royale

Solitaire WIN

Solitaires Journey

Sorry

Space Vegelables

Spot

Stratego

Strip Poker 3

Strip Poker 3 DD 1-6 Each
Super Telrnis

Swap

Terminator Chess

Tetris

Tetris Classic

Trump Castle 1

Trump Castle 2

Trump Castle2DD 1 or 2
Trump Caslle 3
Turn-n-Burn

Vegas Entrinmnt Pak WIN
Vegas Games Pak WIN
Video Poker AlaCarte
Video Poker Villa Crespo
Video Poker WIN

Video Poker by Masque
Virtual Realily Sludio 2
Wayne's World

Welltris

Wheel of Fortune

Wheel of Fortune 2 or 3
Wheel of Fortune Gold
Word Tris

World Champ Backgammon
Woarld Champ Cribbage

$19
$25
512
521
526
534
324
526
$28
529
s12
$34
$33
519
$32
534
512
$10
312
$31
531
519
529
$29
534
$15
s27
$25
$19

56
$34
310
$20
819
534
$19
$12
s12
$64
326
515

56

59
$15
$27
$24
$24

IBM SIMU N

688 Allack Sub

A T P Flight Simulator
ATAC

A10 Avenger

A10 Tank Killer 1.5 Enh
AH-84 Helicopter

Aces Over Europe

Aces Europe Mission Disk 1
Aces Europe Mission Disk 2
Aces of the Pacific

Aces Pacilic Mission Disk 1
Air Warrior

Aircrall Scenery Design
Allied Farces

Armour Geddon
Assignment Miami

B17 Flying Fortress
Battleticld 2000

Birds of Prey

Blue Max Aces Great War

519
$29
534
546
$34
$46
$46
527
$27
542
527
$35
$35
812
529
537
$39
$37
$32

$9

Campaign Strategc Flight Sm $37

Car and Driver

Cardinal of the Kremlin
Carrier Command

Combat Classics
Congueror Multi Tank
Crash Course

Das Boot Submarine
Design Your Own Railroad
Dynamix Bundle 1

$38
516
512
529
516

$6
$12
$29
$39

THE ULTIMATE FANTASY DRIVING GAME

GARZDRIVER

Test Drive

. Ten of the Best

excll intor the «lassic Lamborghing Couniach, Feeeari F40 or

Steap v
Parsche 9539 and 1ear up California’s serpe
imside lane at Monterey's Raceway i a Lotus Expe

Visa & MC Accepted. CODs $5. Checks Held 4 Weeks. Money Orders Treated as Cash,
Mostltems Shipped Same Day. Shippingtimes notquaranteed. Checkcom paltibility
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Tuehun Min

'CAR &DRIVER'
lets you test drive
10ofthe best per-
formance cars like
the Porshe 959,
Shelby Cobra, and
Ferrari Testarossa.
Features 10differ-
ent tracks, bit-
mapped land-
scapes, drive in
any directiononor
off road, head to
head competition
via modem, in-
stant replay with
multiple views,
and Hi-res 256
color VGA. $38

'LINKS 386 PRO'
offers SUPER
VGA graphics
and advanced
features designed
for your 386 or
486. New fea-
tures include
computer oppo-
nent, save game
optionthatallows
your friends to
play against you
in an existing
game, pre-re-
corded games
fromworthy oppo-
nents, and many
game modes. $35

'MAXX COBRA
FLIGHTSTICK'
brings together
the thrill of a joy-
stick and the ver-
satility of the key-
board. Features
molded casingfor
left or right
handers, 7 button
pislol grip joy-
stick, 25 program-
mable functions,
exact auto-cen-
tering, and lrue
circular direc-
tional control.
Game port nol
necessary. $54

IBM SIMULATION

Elite Plus 519
Eye of the Storm Flt Sim 529
F117A Stealth Fighter 42
F14 Tomcat 319
F15 Strike Eagle 2 519
F15 Strike Eagle 2 Scen S17
F15 Strike Eagle 3 544
F15 Strike Eagle 3 Aces Pak $52
F19 Stealth Fighter 524
F22 Advanced Tactical Fghtr $39
F29 Retaliator $32
F40 Pursuit Simulalor 53
Falcon 3.0 S42
Falcon 3 Scen1 Fighling Tgr $24
Falcon AT 319
Fire & Forget 2 $30
Flight Planner 324
Flight Simulator 4.0 S42
Flight of the Intruder 515
Fly the Grand Canyon 545

Grand Canyon Scenery 516
Greal Naval Batlles Exp Pk 2 §21
Grt Naval Battles Scen Build $28

Gun Boat $33
Gunship 2000 539
Gunship 2000 Scenario Disk $24
Gunship s12
Harrier Combat Simulator 56
Hawaiian Odyssey 22
Heatwave 825
Heroes of the 357th 532
HoverForce $31
Hunt lor Red Oclober $19
Infiltrator 2 528
Japan Scenery Disk S22
Jel Fighter 2.0 $39
Jel Fighter 2 Mission Disk 1 319
Jump Jet 539
Knights of the Sky §29
LHX Attack Chopper $17
Land Sea Air 2 539
Land Sea Air Trilogy 812
Life and Death 519
Lite and Death 2 $23
Lightspeed %9

Mantis Experimental Fighter $39
Mantis Exp Speech Pak 19
Maximum Overkill 544
Maximum Overkill Mssn Dk 1 $28
Maxiumm Overkill Mssn Dk 2 $28

MegaFortress 12
Megalortress Mega-Pak $38
Megafortress Miss Disk 526
Megafortress Miss Disk 2~ S26
Miami Enforcer $39
Mig 29 Fulerum $32
Orbils §37
Power Palitics WIN 534
Pacific Islands 2 530
Power Boal Simulator 539
Privateer 549
Rapcon $29
Reach for the Skies 531
Red Baron VGA 536
Red Baron Mission Builder  $24
Red Storm Rising 514
Road & Track Grand Prix U $37
Sailing Simulator CGA $39
Sailing Simulator VGA 542

Salling S East Cst Yoy CGA  $34
Sailing S East Cst Voy VGA 539
Sailing S West Cst Voy CGA $34
Sailing S West Cst Voy VGA 539
Sailing Instretr Pack CGA - $199
Sailing Instrctr Pack VGA 5239
Scenery Collection Set A 537
Scenery Collection Set B 837
Scenery Colltn California 837
Scenary Colltn Great Britain 337
Scenery Enhancement Editor $21
Scenery: Hawaii S16
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Scenery: Tahiti 516
Seal Team 542
Search for the Titanic 827
Secret Weap Luftwaffe 544

Secret Weap Exp 1 P38 521
Secret Weap Exp 2 P80 §21
Secret Weap Exp 3 He162 5§21
Secret Weap Exp 4 DO335  §21

Shullle $26
Silent Service 2 534
Sky Chase $25
Snd, Grphes & Arcrlt Upgrad $27
Stormovik 515
Strike Aces £19
Strike Commander 545
Stunt Driver $15
Stunt Island 836
Stunts 515
Tank $34
Task Force 1942 $39
Team Yankee 532
Team Yankee 2 529
Tast Drive 1 817
Test Drive 2 530

Test Drive 2 Muscle Cars $10
Test Drive 2: The Collection $29
Test Drive 2:CA Challenge 515
Test Drive 2:Euro Challenge $15
Test Drive 2:Muscle Cars 315
Test Drive 2:Supercars 515
Test Drive 3 $29
Test Drive 3:Road & Car 517
Their FH Battlehawks Bundle $44

Thunderhawk s21
Thunderstrike s27
Top Gun Danger Zone 3
Tracon $34
Tracon 2 529
Tracon 1 or 2 WIN 534
Ultrabots Sanction Earth $37
Vette 515
Virlual Reality Studio 554
Vaice Commander 318
Wing Commander $39
Wing Commander 1 Deluxe  $45
Wing Commander 2 345
W C 2 Operation 1 s27
W C 2 Operation 2 527
W C 2 Speach Mod 515
W C Secrel Mission 5§19
W C Secret Mission 2 $19
Wolfpack 515
X-Wing 546
Yeager's Air Combat 538
IBM HINT BOOKS
A-Train 816
Advent Willie Beamish $10
Bard's Tale 1-3 Each S10
Buck Rogers Countdown $10
Castle of Dr Brain 510
Champions of Krynn 310
Civilization 516
Codename lceman S10
Colonel's Bequest 510
Conquests Robin Hood 510
Countdown $10
Curse of the Azure Bonds 510
Dark Queen of Krynn 310
Darklands S514
Darkspyre 510
Death Knights of Krynn 510
Dragon Wars 10
Dragons of Flame 58
Drakkhen s10
Dungeon Master s$10

Dynamix Great War Planes  $16
EcoQuest Search For Cetus $10
Elvira 1 or2 10



Catapults and Kilrathi

Ship-to-ship combat occurs only when
another vessel is encountered in wild-
space. This portion of SJammer loosely
resembles the format used in Wing Com-
mander, with bitmapped vessels and pro-
jectiles zooming about the game screen,
But while Wing Commander allowed
players to move in three dimensions
(up/down,  left/right,  forward/back),
SJammer restricts players to a level play-
ing field, as if all of the vessels sailed on
an invisible sea: no diving or climbing

allowed. Combat usually involves only
the player’s vessel and one enemy, al-
though about half of the ships encountered
during this reviewer’s sojourn into Realm-
space were non-hostile. If the enemy ship
does prove to be hostile, a number of
weapons are available for taking the light
to the enemy. Ship-mounted ballistas,
catapults, jettisons (useful for clearing
crew from the deck ofan enemy ship), and
bombards (crude cannons) are available
for striking down foes. In addition, players
can attempt to shear the rigging from an
enemy ship (slowing it down), or can even
physically smash the enemy into space
debris by ramming. Finally, a grappling
option allows gamers to close with an en-
emy ship and board it. Once successflully
grappled, the game shifts to the boarding
combat screen.

Bash ’em and Thrash ’em

The boarding combat segment appears
much like a stripped-down version of Ul-
tima VI, with an isometric overhead view
displaying all of the action. At the start of
combat, the player’s characters (also called
officers) and crewmen (0-level soldiers) are
scattered across the gamescreen (which usu-
ally consists ol a ship’s deck, the tunnels of
a dwarven space-fortress or some other lo-

Puge 64

cale). Each officer is represented by a sin-
gle on-screen character, while crewmen
are displayed as a soldier figure with a
number hanging at his feel ranging from |
to 5, indicating the number of soldiers
represented by that figure. The player can
control each of his officers and crewmen
by accessing a bank of icons located in the
upper right corner of the screen. Charac-
ters can be directed to move, cast spells,
view inventory, be placed under computer
control, and even can parley with the en-
emy. In true AD&D style, each of the

combat turns consists of a collection of

short rounds in which combat takes place.
| found this segment of SJammer to be the
most enjoyable, with plenty of tactical op-
tions and maneuvers to try with one’s as-
sembled forces. At times, combat can be
overly tedious and time-consuming (with
large numbers of units on both sides); fans
of miniature wargaming will welcome the
detail and tactical options.

The SpellJammer’s
Prime Directive

Most of SJammer involves lerrving
cargo from planet to planet for a fee, pick-
ing up an odd mission or two along the
way. Only by tackling as many missions
as possible (and by avoiding space combat
like the plague) will players have much
hope of advancing bevond the first por-
tions of the game. Finding larger, more
powerful vessels with which to carry one’s
intrepid band of swashbucklers through
Realmspace is essential; massive ships
such as the Man-O-War, Hammership and
the awesome Neogi Deathspider are re-
quired equipment for finishing the game.

SJammer begins by offering players a
few scattered missions here and there to
build up a surplusage of funds and experi-
ence. As the game progresses, more chal-
lenging obstacles such as defeating space
pirates, raiding slave trading vessels and
exploring ancient dwarven space-for-
tresses will help prepare players for the
ultimate goal: defeating the evil Neogi,
who have planned to unleash a vicious
campaign of brutal conquest across the
solar system if the player fails.

Lost in Realmspace

As challenging as completing the game
was, gelting SJammer to work properly on
my machine was an even greater chal-
lenge. My first attempt at playing S.Jam-
mer resulted in the program locking up
immediately afler the copy protection had
been correctly entered. SSI's technical

support stated that the first version of

SJammer(1.0) was having trouble running
on some systems, so they shipped me a
patch disk to upgrade the program from
version 1.0 to 1.1, Installing the patch
fixed the loading problem, but left open a

host of other less-important (though an-
noying) defects. First among these foibles
was the lethargic hard-drive performance.
Some of the simplest actions in the game,
such as generating a set of six, two-digit
character attributes, caused the hard-drive
to spring into action for several seconds.
Loading a saved game oflen took more
than a solid minute of continuous hard-
drive operation. From loading the program
to entering combat, SJanmer is sure to
give the ol” hard-drive a workoul.

In addition to the aforementioned hard-
drive problems, Slammer suffers from a
host of other minor defeets. During boarding
combat, I discovered my characters (includ-
ing those under computer control) to
strangely unready their weapons in the face
ofcombat. Spellcasting has its share of prob-
lems, loo: on several occasions [ found char-
acters with a sudden bonus of more than 200
first level spells, all of which were available
to be cast and used. Even the inventory of
my characters wasn’t safe, with the com-
puter often renaming a character’s
“Longsword +3" as a non-magical
Longsword in the heat of battle. With all of
these problems, one can’t help but think that
SJammer was rushed out the door to meet
the Christmas buying spree without a suit-
able amount of beta-testing,

As it stands, SJammer is a product with
a pood deal of promise, thwarted by an
unfortunate number of defects. AD&D
role-playing stalwarts who can look pasl
the problems and enjoy SJ/ammer as an
alternative to the usual SSI AD&D prod-
ucts should find the game 1o be an enjoy-
able one. As for the rest of the gaming
public, SJammer is still a few updates
away from being a product worth playing.
cew
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Eye of the Beholder 510 Tunnels & Trolls 516  Space Ace 1or2 334
Eye of the Beholder2 or3  $12 Twisty History Hint book $10  Space Wars 537
Fascination $10 Ultima 4-7 Each $10  Speedball2 $25
Free DC 510 Ullima Underworld Stg Abyss 510 Stellar 7 521
Gateway Savage Frontier 510 Ultima 7 and Underworld $16  Super Off Road s12
Gobliiins $10 Ultima Avatar Adventures  $16  Super PacMan $9
Gold Rush 310 V for Victory $16  Super Space Invaders 525
Gunship 2000 516 Wasleland $10  Swamp Gas Windows 538
Harpoon $16 Wizardry Cosmic Forge $12  Take-A-Brk Crossword WIN $29
Heart of China 310 Wizardry 7 512 Take-A-Brk Pinball WIN 529
Hero's Quest 1-3 Each $10 Yeager Air Combat Handbk  $16  Take-A-Break Pool WIN $29
Hillsfar SB Teenage MNT Manhattn Mn 531
Immortal 510 Teenage Mutant Ninja Turtles$25
Indy Jones Grix Adv $10 IBM ARCADE Tengen's Arcade Hits 525
Indy Jones 4 Fate Allantis ~ $10 Terminator 534
Island Of Dr Brain $10 Airborne Ranger $9  Tetns Classic WINDOWS ~ §27
Jetfighter 2.0 316 Aliens Ate My Babysitter 332  The Tinies 229
wealthe Yhief 510 'GEMINIJOYSTICK ' featuresafulisizehandle, 6largetactic [l Amazing Spiderman ¥ Toeseriod i
King's Quest 1-6 Each 310 Tt P : e Artura $4  Treasure Trap $10
Knights of Lagend 10 buttons, gualaxag lrlmadjustors_forpfemswn control, lqrbo fil:@, Backtlothe Future 2or3  $15  Tristan Pinball 34
Laura Bow 2 HintBook sio  Astabllizing suction cups, & testing disk. Fully compatible with Bar Cares $10  Turbo Outrun 517
Leisure Suit Larry 1-5 Each  $10 high speed PC's (PC, XT, AT, 386, 486, & compatibles). $24 Bargon Attack $24 Viking Child 532
Lemmings w/disk $21 Barl Simpsn House Weirdnes$31  Volfied 524
Loom $10 Batman Caped Crusader $28  Wild Streets s3
Lord of the Rings V1 510 Batman the Movie 524
Lord of the Rings V2 $6 DREADMNOUGHTS Batlle Storm $32
Lost Files Sherlock Holmes  $10 accuralelymodals Cogito Windows $38 IBM CD ROM
Lostin LA $10 ¥ Combat Classics 529
LucasArts Adventure Book  $16 the looks, specifi- W cqo Croc Twins $24 12 Roads to Geltsyburg WIN $48
LucasArts Air Combat Strat 516 cationsandtactics Crackdown $17  7th Guest $56
Magic Candle 1 or 2 S10 of fighting fleets Crazy Cars 825 A Christmas Carrol 518
Manhunter New York 310 during the great D-Generation $32  Advent Willie Beamish 845
Manhunter San Francisco  $10 Dark Century $27  Aesop's Multimedia Fables $32
Maniac Mansian 810 age of the battle- Day of the Viper 519  Battle Chess WIN & DOS S48
Martian Dreams 513 ship. Includes 7 Dig Dug $6  Buzz Aldrin Race Space 559
Matrix Cubed 510 scenarios such as: Double Dragon 2 315  Campaign 535
Mean Streets 310 Coronel (1914) Double Dragon 3 $12  Capstone Game Collection  $45
Might & Magic 1 510 Falklands (1914 ; Dragon’s Lair 2 Time Warp  $34  Chessmaster 3000 546
Might & Magic 182 $16 alklands (1914), W proons Lair 3 $34  Conan s21
Might & Magic 2 512 Jutland (1916) Dragon's Lair Esc Singe Cast$34  Cyber Space $38
Might & Magic 3-5 Each 516 and Dogger Bank Fast Track $25  Don Quixote §32
Qif Book Leisure Suit Larry  $12 (1915). Features Freakin Funk Fuzzballs 519 Dune 835
Off Book of Ultima 2nd Editn $15 o Galactic Congueror $31  El Grito Del Jaguar WIN 346
Off Bk Roger Wilco's Advnirs $12 amenu !nterface Galactic Empire $27  Fascination WIN 539
Off Guide of King's Quest 310 for entering com- Galaxian 36  Fatty Bears Birthdy Surprise $38
Off Book of Police Quest s12 mands, external Gauntlet 1 or 2 $9  Gofer's Winkel Advet WIN 335
Patriot 516 ¥ 1 Gobliiins VGA 524  Guy Sp 529
Phantasy Star 3 514 9D view; & hidden Gold of the Aztecs 529 Impersignisl Sources WIN ~ $89
Planet's Edge 816 movement. $42 Guy Spy $29  Jack and the Beanstalk 534
Police Quest 1-3 Each $10 Hard Drivin' 2 $38  Jones In The Fast Lane WIN $42
Paol of Radiance 510 Home Alone $27  Jungle Book Win 834
Pools of Darkness $12 Hyperspeed 334 King's Quest 5 WIN 542
Power Monger Strategy $16 S d 'SECOND CON- Killing Cloud 519 King's Ransom $38
(I;nwcrmongcr 510 e C?lr!_ FLICT' isagame King Graham Board Games  §9  Legend of Kyrandia 549
uest For Clues 2-4 Each  $21 i = Knight Force 529  Library of Art: Renaissance $60
Quesl for Glory Strategy Gd $19 Co “ f Ct ofinterstellarstrat Laffer Utilities 521 Lcmm!‘r 548
RUNS Issue #1-19 Each 56 The Galactic Conflict Continues... egy&conquestfor Larry's Casino S9  Lost Treasures Infocom 2 $46
Railroad Tycoon $10 : windows. Control Laura Bow Parlor Games 39 Lost Treasures of Infocom  $46
Railroad Tycoon Off Guide  $10 all aspects of the Monty Python 515  Mantis Experimental Fglr 845
Rex Nebular Cos Gen Ben  $14 economy, military Ms PacMan 86  MultiMedia: Vivaldi WIN 534
Rise of the Dragon 310 d civil . y Ninja Gaiden 2 $12  Omar Sharif Bridge S46
Savage Empire $10 andcivilianpopu- B \jinia Rabbits $10  PultPult Joins the Parade 542
Search for the King 310 lation. Allocatere- Nova 9 $21  Rodney's Funscreen 546
Secrel Monkey Island 1 or2 $10 sources to pro- Oil's Well $12  Secret Monkey Island 339
Secret Silver Blades 810 duce battleships Out Run 528  Secrel Weap Luftwaffe S46
Sentinel Worlds 1 510 i Pac Man $9  Sherlock Holmes Cansul Det $44
Shadow Sorcerer $10 planetary de- Paper Boy 2 $27  Shullle $24
Simcity/Simearth Book $20 fenses, stealth Pipe Dream 519  Space Quest 4 WIN 842
Simearth 516 ships, transports Pit Fighter $22  Spirit of Excaliber 521
Simlife Official Strategy 316 andmissiles, Fea- Power Hits: Battletech 532 StarChild $32
Space Quesl 1-4 Each 510 Fl Power Hils: Sci Fi $32  Star Trek 25Anv 348
Spellcasting 101 $10 tures multiple hu- Punisher $9  Stellar7 WIN 542
Spelicasting 201 $10 man & computer Quix $25  Team Yankee 2 $29
Star Trak 25th Aniv $10 players, & a sce- Rampage $28  UltimaBundle $59
Starflight 1 or 2 $10 nario editor. $34 Roger Wilco Space Games  $9  Where in the World Deluxe  $68
Strategy Plus Issue 12-26 $5 i Rollerbabes $25  White Horse Child 532
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TITLE Shadow or the Beast 1
SYSTEM: Amiga (512k)
PRICE: SH0.09%
PROTECTION:  Disk-based
LIESIGNER: Resfled tions
PUBLISHER Psyunuosis Lid,
Liverpool, United Kingdeom

cginning life as a side-scrolling ar-
Bcadc feast featuring bright colored

backgrounds, smooth animation
and superb multilevel parallax scrolling,
the Beast series [rom Psygnosis has taken
Aarbron, and the player, [rom a beast him-
self to a clone of that intrepid adventurer,
Indiana Jones. In the third and [inal game
in the Beast trilogy—Shadow of the Beast
[ll—Aarbron looks like a shirtless Indy
with backpack and a rather comical hat
reminiscent of those donned by members
ol a barber shop quartet.

He’s Such a Beast

The original Shadow of the Beast began
the trilogy with Aarbron enslaved by the
Beast Lord as a tormented servant in beast
form himself, programmed by will-sap-
ping drugs. After regaining control, Aar-
bron sought revenge on the death of his
father and his own torment.

When Shadow of the Beast Il arrived,
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Psygnosis’
Shadow of the Beast Il

by Chuck Miller

Aarbron’s appearance had changed to that
ol a Cro-Magnon man. This time, how-
ever, his mission against the Beast was the
rescue of his infant sister; a more satisfy-
ing and higher goal than revenge.

Now, in Shadow of the Beast 111, Aar-
bron’s goal is to strike the final blow and
rid the world of the Beast once and for all.
With the help of a magician named
Rekann, Aarbron must locate four items
that will enable him Lo face and destroy the
Beast.

Beast Your Eyes...

Anyone who saw the original Shadow of

the Beast remembers the beautiful graph-
ics and exceptional parallax scrolling it
offered. It is still, in my opinion, the best
of the Beast series in appearance and play.
With Shadow of the Beast Il came more
advanced puzzles than those offered in the
first game. However, it also exchanged the
bright colors and superb parallax scrolling
of the initial product for dark, ominous
tones and more simple parallax effeets
with bi-directional scrolling. In an effort
to combine the best of both previous re-
leases, Shadow of the Beast 11l incorpo-
rates the brighter colors and multilevel
parallax scrolling of the original and the
more advanced puzzles ol Beast 1l. The
results, 1 believe, are mixed.

While backgrounds in Beast IIT are more
colorfully appealing than those in the pre-
vious release, the foreground and charac-
ter colors are still too dark and drab. They
need more pizzazz. Granted, the design
called for a sinister feel, yet “sinister”
doesn’t necessarily require muted, heavy
shades o convey its message. Still, the
graphics are very good overall and the
improvement in the parallax effect comes
across well, while maintaining bi-direc-
tional scrolling.

...And Beast Your Ears

As usual, the musical accompaniment is

excellent. There is no lack of quality mood
music in Beast [1l. Exceptional sound-
tracks have become a hallmark of the
Beast series as well as almost all
Psygnosis releases, and the tradition,
thankfully, continues. Digitized sound ef-
fects are also very good and realistically
reproduced.

As did most players, | found the puzzles
in Shadow of the Beast 11 far too difficult.
This criticism has been addressed by the
programmers 1o a limited extent. Accord-
ing to the documentation, the puzzles in
Beast III begin “very casy” and become
“gradually more difficult” as the game
progresses. That the initial puzzles are
very easy, | will gladly concede. However,
1 would not classify the increase in diffi-
culty as all that gradual. They appear (o
shift from easy to difficult very quickly.
Apart from the first few puzzles in each ol
the four main sections of the game, the
puzzles are still too difficult overall, espe-
cially when failure to correctly solve one
results in the need Lo start the level over
again—from the beginning in many cases.
Some puzzles are still difficult enough that
many players will give up before finishing
the game.

The Beast of Your Worries

While Shadow of the Beast 111 has much
to commend, it still suffers from some
problems that have [ollowed the series
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through from the beginning. For starters,
disk-based copy protection is still em-
ployed. As such, Beast Il cannot be in-
stalled on a hard drive. What makes this
all the worse is that disk access is painfully
slow, even on an Amiga 3000. Mix this
with the traditional “death scene” (which |
quickly tired of being forced to view) and
most players will add numerous gray hairs
before they ever finish the game. Loading
and reloading time is too slow from floppies!

Duum‘.mtalmn \\hl|{. bmel\ 'IdLQUdIC
is like that pruv:du.d with most Psygnosis
products—so brief it is a joke. What is
supplied in 20 pages (in very large type)
could have easily fit onto a single two-
sided quick reference card. This has been
a longstanding problem that Psygnosis is
aware of, but has failed to address.

Shadow of the Beast 111 also sulTers from
one of the same failings of many arcade
adventures — a lack of any save feature.

This is understandable in a coin-op prod-
uct. Itis, however, unacceplable in a prod-

uct for home use. | have grown tired of
playing and replaying the same section of

a game over and over 20 or more times,
simply to have yet another unsuccessful

try at the same puzzle. Why designers of

arcade games cannot fathom the term
“save game” or provide a means to do so
is beyond my comprehension. Is this too
much to ask?

The Beast Thing Going?

I'rom the start, the Beast games have
been popular products. Yet, | wonderif the
key to their popularity lies more in their
“look and feel” than in their play. As men-
tioned above, Shadow of the Beast Il is
the third and last game in this series. Per-
haps it is best that the Beast is finally being
laid to rest. True die-hard joystick jockeys
who thrive on an intense, relentless on-
slaught of digital opponents, and who do
not mind replaying the same level to ex-
cess until an offending puzzle is solved
will probably love it. However, average
gamers may find the game overly frustrat-
ing and even annoying to play.

Unfortunately, Shadow of the Beast 111,
in my estimation, provides more glitter (it
does have thal Psygnosis charm) than
egold, falling low on the playability scale
with the reward lor playing insufficient to

the effort required. In fact, | experienced
the same love/hate relationship with Beast
IIl as | did with Electronic Arts’ The
Immortal, another game sporting superb
graphics, audio and atmosphere, but with
a frustration level too high to enjoy play-
ing it for any length of time. While some
may think that | am being overly hard on
this product, I have simply grown tired of
arcade games that punish the player rather
than reward them for their efforts.

If one lives and dies by the joystick,
enjoys facing near-insurmountable odds
and takes relish in repetitive play, go
ahead and drop the bucks on Shadow of the
Beast I11. Otherwise, the player should rest
his or her joystick finger until something
more rewarding comes along. There is no
sense in turning oneself into a beast just to
play it. cew
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tep right in and warm up by the fire.
Winter is still with us, even il it is
getting on towards March. And aller
March comes April, that time when a

young man’s fancy turns to thoughts of

booze, babes. and bashes (at least it does
il you're Steve Meretzky. hehe). That's
right, the time of Spring Break!

Yes lolks, he's baaaaack! Everyone’s
favorite nerd sorcerer, Ernie Eaglebeak.
This time, though, the books and class-
rooms are leflt far behind as Ernie and his
Hu Delta Phart brothers live it up al Fort
Naughtytail during Spring Break in Leg-
end’s Spellcasting 301.

Well, maybe “living itup™ isn’t quite the
phrase. See. there’s another frat [rom an-
other school. the Getta Loda Yu boys, who
don’t want the HDPs on the beach (or
anywhere else). So. a curvaceous blonde,
calling herself The Judge. sets up a bunch
of contests for the rivals. Whoever has the
most points at the end is “King Of The
Beach™ and whoever loses has to pack up
and go home.

Since the GLY's are athletic studs, and
HDPs are mostly brainy nerds, the Yus
look like a shoo-in...unless, of course, our
boy Ernic works his magic tricks to,
ummm,. give he and his frat brothers alittle
edge. Okay, it’s cheating, but hey, it’s for
a good cause!

Getting to Fort Naughtytail is half the
fun, since Ernie is Carpetmasterand drives
the magic carpet to the resort, It's not hard
il he follows the directions (part of the
same’s Seepy...err, CP, or copy protec-
tion, heh). Just "cause there’s a few mal-
functions along the way doesn’t mean they
won't get there. Ernie simply throws a
little something ofl here and there, that’s
all. Of course, he’s gonna have to track all
that stufl down later, but think of it as a
good way 1o see the sights (and he should
find those things as quickly as possible).

Anvway, it isn’t long after arrival that
the HDPs and GLY' have their first con-
frontation. Lirnie just needs to lighten up a

Pave 7t

A Spring Break Repont

From Fort N AW

As told by Scorpia

bit so the HDPs come off looking like
champs. Then The Judge pops up. goes
into her act, and everything is set lor the
contests.

This is where it gets tricky. Time is
important throughout the game. Ernie bet-
ter keep his eye on the clock, so he doesn’t
miss any events...or even things that go
on between the events, And he better not
be too far from his room (with its delight-
ful view ol the dumpster) late at night: the
boy starts to get tired around 10:30 PM.

Also, there’s lots of stuff 10 pick up, but
only so much can our hero carry at once.
Some of it has to be stored in some con-
venient location until it’s needed. Fortu-
nately. most items (outside of spells) only
have (o be used once, so aller something’s
been used. it can be dumped and forgotien
(but Ernie may need that shovel twice).

Ernie has to buy some items along the
way, and his money may start to run oul
pretty fast. Then he'll have to try his luck
at the Casino. Looks like a pretty crooked
place to me; Ernie oughtta straighten it out
before he gambles his gold away. Just
keep in mind that even in an honest game,
he can have bad luck (ya can’t save in the
casino, soif Ernie is making a pile. hop out
now and then to save the game).

I should mention the cops. Anytime
something gets smashed or broken. you
know who they're gonna tab for a “ccllu-
lar™ vacation. Right, our hero! This could
happen maybe seven times (or less). So

Ernie has to be prepared. Each time he gets
nabbed, there’s a way out...but it only
works once, There’s no special order here,
it’s just whatever Ernie has in the way of
spells or items at the time. Jailbreaker’s
choice <grin>,

Just to make things even more interest-
ing, there’s a special spell that changes
other spells. So when Ernie grabs that one,
he should fool around (save the game
first!) and see what happens when he uses
it. Some of those “transmuted™ spells are
gonna be important later on.

Now, it gets hard. There are things Ernie
needs 1o do between contests, but exactly
when is another matter. So 'l just indicate
the deadline in a general way and Ernie
can squeeze it in wherever he finds the
time in his busy schedule.

All right. The first contest is Sunday
night, so that gives Ernie time to walk
around, check things out, and buy a few
items (don’t pass up any spells), not to
mention, find as much as he can of the stuft
he dumped from the carpet. Speaking of
the Sunday night Kick-Off Party. nothing
attracts women (al least the women around
here) like studs.

With the HDPs winning the [irst contest
casily. Ernie can get to work on the Sand-
castle Contest Monday afternoon. Since
the contest is judged at | PM, carly arrival
is advised so our boy can give Sid a little
help.

Sometime between Monday afternoon
and Tuesday morning. the bridge has to be
fixed. and any time before Tuesday night.
Ernie has to visit Hillary Tickingclock (we
all remember Hillary the Inexhaustible,
right?). Save time; don't buy a ticket from
the dispenser.

Also, some time before Tuesday night,
Ernie’s gonna have to get into that myste-
rious mansion. You know, the one with the
dog at the gate. Good thing it’s the other
side, from the look of him. I have a haunch
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that being nice could do Ernic a hole lot of
good (heh).

Once inside. Ernie should see about
making the place more cheerful: all this
blue stuff is, well, kinda depressing. ch?
There's hardly any real color around here.
And when Ernie gets downstairs, he
should pay close attention to what's down
there (besides the lady. that is).

Speaking of color. there’s the Huemaze.
That has to be done, one way or another.
I you're not good with color tricks, or you
have a monochrome monitor, or you just
don’t want to be bothered. you can pay the
100 gold and be done with it. Butit’s more
fun to do the maze (easy mode recom-
mended).

During his rambles, Ernie may have
come across a spell box he can’t open.
Sorry Charlie (oops. Ernie), you have to be
level 4 to open it. That means a trip to the
lighthouse and running a few errands for
the Presiding Sorcerer. Gel at least the [irst
one done before Thursday morning (pref-
erably well before). Don’t bother picking
up the spell box, just use it where it is.
After the big splash, Ernie should come
back with four items (berries not in-
cluded).

So it’s Tuesday AM and time lor the
Belly Flop contest. Here's where a little
roc and roll (or was that roc and drop?)
comes in handy. You could say Ernic calls
the shots here, and pulling this one off
would be a real feather in his cap (or was
that Vince's?).

Then, it’s the big liquor bash Tuesday
night. and BIG is the word for it. Can Ernie
make the world’s largest daiquiri...and
then, drink it without collapsing? Sure he
can, with the right spells and the right
items (this is a pretty easy one. il Ernie’s
hit all the shops by now. and he certainly
should have!).

Well. the week sure is moving along fast.
huh? Let's hope it hasn’t moved along so
fast that Ernie didn’t get a chance 1o see
the women wrestlers. A little Favor for one
ol them will be repaid at Wednesday
morning’s Wet T-Shirt contest. True, the
ludy isn’texuactly well-endowed, but Ernie
can do something about that. He can even

Mavely 1993

help Mona (who almost doesn’t need it
but doing that is extra points).

Wednesday certainly is abusy day. Alter
the T-shirt contest, there's a little bull-
fighting late in the afternoon. Ernie ain’t
exactly a matador. so it’s time for more
dirty tricks. What that bull needs is a little
“get up and go” feeling. A small distrac-
tion is advisable, though. I'm sure if Ernic
thinks about it hard enough. the right idea
will float into his head.

And the day isn’t done yet. Here are the
HDPs. looking for a little real fun at Club
Club. when who should walk in but those
nasty GLYs. In no time at all, a fight
hreaks out. Good thing Ernie’s not directly
involved. since it gives him a chance 1o
throw a spell or two to good cffect.

One thing you can say about these spring
breaks. there’s never a dull moment.
Hardly has Ernic recovered from Wednes-
day. when it’s time for Thursday morn-
ing's Body Surfing contest. This is one
that Ernie has to do himsell (presuming,
that is, he got that Bigfinno spell box
open).

Well actually, Ernie and Fred (FRED???
Oh. not my Fred. whew!). Too bad Fred is
out like a light. Il the HDPs wanna win the
Surling contest. Ernie is just gonna have
to find a way to bring sleeping beauty back
L0 CONSCIOUSNCSS.

Drying ofl after that hardly leaves any
time lor the afternoon Tanning bout. Truc.
by now (and probably long before) Ernie’s
Tound the case ol suntan lotion, but that
lotion doesn’t quite have the oomph nec-
essary to beat the GLYs. Remember, we
don’t want our side looking like lemons,
right?

There's nothing else scheduled for to-
day, so our boy has a little free time for
himsell. One thing he can do with those
leisure hours (ha) is have a chat with the

rummy in the groggery (grog., for those of

you who were wondering, is rum diluted
with water). Sorry fo say, he won’t fork
over until Ernie forks over 500 gold. Ya
gotta do ity Ernie, and it has to be done
before tomorrow.

That's because Friday morning is the
Volleyball contest, and we want our HDP
team to win. With the right spells in alter-
nation. deflating the GLYs should be a
snap. This leaves a few hours for pyramid
practice. and we know Erie wouldn’t
want to miss that.

So now it's time [or the mystery event.
Huh? What? Sheer destruction? Y know,
this don’t sound ecxactly kosher. Still,
Lrnie’s gotta go through with it, for the
sake ol dearold Sorcerer U. and the HDPs,
And our hero is practically led by the nose
to the right act of vandalism. thanks to the
dropped key.

But that’s only because there’s more to
come (you didn’t think it would be over
this soon. did you?). Now the HDPs have
to find the Prokturingham Bull. First
though. Ernie better have four scahorses.
Is he missing one? Maybe our hero needs
a conch on the head. or possibly he didn’t
drink his soup like a good boy in the first
place. or perhaps he didn’t know that
things aren’t always what they're cracked
up to be.

A light source is handy. too. Then, it’s
spelunking time. Oooo. look at that giant
squid! MOMMY! (No silly, not yours.)
Anyway, belfore you can say “Indiana
Jones.” Ernie and [riends (the HDPs are
with him. I hope) are in the fabled city of
Sitnalta. This is where the scroll is neces-
sary. as automapping won’t be much help
here.
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Just follow the map along. doing the
right thing with the seahorses, and in no
time. Ernie will be at the fabled Throne.
What now? Well. it’s a seat. Ernie (hint.
hint). Uh oh...

There's the bull, and it doesn’t look
happy. Luckily, Ernie has just the right
spell for that. UNIuckily. guess who just
showed up? Yep. none other than Joey
Rottenwood (vou were expecting him. of
course). While Joey gives the usual *Vil-
lain’s Spiel To The Hero Before His Plans
Come Undone.” Ernie needs to think fasi
and do something else about the bull (poor
thing, you can hardly hear its piteous
cries). THAT will take care of Joey. al
least until Spellcasting 401 rolls around.

Whew! Good thing spring break comes
only once a year. And good thing that you
were around to help Ernie through this
one. Speaking of help, if you need a hand
with an adventure game, you can reach me
in the following ways:

On Delphi: visit the GameSIG (under
the Groups and Clubs menu).

On GEnie: Stop by the Games Round-
Table (type: Scorpia to reach the Games
RT).

By US Mail (enclose a self-addressed.
stamped envelope if you live in the United
States): Scorpia, PO Box 338, Gracie Sta-
tion, New York, NY 10028.

Until next time. happy adventuring! caw
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A New Dimension

Camden, NJ
“Tyre! Help! I'm
wounded.”

Chat and play games with
people from around the world
without ever leaving your home.

MPG-NET gives you something you
can't find on floppy disk; on-line real-
lime contact with the most puzzling
and challenging entity of all time.

Another human mind.

Play pulse-pounding, intriguing,
forever challenging games with
stunning graphics and vibrant sound.
Games that are constantly improving so
they won't get stale. Form strategies,
share secrets and solve puzzles with up
to 100 folks from around the world,
twenty-four hours a day.

In addition to our games we have
Bulletin Boards so you can write public
messages to other players, and
Electronic Mail to send private
messages. We also have Chat Rooms
in which you can shoot the breeze LIVE
with people from around the world.

All you need is a modem, a phone
line, and a computer; IBM-PC
compatible, Macintosh, or Amiga.

01992 MPG-NeL Inc. Multi-Player Gamies Netwark ana MPG-Net are service marks o
Cruiser, Operation Market-Garden, and the Kingdom of Drakkar are designed and dey

e

[t e e 1ot
Come visit a land where dragons

roam free, rodents grow to
unusual size, and adventurers are the
endangered species.

Team up with players from around
the world. Together, explore
myslerious lands, armed only with your
enchanted weapons, psionic spells,
and wits. You'll find untold riches and
glory while solving intriquing puzzles,
and destroying the mightiest of beasts

MPG-NET brings you the ultimate
in fantasy role-playing.

L Tim Tyler a.k.a. “Tyre”

; 1 Toronto, Canada |
| “Merlin, I'll cast a
' cure spell on you.”

he year is 2300 A.D. We've
discovered stardrive and colonized
hundreds of new solar systems. In the
process, however, we pissed off some
very nasty aliens. To say they hate us is
an understatement. They'll do
anything to eliminate us from space.
No compromises. This is all-out
interstellar war. We need your help!

Based on GDW's classic space

combat game, MPG-NET brings you
the on-line version of Star Cruiser — a
3D, multi-player campaign of splil-
second action.

¢ The Kingdom of Drakkar 15 a trademark of Drakkar Corp - Computer network versions of Empire Builder, Star
w Tantatus Inc. Al other brand and rJfo:UL[ names are rademarks or reqisiered tragemarks of their respective holders
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Lori Zini a.k.a. “Diana”
Waco, Tx |

[ _Merlin?"

OPERATION

IVIARKE TI:ARI]I N

hree elite Allied paratroop divisions

drop into enemy territory. Their
mission, to seize the bridges leading up
to the Rhine — the last obstacle of
Allied advancement into the heart of

Germany. They almost succeed.

Scattered remnants of Axis forces
already defeated in France must guard
the Rhine — the firstline of defense for
the Third Reich. They almost lose.

MPG-NET brings you the on-line
version of Operation Market-Garden,
GDW's classic two-player war game,
based on the biggest airborne
operation in history.

ulti- 'layer -ames

EMPIRE
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ombining two great American

loves: Railroads and Money!

Now you can capture the
entrepreneurial spirit of America and
build your own railroad empire. The
wheels of progress are you and up to
five other players from around the
world, locked in a power struggle of
epic proportions,

It takes planning and ambition to
build a railroad empire. And only the
best will endure. Experience MPG-

NET's on-line version of Mayfair Games’

award-winning, classic board game.
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Brad Elk a.k.a. “Sauer”
Louisville, KY
“If you need some ‘

! help, _just page me.”

MPG-NET is accessible from
over 600 cities in the United
States and over 80 cities
internationally.

It costs less than you think: $4.00
per hour in the continental US and
$3.00 per hour in the N.Y. city area.
These costs are all inclusive, There are
no hidden communication fees.

Dial toll free 800-GET-GAME and
we'll send you your account number,
password, start-up kit, and 5 free hours
right away. For more information call
800-245-0317.

MPG-NET
Your Multi-Payer Games Network®"
800-GET-GAME
800-438-4263



Hopping In EA’s Car & Driveris a Gas

by Ken Anelrettt Brown

hy do people buy driving simula-

tions? Because they can’t drive le-

gally? No, because they can't drive
200 mph legally, Because mere mortals don’t
have Nomex suits, Bell helmets and Formula
I cars in which o go jetting around town. Sure,
you can don a helmet to drive to the grocery
store, bul there won’t be anyone in the frozen
loods section to lay parlands around vour
swealy neck and plant glistening lipsticky
kisses on your cheeks.

Actually, that’s one of the few drawbacks of

Electronie Arts’ new Car & Driver: no gar-
lands. Although you might get a sweaty neck
tearing the joystick loose from its mooring,
there won’t be any exhilirating victory lap in
front of 100,000 cheering fans. Nor, though,
will you be pinned into a 110 degree cockpil
with three-inch salcly harnesses to a seat de-
signed for something other than the human
spine. The experience, says Indy 500 winner
Babby Rahal, is like being in a sauna for four
hours while someone beats you with a garden
hose.

Car & Driver does, however, deliver some

thrills and surprises of its own, not the least of’

which is safe, economical access to some of the
world’s most salivant sports cars. No sense
generating any more saliva, so here’s the
menu: Porsche 939 (sure you were going to
drive one this weekend al vour aunt’s house),
Toyota MR2 (Mr. Two), Ferrari F40 (31,000
per horsepower), Lotus Esprit Turbo (good
enough lor Sharon Stone, good enough for us),
'57 Ferrari 250 Testarossa, "66 Shelby Cobra
(power-to-weight ratio gone mad), Lam-
borghini Countach (hold the bald ltalian in
gold chains), Eagle Talon TSi (a sportscar with
common cents), Corvette ZR1 (il you must),
and a full-blown racer, the Mercedes C11
IMSA car (whalt Car & Driver relers to as
"1,000 horses ina small, sweaty box"). There’s
the stable, and a fine assortment of sheetmetal,
fiberglass and carbon fiber it is. That's
$1,547,750 worth of machinery for you to take
outand clobber repeatedly on the track of your
choice, Or 4116 horses in a small soltware box.

The game is played much like opening the
pages ol its namesake. One enters at the cover,
flips Lo page two, and has the alforementioned
steeds indexed like the Cdt D table ol contents.
Discriminating drivers whose minds are as
thirsty for knowledge as their joysticks are
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TITLE: Car & Driver

SYSTEM: 1

PRICE: $59.95

PROTECHON: MNone

DESIGNER; Lowoking Glass Tewhnologies

PUBLISHER: Electronic Arts

Menlo Park, CA

THE ULTIMATE DRIVING GAME

GAREZDRIVER

__Test Drive
~ Ten of the Best

ﬁ'[:.;p yourscH into the classic Pornd Colbea, ur the ultra high

|EM o b 0300, e oo Califosniin's sorpontine
ﬁ». e take the inside Lane an the famons Montercy
Raceway ina Lows Esprit Turbo, More Inside?

Jumpy for juice may flip to C& D leature arti-
cles describing each vehicle in detail, complete
with specifications, "Counterpoints" and "The
Verdict." The all-star machinery obviously en-
genders praise from Car & Driver's writers,
and offer some insight into the handling char-
acteristics of' the real thing.

Next, the driver chooses [rom an assortment
of tracks to warm his or her wheels on: Mon-
terey Raceway, "Dobbs Raceway." the San
Dimas Mall Parking Lot (doughnut city), the
EA Speedway, an oval track, the Mahomet
Dragstrip, New York Highway 97, Arkansas
Route 1 (ingratiatory nod to Bill?), and an
autocross course. Some of the tracks are there
to acclimate you to your new vehicle, some for
cheap thrills, and the rest to prove your mettle
against three competing greaseballs,

The driving simulation is as realistic as poly-
filled graphics allow, and becomes decidedly
more challenging us the player progresses up
the difficulty level. Suspension  becomes
twitchier, wheels lose their grip, shilling is
easier Lo blow. The simulation is more reward-
ing than games like Accolade’s Test Drive 3,

and certainly offers more cars and courses to
choose from. Accolade’s Road & Track Pre-
sents Grand Priv Unlimited gives the EA gam-
ing engine a stiff run, but the Accolade sim is
a different animal—TFormula One cars on
Grand Prix courses, What if you want to drive
160 mph on the Pacific Coast Highway, risking
head-on collision, vaulting ofT a cliff, or plow-
ing into a bridge? Car & Driver is for vou,

Afler learning the dynamics of the game and
dusting the Al cars, this driver went the extra
mile to teach a rookie racer. An experienced
driver, though possessed ola decidedly below-
average intelligence, my roommate, um...the
test subject provided an illuminating study in
learning to drive C& D. He found himselfwith-
out his Isotoners in a 1,000 horsepower IMSA
car (the Merc CI1) barreling 180 mph down
the oval track straightaway. Soon into the first
turn, he rose up high on the 40 degree bank and
flew effortlessly into the diaphanous heavens,
The instant replay looked like an experimental
jet taking oftin Flight Simulator.

Dusting oft” his airfoil, the overzealous
rookie was remanded to a ZR1 at Mahomet
Dragstrip. The lights descended on the hall-
mark starting tree, and he was off with a roar,
Time for the shift, and the car moancd o a
crawl. You wanna drag race, you gotla shifl.
You no shift, you no go. One can choose be-
tween manual and automatic shifting in the
game setup, but manual shilling is required on
the dragstrip. Shifling is accomplished with the
keyboard or with the joystick ire button. Steer-
ing with Colorado Spectrum’s intriguing
Mouse Wheel and possessed ol the aforemen-
tioned below-MSRP intelligence, the rookie
neglected to shift and paid the ultimate price.
Returning to the oval, he soon proved intelli-
gence is not required 1o drive the ZR1 ade-
quately (as in real life), and laid down some
decent times with top speeds ol 162 mph.

Yet, the real test of driving skill is under
"difficult" settings on tracks like the EA Speed-
way, the Monterey Raceway or New York
Highway 97. These are roads as challenging
and curvaceous as any go-go dancer, and
harder to master, The EA Speedway is two
miles long and delivers a glovelul of fast cor-
ners as well as some deceptively tight twisties.
It is a savory treat [or undiscovered closed-
course speed freaks, who like having to judge
speed into corners, powering out of them for
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Win $500 Worth of Computer Software!!

Here's the details:

1) Mail or FAX your entry fo us, or give il to us over the phone when you place an
order. Sorry, entries will not be accepted over the phone without an order.

2) Deadline for entries extended to January 15, 1993!

3) A winning entry will be selected from all entries by the management.

4) In the event of multiple winning entries, one will be chosen at random o be the

prizewinner.

5) All decisions are final.

Help us name our company! The name will change from No-name Software to . . .?

6) Winner agrees to have their name and hometown printed in a future ad.

7) We retain all rights to the new name.

8) The winner has until Dec. 31, 1993 to order all free software.
9) We'll pay the shipping for the software.

10) Have fun!

No-name Software - 800-788-GAME (4263) - FAX: 205-980-1953

For Fax orders please include MC/Visa credit card number, expiration date, and shipping address.

ACCESS
ANREON. . s v ity $39
LIS o.oivs i snismmasms o s27
Links: 385 visis s cavisiimmmsmmsnaes $40
Bountiful CC Course . ............ $17
Firestone CC Course ............. 817
BayHill CCCourse .............. 817
Pinehurst CC Course .. ........... 517
Dorado Beach CC Course . ........ 517
Barton Creek CC Course ... ... ... .817
Troon North CC Course ........... $17
ACCOLADE
e e R §40
Hardball 3 . s ..535
Hardball 3 Daia Dlsk reese 818
Mike Ditka Ullimate Football ......... $33
Spellcasting301 ..................$35
StarControl 2 ..., ..ovveiniiinnns §35
Super Space Invaders. .. ...........825
ACTIVISION
Leather Goddesses Il ..............540
Lost Treasures of Infocom (*) .. ... .. .540
Lost Treasures of Infocom 2(*). ... ...$30
BRODERBUND
Prince of Persia () . RTIRP .. |
The Ancient Art of War { ,\ ......... 8§27
The Ancient Art of War at Sea(*) .....$27
DYNAMIX
A-10 Tank Killer Enhanced (*)........ $35
AcesofthePacilic................. $45
Castle of Dr. Brain . . .
Nova3(") .....covvivniiiniinann
RedBaren VGA ..............cuues
Red Baron Mission Builder ... 520
Rise of the Dragon VGA(*) ..........835
Willy Beamish .................... $35
ELECTRONIC ARTS
BirdsolPrey ...........coovnvnnn $35
Chuck Yeager's Air Combal .. .. .....535
Earl Weaver Baseball2............. §32
Lost Files of Sherlock Holmes . .. . ... . 346
IMPRESSIONS
AIEBUHE . . o v i ga mnmmin s
Conguest of Japan . .
Discovery..........
PalAIN g - oosicininiine s s
INTERPLAY
Battlechess 4000 .................. £35
Buzz Aldren's Race into Space . .. ... .$35
Castlas 2., oo il $35
FutureWars...................... 30
LordoftheRings . ................. §32
OutofthisWorld (*). .......oovvvnn §35
Power Palitics (Windows 3.5" only) 330

Star Trek: 25th Anniversary........

The Two Towers (*) . .
KOEI

Gemhirg ,....oovvnnvvvininnnnes
Nobabunaga's Ambition 2. ..........
Romance of the Three Kingdoms 2. . ..
UnchartedWalers ... ..............

LEGEND
Gateway . . ..

Spellcasting 201 ..................
TimeQuest .. ..........oovnnn

LUCASFILM

Indiana Jones 4: Fate of Atlantis . . ..

Secret of Monkey Island 2

Secret Weapons of the Luhwaﬁe i

X-Wing ..
MAXIS

SIMARL(") oo

SimCity (%) ..
SimEarth (* } "
SimEarth for Wmdows[ }

MICROPLAY

Challenge of The Five Realms .....
CommandHQ . ...................
Global Conquest ................

Megatraveller 3

Twilight 2001 .. ... ovvveeinis

MICROPROSE
ATAC

B1?FIymgFonrésls_j:_l_l_:‘.‘.:._l.::
Civilizabion .o cvinin svvianndi8d
CivilizationMPE ................

Darklands ... ...

F155mka£ag:e3,:.':ﬁ.'ﬁ,':.':..'.
Greens, ... ..

Jump Jet .

Rex Nebular ... ... ... ...
TaskForce: 1942. .. .............
The Ancient Art of War in the Skies . .

MINDCRAFT

MagicCandle2 ..............0vn

Siege
NEW WORLD COMPUTING

Might&Magic3.................
Might & Magic: Clouds of Xeen. .. ..
Planet'sEdge ..................
SpacewordHol .................

ORIGIN

Strike Commander ...............

Ultima B

URIMAT o v it s
Forgeof Vidue ................

Ultima 7 Part 2-Serpenl Isle . . .

..539

.. 540
.§39

$39

835

$35

.§35

835
§38
§35
£38

.845
-840

$45
$17

.. 345

Ultima Underworld. ................ $45
Wing Commander1,...............540
Secret Missions 1................ $20
Secret Missions2................520
Wing Commander2................ $45
Special Operations 1 . ..§25
Special Operalions 2 ... .......... 525
Speech Accessory Pack ..........515
PARAGON
MBENIEY <o v oo vamnniesnaes 340
Mantis Speech Pack . ............ $20
Twilight 2000 VGA .. ... 835
PSYGNOSIS
Armourgeddon. . ...l 830
Alomino(*) ...oovviiniiiiiiias 530
Lemmings VGA .. ................. $30
Lemmings Additional Levels (*).. ... $23
Oh No! More Lemmings (*) . .........$30
Qar
Battles of Destiny. .................535
Conguered Kingdoms . . .. ... 835
Solitaire’s Journey.................835
The Lost Admiral .. ... ... ... 838
The Perfect General ...............538
SIERRA ON-LINE
Conquests of the Longbow VGA .. .. .$38
ECOQUBEE ;. ccxiewusi dninussand $35
King's Quest 5VGA. ............... $40
King'sQuest6..........covevuenns $45
Leisure Suit Larry 5VGA . ........... $39
Police Quest 3VGA................835
QuestforGlory3 .................. $39
Space Quest4VGA ............... $39
The Dagger of AMONRA _.......... 540
SIR-TECH
Bane of the Cosmic Forge. . ......... $35
Crusaders of the Dark Savant . ....... $40
SPECTRUM HOLOBYTE
Falcon 3.0 . 545
Operation: Fightlng Tger 525
Super Tetris . ..._...330
Telris Classic . . ......ooovvuennannn 530
Tetris for Windows .$30
SSG
Crmers al WEE .« vvmrsvinnsrsmgasis $39
Reach for the Stars i 825
WHIOTAS! aiiviawsummimamicn a4 $30
S8l
ADA&D Collectors Edition2 ..........542
AD&D Starter Kit ... ........... 541
Dark Queenof Krynn............... $35
DakSun ......cooviiiiinaiiannss 353
Eye of the Beholder 523

Eyeof the Beholder2 . ............. $40
Gateway to the Savage Frontier ... ... $35
Poolof Darkness . . ...........o..en $41
Prophesy of the Shadew ............ M
Spell Jammer.............ooeennes $41
The Summoning . R
Treasures of the Savaga Fronllar ..... §35
ALine in The Sand . ce...$25
Buck Rogers: Matrix Cubed 835
Carrier Strike . RIS - |
CyberEmpires.,,......_______ ...535
Great Naval Battles:

North Atlantic 1938-43 ............ $47
No GreaterGlory ..................540
THREE-SIXTY
Harpoon . . ST . |

Harpoon Battle Set #2 ............ §21

Harpoon Battle Set#3 .. ..........§21

Harpoon Battle Set#4 .. ......... $24
Harpoon ChallengerPak . ,.......... $47
PaRITEL o snm i s s $47
V for Victory . e
VIRGIN GAMES
5 111 R S $35
(1 $20
Magnetic Scrolls Collection I ..
Overlord. ......... ..525
Spirit of Excalibur $20
Vengeance of Excalibur 820
MISC
AspectsofValor .................. $36
CobraMission ..........cocovvnnns $45
Demon’s Gate . T 835
Front Page Spnns Fontball .......... 540
Gobling s
Legend of Kyrandia . . .. SRR,

Lure of the Temptress ..............
Micro League Foolball 2

Plan 9 From Quter Space ..

RBQNAROK (") ¢4 vvsvvnvsmimmmivenes
Terminalor 2029 . ............

Tom Landry Featball ...............
Tristan Pinball (*). ....ooovvvvnennn
The Dark Hall ... 5
LT 1] A S S T
SOUND BOARDS

Sound BlasterPro................ $155
Pro Audio Spectrum Plus . ....... $135
Pro Audio Spectrum 16 . ........... $195

*Both 312" and 5% " disks included. Order all
othertilles by specifying the proper disk size.

No-Name Software = P.O. Box 381463 ¢ Birmingham, AL 35238-1463

Orders/Info: 800-788-4263 « FAX (24 Hrs): 205-980-1953 ¢ Hours: 9 AM - 9 PM Central Time — 7 Days
We accept MC, Visa, Money Orders and personal checks (held 10 business days). No surcharge for MC/Visa.
Orders received before 2 PM shipped the same day whenever possible.

Shipping rates: UPS:

UPS: $4 for the first item plus $1 for each additional item.
2nd Day Air: Add $3 to UPS shipping rate.
Overnight: Add %6 to UPS shipping rate.

Pre-orders for new releases shipped 2nd day air for $5 — Continental U.S. only.

Defectives replaced with the same title.
Alabama residents add 4% tax for hardware & books.
We have lots more not listed. Call our 800 number for a quote.
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needed traction, and crossing the checkered
line first. The cars behave well, exhibiting
characteristics of acceleration, top speed, un-
dersteer, oversteer, ete. They don’t sound dif-
ferent, as they would on the track, but they feel
different, and they certainly look different
when viewing the race from inside the car,

e

Weloome the big rod vacuum cleancr,

BB it o e = L1
One may choose from four driver views be-

fore or during a race: inside car with dash and

instruments in view: low res, inside car with

high res, outside car high res or default field of

view, | preferred the outside view for a more
exciting immersion in the game. Graphic rep-
resentation of the car’s interiors is up to the
standards one would expect from an EA game.

Learning to drive these courses won’t emply
your wallet or your tank. The hardest part is
just keeping the car from belting off the

road/track in the corners. There is a sctling in
the game to disable off-road driving, but
choosing scttings like that, as well as "invinci-
ble" settings preventing collision damage, lake
too much of the challenge out of driving. Start
off'in the "easy" driving setting, with no com-
petitors, in auto-shift mode and just practice
staying on the course until your finish limes
start to rise. If your car strays from the pave-
ment, usually preceded by red type indicating
"front wheel skid" or "rear wheel skid" or both,
one can drive back on road or simply touch *Q’
and return instantly to the track.

After driving a course successfully, it's as
much fun watching the replay. C&D offers a
number of interesting replay vantage points,
including in-car, chase car, ncarest camera,
chase chopper, blimp and [inish line, and they
help show the driver any errors of his ways. A
minor flaw is that during the replay the car
often disappears behind slices of the filled-
polygon scenery. A thoughtful detail, though,
is the way one’s taillights come on when the
car was braking during the course. There are
other touches in courses like the Dobb’s Race-
way where helicopters and jets fly over the
course Lo amuse/distract you.

Cd D takes a checkered flag on a number of

points, and could use improvement in only a
couple areas. The choice of cars, tracks and
excellent articles referring to both enhance the
enjoyment of this new gaming engine. The

SIDELINE SOFTWARE
orders 1-800-888-9273 only

DISCOUNT TITLES

Your European PC Connection

NEW TITLES TYPE $

Robocop 3 Arcade Adventure 38
Alone in the Dark Arcade Adventure 45

Curse of the Enchantress RPG 42
WWF, T2, The Simpsons: all ~ Arcade Strategy 45
Jog and Mac Arcade Strategy 42
Gool World Arcade Adventure 40
Harrier Assault Flight Sim. 45

Ishar: Legend of the Fortress RPG 45
First Samurai Arcade Strategy 38

Moonstone Arcade Strategy 40
Ween the Prophecy RPG 45
A 320 Airbus Flight Sim. 45
Daemonsgate RPG 45
INCA RPG 45
Laser Squad War Strategy 42
Wizkid Arcade Strategy 40
World Wrestle Federation 2 Simulation 40

EUROMAGS

Get the latest news on the best PG titles from Euwrope! These
high gloss, full color magazines also feature a demo-packed
playabile cover disk with each issue!

PC Format or PC Review. $10 each.

SHIPPING (UPS Ground) For up to 3 pieces, by payment:
Mastercard & Visa $5.00 « C.0.0. {Cash Only) $10.00
Next day & second day air available! Call for prives on special
shipping. Shipping times not guaranteed.

4-D Sports Boxing 1895
Agvanced Destroyer Sim 16.95

Gonflict: Europe 14,95
Deluxe Strip Poker 1685

Fire Team 2200 1695
Flight of the Intruder 18,95

Genghis Khan 18,95
Glt? Korman Goll 189§
1
Hills Street Blues 18.95

Jack Nicholas Greatest 18 16.95
King ol Chicago 14.95

Mig 29 Fulcrum 18.95

Monly Python 16.95

Panza Kick Boxin 18.95
RBI Baseball 2 14.95

Shulflepuck Cafe 1495
Sleeping (‘:'l:ni's‘-3 Lie 1695
al

P
Star Saga Two 14.95

Atkanoid 2 16.95

Armor Alley 1695

Austerlinz 16.95

Bard'sTaled  18.95
BAT

Balllechess 16,95
Dattietech 2 16.95
Bloodwych 1695

DieHad2 1695
Drakkhan 1895

flattens the learning curve from one sim to another.
Forget "Keyb;mrd Confusion", just remember..,

simulation is realistic — there is a greater sense
of speed than with our earlier Sncak Preview
version (CGW #100) — and is surprisingly
"natural” with a joystick; it is also fun to drive
with Colorado Spectrum’s Mouse Wheel, but
you still have to accelerate and shift with the
keyboard. The game offers more interesting

cars than any competing driving sofiware, and
can become more demanding by choosing
manual shilting and higher degrees of diffi-
culty.

Let's lay the laurels on C&D for this year's
contest, and await the next "Ultimate Driving
Simulation" to take us to the next level with
greater graphic realism, Until then, rev up your
engines and may the glistening lipsticky kisses
be yours in the winner’s circle. cew

QLAY

Do you enjoy "flying" the super-sophisticated PC flight simulators available
today? Is "keyboard confusion” your worst enemy- you know, frantically
hunting keys to switch views, activate defenses, launch weapons, ete, (not to
mention flying the plane)- just to survive the mission ¢

KEYBOARD COMMANDER CORPS® ilight simulator keyboard
templates can end that overload and let you concentrate on flyin® and shootin’.

Lemaion;. 1838 Our hii.l,h-qu;nlil',', color templates turn any AT101 Enh keyboard into a realistic
Conan the Cimmaron  18.95 control panel for your favorite sim and our standardized, color. ¢

oded layout
.|l
LI

Fi6Falcon  19.93

Floor 13 18.95
Fool's Errand 16,85

cart of China 18,95

Hoverforce 1495
Imperium 18,95

Killing Cloud 16,95

Neuromancer 16.95

Paperboy 16.95
il Fighter 18.95

Realms 18.95
Sands of Fire 13,95
Sherman M4 14.95
Shadowlands 18,85

X1 LRYDUTS CONIMG SOoOH
03—

Falcon 3.0
Aces ol the Pacilic

Secrel Weapons of the Lultwalle
Jeltlighter 1& 1

B-17 Flying Forlross

CY Air Combat

* High-quality,3-D graphics

*Logical, color-coded layout

* Fits all AT101 Enh. keyboards
|&> Hurry! Get 'em at Introductory Prices!!! &~

Please Print o |l CheckEnclosed

A-10 Tank Killer
F-15 Strike Eagle 1l
F-117A Highthawk
Mogaloriress

ATP

* Standardized format
* Affixes to keyboard

* Sturdy, laminated stock
§11.95

1
Any 2 £21.50
Any3 $30.00
4ormore $9.25 sach

0 Money Qrd

FAPSSES ¢

Price & Avallability subject to change! Stunl Car Racer 16,95 MWame Tountiy
Na refunds or exchanges. Defective products exchanged with Super OM Road  16.95 S& Hadd §3,00 or
same item. Products warrantied through Sideline. Super 5{;{:‘;'2;‘;:;;’! }g'gg e - €.0.D. ndd $6.00...CALL
N ketbal A | ity e imd P ehia e ot e etddlty
FAX ORDERS CALL (305) 491-6134 T S Fooltal 1495 | KCC. Inc.. Dept C
Need Info? Call (305) 491-9519 ot e S 5y 168 | iy 1639 SW 148 Ave,, #402
Wolipack 18.95

840 N.W. 57th Court, Ft. Lauderdale, FL 33309

Woild Class Leaderboard 14,85

Items o
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"...no other game, no matter how . "...a remarkably rich playground for
graphically advanced, captures the fiaa modem-owning role-players.”
true essence of roleplaying (Compter Gaming World, Aug. 1992)
like this one." : :
(Compter Game Review, Oct. 1992)

.the finest multiplayer inte
fiction game ever

d the 'uiv enturous meet as play er char
atfered Realms a virtual f‘-mta:,y world ¢

m across. thr_ countrv |
ests _mghtly that allow ym i

G‘all 800 937 7644to join !

(1200/2400 bps, BNI f

As low as $3.00 per hour all cIOy )
Visa s MasterCard = Amerlce.n e :
R S SRR e e

Circle Reader Service #65
Legends of Future Past™ is available only on the Digital Dreams Network'™, a service of Inner Circle Technologies, Inc. Other features include
forums containing thousands of files and featuring discussions on a wide range of topics from science fiction to 'C computing. Other
entertainment products, teleconferencing, nationwide matchmaking and news serviceas are also available.



TITLE: Stunt Island
SYSTEM: 1BM Campatible
PRICE; $a%.05
PROTECTICN: Document Look-Up
DESIGNERS: Adrion Stephens ancd
Ranald Fortier
PLIBLISHER: Walt Disney Computer Software

Buthink, CA

nce again this reporter has the ex-
Oclusive privilege of presenting a

personal interview with the fabu-
lous Mr. Timothy Trimble just afler the
preview of his new motion picture, “The
Timinator.”

CGW: Mr, Trimble, that was an incred-
ible movie! I understand that you not only
flew the stunts but you built the movie
sets, did the filming, and then did all of the

editing and special efTects. That’s a lot of

work for just one person. How did you
manage to do it all?

TT: Well, it was all very enjoyable.
There were a few of the stunts that were
very tricky and required a lot ol skill to My,
but the risk was well worth the effort. The
sets took quite a while to build, but 1
wanted to make sure that they were just
right for the filming of the stunts, Plus, I
couldn’thave done it without my assistant,
Stunt Island.

CGW: Of course! Stunt Istand from
Walt Disney Software. Our magazine did
a Sneak Preview in our August 1992 issue
(# 98). Ior the benefit of some ol our new
readers could you g,lvc us an overview of’
what Stunt Island is?

TT: Sure, I'd be glad to. Stunt Island is
a movie-making and stunt flying simula-
tor. It allows any avid pilol or movie
maker to design sets and stunts, fly the
stunts, and then do the post-production
process of editing the various camera
films, adding special effects, sound tracks,
and then, producing a full length (up to 20
minutes) motion picture,

CGW: You mean you were able to do
this entire movie with Stunt Island’?

TT: Yes! Without Stunt Island | would
not be the star that I am today!

CGW: Since Stunt fsland can do so
much in just one product doesn’t this limit
the amount of features and capabilities?
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TT: Actually, no! For example, in the
pre-production process of building sets
and creating the stunts | was able to select
from over 800 complex objects and place
them anywhere on or above the island
location. Things like vehicles, animals,
plants, buildings, and ol course some very
famous landmarks. Plus, | can utilize and
modify any of the 34 existing film sets or
create my own completely [rom scratch,

CGW: 1 noticed in the film that you had
some vehicles moving among the build-
ings in your city-in-the-sky set.

TT: Yes, it was a very difficult set to
build and create but well worth the efTort.
Once an object has been selected for
placement on the set | can then set various
parameters for movement and “events.”
There was one scene where | drop a bomb
on a moving vehicle. The vehicle ex-

ploded and another vehicle swerved off

the road and tumbled end over end. | han-
dled all the action by programming special
events for each of the objects on the set.

CGW: It all sounds like a very compli-
cated process.

TT: Actually, the process is not very
hard at all. All of the event commands are
provided via on-screen selections and the
format is very simple. IU's just as casy as
saying [F collision with bomb THEN ex-
plode. IUs that easy!

An “Interview” with

an Accomplished
Stunt Pilot and
Film Producer

CGW: How were you able to manage
all of the different camera angles for the
stunts?

TT: Well, the first eight objects that are
placed on a set, including the aircraft, be-
come points from which you are able (o
film the scene; that is, they become “cam-
eras.” During the design and building of
the set each object can then be conligured
for camera angle, zoom, and tracking of
the object being filmed.

CGW: What about the airplanes? | no-
ticed that you flew a lot of different planes
in the film.

TT: That was my favorite part of mak-
ing the movie, flying the planes. Stunt
Island provides 45 different types of air-
craft, ranging all the way from WWI to
modern day fighters and commercial air-
craft, and even the space shuttle. One of
the trickiest parts about flying the various
types of aircraft for this film is learning the
handling characteristics of each of the
planes. After flying the Lear around the
city-in-the-sky for awhile, I then had a
difficult time adjusting to the handling
characteristics of the 747 for the [inal de-
parture scene of the movie. Aside from
learning how cach plane handles, the ac-
tual flying of the aircrall is very easy. Not
a whole bunch of technical controls or
instruments, just the pure joy of flying by
the seat of your pants. The opening scene
with the SR-71 coming in at dawn was my
most enjoyable Might.

CGW: Do you have to be flying a stunt
in order to fly the aircrafi?

TT: No. I did all of the location scouting
by just flying around and learning the vari-
ous sites around the island. There are a lot
ol good sites for scenery on the island.
Trees, mountains, canyons, cities, towns,
bridges, farms, a military base, and even
the movie studio is on the island. IT ] see a
good site for a scene then | turn on a
special [1lm recorder and then look at the
film again later in the editing room. Flying
around freely also gave me a good oppor-
tunity to become familiar with some of the
different aircrall.

CGW: Once you were done with the
filming how did you handle the editing
process?
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TT: The whole post-production process
is one of my [avorite activities in film
making, afler flying of course. Like they
say, you can make or ruin the quality of a
film during the editing process. Stunt Is-
land allowed me to incorporate cight dif-
ferent camera shots into one major scene.

| | | L | e | = frecdi| 2
Timing of the changes between camera
shots is critical but the editing facility of
Stunt Island allows full control over the
film footage with its VCR type controls.
This is also where the special elfects, ti-
tling, and sound track are added.

CGW: Your movie had a greal sound-
track. How were you able to incorporate
this into the film?

TT: The editing booth allows for the
addition of sound tracks and sound efTects.
There is a lot of pre-recorded music, sound
elfects, and common sounds that arc avail-
able within the Stunt Island package itself.
Plus, with the support for various sound
boards, sound and dialog can be recorded
through a microphone and used within the
package. There are two channels for the
sound track with four volume levels, al-
lowing for playing a musical sound track
along with the sound effects. The editing
booth also allows the addition of titles,
credits and some visual effects, such as
coloring, fade and film speed.

CGW: So the editing booth allows you
to take the film footage and create the
entire motion picture?

TT: Yes, that’s correct. Once | am sat-
isfied with the final footage then | save the
end result as a film. | can either preview
the film in the editing booth or view it in
the theater, And, ol course, the audience
in the theater always loves my films!

CGW: So with the viewing of your film
today, does this mean that the Stunt Island
package is required for viewing the
movie?

TT: No, that’s one of the best things
about this package. Once the film is com-
pleted I can distribute the film to any of
my fans along with a viewing program
called Playone. Best of all, there are no
rovalties required for distribution of the
films!

CGW: I'm sure our readers will really
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be glad to hear that! | also noticed that the
graphics were wonderful, with the light
source shading, panning and smoothness
of movement. Does this require any spe-
cial equipment?

TT: Well, it is recommended that you
use an IBM compatible, 386SX at |6MHz
or better. The movie that you watched was
all done with a 386DX at 33MHz on a
256-color VGA monitor. EGA, MCGA,
and Tandy 16-color is also supported.

Stunt Island also requires a minimum of

13MBs of hard disk space. The require-
ments are reasonable for the quality that
you get.

CGW: So, Mr. Trimble, with the ac-
complishment of creating a motion pic-
ture, {lying the stunts, and distributing the
film, whalt other activities will you be pur-
suing next?

TT: Well, I'm getting ready to enter the
Stunt Island Stunt Competition which is
also a part of the package. There are 32
different contest stunts. The competition
requires that 26 of the stunts are completed
and I will be attempting to do them all in
the first take,

CGW: The first take? Why the pressure
to do it correct the first time?

TT: The bonus pay is better if the stunt
is completed on the first take. The main
object of the competition is to make the
most money from doing the stunts by the
end ol the competition. I've had to do
some practicing, however, on some ol the
stunts since the stunt coordinator is not
always clear on what he wants done during
the stunt.

CGW: So, what do you get for winning
the competition?

TT: Rumor has it that the winner of the
contest gets the airfield named afier the
pilot at the Stunt Island first anniversary
party.

CGW: Well, that does sound like a nice
prize. It seems that vou’ve been able to
accomplish a lot as a result of using Stnt
Island for your film project. Would you
recommend to anyone else who is inter-
ested in making movies or flyving stunts
that they use this package?

TT: Oh yes, of course! 1 expect that

there are already plenty of potential film
students and stunt pilots just wailing to
take my place. Just to demonstrate how
easy it is to get involved with this product
I would like to mention that my wile, who
has never sat down to use any of my flight
packages, decided to take the Lear for a
spin around the island. And she thor-
oughly enjoyed it!

CGW: Sorry, ladies, but it sounds like
this stunt pilot and film maker is spoken
for! Well, Mr. Trimble, this has been a
wonderful interview, and I'm sure that our
readers will be looking forward to seeing
your films and maybe even making their
own. Do you have any (inal thoughts that
you would like to add?

TT: Actually, yes | would. I have been
very pleased with this product. | feel that
it represents the future of simulation prod-
ucts and helps to set some new standards
for entertainment soltware. | expect that
this will also be a step towards a future
where films can be created completely on
the microcomputer for distribution and
viewing 1o the general movie viewing
public. Disney Software always seems to
be a step ahead when it comes to entertain-
ing the masses and | feel that they have
done this with Stunt Island. My only desire
is for rudder pedal support but Disney has
assured me that they are working on itand
will have it available soon. And, as | men-
tioned earlier, Stunt Island has made me a
Star!

For a little while anyway.

CGW: IUs been a great interview, Mr.
Trimble, and I'm sure that your [ans will
look forward to the distribution of your
film “The Timinator” on most local BBSs
and Information Services. For those ol you
who are interested, Stunt Island is a prod-
uct of Disney Software and is available
now at your local distributor.

tor” Trimble fan club via Compuserve at
76306,1115 or via Internet at ttrim-
ble@timinator.win.net.

Once again, this is your roving CGW
reporter, bringing vou the latest and great-
est, saying “So long until next time.” cew
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For information and release dates

To place orders in U.S. and Canada

Fax

1-(404) 840-7906
1-(800) 852-6187
1-(404) 84

-7925

2890 Lake Colony Drive, Suite 12, Norcross, GA 30071
Please have credit card ready! Open Saturdays 10-5 for your convenience.

SAME DAY SHIPPING depending on availabili-
ty. Hours: Mon-Fri 10am-10pm Eastern (6am-
7pm Pacific). UPS $4.00 (AK & HI= $11) COD
$8.00. Second day air: $2.50 extra. SHIPPING
OUTSIDE OF U.S. is $12 & UPS Foreign avail-
able. UPS OVERSEAS:3-day shipping time!
Prices are subject to change so please call first!

PHONE: (404) 840-7906
24 HR. FAX: (404) 840-7925
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Scorpion’s
View

Scorpia is an experienced and respected
adventure game expert. CGW is pleased
to provide this forum for her distinctive

and often controversial perspective.

Are Role-Players Getting It In The End?

or

Just What Are Just Desserts?

ver Lthe years, | have on occasion
Olakun games Lo task for being

unfair to the player in one way
or another. More than once, my com-
plaint has been the lack of suitable re-
wards for playing and completing the
game. It is time to look into this matter
in greater detail.

Why this clamor for reward? Primar-
ily because reward is a basic facet of
human behavior that designers tend to
overlook, particularly in the game fi-
nale. There is hardly a field of endeavor
that does not provide some sort of
award, some recognition ol merit. Pul-
itzer. Nobel. Oscar. MVP. Hugo.
Emmy. Medal of Honor. Game Ol The
Year. With very little effort, a long list
olawards could be compiled.

Bashing the Dark Savant, for exam-
ple, may not be on a par with finding a
cure for cancer, but the principle is the
same; something outstanding has been
accomplished and must not go ignored.
Games actually have several levels of
rewards and satisfactions. These can be
thought of as “milestones”™ along the
path to ultimate victory. Solving a dif-
ficult puzzle, winning a lough fight,
waltching the party grow in strength and
power; all these and more provide in-
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centives for the player to keep on with
the game.

So, getting there, as the saying goes,
is certainly half the fun. Sometimes.
We are all familiar with the “give it all
now and take it back later” feature of
far too many CRPG’s. The reason is
simple: the mechanics of most of them
aren’t designed with the future in mind.
They are constructed to give the char-
acters maximum development in a sin-

DMESTRON

A hmz..sy Adventure Game

gle game. Wizardry is a good example
of this,

The Wizardries (except V) allow for
unlimited advancement of the party. |
am personally acquainted with a player
whose party in Dark Savant had
reached the 120th level, with the game
only about half~completed. Obviously,
bringing characters of such God-like
stature into a sequel would make play-
ing that sequel a farce,

Lven well before such elevated levels
have been attained, the characters have
reached the maximum possible for
their skills and attributes, and have ac-
quired most, il' not all, of the spells
available. So, even if the characters
were allowed into the follow-up “asis,”
character advancement, an important
feature of CRPGs, has almost no mean-
ing and provides little in the way ol
satisfaction,

The only action possible, then, is to
reduce the character levels when the
party is transferred into the sequel. Not,
perhaps, down to level one, but cer-
tainly low enough to make it seem al-
most like starting again from scratch,
with the same dmmclcrs who, only mo-
ments before, were tough, competent,
experienced adventurers.

Computer Gaming World
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Strategic Simulations, Inc. skipped
around that difficulty in their gold box
games by limiting advancement. “Thus
far may you go,” they said, “and no
more until the sequel.” Some players
were not happy about that, but it was a
reasonable approach to a knolty prob-
lem, and for the most part, it worked
well,

It provided a much better sense of

continuity; the same team went from
adventure to adventure, from strength
to strength, much the same as players
do in live gaming. There was no de-
pressed feeling of watching those
tenth-level  characters,  achieved
through much hard work and many
hours of play, suddenly broken down Lo
wimps again. They remained, as it
were, their true selves.

Where SSI dropped the ball was in
the matter of inventory. You could ex-
pect, without fail, that most of the better
items obtained in one game would be
taken away under some specious expla-
nation at the beginning of the next.
Even Pools of Darkness, which al-
lowed the “good stuff” to come
through, was a trick. Half the time, the
characters had to leave those items be-
hind when they traveled to “other
planes,” where they then had to sweat
and fight to obtain temporary replace-
ments temporary because those
items couldn’t make the return trip. A
more idiotic convolution would be hard
lo imagine.

Players in a live game would never
stand for that. As a one-time thing, a

novel experience, maybe. However, if

at the beginning of each new adventure
the DM said, “Well boys and girls, this
time all your good stuff has been magi-
cally stolen by thus-and-so,” that is one
DM who wouldn’t have players for
very long,

To put it in the simplest terms, con-
sider this: “Well Mr. Nicholson, we
hope you've enjoyed your Oscar, but
you have to give it back now that you're
starting a new movie.” Doesn’t make
very much sense, does it?

Viewed along these lines, then, most
CRPG’s provide some satislaction in
the short term, but in the long run, as
parties transfer into sequels, losing ex-

perience, items, or both, the joy of

achievement rather palls. There really
isn’t a whole lot to like about treading
over the same ground again and again,
Sometimes, it seems the only real rea-
son to bring over the “old team” is to
avoid the time and trouble of creating a
new one.

Pe e Lo

Which brings us to that ultimate mo-
ment of a game: the ending. Foozle, the
evil sorcerer/demon/enchantress/what-
ever has been killed or otherwise dis-
posed of, and the player is ready to reap
the rewards of having once again saved
the world, or a good portion of it. All
too often, the reward is minuscule, or
not even present.

Since nothing drives it home like a
good example, consider the perspec-
tive of the game designer: You spend a
year, two years, maybe more, on a
product. You sweal over it, curse over
it, dream about it at night. Finally the
day arrives when the product is in the
box, out the door, and on the racks.
Then along comes Scorpia who says, in
so many words, “This game is a tur-
key.” How do you feel about that?
Pleased? Happy? Satisfied? Obviously
not. All that work, all those hours, and
your reward is what could be termed “a
slap in the face.”

i it e AP A ey izt

Now see the player: here is someone
who has spent $40-70 dollars on the
game. He or she then spends weeks,
months, possibly a year or more (as |
know from the letters) on completing
it. What is the final resolution? A
screen that says “Congratulations, you
won!” or “Your names will be in-
scribed in the Hall of Heroes forever,”
followed by the system prompt. That,
too, is a slap in the face for all the time
and effort put into playing the game,
particularly when we know what’s go-
ing to happen in the sequel.

These situations are opposite sides of
the same coin. Both want something for
their investment: the designer, good re-
views and good sales; the player, a
good time and suitable recognition.

There are, of course, a number of
games that have provided satisfactory

endings. | still remember with fondness
an old game called Questron. By to-
day’s standards, it would be considered
fairly mediocre. The finale, however,
was another matter, which began with
the hero (it was a single-player game)
marching into the throne room as trum-
pets blare, to receive recognition from
the monarch. This sequence was all the
more enjoyable for being so totally un-
expected, especially in a 48K game
played off floppies.

More recently, Sierra, as usual,
caught on sooner than most. The ma-
jority of their games feature elaborate
end sequences, of which my favorite is
Quest For Glory I1. Oddly enough, it
happens to be another throne room
scene. The hero stands in the Sultan’s
chamber while all the people he has
helped or shown kindness to during the
game stand up and give a brief recita-
tion of his deeds. The icing is pro-
vided—for Paladins, anyway—when
Rakeesh hands over the Sword of Fire.

FTL added a brand-new ending to
the IBM version of Dungeon Masier
which was not in the original release.
This showed the destruction of the
Firestaff and the revitalization of the
surrounding land now that Lord Chaos
was gone. [U’s always nice Lo see some
positive results from the party’s ac-
tions.

Endings do not necessarily have to be
elaborate productions. The final mo-
ments of The Summoning are very short
when compared to the above. Almost
along the lines of “one screen and off
to the system prompt,” yet it is not
disappointing, because the ending is, in
my experience, unique. Short but sweet
can be enough, too, if' it is done with a
little imagination.

So, we come to the final assessment.
Game mechanics need to be designed
not only with the current product in
mind, but also the sequel. Giving away
everything now only to be forced into
taking it back later is not a good con-
cept. Intelligent seeding of “neat stuff”
is another consideration; providing
enough to finish the game, while not
unbalancing future scenarios is some-
thing of an art, but it can be learned.
And the finale, the piece de resistance,
the ultimate moment of glory, must be
carefully thought out to provide suit-
able recognition and reward for all that
the player has accomplished in the
game. Taken together, these can make
playing the game, and its sequels, a
much more enjoyable experience for
all of us. cew
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rmchair detectives have long en-
Joyed the adventures of Sir Arthur
Conan Doyle’s famous sleuth,

Sherlock Holmes. The analytical skills of

this larger-than-life character have been
portrayed in print, on film and, most re-
cently, on digital media. While Holmes’
earliest computer appearances took the
form of text adventures, they still held
great appeal as the interactive “novels”
that they were. Nevertheless, in more re-
cent days with the entrance of graphic
extravaganzas and CD-ROM technology,
the world’s maost renowned and loved in-

vestigator (with the possible exception of

Columbo) has taken on a more colorful
and lively, even animated, visage.

When is a Game Afoot?

Sherlock Holmes Consulting Detective
I (Sherlock Holmes II) is, of course, the
sequel to ICOM’s [irst whodunit on CD-
ROM. Like the original, Sherlock Holmes
11 features three cases which the player
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Sherlock Holmes,
Consulting Detective
Volume Il from ICOM

by Chuck & Millie Miller

must solve, each being a game ;‘ij_kTLE _
within itself. As such, they can | Jeon,
be tackled in any order with no | erict:

1 2, A GRAPHICS:
bearing on each other. | sounp:
All three cases follow a tradi- :;“.g’l“hf'”""‘“
tional myslcry.lhcmc—'r'nur'der, ,;ﬁgffs,fﬁ:
theft or both. Case one, The Two | DISTRIBUTOR:

Lions, revolves around the

Sherlock Holmes Consulting Detective Violumie I8 CD:ROM
1BM and Macintosh

150KE Transter Rate, 380ms Access Time, Continuous Read
S64.95

VGA

Sound Blaster or Media Vision Compatibile Sound Cand
MNong

1COM Simulations, Inc.
Electronic Arts
San Mateo, CA

death ol two circus animals and

a man. In order to solve this case, the
player-as-sleuth must determine if there is
any relationship between the death of two
lions and a man by the name of Stephen
Lyons.

In The Pilfered Paintings, investigative
skills must be turned toward uncovering
the events behind the thefi ol several valu-
able paintings. What was the motive (or
the thefi? Could it have been an inside job?

The third and final case requires the
player to confront issues of greed, fidelity
and political intrigue as he or she strives
to solve a back-alley murder. Uncovering
the motive and culprit in the case of The
Murdered Munitions Magnate offers a dif-
ficult challenge.

Welcome to Video Mystery
Theater

What sets Sherlock Holmes Consulting
Detective apart from other games featur-
ing the inimitable Holmes, is the style of
presentation. Both volumes of this series
are classified as Interactive Video Myster-

=
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Dzt Thie Acnon As You Macn Wirs Wi
T MASTER SLELTTH AND SEEC SOUUDoss
ToThose Intacumg Cags

ies, and with good reason. A major portion
of game play is devoted to the player's
directing of the action as Holmes and Wat-
son proceed lo solve the case at hand,
while viewing video clips of the conversa-
tions taking place between the characters

Computer Gaming World
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open for vital clues. Both are very impor-
tant as live video action and digitized
voices are employed in the unfolding of
the story.

Of course, all this is possible because of
the media employed—CD-ROM. As a re-
sult, a fair amount of video footage is
provided (over 90 minutes), giving the
whodunit a theatrical feel and providing
the player with a sense of almost being
involved in the action.

Elementary, My Dear Watson

Although solving the mysteries in Sher-
lock Holmes IT requires a good dose of
detective work, understanding and using
the interface does not. ICOM has devel-

e (A75t Bartholomet's Hospital

| oped a consistent, intuitive
design which requires little
explanation,

Following a brief intro-
duction, the player is pre-
sented with the Casebook
from which he or she re-
ceives instruction, views
Holmes’ general introduc-
tion to play, or selects the
case to solve. The player
also returns here peri-
adically to save and load
the game in progress.

When a case is selected,
the player is presented with
an introduction to that particular mystery
and is then taken to the main interface
screen where most of the s
game’s action transpires, |
This screen, comprised ofa |
map of London bordered
with icons, provides access
to Holmes® Casebook, his
Notebook of suspects and
witnesses, a Directory of
places and people, The
London Times (which is
also provided in printed |
form), a Carriage for travel |
throughout the city, Hol-
mes’  liles  containing
background information, '

the Baker Street Irregulars and the Court,
Accessing the associated information or
objects is just a mouse click away.

Play is quite simple. For example, to
travel to Scotland Yard one selects Hol-
mes’ Directory. Doing so causes it Lo open
in the center of the screen. From here, one
turns to the listings under “S” and selects
Scotland Yard. Then, with a click on the
Carriage icon...voila! Holmes and Wat-
son meet with Inspector Lestrade for a
brief discussion. Game play continues as
long as necessary for the sleuth-in-training
to solve the case. Though there is no time
constraint on play, each action does in-
volve a point penalty being added to the
player’s score.

When one believes that he or she has

281 YEARS AGO...
THE HYPERSPACE BEOOSTER IS DISCOVERED

JOIBSYY

In 2095 CE a huge alien artifact was discovered in the far reaches of
the Tau Ceti starsystem. It was a hyperspace booster, a device with
the capabilitiy to "push"” spacecraft thousands of lightyears through
hyperspace. In subsequent decades, the booster was used to send
colonists on a one-way trip to a cluster of stars dubbed the Local
Group, far from the rapidly overcrowding worlds of the Home Cluster.
Foryears the Local Group had been receiving Development Assistance
packages from the Home Cluster, to update their technology and
assist them in constructing new colonies. Fifty four years ago, the
shipments mysteriously stopped coming. The next ten years were
known as The Great Panic, a period of interstellar war and piracy that
nearly destroyed human civilisation in the Local Group. Fortunately,
at the peak of hostilities, a hyperspace booster was discovered inside
the Local Group. The knowledge that two-way communication with
the Home Cluster might be established acted to calm the Local
Group. A monumental plan was put into action to move the booster,
entirely at sublight velocities , into orbit around Cetus Amicus. But,
during the twenty-plus years the move required, the Local Group
again fell into turmoil, this time to emerge divided into two mutually
hostile governments: the Federated Worlds(FW) and the United
Democratic Planets(UDP).

To Be Continued...

wo
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N O The war escalates this Spring,

Impressions Software
is expanding its American development team-
and is looking for the best!

Programmers experienced in C/C++and Assembly language
on IBM PC compatibles, and Graphic Artists experienced
in VGA work wanted for exciting new games development,
creating leading edge strategy games.

We offer a fun working atmosphere in pleasant New
England offices. Competitive salaries will be paid according
to experience; successful applicants will also benefit from
a comprehensive benefits package.

Interested? Please send your resume to us at the address
below; Graphic artists should also send samples of their
work on floppy disk.

The Game Design Studio
Impressions Software, Inc.
7 Melrose Drive
Farmington 06032

Impressions

Impressions Software is an equal opportunities employer.
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solved the case at hand, one proceeds to
Court. However, the player’s investiga-
tion had better be thorough as he or she
will be questioned on all the key points of
the case. One wrong answer and it’s back
out to continue sleuthing, Answer all the
questions correctly and the judge will
commend the player and tell him how well
he did in comparison to Holmes. In most
cases, there will be a significant difference
in scores with Holmes far in the lead.

Where’s My VCR Remote?

The most interesting portions of the
game, and those critical to solving each
case, are the interactive video scenes pro-
vided in the small quarter-screen video
monitor that appears when one arrives at
an important location. Some are quite
short, lasting only a few seconds, while
others run for as long as several minutes.
Fortunately, to aid the player in digesting
the information presented so that no vital
clues are missed, a set of VCR-like con-
trols are provided at the bottom of this
monitor. VCR-like “buttons™ enable the
player to return to the beginning of the
clip, play the video, pause and stop the
action. Missing from the first volume but
included here is a scroll bar beneath the
main controls which allows the player to
Jjump to any point in the clip without hav-
ing to play the entire piece over again. This
comes in extremely handy as some of the
actor’s accents make it difficult to identity
certain words without listening repeat-
edly.

Examining the Evidence

Graphic quality is good, presented in
standard 256-color VGA mode. However,
the quality of'the video (though it only fills
a small part of the screen) is very good,
being noticeably improved over that of the
first volume. Images are now brighter and
clearer, exhibiting less distortion than be-
fore. (Hopefully, continued improvement
in video compression technology will
eventually allow for even larger, higher
resolution displays.)
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Music, when pro-
vided, is also very good.
Unfortunately, too little
is available to “tickle the
ear” in this game. Digit-
ized audio accompany-
ing the video clips is
clear and undistorted,
with a high degree of fi-
delity maintained.

Sherlock Holmes 11
shows other refinements
over the first volume, as
well. For example, the
close buttons for all
books and information
screens are now the same shape and in the
same location (an earlier inconsistency),
and the player’s score is now presented at
the top of the main screen so progress can
be checked as desired.

Cloak and Stagger

Actors, for the most part, have been well
selected and provide believable perform-
ances. The sets are quite authentic, as well,
From a theatrical standpoint, Sherlock
Holmes Il succeeds ad-

eight to ten hours to complete. With the
much longer play time offered in other
disk-based products, this concern needs to
be addressed by lengthening the play time
for each case or adding additional cases
(five would be more appropriate).

Rendering a Verdict

As it stands, Sherlock Holmes Consuli-
ing Detective 11 is a good product, and one
of the few multimedia titles developed
specifically for CD-ROM. Adding more
extensive note taking and some back-
ground music, and increasing the play
time would make this offering an ideal
entertainment value.

Still, fans of the famous sleuth from
221B Baker Street will enjoy playing
ICOM’s latest release, as will those who
love a good mystery. The player should
note, however, that it is not a graphic or
animated adventure. Those who prefer Si-
erra- or LucasArts-style games would be
better off with Electronic Arts’ The Lost
Files of Sherlock Holmes.

So, if one does not have a fireplace and
a comfy armchair in which to relax with a

mirably.

However, there are
some significant weak-
nesses that need to be
mentioned. One is the
noticeable absence of
background music in the
game. It is almost com-
pletely lacking during
play. There is also no on-
line facility for taking ex-
haustive notes, some-
thing required to suc-
cessfully  solve  the
crimes under investiga-
tion (names can be added
to IHolmes” Notebook, but no specifics can
be supplied).

The chicf failing, however, is identical
to that of the first volume—the overall
brevity ol playing lime. Neither case takes
longer than three hours to solve, while all
three will take the average player only

THE n010,1890 |5
-} - .

Regent-street, Picadilly Circus, London.
Good foreign cigars, 123, 163., 203. 22

Page 2, Column 3, Article 13

BEST HAYANA CIGARS at IMPORT PRICES.
The greatest connoisseurs, the keenest
buyers, the best judges of value now
purchase their cigars at DUNHILL'S, 2

favorite Holmes’ mystery or watch a Basel
Rathbone rendition on the VCR, Sheriock
Holmes Consulting Detective I1 is the next
best thing. It will provide several captivat-
ing hours of armchair investigation in the
Sir Arthur Conan Doyle tradition. Pipe
and magnifying glass not included. cew
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MS-DOS Simulation MS-DOS Strategy * SIMULAT] ON
Software Software VForVRAussian.. MS-DOS Role
MembershipPriceslistedonly. Alinein/Sand.. VForViclory ... ' RexMabular ... SavenCitiesol Gold||
PleasaCalllorNon-Mamber  ActionSta. Ut WesternFront... Playing & SevenCities|l .. SimLife
Pricing!! ActionStations.......... dventure Games  Spolleralt..... StarControl2
ATraIN. oo $3T.07 - Battlochessd.....uu..... $26.47 MS-DOS Sports e Shadowlands .. 47 StrikeCommander
- Po ADSDGOILI i L2y Spaceward Hol tha  Tank2.0(Spec. Holo)
GH Fiight Stick _ Software AD&DSrtOrKH........ $41.27 Summaning. $35.37 ThirdReich
Your off 1o the wild biua APBABaseball........... $21.17 /mazon- TwoTowers...... $31.77 UlirabotsSanctionEarth

wilh this flight stick. Quality
and precision make sim

CobraMission
Crus. Dark Savant .

CarlLewisChallen ..... $26.47
Duerk'sBBallEncyl.... $21.17

Cape Cod Connection is pleased to

liying a ploasure. I've used Eant.;ootb:ﬁ:; Al i announce the OPENING OF CCC-EUROPE
tandlove - RobalCCC.  gomro o s31.77 Dnemonsgate... European Customers are encouraged
CCC Member Priceé etz Hockeylll g31.77 Dragon'sLaird.. to contact:
- $42.00 Hardball 1 eoovevninn $31,.77 Dunell ...

Aircraft & Adven.F. ...

o

Kings Quest VI lrom Siarra.

Pascal Stadler

: Hardball3Toams .
¢ J.Nick.Sign.Goll . 07 ForgeolVirtue Cape Cod Connection (EUROPE)
J.Nick.Course1........ $13, ?jmhm*__,,___;“ CP72
sa  hJonesFateAt,
T.LaAussaBBall2 ... .1k 1422 Grandson 1
SWITZERLAND

Swiss Tel. & Fax (024) 71 10 28

(VI TE T J— . . 3 i
AcasinthePacific....... BalllelsleScen’s....... Flexible game d&ﬁ'gn{ for information and orders
Sirbicke . BahiscoiOasdin. .~ more puzzles and varioly,  (boardgames only)
AirTraflicControl ....... $31.77 Bridge7.0.......cccooe... and mulliple paths and
AitForceComman..... $31.77 BuzzAldrin'sRac different endings make this Uit Underworld....... $42.37 CDROM Titles
AirWarrior .77 Campai advenlure tha bestintha ~ WitimaVil... e $42.37 4 i ModinUpgrada
Anc. AnWar/Sky .. soiioE. UltimaVill.... ... \ba
ATAC. e
B-17FlyingFort ........ :f;sremb“ Price MS-DOS Games Yet
F-15111 To Be Released -
F-117A.. A Castlesll ..... LostTreas. Infocom.......
Falcon3.0 $42.37 Ch v Look For Them Sec.Monkeylsll........... $50
Falcon3Missions......$21.17 Chess3lorWind. Links386Pro.... KingsQuostVl ........... $42.37 Soon?? Sec.Weap. Luff. ...........$65
Fit. AdventureGgs...... $13, Civilization...... MicrosoftGol KBBinainiin ..515.87 AH-84 (Spec. Holobyte) Uit Underg/W Com2.....555
FSPra(Mallard) ......... $21.17 Civ. Collectors ... NFLChall.3.0... $26.47 LeatherGoddessll.... $37.07  AirForcePilotTrainer W.Comm. llw/all Data ... 55
GrandCanyonSce..... $15.87 Conllict: Korea... NFLVideoProFB ....... $42.37 Legend......cccoiininnnn $37.07 AvengerA10(SpecHolo)
GrealNavalBal.'s Conflit: M-East ... CellicLegends Cape Cod gives
Gunship2000 .. Cong. Kingdoms ConquestolJopan..... 831.77
Gunship2Scen Cong.ofJapan... Front Page Football from  parksun(SS) careful
Hawaii Sconery CrisesKremlin Dynamix. More realism-  DragonsLairlll........... sa1.77 consideration to the
Hero's357th CybarEmpires... more options withoneor ~ Fleet Cor%mandﬂl (RAW) games it lists.
Hyperspeed..... Grigsby Pac,War two players or compuler HarpoonGold . : ’
Mantis, ExpFight. GlobalConquets oonlfo‘l :Fay dssignp Harpoon Patriot Games listed in this
MantisSpchAce......... $15.87 GroatBat. 20thC. ... ri JumpJet (Microprose) ad are the newest
OporLightningStm..... $15.87  Harpoon ... cepabilly,lnsiat mpleys Liberty or Death (Koei) d best titles in our
Railroad Tycoon .. Harp. Designe and more, make this the MagicCandlelll .$35.37 an S
RedBaron ....... 07 HighCommand ., bost for football fans. PacificWar (SS)) .......542.37  opinion. Other
RedBaronMiss.D.......$15.87 LA LW ..ccrrrrrrenns CCC Member Price PiratesGold titles can be
RescueAir911 ... $13.22 MonopolyDelux........ §37.07 Piratesof Realm Space . "
Scon,EnhancerEd ... $21.17 PowerPoliticsWin . PTO:Pacilic TheaterofWar obtained!!

Sec.Weap.Lufi....

RailroadTycoon .......

ProleagueBBall...... $31.77 Leqg Kyrandia........ £31.77

W Miss 1. i e Cape Cod Connection M rshi
See i SpadewPremdenL_"_ 37,07 SummerChall............$29.12 LostFilasS Holme ... $41.27 Th p B embe p
Sac.W.Miss.2. Siege .. Plan gives YOU:

Sec.W.Miss.3 ... SisgeExpansio Strato-Mat-BBall. $21.17 LostTreas. |l ...coocneee $26.47 4

Soc W Miss.4 P dHo TomLandryFBall....... $£26.47 LureolTemplress ... i

SIMAN ......oooor, $31.77  Salitaire’Journgy.. . M"“fcc“"‘"f" """"" Alway 1o:cops witl the RI,-:CE.SSION and
SimAntforWindow ... $31.77 SpecialForcesB. ...... $26.47 You've Worked n:ﬂcc?an: (;(1” 535'3; HICH PRICE combination!
TaskForcedz............. SpoilsoIWar ........... Hard All Week - Pm“sgzl ds e :’3;‘3?

TahitiSeanUpgr. StarTrakAnniv.. Treat Yourself 10 @ pimtesreaimspac .. 3537 Software, Tabletop Games (War and Role
TeamYankeo?2 ... . ThePed.General .. Playing Minatures Old tyme Baseball
TraconforWindow..... $31,77 Per.GenScen's Game. ! i

ThelLostAdmiral ....... $31,77

Caps, and more!!
The Cape Cod Connection Membership Club - CCC's Answer To The Recession, Recessionary Pricing!!!

CAPE COD CONNECTION has essentially evolved into a Membership Club. Simply the finest club in the industry today. Club members receive the Besl Price, the Best Service, and
the Best Information. For that reason the product prices listed above are for MEMBERS ONLY. Join the club with your first order. It's only $20 for a FULL YEAR. You do not have to
become a CCC Member to order from us. Please call for Non-Member Pricing. CCC offers every electronic means known to mankind for ordering. We are open Monday - Friday

10 AM - 8 PM and Saturday 10 AM - 5 PM. CCC now has a store location at 845 Main St., Falmouth, MA 02540, drop in and browse. All phone numbers are the
same. Overseas Dealer Inquiries welcome. (Prices and availability may vary.) CCC policy is to replace defective software with the same.

MAIL TO: 21 PLEASANT VIEW AVENUE
FALMOUTH, MASSACHUSETTS 02540

NEW BBS 1-508-540-8732 « Voice Orders 1-800-729-6733 « 1-508-457-0738 « Fax 1-508-457-4558
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The Party of the First Part

Hear ye, hear ye! It is once again time to
slay the mighty and infamous Foozle or in
this case the Shadow Weaver. He has
raised a large army of cutthroats and vil-
lains and will soon take over the land. The
first army and fleet that the Council sent to
defeat the Shadow Weaver’s island fast-
ness has been destroyed. The Council
plans to commit a second army to the task,
knowing it will fail, to serve as a distrac-
tion for your covert entry into the Laby-
rinth.

The Party of the Second Part

The Summoning is a single character
CRPG that runs in real time. All activity
takes place indoors. One looks at the many
corridors and rooms from an overhead and
slightly oblique angle. Commands may be
issued and inventory manipulated by a
mouse, the keyboard or a combination.

There are six characteristics. Strength
will produce more damage when in melee
and let the player carry more. Agility sets
the rate at which the player moves and how
fast one recovers from the previous action.
Endurance is a measure of staying power,
both in combat and when moving heavy
objects, such as the large moveable blocks
that are sometimes used to weigh the many
pressure plates found in the game. Accu-
racy details how well the player can hit the
mark with missile weapons. Talent will
determine how many spells can be memo-
rized in each of the four spell categories at

one time. Power is the magic equivalent of

strength. It will make spells last longer and
do more damage.

Characters may be generated by random
roll, by direct allocation from a pool or a
combination of the two. | found the
method that produced the most powerful
character was direct allocation. It is possi-
ble to create a characler that has the maxi-
mum value for four of the six attributes and
a 19 out of 20 for fifth, leaving the sixth at
zero. Personally, accuracy seemed to be
the least useful stat. It can be useful, but
means are provided within the game to
increase stats as the game progresses, Af-
ter creating a set of stats that meels ap-
proval, one is specially trained in one class
of weapon and one category of magic. The
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by Samuel B. Baker

TITLE: The Summaoning
SYSTEM: 1BM

PRICE: $50.95

PROTECTION: Dotumentation Look-up

DESIGNERS;
PUBLISHER:

Chris Straka and Thomas Holmes
Electronic Arts
San Mateo, Ca.

four classes of magic from which to
choose are Wizardry, which induces dam-
age; Sorcery, which manipulates oneself’
and the environment; Enchantment, which

protects one from harm; and Healing.
' e 4

Discovery

The features and interface of 7he Sum-
moning may be summed up in one phrase:
creature comforts. Everywhere one looks
through the game, one can see that great
effort has been made to ensure that the
player is playing the game and not making
maps, taking notes or shouting at the de-
signers of the interface. When one moves

PBeen Serbed

A Review of The Summoning

to restore a game, the saved games are
listed in order with the newest save ap-
pearing at the top of the list. The automap-
ping feature is an improvement even on
the beautiful maps of Origin’s Under-
world. The maps are multicolor and show
all features plainly. When levers are
flipped or pressure plates activated, any
doors opening or teleporters which be-
come active are shown on the map if the
player has explored that area. They can
cven be printed. Notes cannot be writlen
in the margins though. The extensive NPC
interactions may be printed also.

The graphics are pleasing and well pre-
sented for this type of game. Small ani-
mated windows open up o show
important events. | particularly liked the
one that depicts the player falling into a pit.
Sound effects through my Sound Blaster
Pro were adequate when they were there.
Unlike most games, sound effects are lim-
ited to events, rather than a constant susur-
rus. Music is only heard during important
moments, but was easy on the ear. For
once, | wish there had been greater use of
music in a game, Usually, I turn it off after
a few minutes,

The Evidence

At first, | was annoyed by the real-time
aspects of combat. Notan arcade fan, | find
the complexities of working an interface
and determining the best tactics and
switching weapons to be a chore. The elec-
tronic critters don’t have this problem. Af-
ter a bit, I found that the combat was quite
manageable. There are many different
strategies that may be pursued, depending
on the strength and speed of the foe, the
methods at hand and one’s own tastes. |
found that floating like a butterfly and
stinging like a bee paid dividends when
there were many adversaries. Combat for
the most part is brief and intense. Some
experimentation will be necessary to de-
termine what weapons are the best tradeo T
between speed of use and damage deliv-
ered. Weapons may be used in both hands
and shield bashing is a welcome possibil-
ity.

As was mentioned in the preview (CGW
#1100), the screen is split into two parts: the
field of play and the character manage-
ment screen. To equip an item, one places

Computer Gaming World



it on the large wooden mannequin on the
left hand side. If the item is worn as op-
posed to held in the hands, such as a mace,
it will appear in its proper place. There is
a third screen which stops time when in-
voked that allows one to memorize spells
through the assembly of a series of hand
movements. Whenever a new spell is ac-
quired the letters corresponding to the
hand movements should be written down
in the space provided in the back of the
manual.

The Issues

Items needed to activate a door or give
to an NPC are usually found close at hand.
There are three exceptions that should be
noted: The first is that the player needs to
find a total of three pearls in the areas
preceding the knights’ domains before
continuing. Two pearls are used near
where they are found. The third must be
carried all the way into the Citadel or else
one may not {inish the game. As indicated
in Scorpion’s Tale (CGW #101), Scorpia
had to go on a long quest back to retrieve
this last pearl which she had left in some
stash earlier in the game. Needless to say,
she wasn’t happy.

The second is that the player should save
one of everything except keys for a loca-
tion near the Citadel or else spend a great
deal of time playing scavenger hunt. Take
it from one who knows.

The third concerns the many teleporters.
If the player, a monster or a large object
goes through a teleporter and there is a
monster or large object at the landing
zone, the object or monster landed on will
disappear. This may lead to important
items being lost. Monsters wander around
and will periodically find a teleporter on
their own.

The puzzles in the later stages of the
game should prove a challenge to most
players. Many have a proper solution and
a “creative” one which may be found
through the possession of certain objects
or the useful arrangement of them. For
example, | was able to pass by a series of
teleporters that go off'and on in sequence
by using dead bodies to shorten the path of
the rolling ball that triggers them on and
off.

March 1993

Almost every item in the game has a
limited lifespan. Weapons will break,
shields will wear out, and special items
will use up their magical charges. This
means that one is constantly trucking
around with a massive quantity of junk in
ordernot to be ata loss at some future time.
The upside of this, however, is that the
player can be given some rather neat items
which would seriously imbalance the
game otherwise. Eventually, the player
may have the opportunity to use an area in
the game as a permanent stash so that
problem may be eased.

In the end, one does not get to fight the
Shadow Weaver. All action takes place
through set-piece animation and dialogue.
I would have preferred a more active role
in the denouement, but I did enjoy what
transpired. Certainly some of the fiercest
fighting took place on that last level,
which was some compensation.

Instructions to the Jury

In addition to those points of irritation
mentioned above, the space required for
saved games, as time passes, deserves no-
tice. At the end, my save game files were
exceeding 750K each and had been over
500K for some time. Since their own hint
line and my experience recommend mul-

tiple saves, particularly at the beginning of
cach new section, many may find their
hard disks filling up precipitously.

The Verdict

This game arrived in my mailbox on the
same day as my storebought copies of
Great Naval Battles of the North Atlantic
and Crusaders of the Dark Savant. |
played all three games that day, butas time
passed 1 found myself more and more
involved with The Summoning, playing it
not out of duty, but of pleasure. There are
few satisfactions in life to compare with
the “I’ve got it!” stroke of inspiration or
perspiration that allows one to unlock a
puzzle, I was sorry to finish this game. To
those not put off by real time combat and
who have the space, this game may well
find a place of honor on the hard disk. esw

Strategies of the Month

O0OPr's

A monthly column to improve the quality of play

BATTLES OF DESTINY: A parade to the front lines is not as
effective as collecting a small force and then attacking with multiple
units. Using bombers to soften the enemy's front lines can also make
the job of destroying your opponent that much easier. « The Challenge:
In the map “Compete”, do not utilize any air transports.

CONQUERED KINGDOMS: Fighting dragons can be tough, but it
can be done effectively. Things to remember about the dragon: it cannot
range fire if there is a unit in the same square, its nemesis is the archer
but knights and cavalry are also effective, and dragons cannot attack a
unit in the keep of an occupied castle (but they can bombard the keep).
Attacking with or defending against dragons incorrectly can be any

player's achilles heel.

THE PERFECT GENERAL - The all new “Greatest Battles of the
Twentith Century” Scenario Disk is available. "The Hollywood Dream”
pits you against the Japanese, who invade the west coast of the U.S.
This scenario is not meant for the weak hearted. Using mobile 88’s and
artillery will help to defend the homeland. Defend these units well
though, because they are easily killed. « A Great Challenge: Try
defeating the attacker on “Dnepr Bridgehead” without using any medium

or heavy tanks.

Quantum Quality Productions

1046 River Avenue, Flemington, N. J. 08822

Vol. 18

(908) 788-2799
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Once Upon A Time

he upcoming mall-based Srar Trek:
I the Next Generation entertainment
centers, a joint project of Paramount
Pictures, Edison Brothers, and Spectrum
HoloByte is but the latest computer gam-
ing license of a Star Trek product (See
CGW #101 December 1992 for a detailed
accounting of" this pro-
ject). Five years ago, Si-

mon and Schuster re- =mgn
leased the third and fourth '
o e
o :
&) i AR

games in their licensed Star Trek series: Star Trek: First Contact
(1988) and Star Trek: The Rebel Universe (1988). Earlier titles
in the series were Star Trek: The Kobaysashi Alternative (1985)
and Star Trek: The Promethean Prophecy (1986). Unfortunately,
none of these games were cutting edge designs. Failing to capture
the minds and wallets of computer gamers, they have become (in
the world of Star Trek) as forgotten as Jeffrey Hunter (Christo-
pher Pike in the original Star Trek pilot, 7he Cage).

One wonders how many computer game “outsiders™ pur-
chased these games on the strength ol the license and failed
to be drawn into the world of computer gaming as a hobby
because the designs were not compelling as games? We will
never know. What we do know, however, is how @

a company with no reputation for
computer game publishing got what _\
could have been the hottest
license in the history of the
hobby. You see, Simon
and Schuster Ine. and
Paramount Pictures at the time were both owned
by Gulf & Western. Thus, S&S had the inside
track for the license (an cxtension of the book
licenses). Too bad for gamers.

The movie license for Star Trek V: The Final
el ~ Frontier went o Mindscape prior to it’s merger
with Software Toolworks. Unfortunately the game was not any more

compelling than the S&S Trek games.
Butall is not lost. In 1990 Konami, who had the “electronic games”
license for Star Trek games hired Interplay Productions to produce
a Star Trek cartridge game for the Nintendo 8-bit system. As part of
the agreement, Konami signed over the rights for Star Trek
computer games Lo Interplay. Interplay’s first computer game
release under this arrangement was last winter’s Star Trek: The 25th Anniversary.
That product has done so well that Paramount and Interplay signed a new contract

going through the year 2000, giving Interplay the right to do .
a variety of Star Trek games. 7 T 7
THE ITEXT. GENEROTION

Simon and Schuster also produced a Next Generation title,
The Transinium Challenge. However, Spectrum HoloByte TR‘A}'NSINIUM CHAL[ENGE
now has that license and will be producing, not only the mall [ESlebvidilthbilamcrtbidn
based product already mentioned, but a line of Star Trek: The
Next Generation games as well. As gamers, we hope that
Interplay and Spectrum HoloByte can take the Star Trek series
of computer games to a place that none of them have gone
before: success.

[

s =

I‘ootnote: More than one com-
puter game manufacturer has asked
CGWinrecent days if we knew who
oot the license for the Deep Space
Nine computer game products. As
of press time, we did not know.

The top five games ten years ago
this month according to the Febru- #°
ary 1983 CGW Poll were: Wizardry I (Sir-Tech),
Chaplifter! (Broderbund); Knight of Diamonds (Sir
Tech); Guadalcanal Campaign (SS1); and Olympic
Decathlon (Microsoft). The Lop live games five years
ago (February 1988) were Ultima IV (Origin); Gertys-
burg the Turning Point (SS1); Wizardry i (Sir-Tech);
Starflight (EA), and  Kampfgruppe
(SSI). ew
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FIND OUT WHIAT

A

...It means that we’ve hacked our way through hundreds of titles to find the
best, then we slashed our prices. So you spend less time trying, and more time
flying! Here are some of the games we're playing this month...

B-17 Flying Fortress
Links 386 Pro

Out of This World
Ultima Underworld

Yeager's Air Combat
Global Conquest
Indiana Jones 4
Gunship 2000

" THE SOURCE FOR SOFTWARE, THE GUIDE TO GAMES

interncat’'l Fax/Phone: 1-718-624-8228

HOURS: 12PM - 12AM EST, M-F  ADDRESS: Digital Dungeon 45 Dulffield St., Brooklyn, NY 11201 TERMS: We accept money orders, personal checks, wire
tranefers. Credit Card and CASH/CERT C.0.D.’s from established customers.  SHIPPING: We charge by shipping weight/class + 15%. We use U.S. Mail, UPS,
Federal Express & Airborne Express. APO's are no problem, charged 1st class mail rate. Foreign shipping by weight & courier + 25%. N.Y.S. residents add 8.25%
sales tax. All products are new and guaranteed. Call for exchange/return policy. NOT RESPONSIBLE FOR TYPOS!

Circle Reader Service #53




ighting evil, so long as a movement
Fpninl yet remains within them, Om-

nitrend’s paladins  are computer
gaming’s most dependable wind-up toys.
Armed with only a sword and a wrist-
watch-like intelligence to guide each of
their mechanical steps, these Lilliputian
heroes battle to the end of the earth or, at
least, to the end of their turn. “Real time”
is but an illusion; “three dimensions” sud-
denly fall flat; “virtual reality” is as real as
it ever was. The paladins—along with
their Buck Rogers analogues, the Breach-
men — eschew such contrivances. Like
timeless legions, they stand steadfast ...
until someone instructs them to walk
away. Having proved their worth many
times in the original Paladin, they again
stand ready in Paladin 2.

Players of the original Paladin will find
much which is familiar as they begin Pala-
din 2. Using the phased command/move-
ment system which is normally reserved
for computer wargaming, Paladin 2 con-
tains a series of miniature fantasy role-
playing quests. The various goals and
parameters for each mission are available
both on-line and in the game’s detailed
documentation. The Paladin 2 package
contains 20 dilferent missions along with
a quest-building program. These individ-
ual quests may also be linked together in
order to form more involved campaigns.
As in the past, a floppy disk containing an
additional 20 scenarios is also available.

For each outing, the player becomes the
game’s litle character an altruistic
knight in command of a “mission impos-
sible”™ party of secondary characters.
While the membership of the adventure
party changes from one scenario to the
next, the paladin himself will remain con-
stant, provided he is able to survive. With
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Paladin 2

by Allen L. Greenberg

TITLE: Paladin 2

SYSTEMS: Amiga, 1BM

PRICE: $59.95

PROTECTION; Documentation Look-up
DESIGNERS: Chris Bamiord, Thomas Carbone
PLIBLISHER: Omnirend/impressions

OMMITHEND'E,

each victory and success, he will become
an increasingly adept hero. A *‘green”
paladin may be generated at any time, or
he may be carried over either from the first
Paladin series or [rom Breach 2. The vari-
ous missions are ranked according to dif-
ficulty, but need not be tackled in a
specific order. Each quest may be played
at “beginner” or “advanced™ level. The
advanced level offers less vulnerable ene-
mies as well as a less omnipotent point of
view,

The paladin, of course, is an apprentice
knight. The various party members may be
a swordsman, ranger, thief or mage. Each
is given a set of statistics which reflect

HAVE MOVEMENT POINTS,
WILL TRAVEL

Omnitrend's

- 1
SR .<_,_|:, o~ ozl
o N sl
W\ |

these professions. These indicate the char-
acter’s ability to fight, aim weapons from
adistance or detect danger. Other numbers
show the party member’s health and the
degree to which he is encumbered by a
heavy inventory. Most importantly, the
player must be aware of the number of
movement points a character has left. Al
the beginning of each turn, a character is
allowed a certain number of these which
depend on his condition. Each action —
from taking a step to swinging a weapon
— must be purchased with movement
points. Once these are gone, that character
is unable to move until the next turn. The
turn concludes by allowing the computer-
controlled, evil opposition to have its turn,

Math and Magic

While the tactical challenges presented
by this system are immediately obvious,
many players have also been sensitive to
the substitution of simple mathematics for
the feel of real time combat. By carefully
counting steps, so that a turn begins with
the hero just out of an adversary’s reach,
it is possible to demolish the poor villain
without giving him a turn to fight back.
This particular advantage, however, has
been somewhat offset in Paladin 2 by a

Computer Gaming World
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DISK-COUNT

snFTwABE PRODUCTINFO & OTHER BUSINESS:
908-396-8880
4D Boxing 20 | Dr. Quandry 31 | Laffer Utility 22 | Phonics Plus 25 | StudywareLSAT 30
ATrain 39 | Dragon’s Lair 25 LealherGodPhbz 42 | Pinball 2 | StudywarelorSAT 30
ConstructionSey 22 Dragun sLair2 37 41 Pitfighler 22 | Stuntisland a7
Airbus agonlLr:SingCst 37 Legendo“(zrandla Plan90uler Space 25 | SummerChallenge 34
ABCWide'Wrid Box 30 D Tale:QsIGld 15 ion'sof Krella Planets Edge 37 ‘,umrnuru a3
ABPA Baseball 25 | Duerk BaseB.Encyl 20 LensurSmlLarand} 39 Playroomv Sound 31 aEef 31
Acesof the Pacific 39 | Dune 29 | LeisurSuilLarrys 37 | Police Quest 3 37 | T eabreakX-Word29
Mission Disk 25 | DungeonMaster 29 Lemmil":?s 29 | Poolsof Darkness 38
ActionStations 29 | DuskoftheGods 38 | OhNoMore Addon 22 | Populous2 38 Tank newversion) 3?
Addon Disk22-45 14 | DynamixBundie 39 | Lemm.-OhNoMare 31 | PowerHitsSports 32 | TaskForce 1942
ADEDCollectEd2 44 | Earl Weaver2 20 LEmpefeur Sai-Fi 32 | TeamYankee 3?
ADADStarteriit 44| Commisioner Dsk 12 25 |  Battielech-Mech 32 | TengensArcadeHit 25
AdvWillyBeamish 37 Plav&Mur Disk 12 leerlyorbeath 35 |Powermonger 32 | Terminalor 35
Air Bucks 36 LifeandDeath2 32 | Principles of Biology 25 | Terminalor 2 ar
Air Foree Command 36 EcoP antnms 3‘ Links 25 | Principleof Calculus 25 | Tetris Classic 28
AlgeBlaster Plus Eco-Quest1 34 | |inks 386 Pro 39 | PrinciplecfChemsty 25 | TheatreofWar 31
AlgetraMade Easy 25 Elvira 2:Jaws 42 | " CourseDiskea 15 PrintShopDeluxe 45 | Thunderhawk 25
Amarilo SimDICh 32 | Entr PakWin (ea) 28 Jormore rgea} GraphicColl. (ea) 30 | Time Riders Amenca3s
American Gladialors 25 EycofBeholder |~ 32 Loney Tune Prm(Ply 13 | Prit fop, New 36 | Time Treks 36
Ancient A War Sky 35 | Eyeof Beholder2 38 | | 'ordof R 37| Graphics(ea) 22 | TomLandry Foolball30
AnimationStudio = 69 | EZCosmos 42 L.nsmdn-ura 35 | PrintSpCompanion 31 | TonyLaRussaBase.17
AreWe There Yet? 18 | F-14Tomcat 19 | LostFileSherickH 41 | Privateer 45 RAussaaddon 15
Armada 2525 ap [E15 4 | LoslTreasInfocom 42 | ProLeagueBaseballd5 | Tracon2 3
29 | F151 Master Edit. 49 | | oot Treasures2 29 | QuestiorGlory1 22 | Tracon Windows 37
ATAC, 35 | El17aStealthFighterdl | MagicCandle2 33 0uestlorG[o¢y3 39 | TreasureCove 35
Automap 49 [ FactsinAction 31 MalnStCreat\up,rKlt 1? narok 36 | Treasure Malh Storm35
AulomapWindows 48 | Falcon3.0 45 | yanhole Ra roadTycoon 32 | TreasureMountain 31
AutomapEurope 74 | _ OperFightTiger 25 | piantis &J‘ 26 | TreasureSavgFrir 32
B1TFIym Forlres 39 | Eamil Trccha er 42 | Mario Teaches T pe25 Flan mHsEncycd 62 | Treehouse
BacktoFulured 25 | FarSideCalendr 49 | Martian Memorndm 32 | Reader Rabbit 31 | TristanPinball 31
BackgamnByGeo 26 | FarmCreativityKit 17 | parvinMoose1/2 31 | ReaderRabbit2 37 | TrumpCastie2 31
%osmc[-'orge ag |FemmeFalale 26 | pathBlasterMyslry 29 | Read'nRoll VGA 31 | TrumpCastle 2 Delx 42
uaro-eoes-gn 16| . F-F.DalaDisk 21 | wiaihBlasterPlus = 29 | RedBaron 39 | Twilight 2000 a7
BarbieFashion 25 | FightinglorRome 29 | pathBlasterWind 35 | MissionDisk 25 | Ulima7 47
BarbieAdventure 25 | FinalConflict 29 | Math Rabbit 25 | Realms 2 ForgeofVitue 17
BariSimpson Hous 30 | FlamesofFreedom 31 | path Zone 31 | RexNebular 39 | Ulima7P12 45
Batilechess (allver) 20 | Flightofiniruder 37 | paiix Gubed 32 RidersofRohan 31 | UlimaTrilogy! 37
Battlechess 29 | FlightSimulA.T.P. 37 MawsBeaconT RiskforWindows 29 UllnmaTntugyZ a7
Batlechess400 39 | FlightSimul (M.S.) 41 | pavis Beacon Risky Woods 25 | UlimaUnderworld 47
Battielsle a2 fyScenDsgn 28 MoGeealFunFaw 25 Road&TrackPres 35 | Ultrabols a7
Baltlesof Napoleon 31 | Calfornia 37 | MeanStreels 19 | RoadtoFinal Four 37 | U.S. urWuﬂdmra_s 49
Batdestorm 31 ﬂgh'ﬁaﬂw 25 | Medievallords 38 | RobospodsWind 37 | Utopi 0
BerensinBearCnt 19| FSPro 24 Me&al—'uftmss 26 | Romance3King2 39 wor\.rctorymmz 44
BerenstnBearColor 25  (reatBatian 37 27 | Rorkes Drift 34 | VegasGamesWind. 19
Berenstn BearLettr 25 MF % MegaTraveller1/2 37 | RulesEngagement 37 Vmggmm-bum
Befitzlnlerpreter 37 |  Instant FacltLoc. MegaMan 3 7 | RuleEnga menlz 38 | w
icydle Poker a7 | InstrumntPilotScen | pMental Malh Games as Scrabble 30 | WynGretzky Hoky2 35
BilElioNNASCAR 30 | East/WestU.S. 58 | MerchaniColony SorabbleDixWin 30 | WestemFront - 38
Birds of Prey 32| ScenerySelA 3; MetroGnome Misic 31 SeaRogue 29 | What'sMyAngle 30
Biitzkrieg 2| ScenerySet8 3 Mndwaeuordothgma!z Second Front 38 | WhereCarmSanDi
Bloodwych 25| gesney EnhnEd25 | Mickey ABC SecrelMonkeyls.2 38 |  inAmerica's Past
BoJacksonBaseB 30 [ SoundéGraphic 25 hrori 53s 25 ScriWeaponLuftwl 42 |  inEurope
42| Tahili 19 | Mickey's Crossword 19 ier 335 inTime
Bnd% 30 | WestomEurope 13 | MickeyJigsawPzl 31 | P-38MissionDsk 20 | inUSA
Bug unnyWﬁ;Shp 31 | Floor 13 5 M:dcey.ﬂ. Combo 37 | P-B0ShootStar 20 | inUSADeluxe 45
Buzz Aldrin 39 | FlyGrandCanyon 37 Mlme&mkrdﬁdvenlﬁ Heinkel 162 20 | inWorldDeluxe 49
CaplainComic2 15 | FollowIhe Reader 29 SesameSLLmClas31 | WikdWheels 2
CarlLewisChaling 29 | FourCrystalTrazer 32 | Microleagud BaseB 39 | Sesame St Publish 25 | Wing Comm1Dixe 49
Carrier Stike 42 |FreeD 37 MmrdeagueFBDlx 42 | SesameSt.Vol.1 17 | WingCommander2 49
Cariers alWar 35 | FrontPageSponis 33 | Microsolf Golf 3 SesameStVol.2 17 Special Opor Disk 25
CasinoPack 1 22 | Galewa 2 Mldn hit Rescue Seven Cities of Gold 38 Speech Di 15
Casties 36 | GlobalConquest 3 landM%glgSM aa Shadow 30 WxaldryTrilogy 3
Northern Campgn 19 | Gobblins 25 nnium 2 Shanghaill 31 | WordMuncher 30
Caslle2 35 | Godfather 2 | MitkonStontcler hul 3 | Wordtis 29
Castleof Dr. Brain 30 60?5 Hhe A ?? Mike Ditka Ullimt FB 3? SierraStarterBndl 33 | World Clrcml 39
Cathy Daly Planner 43 | Goldotthe Aztec 31 | Mixed-Up Fairy Tale 30 | SilentService2 37 | Witer Rabbi 30
ChInPAnusntEmp 30 | Gold Sheet Pro Mixed-Up Mother Gs 30 | Sim Ant o) YourPfsnITramSATau
Challenge 5 Realms 35 | Grand Slam Brdge 231 | mMonopoly Deluxe SimCity 30 | ZooKes,
Champions ag | GrealNavalBatlles 44 | pognbase 25 | SimCityGraphic 22 | Zu 's Speliing Adv 22
Champions of Krynn 20 | fareens 35 | MuncherBundle 30 | SimCityWindows 37 vol Ecolsland 22
ChemisiryWorks 36 | Gunship 2000 36 | Murder 29 | SimEarth 41 DinosaurWorld 22
Chessmaster3000 32 | . ScenarioDisk 24 | pMytanoidMathChlg 31 | SimpsanAdventure 31 Race ThruSpace 22
Chessmstr3000Winag | Guy S| NFLChauengePremse Snap Dragon 34 CDROM
Children Writ & Publ 39 | Hardbald 3'3 NFL Print Pro 17 | SnoopyGameClub 29 .
Chip'n Dale 15|, Dala NFL Pro League FB 35 Solitaires Journ mey 35 | 3DCnstrcCasliMst 62
Civilization 39 HareHaismg Havoc 29 Nigel's Wa Space Ace 2:B 36 | AlohaHawail 45
CiviizationMPE 47 | Hamoon 32 | Ninja Turile Arcade % SpaceQuestBundl 39 | AtasPack 59
Classic5 29 | HeadineHamy 37 | NinjaTurtle: Adventr 21 | SpaceQuest4 37 | AmerBus.Phnbk. 39
Coaster 25 | Heimdall 19 | Nobunagas Ambition37 | SpaceQuest5 39 | AmerHert Pict Dict 75
ComicBookCreator 17 | Herosof 357th 32 | NoGrealerGl 42 | Speedball2 25 | AudubonMammals 37
Conan:Cimmerian 30 | HoleinOneGoll 22 | OmarSharifBridge 37 | Speedreader 31 | AutodeskExplorer 119
Conllict: Middle East 32 | Hong KongMahjong 32 | QperationNeptune 35 | Spell-a-saurus 30 | BarneyBearSchool 26
Conflict Korea 29 | Hoyle Bk Game 12" 22 | Orits 29 Ibound 31 | BalikDesigns 45
ConquestLongbow 39 | Hoyle BkGame3d 30 OIegonTrall 28 | Spellcasting301 35 | Battlechess 49
ConquestofJapan 35 | Humans 25 Origin FX 25 | Spell Craft a5 B-eelhovenNmth 59
Crime Wave 77 | Indiana Jones4 37 | OncelUponTime 30 | SpellitPlus a0 | BibleLibrary 49
Crisisin the Kremlin 39 | Istand of Dr. Brain 29 | Qutol ThisWorld 36 | Spelllammer ar
Crossword Magic 32 Jack Nicklaus Signtr 42 [‘m‘[nuni)elul 30 | Spiritof Excalibur 30 EnlanmaFarmlyChc?E
CruiseloraCorpse 33 | J-Nick.Crse3.45 14 | Overord 30 | Spoils of War 35 | Britannica Famly Dr 59
Dafy Duck P.I. 15 | J. Nicklaus Clip At 17 | Pacificslands 31 | SportsAdventure 47 | BusinessMaster 39
Daggerol Amon Ra 39 | Jetfighter2 39 | paladin2 35 ! 33 | GarmenWorld Dixe 65
aﬁ‘ 3| A M|ssnonnsk 19 | Paperbay2 32 |SlarControl2 37 | CautiousCondor 45
DMQueenKrynn 32 | Jobhuni Patriot a3 | StarTrek25th Aniv. 37 | CDGamePack 55
Darklands b JomMadden2 31 PC Globe 29 | StickybrMath Tutor 30 | CIAWorldFact 39
39 [ Jum Jel 39 | pé USA 31 | Stickybe Pre-School 30 | Compton Encydpd 409
Dark Sun 50 | Kid Pi . 35| PCStudyBible 42 | StickybrRead Tutor 30 | Conquest Longbow 37
Death KnightKrynn 32 Ki_danCompamon 25 | penthousedigsaw 26 | S fSDEIITuIcr 30 | CorelDrawUpgd 149
Dqunt:Emm;r ion 85 | Kid Works 2 | perfeciGeneral 35 | 2P 32 Elec:ronmc book 75
Dix Paintll Enhned 85 | Kings Quest Bundle 39 Data Disk » Sln PokerDala{ea) 17 | FontMaster a9
DesignYrOwnHm 39 KlngSOucSI'l\r"GA 37 | pGATourGolf a2 StrikeCommander 45 | Food An ! 49
DesignYour Railed 35 | King's Quest5 42 | pGAGoliWindows 38 | St Weaver 34 | GameCollection 45
Dcﬁmhoadﬂobltlnery _:,3 King' soueﬂg o Course Disk 19 g:u vw:;:é!mGrT % g&rgeh:as;gn aj g
NASAUNIS e ven 3 enlmi
sig - r:fﬁm: oot 30 PGAGolfComplete 49 SIWMF"‘”EQHE ot T,

Lowest deliverd prices with great customer service.

800-448-6658

NMustrated Shakes,

Inti Bus & Econ Allas29
Introto Game Fren 79
Intro to Games Span 73
JonesinFastLang 37
Kings Quest5 42
Languages of World 99
Learnto SEeak Spanﬁg
braryof ture

M 1 Tank Platoon 52
MacMillian Child, Dict.49
Manhole 49

Magazine Rack 45
Ma ehngMaslcr 39

vis Beacol o]
MIG 29! MIG 29M 62
Mixed Up Molher Gsed7
MS Archives 35
Presidnt:it StartGeo105
Prince Pers:a.rNam 5555
Railroad T
Red Strm/ Cmd 62
Reference Lmrary %

Shake:
Sherlo Ho]mBCnsl!;?z

Slaewng Beaul
S0 Soﬂware 59
SophlsucatSanlaFedﬁ

Space Quest4

Spiritof Excalibur 3?
S 83
Stellar 7 37

1at Pack

Strange Bedlellows 39
Streel Allas

TimeM A[rnanac129
Time Tal e}hsloq
Time Table Scie
Ultima 1-8
Uttimate Basketball
U.5. Atlas

Vinta Noha
Wild

Wranomm& Miss
Wing CDrnFIJn:maE
WingComm 2

W C 2/Ui. Undrwid

Wrathof Demon

Sidattetetatatatataats] &33

imation Fantasy
FAD Set
PCPixVol1or2 5&
Private Collection
Priv. Pictures 1 or 2 %

Storm1or2
Visual Fanlasy 65
Volcano 65

Caddies 7.95ea. 3/$ 19

386 Max B1
Adobe Type M 59
After Dark{nr 2
All Ty, 47
nullxre :"JiExpk:rer 119
Bannermania

galendarl’:reanon 55

Central Ptokntu\mus 84
Choas 39

md

Col 95
Copy Il PC 35
Cmel Drawv3dD 379
DataEase Personal 68
Desqview 2.4 73
Desqview 386 1 25
DOS Fax
Dvorkon Typml? 31
Express Pubdisher

59
Fa.r Sme Calendar 49

MASTERCARD,VISA, ISSCOVER, AND AMERICAN

EXPRESSACCEPTED WITHNOSURCHARGE.
SHIPPINGIS ONLY $4.00PER ORDER,

Fontmonger
Geoworks Pro
Grammatik 5 5
Hiiaak DOS orWin 1 %9

Language Assistant

Fr,Gr,Heb,Ital,.Span 42
Laplink 4 Fro
Lotus Works

119

Norton Ulilities
One Write Acct.
Pacioli 2000v2.0
PC Animate Plus
PC Anywhere4d
PC Kwik Powerpak
PC Painlbrush 5+
Tools

Peachiree Basic S
PFS:FirstChoice 75
PI"-'S Hrsl Publisher 75

PFaPublharWind 72
PFS: Window Works 75
PFS:Wrilew/Grmtk 69
Presention Task Frc119
Print Shop
Procomm Plus 2.0
Procomm [ Window
OSaeenSaver

HBBNGRL
cAoLILh N

3

69

82

35

Q DOS 3

Quicken 6.0/ Win 45

Quicken Quick Book B4

Silback DOS or Win 59

Stacker

gtam;& 6BitCard 1??3
upers|

Turbo Cadd v2 0 7

Wi
Winfax Pro

Eppm‘ntmusegen ;O
icrosoftMouse 85 [PTU

B9 |Encore
79

Mouseman Serial
Trackman Serial
Modems & Fax

MaxFax 9624 Fx/Md 99

ﬂax”esﬁzdPC 189
axlite 96/96

Maxlite 14.4/14.4 419

Practical Peripherals
PM 2400 Internal129

Sound (‘.a rds

7 |AdLibSound Card 65

Ad Lib Gold 1000
ATIStereo FfX

VGA StreoF/X 1MB 369
Covox Snd Mster Il 145

g |Gravis UliraSound 129

U

COPC
7 |ProAudio Spec+ 139

M.M. Upgrade Kit 765
Pro Audio Spec 16 198
Pro 16 Multimedia

Upgrade Kit

nderboard

Thu
Thunder & Lighing 225
Sound Blaster 9
nd Blast Pro MCA 259
und Blaster Pro 189
B MultimediaKit 560
B MM Starter Kit 459
BCDROM Intrnl 380
S BCDROM Extrnl 429
Sun,Moon,Starw/

SB Pro, S/w
Roland SCC-1GS 375
SoundCanvas 559
Roland MA-12Cea 105
SPEAKERS Shielded2s

w/ 3 band Equilizer 45
AllecLansing 200 219
ACS 300 w/subwof 259

61 MIDI Interface

101 Serial 95

PC Card Ii]

MQX-32 17‘3
MPU-IPC

Ly (fhe Wiracla 325

ay
Master Tracks Pro 249
MusicPrinter Plus 419
89 [Music Time 1

PM 2400 External175 [Songwrigh

Sportster 2400 Ext. 149
Sportster2400int. 129

Sportstr14.4v.42his309

67
65

Zoom External
Zoom Internal
Scanners
Microtek 600G
Microtek 6002
Scanman 32
Scanman 256

St PR i

Maxx Flight Yoke
Maxx Pedal 39
Mouse Yoke 32
Quickshot Aviator5 32
QuickshotGameCd 14
|Quickshol Intruder 5 30
QuickshotWamior 18
Thrustmaster Fight 69
Twhmslmasézr"m 1%
|Weapons

I ter Pedal 109

A

: 1060

M-F

9AM to BPM
M-F 9AM Lo &PM Sat
Randolph Ave. Rahway

Sac 10AM o 3IPM

10AM to 1PM
N.J. 07065

TERMS

Master Card,Visa American Express
surcharge on Credit Cards.

07008, All Sales Are

merchandise with the
Products ate new. We do not quamntec con n.aat.ab ':Ly
¢ 40 conciguols o

charges
and Pucrto Hi 5
56 1st 51 o

s extra. Foreigr
esidents  add
availabili IL‘,‘. GO
ine Lude
product must

ship to the ad

& Dis
By mail:
Final . MO REFUNDS
same item only.

i uni

: credit card comg

P.0O. Box 3, Carcerec,
! Exchange on defecti n

& WELCOMED

AND CONDITIONS

scover Accepted. No

N.J.

No exceptions.
S‘: 5

curient

sany has on file.

Circle Reader Service #54




greater variety ol spell-throwing demons
who may attack from a distance. While
one might wish for a slightly more elegant
combat system, this is still a more chal-
lenging game of “math and magic” than
presented by its predecessor.

The 20 scenarios included cover a fairly
wide range of difficulties and each one
may be Chcll‘i"Ld or edited using the quest
builder pmnl.;m Qucul (‘lbju.ll\«c% may in-

[ Tincs muo T

AP RANGLR

HpA {
EMeUHD ¢
tirroo:
AIMIGT
Derpor
BELINGE

ﬂll‘il‘hrll

clude rescue operations, the destruction of
a portion ol the enemy, the capture or
destruction of certain magical scrolls or
the takeover of specific sentry posts. There
are a variety of terrains which the party
must cover, and “teleportation squares™
will also complicate progress.
Omnitrend’s icon-based, point-and-
click interface has been nicely upgraded
since the original Paladin. Mosl notice-
ably, diagonal movement and attacks are

now permitted. Using the mouse, players
indicate either a character’s next action or
a course of movement. Unfortunately, the
character currently under control i1s not
highlighted. This can cause some confu-
sion, oreven lead to the inadvertent assault
against an adjacent, fellow party-member.
Command icons available allow a player
o pick up, drop or use inventory. Other
icons call up a list of possible spells, show
an area map, and list the quest objectives,
indicating those which have already been
accomplished.

Paladin 2°s graphics are simple. yet they
are very adequate. Some animation of the
various characters is available as an option
when the program is first booted. Some of
the sound effects sound as though they
were produced by a dying group 01 barn-
vard animals, though others do add a nice
touch. One of the game’s most outstanding
features is its documentation. A brief yet
thorough tutorial makes the game accessi-
ble to any newcomer. In addition to an
introduction to each scenario, there are
also deseriptions ol each of the various
spells, creatures and paraphernalia which
appear throughout the program. A techni-
cal supplement also guarantees that no one
will have any trouble using the quest
builder program. Should the United States
make no other cultural contribution to the
remainder of the civilized world, we may
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[ L

0%
0%
Sx
83

1
1
(]
0

rest assured that its game manuals will
always put those from other countries 1o
shame!

Paladin, Paladin, Where Will
You Roam?

While it is true that most fantasy role-
playing games have been advancing state
of the art presentations al a frenzied pace,
it has not necessarily been true that their
results have met with universal approval.
Unfortunately, many players may acci-
dentally miss out on Paladin 2 because of
the deluge of products which scream more
loudly for attention, yet offer far less in
entertainment. Although one might hope
for more interesting combat interaction,
there is no shortage of reasons to recom-
mend this product to strategy-minded
role-players ol all levels. This particular
wind-up toy clearly continues to prove its
worth on the field of battle. caw
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The Batlle of the Bulge

Continuing it's tradition for excellence, COMBAT ENTERPRISES
INC. proudly announces their newest computer simulated play-by-
mail WW2 wargame--"PANZER SALIENT" depicting the Batlle
of the Bulge.

Players may choose tactical (Division) or sirategic (Army)
commands. Whichever role you chose, you will find yourself in a
highly interaclive, inlensely fought wargame where your
$15 generalship skills will be tested fo the max! PANZER SALIENT
uses the proven game system found in our popular "Crisis in the
West" game. Fire & Movement (#83) wrtes,
beautifvl...offers players the many joys of partaking in an umpired
game with its good fog of war rules...give serious thought".

Initial startup costs $45 which comprises your first full turn, full
color situation maps, [ull color manual, unit sheects, OB
worksheets and a performance rating at the end of the campaign.
Follow on turns arc $20. We also offer a variety of books and
games at discount prices,
Combat Enterprises Inc., PO Box 763, Bel Air, MD 21014 or
call (410) 838-7602. All inquiries are welcome,

In the works: WARSHIPS

“The maps arc

For sign up or information, wrile

- Naval surface actions-the heavies,
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Out Your Ear

Pump up the To find out
volume with more about
Sound Blaster | The Sound Blaster,
sound card from the only sound
Creative Labs. card that's 100%
Experience the full power Sound Blaster compatible,
of 11-voice synthesized visit your local computer
music and 8-bit sampled retailer or call Creative Labs
sound effects. Don't just ' a 1-800-998-LABS.
hear it.. .let it blow you away! The scream Get the full blown sound capability you've
of your F-15's engine as you elude enemy always wanted for your PC—for only $149.
fire...the crisp crack of your bat when With Sound Blaster from Creative Labs.
you hit a homerun off the screen. .. the ; ~ Because...
echoing ring of sword against sword during | if you don't have
your next fantasy adventure. Sound Blaster, you're
No wonder Sound Blaster is the world's really blowing it!

#1 seller. And why it's the sound card that
more gaming software developers write for
under DOS or Windows™ 3.1.

h

BLASTER

it L] EJ n T [
NAROROFE. Q% Saund Blaster is a trademark of Crealive Lahs, Inc. Windows is a trademark of Microsaft Corporation. © 1992 Creative Labs. Inc o o b

WINDOWS, All nghts reserved. International inquiries: Creative Technology, Lid, Singapore Tel 65773.0233 Fax 657730353 CREATIVE LABS, INC.
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Konami’s Lure of the Tempiress

by Robin Matthews

ald Fraser’s anti-hcro, Harry Flash-

man, who has the worst ol intentions
but the best of luck. Fantasy literature even
has Robert Asprin’s Myth-Adventures
(Hit or Myth, Little Myth Marker, ete.) in
which an inept apprentice becomes a sit-
com version of a master magician. He
doesn’t do anything intelligent, but it all
works out hilariously well. In computer
games, there is Space Quest’s Roger
Wilco and Bob Bates’ unwitting hero in
Erie The Unready (see page 58 ol this
issue), both of whom have the best possi-
ble luck and desperately need it because of
the situations they get dragged into. Simi-
larly, the player’s character in Konami’s
Lure of the Temptress, Diermot, is unwit-
tingly dragged into the plot of this new
graphic adventure.

Alfter all, Diermot is living quite happily
in his little village when, along comes the
King and his courtiers. Like Charles I,
hunting is the primary item on his maj-
esty’s agenda and Diermot sees a chance
to garner some royal coinage, so he de-
cides to enlist in the King’s party as a
beater. Suddenly, the King hears news of
a revolt started by a mysterious Enchant-
ress who has taken over the nearby town.
The King rides off.

Diermot, in the tradition of those unwit-
ting heroes listed at the beginning of this
article, isn’t interested. Nevertheless, his
uncontrolled horse drags him into the
midst of this escapade. The next thing the
player knows, Diermot is in a Skorl prison
and the game’s afool.

In literature, there is George MacDon-

Myth-Perception

In order to convey the feeling of being
swept along for the heroic ride, what
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TITLE: Lure of the Tempiress
SYSTEM: Amiga, 1M
PRICE: $49.95
PROTECTION: Documentation Look-Up
DEVELOPER:  Revolution Software
PUBLISHER:  Konami

Buffalo Grove, IL

Revolution has developed for Lure of the
Temptress is a system they call "Virlual
Theatre." They bill the system as the first
of'its kind, but it amounts to the way NPCs
are handled, a la Ultima VII. Non-player
characters wander around a "real world"
and perform simulated actions, usually
talking to one another and performing
their daily tasks according to their own
daily schedules. For example, the Black-
smith that the player needs to find at the
beginning, will go to his forge and ham-
mer away. If the village characters are

asked where the Blacksmith can be found,
they will instruct the player to go to the
forge or suggest that the Blacksmith is
partial to a drink. So, the Blacksmith is
most likely to be in the forge or the bar, but
might even go on a different errand some-
where else.

Another principle feature of Virtual
Theatre is the intelligence of the charac-
ters. One can string together commands
using the "Tell" feature to certain "ser-
vant" characters. Which means that com-
plex, dual-character puzzles are possible.
Conversations can also be overheard when
the player sits in the bar, for example, as
background information. However, be-
cause Revolution can’t guarantee that the
player will be listening, these incidental
characters don’t offer any vital informa-
tion. The speech may be relevant to the
plot, but not necessarily vital to progress
in the game. The text is written in a very
humorous way, so it is definitely worth
exploring. Text-wise, Revolution has lots
of little gems hidden around and lots of
funny situations. There is no way that eve-
ryone is going to see all of it, as there are
well over 2000 blocks of text included.
Most of which no one player will ever
read. However, Revolution wanted to re-
ward the player for exploring.

Another plus for the Revolution system
is something called "autorouting." This
means that an independent character can
walk from one point in the room lo an-
other, no-matter what obstacles lay before
him. If somebody or something gets in his
way, he mathematically works out the best
way of walking around it. Which means
that five or six people can appear on the
screen at once and they’ll all walk around
each other sensibly. As they are doing this,
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they may comment to each other with such
badinage as "Get out of my way!" or "Ex-
cuse me" and so on.

Myth-Connection

Commands are issued by floating the
CUursor over a pL‘rS(Hl one \\’iSI]US 1o iSSLlC
commands to and clicking the left mouse
button (the cursor changes shape depend-
ing upon what action is required). This
then accesses all the verbs that are associ-
ated with that noun.

So, if the cursor is moved over Rat-
pouch, the player’s servant, one can click
on "Tell." The program recognizes Rat-
pouch, so it prints "Tell Ratpouch to ... "
and then the player chooses from a verb
list which can be scrolled up and down.
From the list the player could select (Go
To, Open, Lock, Close, etc.). If Go To is
selected, all of the rooms appear in list
form. However, the player can’t tell some-
body to do something until the character
knows about it first. This means that a
character cannot be told to go Lo a room
unless the room is known aboul. I Rat-
pouch is told to go to the guardroom, the
player either gets a choice of "And Then,"
in case additional actions are required, or
"Finish" to end the command string. 1f the
phrase "And Then" is selected, more verbs
appear and so on. In that way a very com-
plicated set of instructions can be linked,
but in a very simple way.

Characters also have a memory of sorts.
So, if Character A is given instructions to
talk to Character B (who isn’t in the im-
mediate area) then Character A will re-
member that he has been given the
instructions as he strolls around. Thus,
when Character A is in a room when Char-
acter B re-appears, Character A will even-
tually talk to him. Hence, Character A
completes his task.

Another positive aspect of the Lure of

the Temptress system is that there are no
blind alleys. One way this objective is
acheived is that, when the player moves to
the next section, the game forces them to
have all the objects that they will need
before the new section is entered.
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Myth-Statement

Also, where character interaction is con-
cerned, the questions one asks are geared
towards the objective. The more people
interrogated the clearer that objective be-
comes, which almost serves as a help func-
tion. The questions themselves are listed
as in Monkey Island, but at the top of the
screen instead of at the bottom. Those
questions can relate to object manipula-
tion or character interaction. [However, the
only time the building up of a sentence is
utilized (using the lists of verbs and nouns)
is when one wants someone to do some-
thing.

Myth-Direction

Graphically, the game is very atmos-
pheric. The introductory sequence is well
directed and animated, displaying neat
touches that exude realism. The actual
game graphics are similarly well-pre-
sented with plenty of "perceived value"
effects. That is, looping and triggered ani-
mated effects inserted to enhance the gam-
ing atmosphere. In addition, the graphic

viewpoint is shifted depending on certain
actions. Thus, close-ups, first-person per-
spectives, and the ability to look through
objects are introduced, often with changes
in the physical screen size.

For this review the game was played via
a Roland LAPC-1, although both Adlib
and Soundblaster cards are also supported.
Music is rather good in Lure and is well
supported by the gamut of sound effects.
The sound effects are well structured and
very impressive, offering a similar mood
to Dungeon Master in that approaching
evenls or UfT“SCTL‘Cn evenls can hi: aver-
heard.

Myth-Judgment

Lure of the Temptress might be an hon-
orable first release for Revolution, but it
is by no means perfect. Play is enjoyable
but there should have been more of it. The
game could have done with a [ew more
puzzles, more locations and more charac-
ters. One just gets into the swing of things
when the end appears.

Another bug-bear for Lure is the speed
of some of the on-screen action. For some
obscure reason there is an occasional de-
lay while performing seemingly ordinary
tasks which triggers a clock signifying a
loading period for the new sequence. This
may be understandable on slow machines,
but not on the faster versions. | wonder

whether the problem lies in the game-en-
gine itsell or the reluctance by Revolution
Lo utilize extended memory to buffer event
loading and so on. However, it is impor-
tant not to emphasize the loading speed
problem because, to be fair, the sporadic
waiting does not spoil the game. Also, the
game speed itsell (ie: sprite movements,
etc) is perfectly acceptable.

In addition, the Virtual Theatre (VT)
system itsell has not been fully imple-
mented to its full design specifications.
For example, the potential for rumors to
spread around the game-world sprouting
from actions and so lorth is very possible
in VT but never fully executed. Hopefully
further Revolution productions will fill the
boundaries of the game engine.

One irritation of VT is the auto-routing
character movement. This semi-intelli-
gent PC/NPC movement, described ear-
lier, can become a little cumbersome
because, on occasion, the characters
sometimes take such extended diversions
to traverse the course from A-B that one
sometimes wonders why the character
didn’t just push the obstructing character
out ol the way in the [irst place!

Though it is clear that Lure of the Tempt-
ress is not a truly excellent game, it is by
no means a poor game. There are too many
good points to award to Lure for that to be
the case. The gameplay is largely free-
form, the presentation is excellent. Puz-
zles, while not too much of a challenge for
adventuring grognards, are ideal for the
adventuring beginner. In addition the
game does nol force the player down par-
ticular puzzle paths. One can wander the
area with impunity soaking up the atmos-
phere and investigating less important
characters and areas. Lure of the Tempt-
ress is a fine first release [rom this devel-
oper and bodes well for the future. cew
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COMPANY
REPORT

Bethesda Softworks

hris Weaver, President and CEO of Be-

thesda Softworks, once worked for a

technology company that had its head-
quarters in the office space where Bethesda
currently resides. Naturally, that means that he
is going to do everything he can to make sure
that such a fate is not in store for his company.
His risk management phi-
losophy is simple. Where
many executives stop at con-
tingency plans A, B or C, he
moves on to D, E and F.
Where many companies feel
the pressure to keep on ex-
panding, he believes that
companies quickly reach a
point of diminishing returns
by getting ahead of the bell
curve too rapidly. So, he has
established a definite limit to
how large he will allow the
company lo grow year by
vear,

Where many company presidents leave cost
analysis 1o their accounting and production
departments, Weaver, with the assistance of
his Vice-President of Finance (Constance
Gachowski) keeps tabs on the cost of disks and
labels to the decimal points of the penny.
Weaver calls Gachowski his financial wizard.
That’s not what the people on the other end of
her hard-nosed negotiations call her, bul that’s
probably why she seems like such a wizard.

-

Where many companies are finding them-
selves forced to delay shipments, Bethesda has
shipped two of its last three products exactly
on time (largely as a result ol having Chris
micro-managing the schedule via his knowl-
edge of software engineering). Tronically, the
third product in the equation shipped late be-
cause of a problem with printing the manual
rather than programming the software.

Turning Japanese

Two major influences seem o shape the
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VP of Finance
Constance Gachowski

direction of the company. One such influence
was the time that Weaver spent living in Japan
while studying under a fellowship. The other
is the show business background of both Chris
and his family.

The Japanese influence can be seen in both
the corporate philosophy
and the working environ-
ment. The lobby of the
building is practically an
arboretum and the interiors
of cach office are custom-

the individual(s) who work
within them. Bethesda’s
management believes that
too many employees (in too
many companies) have to
Sight the work environ-
ment, so they require that
every work area be well-
conceived enough that pro-
ductivity is  enhanced
rather than discouraged. Therefore, costs take
a back seat to [unction at Bethesda, For exam-
ple, one finds more expensive towels in the
shower room at Bethesda’s offices than one
finds in most hotels. The rationale for such an
extravagance? The company believes that any
time a programmer or artist is working long
enough hours to need to spend the night in the
office, they need to be able to clean up and
refresh themselves in style.

A premium is placed upon unobtrusive stor-
age space (e.g. a wall of custom-sized files
behind wooden facades in the finance depart-
ment) for some and display space (e.g. walls
all around the room which are designed for
posting images, schedules, color proofs ete, in
the art and programming departments) for oth-
ers. Indeed, many independent contractors
who have performed services for Bethesda at
the company’s offices have noted how much
more productive their few hours at Bethesda

ized to reflect the needs of

were than the time they spent at their own
offices.

Further, the corporate philosophy is much
more of'a group philosophy than an individual
philosophy. Indeed, the Japanese emphasis on
small teams for planning and production is
used to positive effect [rom the very outset of
cach project. Bethesda believes in group deci-
sions and group responsibility.

The corporate philosophy also encourages
innavation. The company was founded on a
"contrarian principle.” Rather than designing
just another football game, the concept was Lo
developa physical environment which adhered
to physical principles. Gridiron was born and,
to this day, is one of the most popular games
among the company’s employces. So, it is no
wonder thal programmers regularly suggest
new ways ol handling design problems and
receive the go-ahead Lo experiment with their
polential solutions,

Another Openin’,
Another Show

The second major influence comes, not only
from the Weaver heritage in the worlds of
music and theater, but from his experience in
television and video production. Weaver was
once associate producer of NBC News and
moved to ABC as a technology forecaster, He
applied his experience to computer game pro-
duction and establishes project time-lines in
much the same way that screenplays or shoot-
ing schedules would be developed in network
television production.

Weaver admits that television news produc-
tion is a [ascinating example ol triple-time
scheduling where information comes in so last
that one almost doesn’t have time to manage
it, but observes that it is an excellent place to
come o grips with techniques that work fast
and cfficiently. At Bethesda, the entire process
begins with a pre-production meeting where
the writers present their concepts and the team
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members who would be
responsible for produc-
ing a game try to tear
holes in those concepts.
Itis almost a devil’s ad-
vocate-style  meeting
because the company’s
philosophy is that the
people who are going to
execute those concepts
need to believe in them.
So, it is important that
they have a chance 1o
accept or reject them
from the beginning.
That way, they have
more ol themselves invested creatively in the
process.

Once the coneepls are agreed upon, the entire
game is written up from a "shooling script”
perspective (complete with ideas for back-
grounds and camera angles). Once the seript is
agreed upon by both the writer and the team
leaders, the group dissects the project into
modules. The team responsible for each mod-
ule creates a schedule for completion so that
backgrounds are finished by the time anima-
tions need to be tested against said back-
grounds and statistics are available by the time
a function that uses those statistics is ready for
a test run. Keeping up with this delicate chore-
ography between teams and team members
requires project sheets that the company com-

Ken Mayfield, manager of the art department.

pares lo  continuity
scripts used in motion
picture production
(which keep tabs on
properties and costumes
~used in particular scences,

just in case there have Lo
be re-shoots).

The entire process be-
| came easier o manage
 when Vijay Laksham
came to Bethesda from
his work with the gov-
ernment. Laksham is an
excellent manager, un-
derstands software de-
velopment and oversees the bulk of all Be-
thesda’s current projects.

Testing 1,2,3

The company is encouraged by their current
teams and the way production is progressing,
but they are not satisfied. Right now, the pri-
mary consideration is developing a testing pro-
tocol. Though each product is somewhat
different in terms of what needs to be tested,
the company uses both outside testing houses
and an in-house testing team to consider a
broad matrix of configurations and conditions.

After Wayne Gretzky Hockey 3 was released,
the matrix was broadened to reflect the pres-
ence of CD-ROM drives, drives beyond D and
phantom drives. This is because the game ran

THE ROAD

smoothly on most configurations, but tended
to lock up with some of the tested platforms
when a CD-ROM drive or higher drive than D
was added to the mix. Though Bethesda says
they have fixed all of the bugs which have been
brought to their attention, the company contin-
ues to refine their testing program in order to
strive for that ephemereal ideal of the "bug-
free" computer game. This is part of the com-
pany’s commitment to quality.

Society Page

Part of Bethesda’s corporate philosophy also
wants to give back something to society. Cur-
rently, the company donates software to chil-
dren’s hospitals within the arca and would like
to encourage other software publishers to do
the same in order to provide "non-partisan”
assortments ol computer games. They are also
hoping to get hardware donated for some of the
children’s hospitals that cannot afford it. Be-
thesda Sofiworks is willing to coordinate the
wider elfort if other software publishers are
interested.

In short, Bethesda Softworks may well be
called the "House that Wayne Built," in much
the same way that Yankee Stadium is called the
"House that Ruth Built." Both the publisher
and the stadium provided venues for superstar
properties, but they also provided arenas for
further achievement. In both cases, the addi-
tional achievement is brought about by one
word — achievement. cow

FROM SUMTER
TO APPOMATTOX

June 25, 1861 . . . “The first shots of the Civil War
have been fired. . . Fr_m Sumter has fallen. Volunteers
on both:sides rushto their colors. Across the Union
the cry mounts . .. ON TO:RICHMOND,”

Union forae:
under Gen

HoLellan ~ize
Harper's Fe

The Road From Sumter to Appomattox covers the
entire Civil War from the opening guns of Bull run
to thefinal surrender. All the military and economic
might of the Union or Confederacy is at your
command.

FEATURES:

' Naval system includes ocean and:river going:vessels;
Economic system:includes foreign-trade-and-blockade runners:
Beautiful 256 colorVGA map:that stretches from:New Orleans
to: Philadelphia; from Kansas:City to Bermuda:

Fully integrated:tactical combat systenr-emphasizing command
control and quick resolution of even:the-largestbattles.
“Scenario editor-allows players to constructtheirown-battles-or
play those already mcluded .

Human or computeropponents.
Over-100-individually:named-and rated generals;
Control the promotions and-dismissals of those generals.
Contintious-play, daily pulses, send orders=whenever
you-like.
-« Different unit-types-.combine to form divisions and corps.
Full control.over-the national production system.
_A detailed supply system using railroads, wagons-and ships. ==
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/aporman!

As a subscriber of your magazine from
the first issue, please let me begin by stat-
ing how much I enjoy each issue of Com-
puter Gaming World. 1 always look
forward to receiving my issue each month.
Your increased number of pages, with the
corresponding increase in content, has
been a blessing to subscribers. Al-
though I don’t particularly like every
portion of each issue (I'm not a war-
game [an), there is usually more than
enough to keep me satisfied.
One of my favorite parts
is the "Letlers to the
Lditor" section.

I know that you
banned any further g%
discussion on the sub-
ject of "vaporware,"
but I have an interest-
ing comparison for you,
even if it doesn't see
print. In addition to being
a computer fanatic, | also
collect comic books. In
the world of comic
books, the desirability
of a comic is most at-
tributable to the artist
(more specificially, the
penciller). Recently, a group of
"hot," i.e. extremely popular, artists
quit work at Marvel Comics (the
top-selling comic book publisher)
and formed their own company, Image
Comics. Their reasoning? To give them-
selves ownership of their creations and
artistic freedom.

What does this have to do with vapor-
ware, you ask? There is a striking similar-
ity between Image’s inability to meet
deadlines and the "vaporware" track re-
cord of some software companies. | pur-
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chase my comics [rom a mail order comic
book service; each month, when I receive
my monthly order, I also receive a list of
items that have not been included due to
the fact that they have not been shipped on
time. On my back order list for December,
there were 36 items; 17 of them were from
Image. In fact, one issue (Younghlood #4)
was supposed Lo ship on September 22!
Image’s deadline problem has provoked
quite a dialogue between comic distribu-
tors, dealers, professionals and fans, Many
recommendations have been made,
the most common being not to
8. buy Image comics. Although
 this would be the most ap-
b propriate  method, |
j don’t foresee this solv-
ing the problem. These
artists are so popular that
people will buy their
books no matter how
late they are. However,
one suggestion about
this issue has some
merit and it could
easily be adapted by
your magazine (o
cover the similar
problem of" "vapor-
ware."
As | stated earlier, [
purchase my comics via
mail order. When [ re-
ceive my monthly order
blank,  also receive a news-
letter from the service which provides a
description of each item available for or-
der. Beginning soon, this newsletter will
have a monthly "report card" monitoring
each comic book company’s record on
meeting deadlines. In this first "report
card," | am sure that Image will receive a
very low grade, quite likely an "I." Will
this practice put an end to Image’s dead-

line problem? Well, it can’t make it any
worse. My mail order service has quite an
extensive client base and it is possible that
this could influence Image to give thought
to taking steps toward solving the prob-
lem,

I would like to suggest that you adopt
this type of "report card" into your maga-
zine. Tell us which companies are doing a
good job of meeting their deadlines (there
have to be some, don’t there?) and which
companies are not (can we all scream,
"Origin?"). The software companies
seem to have a healthy amount of respect
for your magazine (c.g. your "Top Adver-
tisement" contest) and perhaps, a "report
card" as | have suggested could lead them
to think twice before announcing a game
for August of 1991 and, perhaps, deliver-
ing in March of 1993 (Strike Commander).

[ understand the points you have made
about how some of the problems that lead
to "vaporware" are hard to control. How-
ever, one point you made no longer "holds
water." | believe that you once stated that
software companies did not foresee the
incredible increase in time needed when
switching from 16 color EGA graphics (o
256 color VGA graphics. At the time you
made that statement, there was no doubt
that it was true. Shouldn’t companies be
aware of the time needed for extensive
graphics by now? What was the last game
to come out that didn’t support VGA
graphics?

Many articles have been written about
what will cause the demise of the com-
puter game industry. Software companies
tell us that if something isn’t done about
piracy, there will be less and less software
available. The solution for piracy is just
around the corner with CD-ROM sofi-
ware. As a consumer, though, I have a
different view about the demise of the

Computer Gaming World



2 ZONC Ay

'Ou name 1=
n. Link any samd
manually, even i
ich hard disk. No n
ur files up to date! Sy
n a schedule you defi
background anytime y¢
ers from the simple Fi
ting features to automa
e, location, name, file
: u:piul files, lets yo
ed since the last sy
:p one or both versg
nsparently ges

The Tinies are mischievous, hairy
_ beings from the planet Sklumph.
Cute but unruly, the Tinies are
messy creatures whose higlmsl
cultural achievement is
the prncilcul ioka. Aml :

Nare —

o5 and alerts

Jeio {solutic

of TREID o.: epl’s; S.A wnthly, or in th '

ILLT files
pnwul

and fol
ul serif

hbination of da



industry. I feel that if companies don’t
stop: 1) promising software in June and
delivering it in December and ii) releasing
software that hasn’t been tested properly,
I soon will find something else to occupy
my time and abandon computer games
entirely.

I understand that you must walk a "finc
line" when trying to satisfy both your sub-
scribers and the software companies
which provide fiee software for you to
review. Please consider my recommenda-
tion; if'anything, it could possibly make us
frustrated consumers feel a little better,

Joe Ankenbauer
Council Bluffs, IA

Although I'm more inclined to purchase
a comic because it is written by Roy
Thomas, Len Strazewski, Steve Miller or
Mark Waid than because it is pencilled by
a particular artist, I agree with your anal-
ogy and the implied concerns. However,
the reason the sofiware industry pays ai-
tention to CGW's "Top Ad" awards and
monitors owr game ratings so closely is
because these are not arbitrary ratings
assigned by the editorial staff. Instead,

they represent the aggregate opinion of

their existing and potential customer base.

So, we have decided to let the readers
grade the sofiware publishers on their
timeliness. By responding to the CGW
Poll, readers can have their say and we
will print the results in an upcoming edi-
torial. Then, we will follow up with a new
“report card" every six months or so.

Late, But Not Ignored

We received this delightful pastiche af-
ter our informal contest had been adjudi-
cated. However, since we had 1o read i,
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we thought our readers should have (o do
so, as well --Ed.

Randy on the Mat
by Randy King (with apologies to Ernest
Lawrence Thayer)
The outlook wasn't brilliant
for a tour of duty that day.
I'd barely survived m( twenty-fourth
with but one mission leff to play.

I'd spent months building wing men
each with a very high score
Plus, I've “almost" completed this tour
seven fimes hefore.

In honor of the occasion,
I've decided 1o dress the part.
I've donned my "Big War" surplus
hefore | sit down fo click start.

With "Mae West" inflated
and cap in a fifty mission crush,
| just look plum beautiful.
| might even have fo blush.

The headphones from my Ad Lib
add character to the scene,
And the RAF blue blozer
makes me look real "mean.”

Sounds of battle fill the air
from my stereo hi-fi amp.
Since I've been fighting for twenty minutes,
my clothes are really damp.

You see, I'm about to buy it
and the sweat is really rolling
'cause my heart is doing warp eight
and the adrenaline is overflowing.

A pesky Bf 109 is floating high while
two Focke-Wulf's are chewing up my tail.
He's waiting for my one mistake,

50 he can pounce and drive the final nail.

The cockpit's full of holes, and
all my gauges are well into the red:
Except the RPM, of course,
'cause my engines are nearly dead.

Quickly | assess the situation,
and come up with a plan —
Slow roll, split S, shallow dive toward England
and a nice soft place to land.

I grip the stick and as | begin
executing that decision,
I'm jarred by a little hand, and a voice that says,
"Daddy, can | fly a Mission?"

Dramatic Pause

Twas but « moment's hesitation
as | gave him a loving nod,

But it broke my concentration
as | fought to save my bod.

And now I pull the nose up,
and now | push it down,
And now the air is shattered
by a terrible, dreadful sound.

Longer Dramatic Pause

0h, somewhere in ihis favored land
the sun is shining bright.
The band is playing somewhere
and somewhere hearis are light.

And somwhere men are loughing
and somewhere children jump;
But there is no joy in A-B-Q —
for Randy has blown up.

About The Author — I'll be 49 in Janu-
ary and have decided that when | grow up,
[ want to be just like the kid in the movie
"Big." In the mean time, 1 work at a na-
tional laboratory and design and develop
real weapons for real wars. They let me
blow things up and shoot things down sled
tracks and even drop them out ofairplanes.
For doing this, they give me money. Suck-
ers! 've attached a photograph taken just
before this historic mission. Well, maybe
not this exact mission.

Randy King
Albuquerque, NM

So, come on, Randy! Who took the pic-
ture? We know your wife and children
must have left you missions ago.

No More Girly References

| take offense at B. Walker’s final line in
the Wolfenstein 3-D review. "Girly-
ecamers?" | am a girly gamer,

Jennifer Landon
Baltimore, MD

We confess to overusing the "girly
gamer" line (twice in #1102 and once in
#103), but would like to protest that sev-
eral of our readers did not understand the
reference to Saturday Night Live s preten-
tious body-builders, Hans and Franz, We
used the satirical phrase to exaggerate the
masculine qualities of the games being
reviewed, but didn’t realize how many
readers we would have that would not
understand the reference. We normally
make a special effort to refer to gamers as
he or she in order to avoid the idea that all
gamers are male and we have several

Jfemale contributors to the magazine. So,

we aren 't really sexist, We were just guilty
of "flabby" editing. cew
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game, and two first class products from France, both of
which look to cause quite a stir...

Computer game ideas seem to be produced in phases. A couple
of years ago there was that entire regiment of tank simulations,
then a squadron of World War [ flight games, now il seems it’s
time for gladiators, cohorts and all things Roman! Two recent
releases will try to have gamers wearing the old laurel leaves; one
is Rome from Millennium, using a substantial revamp of the
engine used in their Robin Hood game. Rome should be available
as the reader holds this issue.

This month three titles hot from Europe, one British strategy

This month we'll have a peek at the other Roman product, which
is Caesar from the British wargaming specialists, Impressions.
Impressions is one of the busiest UK companies and is regularly
featured in these pages. This is not one
of their ‘Miniatures’ series, but is more
a cross between Sim City, Populous
and Civilization.

In Caesar, the player takes the role
of a minor Roman official in charge of
some little backwater town in the
Greater Roman Empire. One starts
building up their modest settlement,
and, as the population grows, must
build walls, aqueducts, baths and a
range of Roman structures. All is not
peace and happiness, though, and at-
tention must be given to protecting
one’s loyal plebs from the marauding
Barbarians. This creates the classic di-
lemmas of how to use limited re-
sources, making crucial decisions,
legions or butter, etc.

If players are successful in the local
province, they are promoted to a new region which provides a
tougher test. This continues until one gains enough prestige to
become the main man, the Emperor of the Roman Empire.

An interesting feature in Caesar is the facility to link with the
forthcoming Cohort 2 (a total rewrite of Impressions’ Roman-cra
miniatures wargame), allowing players to drop down into that
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product to resolve combat and then return to the more strategic
level of Caesar until another conflict occurs, much like the Inter-
locking Game idea from Omnitrend.

The graphics in Caesar are good, but the interface takes a little
getting used to. Fortunately, the whole game hangs together well.
There are a lot of these ‘god’ type games around, but Caesar
deserves to be considered one of “the (inest Romans of them all,”
Cuaesar is available in both IBM and Amiga versions.

On a different tack, but still with an ‘Empire” connection is the
gorgeous looking /nea from Coktel Vision. This graphic adven-
ture uses the legends of the old Peruvian civilization as its back-
drop, but then combines this with elements of space travel/combat
and a dungeon exploration game.

This all sounds a bit untidy, so here
is the basic storyline. In the late
1500°s the Inca’s knew their race was
on the way out (something to do with
those troublesome Europeans, rumor
has it). So, being the forward-looking
lot they were, these last ones tripped
down to Lake Titicaca and hid all the
secrets and Peruvian artifacts they
could in a secret place. This was be-
cause they had received this sort of
prophecy (they probably read it in an
early version of CGW) that the old
Golden one (had to expect that El
Dorado fella’ would pop up one day)
and restore the Empire, bring back
success and wealth, eliminate em-
ployment, cut taxes, etc,

Now then, the coincidence is that
the player gets to “become” this El
Dorado geezer and all he or she has to do is find three gems that
do all the business. Sounds easy, doesn’t it? Well yeeessss, bul at
the same time that old El Dorado was invented, so was this evil
alter ego type (Newton’s 10th Law — Conservation of Dualism?)
called Aguirre, and he’s pretty keen to grab these gems for his own
dark purposes.

LT3

Soits the o’ “you versus him,” in a treasure hunt for the goodies.
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The hardware in-
cludes a Wing
Commanderish
space ship, with
lots of quick and
fast combat. Other
areas have almost
an Ultima Under-
world feel, with
the graphics being
impressive
throughout.
Sound Board sup-
port is also of a
high standard with digitized speech (but no Roland support!!) and
some spectacular audio/visual effects (shades of Terminator 2 -
but Coktel has sworn me to secrecy regarding the details).

Inca

Due as you read this, /nca looks to be the best release yet from
the French outfit and should be well worth a look.

Yet more software from the other side of the Channel is the
atmospheric dlone in the Dark from prolific French software
house Infogrammes (previewed in issue 103). This is a scary
mystery/thriller set in the house known as Derceto. The owner,
Jeremy Hartwood, died a couple of days ago, supposedly taking
his own life. The butler (Ah ah, the butler eh? make a note of that,
‘the butler’) confirmed that his master had been suffering from
acute depression—exacerbated by his master’s attempts to deci-
pher the ancient manuscripts found in the mansion’s library, and,
in fact, was becoming so unhinged that he seemed to be convinced
that there was a presence in the house...

Derceto is now unoccupied (well, itis devoid of life), but strange

What Do PC Jet Jockeys Want?

Hair-Raising Sog

Death Defying N aneuver

Heroics
Victory
Reali

lights appear in the house at night, eerie noises are heard, and the
player’s character is strangely compelled to go to the house, to
enter its forbidding domain and to be...Alone in the Dark.

This is a delightfully sculptured piece ol software, combining all
the best aspects of gallic imagination and flair, but for once
possessing (a bad choice of words) real playability. The graphics
are superb, with probably the best use yet, in any PC adventure,
of weird and unusual camera angles—many in the best Alfred
Hitchcock tradition. The animation is by way of filled polygons
set against bit-mapped b;u.kblounds and creates yet another inter-

- esting variation
on the 3-D
theme.

The atmos-
phere is laut—
there is a real
sense of men-
ace—Ileaving
all previous
‘horror’  type
games in the
graveyard. US
distribution
will be handled
by Interplay, so keep your eyes out for this one, if you dare play
it with the lights off!

Alone in the Dark

Finally, lots of noises and rumors from Lemmings creators
Psygnosis about a couple of new products. No hard details as of
yet, but word has it the PC version of Armageddon is due, plus
something about Tomatoes (fruit or vegetable?) and something
else about Creepers????? cew

WCS " (Throttle)
Used in conjunction with
your joystick

RCS"(Rudder Pedals)
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The world of shareware

must admit that I have always experienced a certain propensity
toward arcade games with a stellar motif (a favorite of my wile.

Millie. as well). Between us. many quarters surrendered their

lives to the likes of Galaga. Galaxian, Robotron and Defender.
So. this month [ am devoling Best of the Rest (o u [avorile genre
of shoot’em ups. Don your blasters and m: ty the Foree be w ith us

all.
Defender Meets Asteroids

Many Defender and Asteroids clones have hit the commercial
and shareware markets on the Amiga since its release, ranging in
quality from mediocre to excellent. Most shareware versions [ am
familiar with occupy the former category. However, until now, |
had not seen them combined into a single game, and certainly not
of the quality exhibited in Cybernetix: The First Bastle |Amiga RT
#17436].

ENTERING SECTOE.

Cybernetix, by Vision Software of New Zealand. is one of the
most unique and classy shareware offerings [ have seen on the
Amiga in recent months. As indicated. it combines clements of the
classic games Defenderand Asteroids. Like the latter, large cosmic
particles cross the screen from top to bottom (and vice versa),
exiting one edge of the screen and reappearing on the other,
Destroy these astral rocks and they will often leave small blue
crystals that increase the player's score when collected. As in
Defender. primary ship movement and waves ol alien attacks take
place horizontally across the screen. Delay too long in clearing a
sector and an Assassin will appear to destroy one’s ship. When a
sector is completely cleared, the player is advanced to the next.
All this action combines 1o make an enjoyable and very addictive
game.

As with many overseas programming teams, graphics and
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Totally
Spaced-Out

by Chuck Miller

audio are excellent. Animation is smooth and fast. The asteroids
even appear (o be rotoscoped, rotating as they travel through space.
Music is among the best | have heard in Amiga games, providing
a throbbing, upbeat backdrop to game play. Digitized audio is
incorporated for a computerized voice which informs the player
of game status. The whole package comes across as what one
would expect in a true coin-op product. As such. all documentation
is provided on-line.

Cybernetix: The First Battle is an excellent offering that cven
the novice gamer will enjoy. It requires a joystick and runs on all
Amigas, including accelerated systems. As a shareware game, a
fee of £5 is requested (approximately $8-10.00 U.S. depending on
exchange rate). To register Cybernetix send the required amount
LO:

Vision Soltware
Unit 10, St. Kevins Arcade
Karrangahape Road
Central Auckland
New Zealand

A Case of Overkill
Those with fond memories of vertical scrollers like Alpha
Mission will find a nostalgic cord struck with Epic MegaGames’
(yes, another release from this prolific group) OverKill |[IBMPC
RT #31042]. OverKill, created by Ste Cork and Tech-Noir Pro-
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ductions. provides the MS-DOS gamer with that tried-and-true
multilevel, vertical scrolling action experienced in many arcades
and courtesy of numerous game consoles. As usual with this type
of zame, [)ILLIHIUI‘I dIllJ [)dllLIlCL‘ dare TL[|LII'IL(i

Once again, some race of evil aliens (and how many do not fall
into this clagsification?) have wreaked havoc, this time destroying

Computer Gaming World



the player's home world. As the last of one's race and out for
revenge, the player must battle his or her way through six massive
levels packed with danger (freeing six planets in the process) and
destroy the aliens’ heavily armored Battle Star at the end of the
sixth level. Dangers the player will face include meteor storms,
space fortresses, hideous creatures and ships ol incredible power.
Fuel and weapons are limited. but can be collected along the way
by picking up pods jettisoned by alien crafts and creatures de-
stroved during one’s journey. Those lucky enough will be able to

construct the ultimate battle cruiser, a craft of immense fire power

readied for the final baule. Though OverKill only sports EGA
graphics (even in VGA mode). it still provides a graphically

T FIGHTER }um:vmm
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attractive package. Music and sound effects are also handled
capably. As indicated above, however, play is difficult and re-
quires persistence and a quick trigger linger. As aresult, those who
like challenging play will feel right at home in the coc kpit of this
quality arcade blaster.

OverKill requires CGA, EGA or VGA graphics, 512K RAM
and DOS 3.0 or later. Support is provided for joysticks and for
Sound Blaster and Ad Lib compatible sound cards. The shareware
version includes the first two of six planets, while a registration
fee of $30.00. plus $4.00 shipping and handling obtains for the
player the full six planet version, including a hint sheet and cheat
code.

Those who would like to take on yet more hostile alicns in a
tough but playable game should send their registration to:

Epic MegaGames
10406 Holbrook Drive
Potomac, MD 20854

or call (800) 972-7434.

Epic MegaGames also runs a BBS which can be reached by
modem at ("a(}\) 365-2359 (2400 Baud). (308) 363-9825 (‘J(}UU
Baud) and (308) 363-9668 (144K Dual HST). Shareware versions
of all their games are available for downloading.

Climbing the Walls

Many gamers are familiar with Apogee Software because they
distributed Id Software’s ground-breaking Wolfenstein 3D, Oth-
ers are well acquainted with the company’s Commander Keen
series. However, much less publicized, but still every bit as enjoy-
able (and definitely more lighthearted than Wolfenstein) is their
clever and cute Cosmo's Cosmic Adventure |[IBMPC RT #27891 .

This especially playable and extremely addictive arcade quest
features a cute little green alien (a friendly one for a change) by
the name of Cosmo (who resembles a cross between a [rog,
chicken and kangaroo) with the unique ability to climb walls with
his red. suction-cup hands. [t seems that Cosmo and his parents
have been stranded on a strange and dangerous planet. Unfortu-
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nately. Cosmo’s parents have been carted away to serve as reluc-
tant hors d’oeuvres for some cannibalistic alien feast. Cosmo,
accordingly, must find and rescue them belore they end up as part
of an alien smorgasbord. At his disposal, Cosmo’s only resources
are his unique suction-cup hands, bombs accumulated along the
way and the ability to “stomp™ his opponents into submission.

Graphics are good even though they are of the EGA/VGA
variety (I would like to see Apogee upgrade to true VGA in future
releases), with animation and screen scrolling as smooth as usual.
The soundtrack is quite an upbeat affair lending an appropriate
comical flair to play. Sound effects, though, are little more than
generic boinks and beeps. Nonetheless. those who enjoyed Coni-
mander Keen will find Cosme much to their liking, as will the
player who takes pleasure in a good, side-scrolling platform game
with a high degree of cuteness. [t definitely offers hours of pleasure
without excessive destruction,

Cosme's Cosmic Adventure requires CGA, EGA or VGA
eraphics and a 286 or better PC compatible, with support provided
for joysticks (including the Gravis PC GamePad) and Sound
Blaster and Ad Lib audio cards. The shareware version includes
episode one. To register Cosno and obtain all three episodes, send
$35.00 plus $4.00 shipping and handling to:

Apogee Software
P.O. Box 476389
Garland, TX 75047
(800) 426-3123

Powering Down the Enomes

Well, “space™ has run out once more even though shareware
continues to appear in stellar proportions. Unfortunately. con-
straints allow me to only comment on the most exceptional titles
that cross my path each month. So, it goes. Until the next time,
enjoy and great gaming to one and all!

Send Us Your Best

I you have authored a shareware or public domain game and
would like to have it considered for review in this column, please
send two complete copies (preferably on 3.5 disks) to: Best of
the Rest, ¢/o Computer Gaming World, 130 Chaparral Court,
Suite 260, Anaheim Hills, CA 92808.

Games reviewed in Best of the Rest are available through
numerous distributors of shareware and public domain soltware,
as well as on many national and private telecommunication sery-
ices (GEnie RoundTable locations and file numbers appear in
brackets). I you do not have access to these services. you can, in
most cases, write or call the game developer for an evaluation
copy. cew
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When You’re Odd,
The 0dds are With Ynu

by Alan Emrich

Aller last issuc’s holiday sentimentality
and the previous issue's interview with
Roger Keating, it is time to lay out some
navigational beacons for issues ahead, and
deal with issues ol the day. Before we get to
the heart of this editorial, however, let me
share that, soon, I'll be locking down the
details for the first Computer Wargaming
World inter-network strategy gaming chal-
lenge. While details will be forthcoming, 1
will let you know thal the game selected for
the first competition will be Empire Deluxe.
Yes, an official “CGW Tournament Sce-
nario” (custom designed by yours truly) will
be included in the finished version of the
game. Again, details will likely be included
next issue.

[ was recently asked why I didn’t just write
an editorial to open the Computer Wargam-
ing World section each month rather than
using different types ofarticles as my textual
schwerpunke, 1t is my purpose, within this
introductory space, to bring gamers enough
news, personalities and opinions to stir their
interests and passions. While half the time
this column sounds of my voice (as echoed
from high atop whatever soap box I happen
to be perched upon at the moment), the rest
of the time I try to glom onto some fascinat-
ing tidhit or another and share it with you. It
might be a brief, to-the-point interview (as
we've done here with White Wolf Produe-
tions and Roger Keating of S8G), an ex-
change of electronic mail (such as Jim
Dunnigan cxchanging notes with Chris
Crawford on the demise of “wargaming as
we know it") or even the occasional op-ed
picce [rom the likes of our own wargames
editor, Evan Brooks. In every instance, |
strive to keep our readers informed (and,
occasionally, entertained).

In other words, think of the news, tidbits
and interviews as ranging shols, the harder-
hitting editorials as broadsides and the
“mow-"em-down,” passionately-felt per-
sonal comments as gripeshot preparatory to
an editorial “call-to-action” (boarding par-
ties, as il were, in which we expect our
readers to participate and play their part as
the swashbuckling scourge of our hobby
which they are).

Noticing A G.A.P.

Aller reading our article on the GAP
(Game Assistance Program) for Avalon
Hill’s boardgame Advanced Squad Leader,
many of you plugged into the GEnie nct-

work in an effort to download it. Surprise,
it’s no longer there! According to Scorpia,
who runs the area of GEnie where this GAP
was archived:

“At the request of Avalon Hill, we [GE-
nie] have pulled the program from public
access. This was done shortly alter the pub-
lication of Computer Gaming World #102,
which featured an article about the utility.
To those of you who have looked in vain for
the file, our apologies for the inconvenience.

“Avalon Hill plans to bring out a similar
utility for ASL some lime in the future. Any
question about this program, or the ASL-
GAP utility matter, should be directed to
Avalon Hill in this topic...”

So, the Games RoundTable, Category 21,
Topic 6 from message #210 on heated up
with a bit of animosity toward the venerable
Avalon Hill Game Company. While we're
sorry for the flap our review caused, and this
has been expressed to AH's Jackson Dott,
our position is that we don’t make these
programs, we just review what we think will
interest our readers. Frankly, we would fove
to see an “official” ASL-GAP, but no such
product has been formally announced yel, so
we don’t anticipate a release in the near
future.

Qutlaw Wargames and
Only Outlaws Will Have Them

Finally, beware of burcaucratic “public do
gooders.” I’ll let Johnny Wilson score the
touchdown in his editorial concerning the
banning of lead minatures in the state of
New York and the anti-war toy propoganda
on the news and in the recently released
movie Toys. Let me toss the ball to him,
though, with this story:

A wargaming [riend ol mine, John Leggat,
whom [ see faithfully at gaming conventions
(both regional and national), ran into his
own small battle with “public decency.” His
wife tried to get him the ultimate Christmas
gift, a vanity license plate from our own state
of California with (what else?) WAR-
GAMR imprinted on it. Well, the state re-
jected itas being “tasteless and derogatory.”
Funny how Madonna’s Sex book and Ice T°s
Cop Killer album are so passionately pro-
tected here, but wargaming isn’t. Who else
remembers the controversial op-ed piece
from the carly days of Fire & Movement
magazine entitled The Wargamer as Nig-
ger? What a world.... cew
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Machiavelli Designs presents the PC version of:

New Wovld Or

Need an Opponent? Pick One!

When:  World War 11 (1939-45+). Choose from scenarios or the campaign game.
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by M. Evan Brooks

INAME: Point of Attack

SYSTEM: IBM Compatible

HARRD DISK SPACE: 1.3 MB

GRAPHICS: EGA

H PLAYERS: ] _

PRICE: = 554,95 (plus $0.00 shipping/tandling)

5 Imail order only: specity disk sizel
PROTECTION:

¢ Documentation Look-tp
DESIGNER: Scolt Hamilton
PUBLISHER: HPS Simulations
POy Box 3245

Santa Clara, CA G5055:3245
(408) 554-8181

Introduction

Point of Attack (POA) is a simulation of
modern tactical combat in the Middle East
that accurately represents battalion/task
force operations on the contemporary bat-
tleficld. Designed and marketed by Scott
Hamilton, it is a “traditional” wargame
with all the implications thereol. A de-
tailed simulation, it is not a game per se,
but rather a product which could casily be
utilized by the Army’s Command and
General Staff College.

Its strengths are the detailed interrela-
tionships between combined arms on the
modern battlefield. The work that has
gone into these parameters is obvious.
However, its weaknesses are thal it is nol
a “state-of-the-art” computer simulation
— sound support is minimal, graphies are
EGA, user input is via keyboard only and
it is very slow in execution.

For those familiar with Alan Zim’s Ac-
tion Stations (a detailed simulation of na-
val tactical warfare from 1922-1945),
however, Scott Hamilton's Point of Attack
may well be the modern land equivalent.

Plain Brown Documentation

There is nothing fancy about the docu-
mentation — plain vanilla may best de-
scribe the contents. The manual is 65
pages of “how to play™ coupled with an
additional 19 pages of appendices detail-
ing weapons systems, formations and de-
scriptions of the five “built-in™ scenarios.
This is not to say that the manual is vague.
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WHAT'S YOUR POINT ?

HPS Simulations’ Point of Attack

i
A
MODERN TACTICAL COMBAT ¢
IN THE MIDDLE EAST

&G

A succinct description of combined arms
tactics and the battlefield is provided, and
the user will be able to grasp the finer
points. However, I would suggest that a
casual gamer might well find himself lost.
A basic understanding of military capa-
bilities is recommended and prior military
experience will prove useflul.

While additional scenarios may be eas-
ily designed, a “Map Builder” add-on is
available for an additional $15. This al-
lows the user (o customize a map rather
than playing on a semi-random geo-
graphic location.

A TEC (Terrain Effects Chart),
unit/weapon symbols and a very detailed
weapons characteristics chart completes
the documentation. The documentation
makes it clear that POA is a descendant of
Avalon Hill’s famous board game Squad
Leader — even down 1o having “broken”
and “berserk™ units (although the unit of
maneuver is actually more comparable to
Panzer Blitz). Hence, board wargamers
will find the system very lamiliar.

The manual details how 1o play, but a

tutorial would have been appreciated. Un-
like most wargames, the potential of artil-
lery is emphasized. Both “on-call” and
“PPD" (pre-planned) artillery fires are
available and essential Lo success in com-
bat. These, together with counter-batlery
fire, must be plotted with variable delays;
nothing will ruin your day faster than ad-
vaneing into an area only to be hit by
“friendly lires™ — an incident which is all
too likely to happen — even in reality.

Visual and Aural
Target Acquisition

The graphics are minimal. The visuals
may be seen from a strategic map over-
view (10x18 km) or a detail map
(2000x3400 m). Unit appearances may be
described as “functional.” Combat reports
are historically limited, and often results
are described as “probable” casualties.

I graphics are minimal, sound support
is less. Only the inherent PC-speaker is-
sues forth its occasional bleats and bursts
of combat. But then again, would better
rendered explosions make that much of a
difference?

Keyboard Tactician

All game input is via keyboard. Each
unit must be individually accessed and a
series of keystrokes will suffice to setit on
its way. Among the decisions that the
player must make are facing, [iring on the
move, priority ol fires (headquarter units
versus combat units), rate of fire, smoke,
speed, etc.

Random scenarios are created from the
boardgame antecedents. Lach side re-
ceives so many unit “points,” and the
player can mix and choose his own combat
task force. Depending on the size of the
scenario selected, a task force can range
from 20-60 units.

Nationalitics  represented  include
American, Sovict, British, French, Isracli,
Syrian, Egyptian, Jordanian, Saudi, Ira-
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nian and Iragi. Scenarios may be designed
as offensive, defensive or meeling en-
gagements. Foree capabilities may be
modilied as the player wishes, and include
air superiority, communication
(ECM/ECCM  (clectronic  countermea-
sures/  electronic  counter-countermea-
sures. i.e. jamming)), morale and ammo
supply. The errata (version 1.1) notes that
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rounds are assumed to be optimal. Thus. if
a tank were to fire its basic load (40
rounds) at armored targets, all the rounds
would be considered to be Armor-Pierc-
ing. For more realism. the designer sug-
gests reducing the ammunition load to
40-60% of normal. While the unit would
run out ol ammunition faster, the overall
elfect would be to more accurately simu-
late the results of the “basic load.”

Target selection may be automatic or
manual. More importantly, targets are se-
lected by impact side (front, side, rear,
top). This reflects the strengths and weak-
nesses of armor and emphasizes (lanking
operations to defeat the weaker rear armor.

Input is nor automatic. Each order has its
own delays, and orders which looked so
attractive when input can become obsolete
when ready to execute. Thus, one should
expect the confusion of battle and he who
responds most flexibly will be the victor.

Game Play

Game play emphasizes a proper alloca-
tion of combined arms. Weapons systems
range from laser-guided to conventional
and, when one adds smoke, minefields,
improved positions and limited visibility
(due to weather/time), the modern battle-
field seems to be accurately recreated.

The first scenario ("Desert Storm™) is
the only one with units already deployed
on the map. It is a good learning exercise.
Other scenarios include “Golan™ (Israel-
Svria, 1997), “Along the Shatt Al Arab”
(Iran-Iraq War), “Grab for the Oil” (Iraq
does not stop with Kuwait), “Stab in the
Back™ (Iran invades lIraq after Desert
Storm).

Perhaps the largest problem facing POA
is the scale. Task force level games (with
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units representing individual squads and
platoons) often force the player o over-
control his forces. A brigade/battalion
commander will issue orders (or “com-
mander’s guidance™) to his forces, and
they will execute the mission. Here, the
player both decides how to execute the
mission and then drops down 1o lower
levels to actually implement the task.

Is this realistic? Of L()LII‘-L‘ not, but what
are the alternatives? 88G’s Buautlefromt
system was an attempt to restrict the
player to the proper level ol command.
However, the Al often attempted imple-
mentation in “less than optimal™ methods.
Even more importantly, wargamers are
notorious for micro-management — they
want to handle all decisions. Thus, POA
clearly caters to these desires.

Game play, however, is slow. While
turns reflect a period ol one minute, user
input can take up to twenty minutes and
actual resolution is similarly slow. This
can become frustrating as one waits 1o see
how a combat plan develops, but even
reducing the combat reports to minimal
time still requires patience by the user.

In the “canned” scenarios, one can only
play one side. Unfortunately, there is no
provision for “zero™ players. This re-
\'iC\\-’CF cencourages (ICHi}_.‘.IlCI'S Lo ll”(]\\-’ i
“zero” option: it provides a ready tutorial.
When I discussed this with Mr. Hamilton,
he responded that he felt that a “computer-
vs.-computer” option only aggravates the
failings of the Al. While this is true, a
“zero” option also allows the player to
aain a basic understanding of what is hap-
pening and possibly. w hat should be h: 1p-
pening. An even more important
consideration is as a teaching tool device.
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This simulation could be a valuable tool in
a military environment (Command &
General Staff College, the Officer Ad-
vanced Schools, or even a CPX (Com-
mand Post Exercise)), but with limited
time, one could not use it in class. A “zero
player” option would allow the students to
see the program in action and interest gen-
crated thereby could encourage them to
attempt it in an “after hours™ program.

Perhaps POA’s greatest strength is user

support. The dulune: plans to continue
updating his dcmgn. and user input is wel-
come. When this reviewer noted that ar-
mored vehicles in the desert were not
creating dust clouds, the designer re-
sponded that he had initially included this
combat obfuscation, but had deleted it
from the final product because it created
too much “map clutter.™ A day later, a
revised product arrived in the mail: Mr,
Hamilton had reflected that the visual
denigration was more than offset by the
combat reality and was now mn.lLl(hng the
“desert dust” option to all registered users.
All future upgrades (including a VGA op-
tion and mouse input) will be provided at
coslt Lo the user.

b m r-"ih" i

The designer is willing to respond to
customer requests. Thus. POA is capuable
of growth. While it will never achieve the
commercial success of a MicroProse or
SSI release, it validly fills a niche in the
marketplace.

With a simulation at this level, it is dif-
licult to offer concrete tactical guidance.
Small unit tactics are so much more situ-
ationally dependent than operational or
strategic operations, But one should care-
fully examine the ranges and lethality of
his weapons systems and those of his op-
ponent and seek maximum advantage. If
your stand-off capability is better than
your opponent, engage at maximum
range: if less, seek to close and engage as
rapidly as possible.

A Hint of Grognard

Point of Attack is much more of a simu-
lation than a game. Designed and mar-
keted by the designer. it lacks the bells and
whistles of contemporary game design.
Yet. it makes up for the lack of visual
appeal by its detailed rendition of contem-
porary combat, For the casual gamer or
one entranced by graphic capabilities,
POA would be of little or no interest: for
the grognard or serious student of the
modern battlefield, POA becomes virtu-
ally mandatory. cew
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A Flight Into the Hypothetical
With Dynamix’ Aces of the Pacific

Expansion Disk

TITLE: WWILE 1946

SYSTEM: 1BM

PRICE: $39.95

DESIGNER:  Damon Slye.

PUBLISHER: Dynamix/Sierr
Coarsepold, CA

he decision to end World War Il with
I a nuclear punctuation point was not
an easy one. It came after a lot of
deliberation by American statesmen and
soldiers on the likely outcome of a more
conventional invasion of the Japanese
mainland. What if the decision to drop the
bomb had been different? What il the war
both on the ground and in the air had
continued into 19467 Aces of the Pacific:
WWII: 1946 soars past history into the ul-
timate “What if?”

In this “What if?” the war wages on
throughout 1946 as massive land forces
struggled to gain control of the Japanese
homeland and each nation’s aircraft
fought for control of the sky. During this
period of time, new aircraft that were in
development in 1945 would have reached
operational status and would have played
a role in both country’s war efforts.

WW1I: 1946 brings seven new aircraft to
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by Doug Fick
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the Aces lineup: the F7F Tigercat, F8F
Bearcat, F2G-2 Corsair, J7W Shinden, Ki-
83. and the first of each nation’s opera-
tional jets, the P-80 Shooting Star and
Japanese Kikka.

The F7F Tigercat had the early earmarks
of a standout performer, Fast and highly
maneuverable, the aircraft would have
been a match for anything in its day. The
IF8F Bearcat was the answer to the engi-
neer’s question, “What if we put this huge
engine into this tiny airframe?” Horse-
power to weight ratio in this little fighter
was incredible, and even today a modified
Bearcat holds the piston powered speed

record. The F2G-2 Corsair was the natural
outgrowth of more powerful engine tech-
nology applied to an already proven air-
frame. The straight winged P-80 Shooting
Star was the first operational jet the U.S.
fielded. While not blindingly fast for a jet,
its straight wings gave very good turning
performance,

Less is known about the Japanese air-
craflt as each was in only the early stages
of development at war’s end. Early proto-
types were taken to the U.S. for evaluation
and surprised many of the test pilots that
flew them. The I7W Shinden was one of
the first canard equipped aircralt; so de-
signed to destroy the American heavy

bombers that were ravaging lapanese cit-
ies. This unique aircrall can be confusing
to fly against at first because it seems to be
flying backward with the tail in front of the
wing. The Ki-83 is truly akiller. It"s a twin
engine design very similar to the U.S. Tig-
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ercat and its firepower and overall per-
formance is awesome. The Nakajima
Kikka is the Japanese version ol the Ger-
man Me-262.

With the addition of the new aircraft
comes a whole new campaign starting in
late 1945 and continuing until the hypo-
thetical land invasion is resolved. Addi-
tionally, players who had pilots retire at
the end of the Aces of the Pacific campaign
can recall these war veterans to once again
defend their nation over the skies of Japan.
While the dates, aircraft and aces have
changed, the missions provided for career
play are the same as in Aces of the Pacific.
Along with the career options, several new
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available!
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A8 5 Authentic weapons
A go% | capabilities with
A authentic combat
- results.,
1 Unmatched detail

o down to individual
rounds resolution.

Over 100 weapons
from 11 nations.

Set in the volatile Middle East, Point of Attack operates on
a platoon-section level. Create custom engagements, or
explore one of the five scenarios. Features night combat,
adjustable weather conditions, morale and other intangible
factors, advanced artillery, and lots more.

The most realistic PC tactical comhbat simulation

Requires an EGA display and at least 512K of RAM.

‘historical scenarios” have been writ-
ten, and all the new aircraft and aces
are available for single mission
flights.

What sets WWII:1946 apart from
Aces of the Pacific (which is required
to play 1946) is the first look at jet
combat. All of the newly added air-
craft are far more powerful machines
than their predecessors included in
the Aces game, but the jets are a
whole new breed of combat aircrafl.
With top speeds nearly 100 miles an
hour faster than propellor driven air-
craft, air combat both with and
against jets takes on a more high
speed style of hit and run.

Taking my jet and ripping through
my opponent’s piston-powered pugi-
lists gives me a nice sense of power.
Of course, trying to mix it up in a
close-in furball while flying a jet
changes the story, especially with the
Kikka. This plane is so slow in roll
response that the only real way to
fight with it is to keep the speed up
and slash through the opposition. At
low speeds and high g’s, the advan-
tages of jet propulsion are wasted and
propellor driven aircrall once again
reign supreme.

Even though I thoroughly enjoyed
flying the new machines presented in

WWII: 1946, 1 left the program feeling that
more could have and should have been
included. The Red Baron Mission Builder
(RBMB) did for Red Baron what 1946
does for Aces of the Pacific, added aircrafl
and aces, but the Red Baron add-on pro-
vided a very powerful mission builder that
brought new life to the program. Without
anequivalentin WWII: 1946, the Aces add-
on should be considered more of an air-
cralt expansion disk, like those for the
LucasArts SWOTL system, than any sort
of program addition. It serves as a nice
add-on for devoted Aces fans, but is not
essential to enjoying a game that is already

Take ANY board
wargame and play it
on your PC,

Play-by mail or
modem.

Save floor space and
playing time.

Mouse optional,
$54.95 IBM only

Create colorful maps, up to 30,000 hexes, by using the
drawing editor to design terrain and units. Multiple
user-defined zoom levels. Permanently save game set-ups
as well as turns including movement and combat for later
review/replay. Compatible with all game systems,
theaters, scales and eras. Design your own game.
Imagination is your only limit.

Requires a hard disk, VGA display, and ai least 600K of RAM.

$79.95

Available only by mail.
Please add $4.00 shipping and
hundling.

Mail checks/money orders 1o:
HPS Simulations, P.O. Box 3245
Santa Clara, CA 95055-3245

CA residents add state sales tax.
Please specify disk spec when ordering.
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TITLE: Battles of Diestiny
SYSTEM: B8
PLAYERS: 14
PRICE: §59.95
GRAPHICS: EGANVGA
SOUND; Sound Blaster, Adlib
PROTECTION: Documentation Loak-up
DESIGNERS: Several Dudes Holistic Gaming
PLIBLISHER: QOF

Flemington, NJ

would be to say: “I you liked Em-
pire you'll love Battles of Destiny.”
Battles of Destiny (BOD) plays, in fact,
as though an Empire fan-club had put their
heads together and revised the basic game
system to include every bell and whistle
anybody had ever wanted to see in the
original game. The resulting hybrid is not,
therefore, as much of an “original” game
so much as it is a very classy variation on
some classic wargaming themes. It’s been
done so carefully, so lovingly, that one
tends not to even waste time debating
whether or not it’s a rip-off. After all,
Empire fans have been clamoring for a
new edition for years and if QQP hadn’t
published it, some other game company
would have, only probably not as well,

r I Yhe simplest way Lo review this game

09/ fand

BOD was not originated in-house at
QQP (it is the creation of an intriguingly
named outfit called “Several Dudes Holis-
tic Gaming”), but like all QQP products
issued thus far, it loads and plays
flawlessly and it looks great.

The basic premise of the game is just the
same as Empire’s: starting with one, two,
or three cities, the player begins producing
military units and trying to conquer the
world. Up to four human players may
compete or one player may fight up to
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by William R. Trotter

three computer enemies, Unlike Empire,
however, BOD's worlds are entirely vis-
ible from the beginning of play; if this
design choice takes away some of the
mystery that shrouded the first two-dozen
turns in Empire, it does give the player the
chance to start planning a coherent strat-
egy from the get-go. Twenty worlds are
included with the game, some of them
realistic and some abstract, obviously de-
signed to present bizarre strategic possi-
bilities.

There is a map editor program included,
too, which allows players to design their
own worlds (it functions almost identi-
cally 1o the Empire editor), but one still
can’t specify where one wants to start
when playing on a custom map. This is one
revision that the Holistic Dudes should
have included; otherwise, the map editor
adds considerably to the game’s replay
value,

There are 22 different types of units that
can be built and each production center is
rated for its industrial capabilities, from
level I to level 6. Instead of tasking cities
to churn out units right away, players can
“invest for the future” by building their
manufacturing capacity to maximum
value. This takes a long time, but once a
city reaches production level 6, it can

QQP’s Baitles of Destiny

crank out battleships in 18 turns, instead
of the poky 40 or so it takes in Empire.
Cities rated level 2 or higher can eventu-
ally build anything, but level 1-rated cities
aren’t good for anything except infantry.
Prolonged bombing or shelling can reduce
a city’s production level and heavily
fought-over centers are usually reduced to
their minimum when one captures them.

The variables of speed, range, and fire-
power — as distributed amongst the 22
unit types — are exquisitely balanced. In
addition to the standard types of weap-
onry, there are aerial transports (helicop-
ters able to carry one unit only, but very
useful for guerrilla raids and long-distance
reinforcement), hydrofoils, escort carri-
ers, tank destroyers (very fast but gener-
ally doomed when thrown against
entrenched infantry), frigates, and three
different types of transport.

One major distinction between BOD and
Empire is the importance of ranged fire.
Every ship larger than hydrofoils can con-
duct shore bombardment, but only battle-
ships can equal the range of land-based
artillery. Artillery range is up to six hexes
and each battery fires twice per turn. A
well supplied and dug-in artillery can
slaughter anything within range, and the
cunning deployment of shore batteries can
interdict shipping on vast stretches of
ocean.

Cities with a production level of six can
construct radar systems (useful to prevent
sneak attacks, especially by aerial trans-
ports) and use them to guide missiles. It
takes many turns to reach the missile-pro-
ducing level, but once there one can crank
out a missile per turn and launch as many
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of them as possible against land, sea and
air targets. The missiles are only accurate
about 40 percent of the time, but they pack
an Exocet-like punch and are fully capable
of sinking even a battleship. Missile-cities
are valuable for sealing off choke-points,

especially narrow  waterways, or for

guarding exposed island outposts.

There is a generous total ol nine diffi-
culty levels (the AT at the higher settings
is sadistically hard to beat) and one can
either “scatter” or “cluster” their initial
cities if one chooses to start with more than
one. There is no running cumulative total
of losses (something that should have been
adopted from Enipire for sure!), but after
each enemy turn the player receives a
quick replay of each engagement. The
player can elect to skip that and just get a

WANTED:
GAME DEVELOPERS

LookingGlass Technologies is a
computer game design house that
creates original role-playing games
and simulations; our well-known
titles include Ultima Underworld,
F22, and Car and Driver. We are
sccking talented and creative
individuals to join a team designing
next generation games. If you are an
outstanding project leader,
programmer, or artist, who wants the
challenge and satisfaction of
working on some of the best games
in the industry, please send your
resume and references lo:

CGW Ad
LookingGlass Technologies, Inc.
420 Bedford Street, Suite 320
Lexington, MA 02173
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Fulfilling Your “Destiny”
#—— Any city that is not in immediate danger of enemy attack should be put to work
increasing its own industrial production rating. Doing so takes that city off-line for
a frustratingly long time, but once it's reached Level 6, it can crank out units with
amazing speed. . _ PRI S BTN .
#— Hydrofoils make wonderful sea-borne cavalry. They're fast enough to outrun
anything big enough to hurt them. and powerful enough to sink enemy transports
with one strike. They're quick to make, and a roving squadron of two or three can
really wreak havoc on enemy convoy routes. One caution however: these little
boats are so fast that one has to be careful where one orders them to go. If the
mouse-arrow is one hex off and one inadvertently orders the hydrofoil into a coastal
hex, it will run aground and be destroyed. ' :
#—— When launching an amphibious strike against a heavily defended port, send in a
wave of empty transports to draw enemy missile and artillery fire, while keeping
the full transports just behind them. and close enough to land during that same turn.
The enemy will not know the first wave of transports is empty and will probably
expend most of its available firepower sinking them, leaving the player with a real
landing force intact and ready to pounce. : 5 e
&—— If the player is fighting two or more enemies, and finds he is consistently losing,
try using the “diplomacy™ option to make a truce with the least threatening foe.
Sometimes it works. It may not last, or course, but one may gain valuable breathing.
room, and time for one’s cities to increase their production levels. e g
& “Large" transports carry a lot, but they are slow to build and one may have to send
""" lot of small

~them to two or three ports to fill them up: Generally speaking,
transports will do more good than a handful of big ones. _
&= One good tactic for the early stages of a game is to “‘go deep” with aerial transports,
to the maximum range, if need be. then expand as rapidly as one can in the classic

“ink blot” manner. Even if the player doesn’t hang on to the farthest cities, he'll
disrupt his opponent’s plans; if he does manage to hang on to them. he can
systematically link up between each seeded area and, viola!, find himself control-

ling a good sized picce of the planet, e
#—— Don’ send tank destroyers against dug-in infantry without softening up the target
 first by air, naval, or artillery bombardment; one may lose the entire force if he

~does. On the other hand, tank destroyers move very quickly and are ideal for

exploiting breakthroughs or turning flanks.
#=—— A player can never, ever, have too much artillery Wi ans
&= Since carricrs busically act as refueling stations, players are usually

a half-dozen escort vessels r;t_lliér--t_h'an WO or three supe 1Crs

citer off with

statistical summary of losses, but one may Graphics throughout are superior: real-
miss spotling an enemy build up if one istic terrain, superbly crisp unit icons, ex-
does. cellent charts and graphs. Occasionally,
Some games, played on tight little maps, little animated windows pop out and show
are short and bloody: others, such as the bits of combal (including one startling ba-
one I started on Thanksgiving Day and zooka attack scene in which one soldier
finished on December 6, are epic conflicts gets his brains blown out!) but one can opt
in the best Empire tradition. to shut them off if they become irritating.
The game is perfectly playable by key-

board, but the mouse interface is so
friendly it practically purrs. Movement
and combat are handled by simple point-
and-click routines, and there are pull-

COMPUTER WARGAMES

Historically Accurate...Easy To Use
For IBM™ PC and Compatibles

BIG THREE 1a GRANDE down menus for just about any function
(V 2.01) ARMEE one might wish to perform, including the
WWII Strategy Game | |Napoleon's Campaigns establishment of regular patrol routes for

Seven Scenarios, Map
World-Renown
Hard Drive Required
European Theatre

Seven Scenarios, Map
New Release
Challenging, Intense
Austerlilz to Waterloo
525 Each. Send check or money order to:

SDJ Enterprises, Inc.

aircraft and naval units.

In short, Battles of Destiny is seductively
easy-to-learn and quite addictive to play.
As a fan of Empire, it was natural that |
would become obsessed by Bartles of Des-

lssli)spmn\\_mlnltcn B14) 9665602 tiny. 1 would be surprised if this were not
awn Valley Dr, i ’ > -t J f e Ay g
P et Evenings Only true of most Empire devolees. cew

Specify 3.5" or 525" disk
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E he ancient Solian lands have new arrivals: weapons and magic—and, most of all, their wits—to

Monsters of the Bl;ghtl survive and defeat the Bllghtl

The Blight is consuming the ancestral homes of _ Delightful 256-color graphics, glorious music and
the elves and humans, halflings, goblins and orcs. digitized sound effects, and a compelling story with
It's up to you and your chosen heroes to slay the fascinating characters make The Magic Candle Ill
Blight's monsters and solve its mysteries! your key to many hours of enjoyment.

With The Magic Candle lll, Mindcraft continues its
tradition of excellence in fantasy role-playing.

Your party will have characters handcrafted by i; mm

you, marching side by side with the friends old and 2291 205th Street, Suite 201, Torrance, CA 90501
new your hero meets along the way. They will need (Actual screens may vary.)
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by Bryan Walker

TITLE: Comanche Maximum Overkill

SYSTEM: IBM (386sx or greater, 4 meg ram,
12 meg of HD space, VGA adapter,
1.5" drive required)

PROTECTION:  MNone

COST: $69,95

DESIGNERS: Kyle Freeman, John Garcia

PUBLISHER: Navalogic, Inc.
Tarzana, CA

An avid computer game and flight simu-
lator fan, the author is also an AH-64
Apache pilot for the U.S. Army. 4 veteran
of the Persian Gulf war, he is currently
stationed at Fort Eustis, Virginia. (Views
expressed in this article are those of the
author and do not reflect official policy or
position of the Department of the Army,
Department of Defense, or the United
States government.)

copters have played second fiddle to
fixed-wing titles. Dozens of high-qual-
ity jet and warbird games grace the
shelves, while only a handful of helicopter
titles are even worth mentioning. No-
vaLogic’s new release, Comanche Maxi-
mum  Overkill, not only bolsters the
helicopter’s cause, but does it with such
stunning effect that the entire industry is
going to take notice.
Comanche Maxinmum Overkill (CMQO) is
loosely based on the proposed RAH-66

In the PC flight simulation market, heli-
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Comanche scout/attack helicopter, While
no real Comanche currently exists, CMO
has leapfrogged the defense industry by
giving gamers an eye-popping glimpse
into 2 1st-century helicopter warfare.

Earthly Delights

Every flight simulator game [’ve played
up to now has failed to convey the thrill of
low-altitude flying. Filled-polygon PC
graphics just don’t convey the "you are
there" feel of the military simulators I’'m
used to. When CMO arrived, claiming to
surpass military simulators, I put it to the
test. As incredible as it seems, CMO pre-
sents a more believable terrain model than
the Army’s Combat Mission Simulator.

Within seconds after taking off, the
player is immersed in a realistic graphic
environment called "Voxel Space." This
new technology provides a gorgeous ter-
rain, making the suspension of disbelief
nearly instantaneous. It’s unlikely that
even the most jaded gamer’s socks won’t
be rolling up and down when seeing these
visuals! Excellent night-vision graphics
can also be found, a first for PC flight sims.
The game’s terrain-masking features, the
essence of helicopter combat, simply blow
away the efforts of previous titles. At last,
a fun and accurate recreation of NOE (Nap
of the Earth) flight exists for the PC! The
Jeeling of skimming the ground is the
thing, and CMO’s got it.

Easy Does It

Players intimidated by the complexity of
recent PC flight simulators will find deliv-
erance in CMO. The manual is well-writ-
ten and easy to understand. The game’s
Comanche is also very simple to fly. The
bird is extremely stable, thanks to an auto-
matic altitude-hold feature much like the
terrain-following radar on many modern
combat aircraft. The game’s flight model
is so stable that the Auto Hover feature
may never be used. With this docile han-
dling, 1 easily used some real attack heli-
copter tactics thal required a flurry of
keystrokes in other chopper sims. The
Heads Up Display symbology is notable,
being very similar to a real AH-64 sym-
bology mode. This helpful feature shows

NovalLogic’s
Comanche Maximum Overkill

some heads-up research by the game’s
designers. Actions such as popping chaff
and flares can be performed manually, but
the helicopter’s computer does a fine job
all by itself. The cockpit layout has re-
mained faithful to the Army’s MAN-
PRINT idea of simplified crew-stations
using multifunction screens. This reduces
clutter, and makes the helicopter’s opera-
tions easy to learn. The player can select
from many different functions or views to
appear on either or both of the cockpit’s
two viewscreens. This feature is quite
user-friendly, and adds system redun-
dancy in the event one screen is destroyed
in combal.

The standard external views are avail-
able, along with an innovative "Drop
Camera." An external viewpoint is estab-
lished on the ground beneath the helicop-
ter where this function was activated. The
"camera" automatically pans to follow the
player’s bird, and several cameras can be
dropped during the game.

Sound is an important aspect in making
a believable sim, and CMO delivers the
goods. A variety of voices, from the on-
board computer’s impassive female voice,
to the copilot’s frantic "Pull up!" are pre-
sent. The weapon-launch noises are faith-
ful, and the explosion effects are excellent.

Following a growing trend in PC flight
simulators, CMO allows several different
control options, including the Thrustmas-
ter devices. As easy as this Comanche is
to fly, most players may not need more
elaborate controls. The ability to choose is
always welcome, however,

Weary PC gaming veterans are, by now,
used to the constant "memory wars" that

Computer Gaming World



today’s complex sims have started. Mem-
mory-management programs and "boot
disks" have become our tools of the trade.
While these tricks make the games run,
they're also partially responsible for some
bugs that crop up. As remarkable as it
sounds, CMO doesn’t require a memory
manager to run. In fact, it won’t even boot
if a memory-managing program is de-
tected. This has helped make CMO an
extremely bug-free game. I wentoutof my
way to find a glitch, without success. No-
val.ogic deserves an ovation for produc-
ing rock-solid code that can run without
relying on another program’s electronic t.

Non-Mission-Capable Systems

As rosy as these descriptions sound,
CMO’s gameplay has some problems,
Some gamers—most likely the seasoned
sim-jocks—are going to find some very
dark shadows creeping within the graphic
splendor,

Eliminating  filled-polygon  graphics
means that not everything animates
smoothly, or is depicted clearly. The tar-
gets and aircraft in CMO appear as chunky
splotches until the player is nearly on top
of them. While the fluid realism of the
terrain is stunning, the rough look of the
vehicles can leave the gamer asking
"What’s that supposed to be?!"

No rotary-wing PC sim to date has repro-
duced the remarkable agility of a modern
combat helicopter. CMO is no exception.
The game’s Comanche is, frankly, a slug,
It can’t perform "cyclic" dives or climbs,
and can barely achieve a 20-degree angle
of bank. Evading fire is nearly impossible
when CMO can’t perform maneuvers
more aggressive than a traffic pattern. Be-

Mareh 1993

ginning players will love the stability, but
joystick jocks may wind up gritting their
teeth. Noval.ogic designer John Garcia
took pains to defend the flight model. He
noted that the computing power required
to change the terrain’s attitude in response
to rapid, radical maneuvers is simply be-
yond the capability of today’s PCs. Future
releases from competing companies will
test the truth of that statement.

When it comes to the number and diver-
sity of missions, CMO’s plate offers some
meager helpings. A lotal of 20 missions
are available; 10 for training, and 10 more
in the Operation Maximum Overkill cam-
paign. [ required about a weekend to finish
all of the available missions. Since the
forays have nearly identical objectives, a
feeling of tedium can easily set in. Chang-
ing the terrain’s color palettes and adding
the occasional Mayan pyramid as eyewash
doesn’t dispel the sense of repetition that
the limited missions bring. Since the
player can’t change the mission’s parame-
ters, weapons-loads, nav-points, etc., the
problem is compounded. Some gamers

will be miffed to find that the "campaign"
is really just a collection of unrelated mis-
sions. The lack of awards or congratula-
tory sequences is also significant when
comparing CMQO to other titles. According
to NovaLogic, new scenario disks should
be out in January, expanding the game
with better missions and terrain.

The enemies the player faces are limited
in more ways than one: First, only three
different types of vehicles are present: The
SA-8 SAM, T-80 tank, and KA-50 heli-
copter. The Al of these enemies is also
suspect. The KA-50s meander around
aimlessly, only occasionally attempting to
engage the player’s helicopter. The
ground vehicles mill about in confusion,
sometimes in locations that would be ab-
solutely impossible for anything but a
helicopter to reach. Because of this, all
kinds of outrageous tactics may have to be
used to finish the mission, including land-
ing near the enemy and firing at point-
black range! The enemies aren’t helpless,
however. Their sheer, occasionally ridicu-
lous, numbers can simply overwhelm the
player with salvos of missiles and rockets.

Even so, the limited enemy types and their
low intelligence makes many battles seem
like an elaborate shooting gallery, as op-
posed to 21st-century helicopter warfare.

The firepower provided by occasional
artillery and wingman support is helpful
and easy 1o use. However, the wingman
actually represents nothing but extra Hell-
lire missiles. Engaging only targets the
player designates, the wingman tags along
without regard for much else. Even a KA-
50 on the player’s six won’t stir the wing-
man into independent action. Rubbing salt
into the wound, my compatriot occasion-
ally rammed me as he maneuvered into a
firing position!

With no real-life Comanche to keep the
game’s designers on their technically-ac-
curate toes, CMO’s RAH-66 performs
more like "AirWoll." It’s not uncommon
to take ofT with weapons loads of 8 Hell-
fires, 12 Stingers, 500 rounds of 20mm,
and 64 rockets, while still achieving level
speeds of 192 knots. Hey, that’s the heli-
copter for me! To say that such a weapons
load is unrealistic is putting it MILDLY.
CMO’s Comanche is also unbelievably
durable. This bird can withstand not only
multiple direct hits, but also a midair col-
lision or two and stay airborne! In a tech-
nical-realism fist fight against the latest
versions of Gunship 2000 and Falcon,
CMO quickly winds up with a shiner.

Debriefing

Some flight-sim veterans might sneer at
CMO’s limited scope and casual approach
to technical detail. These same gamers
may also be the ones most impressed with
the new technology CMQO delivers. While
the sedate flight characteristics and simple
controls are more suited to beginning
players, nearly everyone will find some-
thing in CMO to enjoy. lopefully, No-
vaL.ogic will work to fix the flaws and
fulfill the awesome potential of this game.
Even as it stands, cutting-edge graphics
firepower gives Comanche Mavimum
Overkill the edge it needs to sweep more
than a couple of competitors off the battle-
field.

(The author can be reached for further
comment on GEnie at BWALKERI10, or
America Online at WALKER34.) cew
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though this is a phrase ofien heard
around the holidays, it’s also a
phrase that purchasers of Campaign can
say to Empire Software. While the goals
for Campaign were admirable, the fin-
ished product leaves much to be desired.

The Simple Life

Campaign is a single player strategic
and tactical level simulation of the battles
of World War I1. The playing field ranges
from simple terrain to complex scenarios
such as Kursk and Normandy. There are
25 scenarios to choose from, grouped into
Simple, Average and Complex levels of
play. The map editor makes it possible to
modifly any ol these.

Half of the 16 Simple scenarios use a
featureless landscape, while the other half
include airfields and beaches. The variety
in these early scenarios derives from the
different types of forces used — light units
in the beginning and heavier units near the
end. Eight of these scenarios include artil-
lery and aircraft and, as a result, there is a
representative assortment o American,
British, German and Russian equipment.
Thus, players can discover that not all
heavy tank units and fighter aircrafl are
created equal,

c ‘I{’s the thought that counts.” Al-

Just Your Average Day

The Average scenarios add two ele-
ments to the Simple ones: historical accu-
racy and production considerations. These
maps encompass a larger playing leld and
include more units in order to recreate The
Battle of the Bulge and three other WW 11
battles.

Campaign doesn’t attempt to account
for every vehicle used in these battles, but
gives each side a representative number of
forces to recreate the feel of the battle.
Divisions and brigades may contain only
60 vehicles, instead of 6,000. This keeps
the game historically accurate, in a scaled-
down way, and allows the game to be
played in less than a month (usually one
evening of actual game time).
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TITLE: Campaign

MACHINES: Amiga. IBM, Atan 5T
PRICE: 559.95

PROTECTION: Documentation Look-up

DESIGNER:
PLIBLISHER:

Jonathan Grifiiths
Empire Software
Richmaoned Hill, Omtario, Canada

Tactical & Strategic War Simulation

Production facilities are used to build
new vehicles, as well as supply fuel and
ammunition to existing forces. Factories
can change what they produce at any time,
but changing production from one item to

another takes time. The larger the item, of

course, the longer the changeover in in-
dustry will take. Items can be released
from the factory as soon as they are created
or when a set quantity of the item is avail-
able. This can be adjusted with no penalty
and allows factories to release a small
group of tanks to be used as replacements
for battle losses or to release an entire
division when it is ready for battle.

Life Gets More Complex

The Complex scenarios are basically
Average scenarios with more units, in-
cluding naval units. The naval units, while
able to contribute to shore bombardment,
don’t add much else to the game. Without
transport ships to attack or defend, the sea
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battles become a separate affair from the
land combat. The map editor could be used
to create a naval scenario, but it would be
a battle with limited unit selection (battle-
ships, cruisers, destroyers, and subma-
rines).

The D-Day scenario uses the same map
for two scenarios: predictably, Allied and
Axis. This is a very large map, and quite a
bit of time will be consumed in scrolling
and zooming as the gamer allempts 1o
control all of the forces. Fortunately, to
help keep the attack manageable, a fold-
oult map of the beach showing the routes
ol each invasion group is included with the
program. The Kursk and Europe scenarios
are equally occupying,

What’s Not to Like?

Since it is obvious that a lot of research
went into Campaign, why is it disappoint-
ing? After all, the Equipment Factfinder
book contains a wealth of information
about the land and air vehicles of WW II,
and the scenario maps are accurately and
attractively rendered, complete with the
correct force allotments for the appropri-
ate time frame. Unfortunately, some of' the
effort that went into the research should
have gone into the game’s design and pro-
gramming.

Pz Art

L1 [
Tuptuad B

While the strategic map is well designed,
the tactical map is not. As opposing forces
near each other on the strategic level, the
player can choose an automatic battle
(where the player is just informed of the
results) or a manual battle. The term “man-
ual” is misleading, however. When the
map swiltches to the tactical level, the

Compuiter Gaming World



player only controls one tank. The other
friendly vehicles are still under computer
control. Although the player can switch
control to another tank, while the former
tank is given over to the computer, this can
be disappointing. The bottom line is, at the
strategic level, forces go where they are
commanded, butit’s “every tank for itself”
at the tactical level. As a result, it is virtu-
ally impossible to concentrate an attack or
employ any organization.

There are several icons that can be used
to view the composition of the force in the
battle, but no way to bring reserve forces
out of reserve until they decide to come out
of reserve. Selecting a reserve tank and
driving itinto battle only causes one of the
tanks in the battle to go into reserve.

Occasionally, a small force will run into
a larger one. At the strategic level, there is
no way to signal a retreat. The player must
choose between going into a manual bat-

Discover the pbm game sweeping the nation!

LORDS OF DESTINY

the game of galactic empire building,
legendary beings, and cataclysmic battles!

Lords of Destiny is a 100 % computer-
mndcra}cd play-by-mail gamc]wherc
many playcrs compete in a galaxy
packu? wk:'lh features like:

- many different ship Lyl:cs; economic and inlitar)lr tech levels
1 i shiclds composed of individual ground units
- ancient artifacts with special powers known only to the owner

- planctary defense shi

tle, selecting the Retreat icon and waiting
several minutes while his forces drive off
the map, or selecting an automatic battle
and be informed his forces have been
crushed, rather than just driven away.

o] =FF]

Curtiss P-40 Harhauk

Also, forces can engage in combat dur-
ing the night. While this isn’t entirely im-
possible, night battles occur rather more
frequently in Campaign than they should,
especially considering that night vision
equipment was unavailable during WW I1.

One of the better thought-out aspects of

the game is the pause icon. At any point
the game can be halted. Unlike most
pauses, which entirely lock the game,
Campaign allows the player to examine
units, set new destinations and alter fac-
tory production. Also, after a battle be-
tween units, the game automatically
pauses, allowing the player to regain his
bearings. There is also an icon (o control

the speed of the game if events are occur-
ring too rapidly.

Campaign offers little in the way of
feedback. When an air strike is launched
against a factory or land unit, the player is
informed the target has been spotted, but
no confirmation of an attack is given, and
no information about the damage inflicted
is available, even when spotter aircraft are
used. Aerial combat is equally mysterious.

ﬁ! H7 Priest HHC has seen
Hashorn

The grande faux pas occurs when the
player decides he’s had enough of Cam-
paign for one day. There is no exiticon or
command. Even the three fingered salute
(Ctrl-Alt-Del) doesn’t work. The player
must power-down to leave the game.

In short, the concept of Campaign is a
good one, but the inconsistent interface
between the strategic and tactical maps,
the lack of feedback and the poorly organ-
ized manual make Campaign a fight just
to play. Bul, it was a nice thought. cew

Embark on an introductory journey to the
fantastic world of play-by-mail gaming
with a game specially esigne{? D

for newcomers to the hobby
of play-by-mail gaming.

INTO

{

THE 7}(

MAELSTROM

Players begin each game having one leader with

four followers. Your quest is to amass enough power to proclaim
yourself king. Along the way you must persuade powerful beings
and monsters to join your cause and fight many battles. You must
decide which regrlons lo concentrate your recruiting efforts; cach
region having different natives who may join your cause. Do you
dare enter the mystical whirlpools and journey to the unknown?

Why try play-by-mail games?
L. There is never a problem finding people to play against.
Players across the country can compete in the same game.
2. Sophisticated games are a breeze to play since the
computer takes care of all the nitty gritty details.
3. They realislicall¥ create the "fog of war” since a player
sees only that information available to his own forces.

- hundreds of named characters with abilities such as exploring,
spying, researching, governing, diplomacy, psionics, combat, ...

- special locations to utilize such as black holes, secret societies,
training academies, worm holes, and the 7 wonders of the galaxy!

- neutral empires ranging from primitive cave men to advanced
elder races; possessing their own forces, characters, and artifacts

FREE RULES! FREE SETUP!

Turns are only $3.75, no "double” turns or hidden fees ever
Games last about 27 turns; with 7, 14, or 21 day turns
Basic version available which provides an easy-fo-learn game

AND MORE!

= A detailed combat system with free battle reports; updated galactic maps
included with every turn; and customized fill-in-the-blank order sheets

- population, factories, industrial complexes, crew types, plundering,
alllances, power plays, long-range scanners, multi-class characters...

=y & NO OBLIGATION!
NTIPNZ
N IRA74M

Mention this ad
and receive free
aelstrom Games; PO Box 5461; Oxnard, CA 93031
Circle Reader Service #70

4. You can plan strategy anytime; whenever its convenient!

SPECIAL STARTUP PACKAGE
RULES, SETUP, 2 TURNS: ALL FREE!

There is no obligation, simply mention this ad.

rules and setup!
Turns are onl

3.25 with never any extra, hidden costs.
aelstrom

ames; PO Box 5461; Oxnard, CA 93031
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TITLE: Thee Aneient Art OFf War In The Skies
SYSTEM: IBM AT, PS/2 100% Compatibles

# PLAYERS: 1

PRICE: §59.95

PROTECTICN:
DESIGNERS:
PUBLISHER:

Daocumentation Look-up

Dhave Murry, Joe Gargiulo, Barry Murry
Microprose

Hunt Valley, MD

things we encounter in life. This not

only helps us to remember things, but
provides a certain comfort of knowing and
familiarity to those things that are new to
us. One of the primary tasks of a game
reviewer is that ol placing a game into a
certain classification or genre. Yet, The
Ancient Art Of War In The Skies, like so
many passages out of Sun Tzu’s writings,
keeps the consumer guessing as to its true
nature and intent.

When this game (irst hit the software
shelf many people ran out and purchased
it, thinking it was another flight simulator
from MicroProse. Upon taking the game
home and playing it, the gamer was
thrown ofT balance. This was not a typical
MicroProse flight game. Often, before the
shock of unfamiliarity wore off, the game
either found it’s way back to the retailer or
onto the top shelf of the closet and rarely
ever got a fair evaluation.

Il is human nature to categorize the

The Ancient Art Of War In The Skies
(AAQWITS) is a cute combination of strat-
egy and action gaming. That is, the graphic
presentation and flow of play is such that
it is hard to take it seriously, though it is
amusing enough. Perhaps, it is best de-
scribed as a (“less filling”) “beer and pret-
zels” game because of its easy rules,
undemanding play, and relatively short
playing time.

The backdrop for the game is the period
of 1914-1918, World War I. The designers
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Ancient Art of War in the Skies
from MicroProse

by Stanley Trevena

Fhe Ancient
Art of War
in the Skies

The htmatc World Wite | S e Aetion Game™

intentionally limited the game to two air-
craft per side (simplifying both research
and game play). The Green Team is given
the Sopwith Camel as their fighter and the
British Handley-Page 0/400 as their
bomber. The Red Team has the Fokker
DR.I (made famous by the Red Baron) and
the German Gotha bomber. Naturally, the
player can choose cither side of the con-
Mict.

AAOWITS feels like a combination
American Heritage boardgame (complete
with a top down 3-D perspective view of
a battlefield sprinkled with cities, facto-
ries, airfields, villages, supply depots,
forts, bridges, mountains, and the all im-
portant capital) and radio-controlled dog-
fight (as though the plastic planes of the
former had become R/C planes on the
gamer’s monitor screen). The planes are
small at take-ofT and grow to an over-ex-
aggerated size, complete with shadow,
when airborne, but have the feel overall of
Broderbund’s Choplifter or Wings of
Fury. One can avoid participating in the
dogfights, but such a decision doesn’t usu-
ally work in the gamer’s lavor.

From scenario to scenario the player has
varying numbers of bombers and lighters
scattered about the map, with distribution
and numbers of planes often not equal
between the opponents. The plaw:r must
formulate a strategy based on the “lay of
the land,” attacking either vital resources,
planes, or the front itsel on the way to the

“The primary colors are
only five in number but their
combinations are so infinite
that one cannot visualize
them all.”" - Sun Tzu

ultimate goal: total destruction of the en-
emy capilal. The battlefield is presented in
real time with a constantly shifting front,
planes proceeding on their planned routes,
and skirmishes occasionally breaking out
into the aforementioned R/C style action
sequences.

In terms of presentation and custo-
mizability, attention to detail is evident
throughout this game. When flying a
bombing run, the water in the streams
appears to be running and clouds drift
along lazily below the bomber, occasion-
ally obstructing the view of the target.
Period artwork adds to the atmosphere, as
does the music. The digitized voices ol the
opponents are crisp and clear with the
proper soundboard installed. Further, cus-
tom user-controlled options alTect visibil-
ity, vulnerability, fuel efficiency, and
overall performance of the two side’s
planes.

A campaign editor is provided and also
exhibits the same attention to detail as the
main game. The player is taken through a
sequential design process and can easily
paint a battlefield, assign pilots and bomb-
ers, write the story, set the rules, and be
playing in less than an hour. Unfortu-
nately, all campaigns are exclusive of one
another and the ability to link campaigns
does not exist. The game ships with 20
historic campaigns and 34 fictional ones,
all of which can be copied and/or modified
using the campaign editor,

Neither a flight sim nor a hard core strat-
egy game, AAWITS is unlikely to appeal
to devotees of either camp and, at best, can
only provide a refreshing “lite” change to
the current flood of time intensive com-
plex simulations and wargames that in-
vade so many hard drives. cew
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General Tegel has plans for

some covert operations. Not &

things he could order someon

todo ... but things he could

pay someone to do.

And, as it happens, you—and |
_+ your colleagues—can be
... bought.

.

Mindcraft presents: Tegel’s Mercenaries . . . an Start with a “diplomatic™ mission to the ice planet of
intriguing concept in futuristic strategy gaming. Nueva Nevada, then go wherever the general sends
You lead a squad of interplanetary mercenaries you next. Just remember the most important thing:
picked from twenty of the most notorious men, women ~ You'ré in it for the money!

and aliens this side of the Magellanic Clouds. When you are through with Tegel's tours of duty, strike

. ith hi i out on your own! Use the Scenario Kit & Working
EeClent, wil (5s1 Je\ser: e and cybermyg Interface Developer to build missions to challenge the

« “Smokey” Okrara, the green-skinned, two-trunked most hardened mercenaries.

chlorophant A new level of excitement, from the makers of the
+ “Bombshell” Divan, “Tunes” Krakowski, and 16 award-winning Magic Candle and Siege!

morel

== MINDCRAFT

2291 205th Street, Suite 201, 'f‘orranee, CA 90501
(Actual screens may vary.)
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Shadowsgate - MS Windows

Indiana Jones and the Fate of Atlantis - Amiga

RECEIVED

Amiga:

Darkseed (Cyberdreams)
Indiana Jones and the Fate of Atlantis
(Lucas Arts)

MS DOS:

Time Treks (Davidson)

MS DOS CD-ROM:
Barney Bear Goes to School
(Free Spirit)

Conan the Cimmerian
(Virgin Games)

Space Quest 1V: Roger Wilco and
the Time Rippers (Sierra)
MS Windows:
Shadowgate (ICOM)

Macintosh:
A-Train (Maxis)
Heaven and Earth
(Buena Vista Software)
Le Chuck’s Revenge: Monkey Island 2
(Lucas Arts)
SEGA Genesis:

Shadow of the Beast I (Psygnosis)

Super Nintendo (SNES):
NHLPA Hockey (Electronic Arts)
Wordtris (Spectrum HoloByte)

The term “"Conversions” refers to products which have
previously appeared on other platforms, but have now
been released on a new platform,

2!
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Gamé Talak 0

Heaven and Earth - Macintosh

Access 18-19
Accolade 87, 89
Adanac Command 103
Amtex Software 121
Arugcc Software 31
Blue Valley Software 90
CH Products 51
CWI Praducts 53
Cape Cod Connection 9l
CereBel Information Arts 68
Chips & Bits 55, 57. 59, 61, 63, 65
Combat Entertainment 98
Compsult 98
Computability 107
Computer Express 139
Computer Learning Foundation 126
Creative Labs 99
Digital Dungeon 95
Disk-Count Software 97
Electronic Arts 7
Enchanted Horizons 12
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Bethesda Softworks
1370 Piceard Dr.,
Rockville, MD 20850

TERMINATOR 2029: When Dark
Horse Comics does a graphic noveliza-
tion, each page is crammed with detail,
particularly when the subject involves a
dark future with cyberpunk edges where
technology has gone awry. It is no won-
der, then, that when Bethesda licensed
Terminator 2029 they created an impres-

sive dark blue VGA palette and plenty of

pyrotechnic special effects Lo convey the
hard-hitting violence of that epic. The
perspective is first-person; the scrolling
is fast; the tactics and strategy are as
reminiscent of a simulation as of an ac-
tion game; and the story is tied closely to
the universe of the Terminator films. The
whole feel is something like MechWar-
rior meets the original Terminator, ex-
cept that the graphics are much more
lavish than the former’s polygon-filled
objects and the latter’s combination
EGA/VGA pastiche. IBM ($69.95). Cir-
cle Reader Service #1.

Capstone
Miami, FL
(800) 468-7226

HOME ALONE 2: Oh noooo! Garani-
mal guerrilla Kevin McCallister returns
to confound his impossibly stupid ab-
ductors in this arguably valueless dash
through the streets of New York. Silly
Kevin hopped the wrong jet and winds
up in the Big Apple with those two bad
seeds Harry and Marv. Kevin runs like
a painfully slow dream, picking up ob-
jects like trashcan lids and bags of mar-
bles to hurl at his pursuers. Run through
the streets, escape the bad guys, pick up
all you can, throw it at Harry and Marv,
and have a yippee time. IUll keep the
kids occupied for 20 or 30 minutes. And
the reward is so moving — Kevin re-
unites with Mom at the Christmas tree in
Rockefeller Center. Home Alone 2 lests
the great existential thesis: is life mean-
ingless? Maybe, but this game surely is.
IBM ($44.95). Circle Reader Service #2.

TROLLS: If cuteness was a physical

substance, they would have to ship this
product by the truck load. Troll dolls are
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Terminator 2029

Turbo Science

once again the rage with youngsters (ac-
cording to some reports, they outsold all
other toys this Christmas season!) and
this product should do nothing to quell
their enthusiasm for these cherubic rela-
tives of the hobbit. Trolls is very well
done for a children’s action game; its
gorgeous graphics and smooth-scrolling
animation rivaling that of the best Nin-
tendo cart. Young gamers will pilot their
Troll babies across a rainbow palette,
visiting such yummy places as Candy-
land and Fableland, scooping up lolli-
pops, gumballs, and balloons, while
avoiding the armies of teddy bears, toy
soldiers and other baddies that have
gone over to the dark side of the Force.
Hunches and bunches of sticky-sweet
fun to sap up one’s hard drive! IBM
($44.95). Circle Reader Service #3.

Dynamix
Eugene, OR
(503) 343-0772

THE INCREDIBLE MACHINE:
Those who took delight in constructing
the elaborate edifice of houschold items
in the old boardgame MouseTrap, or are
just whimsically and mechanically in-
clined, will find many hours of delight
in this Rube Goldberg-inspired puzzle
game. Players can either test their wits
against 80 pre-created puzzles or can
create their own incredible machine in a
free-form building mode. There are over
40 parts in one’s tool box — scissors,
light bulbs, gears, see-saws, cannons,
generators run by mouse or monkey
power, conveyor belts, among others —
which one can use to create working
machines; the complexity and ingenuity
of which are only bound by one’s crea-
tive limits. [t’s conceptually original and
cleanly done, and will keep puzzle-lov-
ing inventors in their basements for
many hours. IBM ($49.95). Circle
Reader Service #4.

QUARKY AND QUAYSOO'S
TURBO SCIENCE: Played in an arena
that looks vaguely reminiscent of the
Jjunkyard in the old Bill Cosby/ Fat Al-
bert cartoon show, Turbo Science is a
race against opposing science teams to-
ward the finish line of scientific knowl-
edge. Using an approachable cartoonish
manual and simplified explanations ol
natural phenomena, children will be in-
troduced to the various topics like the
properties ol matter in different states,
the behavior of light, basic mechanics,
nuclear energy, and so on, in a hip lan-
guage that kids supposedly, like, speak,
ya know? The game is designed lor ages
9 1o 14 and has enough clever cartoon
graphics and impressively animated dis-

Computer Gaming World
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FUN TO PLAY by yourself or with friends.
ENTERTAINING play for minutes or hours. Addictive!
EASY TO USE play from diskette or hard disk.
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coveries to keep most any budding Bohr,
Planck, or Einstein enthralled. IBM
($49.95). Circle Reader Service #5.

Impressions

7 Melrose Drive
Farmington, CT 06032
(203) 676-0127

CONQUEST OF JAPAN: Feudal war-
fare takes on “miniature” dimensions in
this somewhat strategic, though mostly
tactical game of conquest. The war takes
place on a small hunk of Japan where
two warlords face off. On the rather thin
strategic level, players must build their
armies and move them into battle. Once
armies are engaged., the game pops down
to the tactical level where the two armies
will face off in a system greatly resem-
bling miniatures wargaming. Here, play-
ers can mancuver their groups into
position, ordering them to attack hand-
to-hand or fire their bows and arque-
buses, and watch the mini samurai carry
oul their orders with limited animations.
The miniatures system is interesting,
though the strategic game seems little
more than a design afterthought. IBM
($59.95). Circle Reader Service #6.

Inline Design

308 Main Street,
Lakeville, CT 06039
(203) 435-4995

COGITO: If thinking is all that’s re-
quired to affirm one’s existence, as Des-
carles supgests, then this game will
leave no doubt that “you be,” The 120
puzzle levels, which involve recon-
structing geometric patterns by shifting
scrambled tiles by column and row, will
certainly keep one cognitively involved
for some time to come. The game resem-
bles a one-dimensional Rubic’s cube in
which the rule for manipulating the rows
and columns gets scrambled now and
again. It’s the demented abstract puzzle
stuffthat gives gaming masochists a rea-
son to live. Mac ($59.95). Circle Reader
Service #7.

Konami
Buffalo Grove, IL
(708) 215-5100

SUPER VGA AIR WARRIOR: Real
men play Air Warrior! Al least, that’s
what most of the flight simulator aficio-
nados on GEnie tell us. Now, combat-
ready sim pilots can find out if they like
Alr Warrior without having to download
anything or even having to connect to
the network which serves as Air War-
rior’s central arena for multi-player fur-
balls. The boxed set allows players to
fightin stand-alone off-line dogfights; to
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Revelation

connect with other gamers modem-to-
modem and serial link options (whether
they subscribe to GEnie ornot); and play
the historical scenarios, duels and multi-
player battles on the GEnie network. In
addition, the documentation is detailed
(we loved the performance charts for
every plane used in the game) and offers
options that many GEnie users haven’t
yet discovered. Finally, the SVGA
graphics are incredible. IBM ($59.95).
Circle Reader Service #8.

Microleague Interactive Software
2201 Drummond Plaza

Newark, DE 19711-5711

(302) 368-9990

LASER SQUAD: Robert Heinlein’s
Johnnie Rico (the protagonist of Star-
ship Troopers) would feel right at home
in this game of futuristic infantry com-
bat. Like Breach, the game features
small unit tactics with a variety of weap-
ons and an element of role-playing con-
tinuity. As one would expect from a
European import, however, the graphics
are superior to the U.S. product, but the
gameplay is tougher and there is less
overall product because of the hard disk
space required for the graphics. The
game seems to use solid algorithms for
the artificial opponents (which some-
times seem to have unfair advantage)
and offers a solid enough game that wise
players will save after every turn. Unfor-
tunately, the game only includes a hand-
ful of scenarios and, unlike its U.S.
competitor, no mission builder. IBM
($59.95). Circle Reader Service #9.

REVELATION: This game isn’t the
end of the world, but may well be the end
of your social life if you are determined
to work through the 80 levels of puzzles
in this abstract puzzle game. Players
take the role of safecracker as they spin
color-coded tumblers in an often vain
attempt to line up the tumbler colors
with the appropriate locks. This is no
easy task, as the tumblers oflen “chain
react” as they are manipulated, thus
scrambling the whole puzzle at every
turn. Special locks and bonus tiles will
help players find the correct combina-
tion, after which they will be able to
plunder a safe of all its goodies. IBM
($29.95). Circle Reader Service #10.

ULTIMATE CARDS: If one doesn’t
know when to hold 'em, and when to
fold *em, this six-game card collection
may be the player’s best deal. Nothing
very elaborate here, just straight playing
challenge with 12 computer opponents
cager to clean your clock. Draw a game
of Whist, Spades, Crazy 8’s, Hearts, Gin
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: w—% ' agtion video actors--  Hey, it ain't called ChessMeister

Not an actual VGA screan shn‘l.‘n‘au wish. ing pawns 5 Billion and 1 for nothing!

Spectrum HoloByte

fiectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda, CA 84501

For Visa/MasterCard orders call 24 hours a d4y®
1-800-695-GAME (Orders Onl
For technical questions call: 1-510-522-1164 (

* HEY, IT WORKED ONCE! 77
f.

-,_'.‘.. ver in 1973. We're happy to report the dog died of natural causes.
Neica #2100



Rummy or Oh Hell!, pick a partner and
ruthless opponents, and watch the cards
fly. There are six “expert” level players,
three “good” plavers and three “aver-
age” players, who are no slouches at
winning tricks. After the cards are dealt,
players can use the sort option to organ-
ize their hands and refer to an on-screen
rules box if they are in doubt. There are
help and learn modes to assist the player,
offering proposed moves 1o ace out the
opponents. If all else [ails, the player
may use the “cheat” option, revealing
the cards of all players. If that doesn’t
turn a gamer into a shark, nothing will,
Digitized player remarks are supported
by Sound Blaster audio cards. IBM
($39.95). Circle Reader Service #11.

MicroProse
Hunt Valley, MD
(410) 771-0440

ATAC: Players take on South Ameri-
can drug cartels as the leader of the
U.S.’s “War on Drugs” in this hybrid
simulation/strategy game. On the strate-
gic level, players command a task force
of F-22 fighter bombers, helicopters and
250 secret agents. As the undercover
weasels provide information regarding
the locations of important coca planta-
tions, manufacturing facilities and ware-
houses, the player sends helicopters to
confirm these locations in low-flying re-
connaissance runs. Once the preliminar-
ies are through, the player then takes
control of an I'-22 and personally bombs
the snot out of the S. American land-

scape (just say blow) in the name of

truth, justice, and the American way —
burying the drug lords in the “snow.”
IBM ($59.95). Circle Reader Service
#12.

TASK FORCE 1942: The Tokyo Ex-
press comes to life in this first person
command simulation of the Guadalcanal
Campaign. As cither the American or
Japanese commander, players attempt to
resupply their land-based troops at night
or intercept their opposite numbers as
they try to provision their own troops.
The scrolling seems smoother than in
the other recent naval simulation, SSI's
Great Naval Battles of the Atlantic, but
the accurate historical emphasis on night
actions and tendency to engage at long
range makes it difficult to compare the
overall graphics approach to the game
based on Atlantic engagements. The Mi-
croProse commitment to historical accu-
racy appears to be firmly established in
this game and its documentation. Nole
also that a future product is expected Lo
integrate carrier warlare with this simu-
lation. IBM ($59.95). Circle Reader
Service #13.
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Falcon MC
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Programmer’s Warehouse
8283 N. Hayden Rd. Suite 195
Scottsdale, AZ 85258

(602) 443-0580

SOUND EXPLOSION: If one can
Judge a civilization by the quality of its
beer, should one not judge its technical
prowess by the number of fart sounds in
a software package? Sound Explosion
for Windows is a veritable tower of
sound bytes for your PC. With more than
500 sounds and its own speaker driver
(rendering a sound board unnecessary,
but still preferable), this package deliv-
ers a cacophony ol noises for your com-
puting pleasure. Always wanted to hear
a toilet flush when hitting the escape
button? Dream of a Technicolor yak
noise when disgorging a disk? Try those
and many, many more: jungle noises,
gun shots (rifle, M60, Uzi, AK47),
belches, birds, spaceships, screams —
name it. These are the same sound ef-
fects used for motion pictures, brags the
box, and indeed they do ring true. All the
sound efTects are in the standard Win-
dows .wav format, so they can be used
with most multimedia applications.
Honk if you love noise. IBM with Win-
dows 3.1 ($49.95). Circle Reader Serv-
ice #14.

Ready Soft
Richmond Hill, Ontario, Canada
(416) 731-4175

DRAGON’S LAIR I11;: THE CURSE
OF MORDREAD: Don Bluth’s daffy
hero, Dirk Daring, continues his exploits
beyond the laser-disk in this, the third
game in a series of animated action-puz-
zles. Daphne, the career damsel in dis-
tress, has been accosted by Mordread the
evil witch, and Dirk must dust off his
trusty two-hander (and the gamer his
arrow keys) to wade into the sea of ani-
mated peril. Players of the coin-op and
the earlier computer versions know what
lo expect — more ingenious animation,
more simplistic  split-second-timing
puzzles, and even more hilarious ways
for poor Dirk to be suffocated and
shocked, immolated and impaled,
pounded and pulverized. Gamers disap-
pointed with the length of the previous
games can expect the same, as well.
JBM ($59.95). Circle Reader Service
t15.

Spectrum HoloByte
Alameda, CA
(510) 522-1164

FALCON MC: The original ground-
breaking combat simulation returns to
the Macintosh to the delight of the Ap-
ple-owning jet set. This program, based

Computer Gaming Warld
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Fﬂ{: Now Only: $36°° ! g _/:h ' :._7__ Now Only: $32% L ik 5 Now Only: $47°° -
N ReadySoft: Dragon’s Lair II Humungous Entertainment: MicroProse:
2~ The Curse of Mordread Putt-Putt Joins the Parade F-15 Strike Eagle Il

Squeeze into the cockpit of the F-15 Strike Engle this
time and you'll experience aeriof combof so realistic
you'll be gasping for air! Because F-15 Strike Eagle Il
i¢ for more than on upgrade. It's o whole new
shoating match. An unprecedented line-up of features
and stale-of-the-ort graphics will have yau taking on
enemy MiGs and destroying fargels unlil your eyes
are red! (For 1BM DOS)

Grah your car wax and gel ready fo bulf your bumpers
— it fime for the anaval Carfown Pet Parade! Help Putl-
Pult tackle the local car wash, explore a foy store, resve
a lost puppy and much, much more, before heading to
his front-row spot in the parade.

(For IBM DOS)

In revenge for her brother's destruction, the evil
witch, Mordread, has captured your beloved Daphne
and the children. You must test your skills in o frantic

?uesl Ihmugh lime before your family is trapped .

orever in the Vortex of Eternity.
(For 1BM DOS)

&
2l

Join the Law Firm of McKenthe, Brackman

) SIEARA

Now Only: $29°° Now Only: $36°°

- | Sierra:
| The Incredible Machine

Want to build o better mouseirap? AMll i fakes are
bike-riding monkeys, tredmill mice and a few
bowling balls. Genius and junk combine to solve the
convoluted contraptions in The Incredible Machine,
Search for the toolbox for your own gadgetry and set
up o chain reaction that wiﬁ' free the cal, exercise the
mice, or hurst the bafloons. You must find the perfect
blend of mechanics in your solution to The Incredible
Machine. (For IBM DOS or MAC)

&

Capstone:
LA LAW

Developed by a lowyer and adapted from actual Ooerafing t.. -
cases used in Ihe hit TV show, Lf LAW: The Computer jpmé?fﬁf;wmw,
Game delivers o realistic glimpse of the human ¥ nlegrote,

@D roy
HaRow g, ULTMED

Pitrs oo SSORIES
fo Ems, /5,

the fow offices and courtrooms of Los Angeles. Find
and inferview witnesses, uncover a police repor! lhot
changes rour siralegy; negotiole with opposing

caunsel, ook for legal loopholes; or discover missing
details ta prove your dlienls’ innocence.

drama, mysteries, puzzles and infrigue played out in .

|
\_ {For IBM DOS)

HEORBEEN O —F—XAME " BRIWTF AN 0011-508-443-5645
Rli, asbai—F—d—~Ea+ern—~:1.D. 70007, 1534

For Orders And A Catalog,
cal 1-800-228-7449

COMFPUTEE
Express
Savoy Products, Inc., 31 Union Avenue, Sudbury, MA 01776

Circle Reader Service #48

e Orders oceepted on our foll free number Mon-Sat 8:30 o 5:30 EST. Viso, MosterCard &
pttan  Discover card occepted. Al credit cord orders processed within 24 hours. Continentel US
shipments; LIPS ground S5, Alrborne Overnight $7. Corp, Gov', Educ, AP, FPO, Internafional
g@ orders occepled. o sales tax amtt for Mass edd 5%, Personal chedks vill delay hipment
§ business doys. Products covered r manufocturer’s guarantee, Defeclive softwore reploced
immediotely. o COD's. tem ovalability & price subject ta change witout natice. 15%
restocking fee for non-defective returrs.
Shap our on-fine stores located on PRODIGY, CompuServe, GEnie, Delphi, LA Online and
America Online.

8

FRODIGY”, CompuServe, Gfnis, Delphi LA Online end America Online ore trodemsrks of it respestive companies.



on the 2.5 version of the IBM incarnation
of Falcon, will offer Mac color, new mis-
sions, expanded weapons systems, a more
detailed cockpit, and a more realistically
rendered flight model. Gamers should not
mistake this product for a conversion of
I'alcon 3.0 on the IBM, as it does not
include the new functionality and graphic
whiz-bang (and, perhaps, none of the
problems associated with the early ver-
sions) of the latest IBM build. Mac
($69.95). Circle Reader Service #16.

Strategic Simulations Inc.
Sunnyvale, CA
(408) 737-6800

A LINE IN THE SAND: As previewed
in CGW #101, Line in the Sand is a
faithful ~ conversion of the TSR
boardgame which features, but is not
limited to, the 1991 Persian Gulfconflict.
[n addition to the Desert Storm conflict,
the game also postulates potential Arab-
Israeli wars, and a diplomatic game
where up to six players strive for their
individual objectives through a combina-
tion of diplomacy and force. Both easy to
learn and simple to play, Line is a light-
weight game of “What I that does its
best to make an interesting game out of a
rather uninteresting  conflict.  IBM
($39.95). Circle Reader Service #17.

LEGENDS OF VALOUR: SSI seems
to have taken ques from Ultima Under-
world and Wolfenstein 3-D in creating
this smooth-scrolling, first-person role-
playing game. The graphics are gorgeous
and rise high above the state of those in
most RPGs of the day, but, unfortunately,
it seems to do so by releasing a few
ballasts of story depth and over-all qual-
ity. Players will explore an “underworld”
realm of dungeons, and a city of “28
miles” of streets (however they measure
it) filled with citizens going about their
daily lives in diurnal cycles. Players will
find themselves tangled in the affairs of
the town as they take on 45 quests, lead-
ing to an(other) ultimate battle to end all
evil. IBM ($59.95). Circle Reader Serv-
ice #18.

Swite International
Box 219
Rockland, DE 19732-9904

BICYCLE CD-ROM COLLECTION:
We sensed a raw deal when we first saw
this product — a collection of card
games on a nice shiny CD-ROM.
“What,” thought our puzzled reviewer,
“could you possibly do with a card game
collection that would require the mas-
sive storage capacity of a CD-ROM?”
After all, QQP’s Solitaire's Jowrney in-
cluded 105 different solitaire games and
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Exodus

used just over a megabyte of HD storage.
Well, this product couldn’t even sit at the
same table with QQP’s product, or many
others for that matter. It sports four
games, Solitaire, Poker, Cribbage, and
Bridge and plays average hands with all.
The Solitaire program offers only 7
standard variants, and the Poker program
offers 5- and 7-card draw and stud
games, with very limited variant options
and playing-history analysis capabili-
ties. All told the package uses all of
750KBs of the CD’s 500+MB capacity,
leaving one only to surmise that this
package is a “brilliant” marketing strat-
egy to move a rather mediocre game
collection on the fast wings of the CD-
ROM’s novelty. IBM CD-ROM
($69.95). Circle Reader Service #19.

Three-Sixty Pacific
Campbell, CA
(409) 776-2187

VvV FOR VICTORY: VELIKIYE
LUKI-1942: Using the acclaimed
boardgame-like V for Victory system,
this latest release will allow wargamers
to command either side of the classic
Eastern Front battle that raged along a
line between Leningrad and Moscow
from the winter of 1942 through the
winter of 1943. This is not an expansion
disk for the first Utah Beach game, but
is a completely new program with an
artificial opponent expressly designed
for the problems to be encountered dur-
ing this historical conflict. ($69.95). Cir-
cle Reader Service #20.

Wisdom Tree Inc.

2700 E. Imperial Hwy., Bldg. A
Brea, CA 92621

(714) 528-3456

EXODUS: Gamers may well say, “Holy
Moses! 1 did it!” when they complete a
level in this action game where Pac-Man
meets Adonai (the Ilebrew word for
Lord). The action resembles a cross be-
tween the classic Pac-Man and the lesser-
known Soko-Ban. In this case, however,
the “ghosts” of the former have been re-
placed by Egyptian magicians, soldiers
and taskmasters, while it takes “words of
faith” instead of power pills for Moses
(instead of Pac-Man) to overcome the vil-
lains and obstacles on each of the game’s
100 levels. As in Soko-Ban, gamers have
to figure out the best way to remove or
rearrange obstacles like the murmuring of
the Israelites or mud of bondage. In be-
tween levels, gamers become students and
score extra points by answering Bible-
based questions. Exodus offers an inter-
esting and positive twist on older game
concepts. IBM ($39.95) Circle Reader
Service #21. tew

Computer Gaming World



e

an

part of this listing.

The Bard’s Tale (Electronic Arts, 1985)
Many formats

Chessmaster (Software Toolworks, 1986)
Many formats

Dungeon Master (FTL Software, 1987)
Amiga, Atari ST, IBM

Earl Weaver Baseball (Electronic Arts, 1986)
Amiga, IBM, Macintosh

Empire (Interstel, 1978)
Amiga, Atari ST, Commodore 64, IBM

F-19 Steafglm‘ighrer (MicroProse, 1988)

Gerrysburﬁ: he Turning Point ﬁsrraregic Simulations, !nc.,_"1986)

miga, Apple, C-64, IBM
Gunship (MicroProse, 1989)
Amiga, C-64, IBM
Harpoon (Three-Sixty Pacific, 1989)
Amiga, IBM, Macintosh
Kampfgmlcfe (Strategic Simulations, Inc., 1985)
any formats
King’s Quest V (Sierra, 1990)
Amiga, |1BM
M-1 Tank Platoon (MicroProse, 1989)
Amiga, |IBM
Mech Brigade (Strategic Simulations, Inc., 1985)
any formats
Might & Magic (New World Computing, 1986)
Apple, C-64, IBM, Mac
M.U.L.E. (Electronic Arts, 1983)
Atari 8-bit, C-64
Pirates (MicroProse, 1987)
Many formats
Railroad Tycoon (MicroProse, 1990)
Amiga, IBM, Macintosh
SimCity (Maxis, 1987)
Many formats
Starflight (Electronic Arts, 1986)
Amiga, C-64, IBM, Sega
Their Finest Hour (LucasArts, 1989)
Amiga, Atari ST, IBM
Ultima 111 (Origin, 1983)
Apple, Atari ST, C-64, IBM
Ultima IV (Origin, 1985)
Amiga, Apple, Atari ST, IBM
Ultima VI (Origin, 1990)
Amiga, 1BM
War in Russia (Strategic Simulations, Inc., 1984)
Apple
Wasteland (Interplay, 1988)
Apple, C64, IBM
Wing Commander (Origin, 1991)
BM, Sega
Wizardry (Sir-Tech Software, 1981)
Many formats
Zork (Infocom, 1981)
Many formats

March 1993

The games in Compurer Gaming World’s Hall of Fame have been highly rated by Dur-re'adél;s 1)
over time. They have been rated for their impact on the computer gaming hobby during their peak

period of influence and acceptance by our readership. Note that the dates listed for each game are
the copyright dates and may precede the actual release dates. Specific formats listed are those
which CGW has in its possession. Each month, we will highlight at least two of these gumies as.

Empire
Interstel, 1978
Many Formats

Originally published on mainframes
in the late *70s, Walter Bright's
game of planetary conquest mixed
exploration and strategy with an eco-
nomic basis for unit construction.
The game was revamped for person-
al computers in the mid-"80s. Mark
Baldwin’s new interface and the
addition of new units enhanced a
classic game system.

[“19 Stealth Fighter
MicroProse, 1988
1IBM

| _ Jp=d
=

STERLTH FIGHTER

Released prior to the government’s
public announcement of the F-117A,
F-19 Stealth Fighter provided addi-
tional challenges beyond those of the
typical combat flight simulation of
its day. By creating the electronic
profile of the craft and adding the
element of stealth, F-19 became the
first combat flight simulation where
it was more fun not to dogfight than
Lo engage in one.
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The Patch File

number of possible configurations * as become so huge
that incompatibilities and glitches seem to be breeding at
an exponential rate. Consumers and publishers are both frustrat-
ed at the need for adding patches into “buggy” programs, bul
they seem to be an interim solution that is going to be with the
hobby for a while (presumably, until a standard platform config-
uration is agreed upon). So, until the golden age of standardized
platforms and bug-free programs, Computer Gaming World will
publish a regular list of the latest updates of which we are aware.
These patches can usually be downloaded from either
Compuseryve or GEnie, but can also be obtained from individual
software publisher’s own BBSs and direct from the publisher
(with proof of purchase). We continue to urge publishers to keep
us updated on the latest versions/patches to their games.

COmpulcr game programs have grown so massive and the

Air Force Commander Slowdown Patch: Makes the game
playable on high-powered machines. 11/24/92

Amazon Raft Bug Fix: Fixes the problem getting the raft out of
the box in the airplane. 12/12/92

B-17 Flying Fortress Version 2 Update: Adds many new [ea-
tures and tweaks some of the existing ones. 11/17/92
Civilization Update (Amiga): Latest version for the Amiga.
09/12/92

Crisis in the Kremlin Version 1.01: Fixes problems reported by
users since its original release. 09/26/92

Crusaders of the Dark Savant Patch #2: Fixes the “Don
Barlone” bug. 11/16/92

Darklands Version 06: New features added, fixes various
machine compatibility problems, corrects problems in earlier
versions, and includes new/revised artwork for certain arcas of
the game. (09/24/92

Darkseed Version 1.5 Update: Latest version of CyberDreams’
adventure. 1'1/24/92

F-15 Strike Eagle 111 Install Update: For those having trouble
with the install program. 12/23/92

Falcon; Operation Fighting Tiger V3.01.1 Update: Contains new
installer, a fix for blank screen lockup, escort mission failures,
Reg Flag buildings, PC Speaker sounds, ROE conflicts, B-52
crashes, ships in allied comm mode in Kurile Theatre, and oth-
ers. 10/13/92

Full Count Baseball V5.1 Upgrade: Expands play-by-play and
offers a new screen layout. For owners of V5.0 only. 12/06/92
Greens Version (02 Update: Addresses the problems reported
with scoring; Sound Blasters, ete. 11/22/92

Gunship 2000 Islands and Ice Version .08: Lastest version of
the 1&I scenario disk. 10/10/92

Harpoon Version 1.32 Upgrade: Latest IBM version of the
game. 11/14/92

Island of Dr. Brain Update: Fixes “Ooops 10" error, music
room puzzle, and several ather problems. 12/23/92

Jack Nicklaus Signature Edition Rev 1.5: Fixes the Mini-Moss
effect caused by several objects being placed after a hill crest.
12/16/92

Lightspeed Version 02 Update: Fixes the trade problem that
some players have experienced. 11/17/92

Links 386 Pro Update Version 1.08: Allows game to run under
(08/2 and other DPMI operating systems and software. 11/14/92
Power Politics Update: Fixes all known bugs. 12/11/92

March 1993

Quest For Glory II1 “B” Patch: Corrects all known game play
errors. 12/03/92

Railroad Tycoon Version 1.01 Update (Mac): The latest ver-
sion for the Mac. 09/25/92

Rex Nebular Update 8.49 (IBM/VGA): Corrects the chicken-
bomb and poly-cement problems. 11/13/92

SimLife Upgrade V1.02¢: Fixes minor problems. 12/16/92
Spelljammer Update V1.1: Latest version of the game.
11/21/92

Star Control 2 V1,1: Fixes several small problems. 12/11/92
Stunt Island Update: Fixes a minor bug in the Install program
that was causing some system lockups after the hardware autode-
tect sequence. 11/27/92

Stunt Island Beta-Test Patch: Beta version of the patch to fix
the palette shift problem some users were experiencing. (Note:
Some companies release beta versions of their patches so that
interested users can help test them before official release.)
12/09/92

Tom Landry Football V. 1.02 Update: Corrects problems with
modem play, excessive penalities, Sound Blaster problems, and
improved animation choreography. 12/03/92

Ultima Underworld Upgrade Bug Fix: Fixes disappearing item
problems. 07/04/92

Ultima VII Keys Fix Patch: The fix for disappearing keys in
Ultima VII. 06/01/92

Wayne Gretzky Hockey 3 Version 1.10: Fixes many bugs,
including the Canadien.VOC file, the computer scoring problem,
CH FlightStick problem, penalities, referees, coach’s clipboard
and others. 11/24/92

The PRODIGY Weekly Top Ten

The Game Center section of the PRODIGY network offers
its users the chance to rate their favorite games on a weekly
basis. CGW provides this data as yet another indicator of
what's hot in gaming as determined by the player's votes.
Please note tial a PRODIGY rating is not a cumulative rat-
ing, as in the CGW Top 100 Poll, and is based upon a
straight [-10 scale.

TOP TEN RAMKED GAMES
ok of lec |2 i
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¢¢ uns don’t settle anything," said
G Raymond Chandler’s shamus
supreme (Philip Marlowe) in
his last novel Playback, "they’re just a fast
curtain to a bad second acl." Of course,
Marlowe was not taking a stance against
the use of guns per se, Chandler’s famous
private eye was very capable of handling
them. He simply recognized that lots of
folks in his fictitious Los Angeles (as well
as the real Los Angeles) tended to use their
weapons first and think second. If the quo-
tation were taken completely out of con-
text, however, one might think that
Chandler was totally against the use of
auns.

In the same sense, a lot of people mis-
understood the editorial position on vio-
lence in computer games which was
presented in a two-part editorial. Again,
the intent was not to condemn the use of
violence in computer games, but merely to
suggest that designers provide for the use
of other solutions as well. After all, Mar-
lowe talked himsell out of a lot ol difficult
situations and came up with many crealive
ways to avoid the standard shoot-out
schtick used by most private detectives
and law enlorcement officials in the nov-
els of the day.

So, it may surprise a lot of folks when
they read this editorial. The recent film,
Toys, simply cries out for a response. At
first, there was some thought to writing a
movie review of the film. Although it
might seem an unusual thought, there is a
precedent. CGHW reviewed the Nlm, War-
games, in the July-August 1983 issue, In
the end, the editorial page seemed a better
spot for discussion, since even the earlier
article did not "review" its subject as much
as editorialize upon it.

The 1983 film used its plot to juxtapose
two questions: "Is this a game oris it real ?"
and "What's the difference?" In Toys, we
are led by the hand through [antastically
breathtaking surrealist sets (with many
tributes to Belgian artist, Rene Magritte —
especially the MTV sequence) toward the
definitive proposition that war toys and
video games are evil. In 1983, the com-
puter gaming/hacker protagonist is a hero
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who stops a potential nuclear holocaust
from occurring (after setting off' the cir-
cumstances which made such horror pos-
sible). In Toys, video games and other war
toys are perceived as desensitizing agents
(indeed, training devices) that make the
war machine possible. In a very real sense,
the computer gamer has come complete
circle from amoral hacker/hero to insensi-
tive villain/foil.

The thesis of Toys would be absolutely
ludicrous, did it not reflect a growing dis-
position against toy guns, military models,
military miniatures and both traditional
board and computer wargames. Indeed,
the State of New York’s Department of
Health unilaterally ordered the makers of
lead miniatures to "immediately cease the
sale and/or distribution of said products in
New York State ..." The Order for Sum-
mary Action cited the following as its ra-
tionale:

WHEREAS, lead is an environmental poison for
children and lead exposure is one of the most
preventable childhood health problems in New
York State today; and

WHEREAS, envirommental exposure to cven
low levels of lead increases a child’s risk of
developing permanent learning disabilities, re-
duced concentration and attentiveness and be-
havior problems; and

WHEREAS, higher levels of lead can cause men-
tal retarcdation, kidney disease, liver damage
and even death; and

WHEREAS, experimental results have shown
that lead can be easily removed from figurine
surfaces; and

WHEREAS, during play, young children may
ingest lead transferred from a figurine to the
hands or by direct oral contact with a figurine;
and that such exposure may resull in elevated
blood lead levels; and

WHEREAS, the Commissioner of Health of the
State of New York, after investigation, is of the
opinion that the sale and /or distribution in New
York State of figurines containing lead is an
activily which constitutes an immediate danger
to the health, safety, and welfare of the people
of the State of New York and that il also consti-
tutes a nuisance affecting the security of life and
health of the people; ...

Perhaps, it is simply this miniatures

gamer’s imagination, but is it paranoid to
think that the use of the term "immediate

danger" and "nuisance" in this order is
slightly prejudicial? Indeed, it seems espe-
cially prejudicial in a state which has not
made landlords replace existing lead pipes
(that carry water that is definitely ingested
rather than the "may ingest" allegation in
the order) or considered outlawing lead
fishing sinkers as well as miniatures. How
are lead miniatures more of a health nui-
sance than fishing sinkers? What about the
lead in stained glass (another hobbyist
pastime)?

As for the health risk, Loren Wiseman
of game publisher GDW notes that work-
ers in miniatures are regularly tested for
lead accumulation and show no more lead
in their systems than the rest of the popu-
lation. Surely, such a health risk should be
obvious among the workers in the sub-
stance. This editor simply cannot help but
believe that part of the hidden agenda in
this executive order was because someone
in the health department is concerned
about the fact that most miniatures are war
toys.

As one wag noled, our computing
equipment is made from toxic materials.
The solder on the boards is 40% tin and
60% lead; the chips contain arsenic and
the PVC wiring gives off toxic chlorine
gas when burned. One wonders what ex-
cuses might be used to outlaw computer
games as health hazards in the future.

Perhaps, the basic problem is that peo-
ple do not understand the function of
"play" anymore. Play is an attempt to try
out options with no authentic risk. There
is simply enough risk to encourage one to
think about actions both before and afier
perpetrating said actions. As that 1983
reviewer suggested in his review of War-
games, the value of play rests within its
purpose. "If the purpose is simply to win
at any cost, the simulation is of doubtful
value. If the purpose is fo learn from both
correct and incorrect hypotheses, then the
simulation is of immense value."

War, like guns (to paraphrase Chan-
dler), may provide a fast curtain to a bad
second act, but play is the activity where
that is best learned. How are we going to
learn without the opportunity? cew
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W «has &en declared' As Commander of the
/ marine "Nanulus your mission is to
d all enémy vessels within the region
te them, Warning! They are armed with
quipment and they are out to sink you!
pand sink destroyers with either aspeedy
(63 nilclear-tlpped missile. Blow enemy
submarinesiout of the water as they close in on you.
Dodge gumbersome but sensitive mines -- snag a
cable and it's 'off to a watery grave. Send out your
frogmen for some demolition work.
o1 T Watch your I‘GSOLII‘CE{S! With only two §upply ships,
== you'll have to be careful. Use them unwisely and you
mrl may find yourself sinking helplessly towards an
implosive end.

SubVersion™ is a challenging balance of strategy
and tacties. With 10 levels and over 300,000 combi-
nations of gameplay, SubVersion is sure to provide
you with hours of destroyer-bashing fun.

You destroyed 2 mines, Caplain Nema.
You sank 2 destroyers, sir,

i byt M L o ' | Cantrots | Available for Macintosh and compatible machines.
e ' Coming soon for IBM PCs and other computer

Macintosh 16 color screen shown systems.

See your local retailer or call:

Game Created by: Captain Byte's Bit Shop Point Of View Computing, Inc.
Box Artwork by: Josh Stigers 5050 Edison, Suite 221

Computer Artwork by: Steve Laveirge Colorado Springs, CO 80915
719 591 5320

Copyright © 1992 Captain Byte's Bit Shop. All rights reserved worldwide.
SubVersion is a trademark of Point Of View Computing, Inc.
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~ Role-Playing Game of
(he Year! It’s not just a
dungeon game anymore!

—_—

UNDERWORLD The Stygian Abyss™ was huiled as the first in a new generation of fantasy
adventures. UNDERWORLD Il Labyrinth of Warlds delivers a new, sharply realistic look.
With smoother animation, more detailed creatures and a spacious view window, it's the
most realistic gnming environment on a PC.

The world of Underworld Il is more varied and engaging than ever before. We've

dded new terrain features (like shifting floors, water currents and thin ice), new spells (like
ckwave and Portal), new and nastier traps and puzzles, and new creatures (we’ll let you
discover these for yourself...)

Underworld Il takes you beyond the traditional dungeon environment. Deep in the earth,
he Guardian’s magic hus cracked the walls of reality, opening the way to eight new warlds
eyond Britannia: a city buried in ice, a floating castle, an ancient tomb and more...

m the halls of Lord British’s castle, it’s time to carry the bottle forward ond into the

LABYRINTH OF WORLDS...

Actugl screens maoy vury

Available of a software retailer near you
or call 1-800-245-4525 for
MC/Visa/Discover orders.

A Looking

#n Eboudronk Ails* Comgny

P.O. BOX 161750  AUSTIN, TX 78716
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