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EXPERIENCE THE MOST HEARTWARMINGLY HUMOROUS CINEMATIC ADVENTURE EVER. CREATOR
ROBERTA WILLIAMS PRESENTS THE SEVENTH CHAPTER IN THE BEST-SELLING COMPUTER ADVENTURE {8
SERIES OF ALL TIME: KING'S QUEST® VII: THE PRINCELESS BRIDE. JOIN PRINCESS ROSELLA AND

HER MOTHER VALANICE AS THEY BATTLE THE EVIL ENCHANTRESS MALICIA FOR THE SURVIVAL OF
THE MAGICAL REALM OF ELDRITCH. DON'T MISS THJS'_BR'EATHTAK:NGLY BEAUTIFUL EPIC ADVENTURE
FOR THE WHOLE FAMILY. FOR YOUR COPY, SEE YOUR LOCAL DEALER OR CALL: | 800-757-7707.

THE PRINCELESS BRIDE
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NOT AVAILABLE IN STORES

To order call
Epic MegaGames
1-800-972-7434

“THE BEST ARCADE
PLATFORM GAME FOR
THE [PC] EVER”

PC GAMER
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Incredible 3D bonus stages
and over 90 levels of action!

“X08/30 147

Adjustable difficulty level.
Suitable for all ages and skills.

- TR : Ao i
Playable directly from CD. Includes a
new bonus stage selector and 30 new
levels - the toughest Jazz levels with
the hottest graphics we've ever done.

Remember the Tortoise and the  cartoon-quality animation
Hare? Well, it’s 3,000 years later ~ sequences and awesome digi-

o S T CTEL | Lol and they're at it again. This tal sound-effects and music.
“Plays like a dream” - rated time it's a fight for the galaxy All nine episodes, 90+ levels, on
as high as 94%! and the love of a beautiful CD-ROM are only $49. The six
s princess. episode 60+ level version on
- Jazz Jackrabbit is high-speed floppy is $39. Both include a 36
action through and through page color manual with the
with 4-button joystick support, Jazz Jackrabbit comic by
gorgeous graphics, hilarious reknowned artist Nick Stadler.

TRY THE SHAREWARE VERSIONS TODAY!
On CompuServe GO EPIC and visit the Epic Forum
or call Exec-PC BBS at (414) 789-4360 or on the

T —— Internet ftp them from the /msdos/games/epic
to find only on a cartridge. Fhmras, SRR ﬂ ST IR g P




CALL 1-800-972-7434 TO ORDER
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Pilot giant 90ft robots that

an attempt to defeat diverse

I e

fight with the kind of “feel” enemies with unique
you've been waiting for in PC personalities.
combat games. Features multi-channel, metal-

Play head-to-head against your

crushing sound effects and

friends or fight your way heart-pounding digital music.

through increasingly difficult
tournaments. Use your
winnings to upgrade, trade
robots and purchase training in

Or, get the game, the massive
OMF Strategy Guide and a cool
color poster for only $49.

Please add $4 s&h. Visa, Mastercard and checks accepted. MD residents
add 5% sales tax. Every order includes a bonus shareware game. Inquiries?
call us at 301-983-9771. In UK/Europe call us at +44 (0)1767-260903.

Epic MegaGames Inc. - 3204 Tower Oaks Blvd #410 - Rockville MD 20852

One Must Fall 2097 is only $39.

Try these games
on CompuServe
just GO EPIC

“YOVE OVER, DOOM, FOR
ONE MUST FALL: 2097 IS
A SURE WINNER!”
GAMEBYTES
e 33 e\ mm—

184,200 L

11 robots with over 120 frames
of 3D animation per robot!

Supports dual joystick head-to-
head combat in 5 unique arenas
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Win cash to upgrade robots,
get training & buy new moves
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Run out of cash! and your
repairs are over!
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32 SNEAK PREVIEW! THE ELDER SCROLLS: DAGGERFALL
Life gets a lot more interesting once you leave the ARENA.
CGW's Editor-in-Chief explores the new role-playing concepts
slated [or the sequel to THE ELDER SCROLLS: ARENA.

182 GOLF GAME ROUNDUP Pete Scisco presents an “airing
of the greens” with regard to Microsorr Gorr 2.0, PGA
Tour Govrr 486, and PicTurE PERFECT GOLF.
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121 SCORPIA'S STING Curious to discover if a misfit jester
can amuse her, the reigning queen of role-playing receives
Westwood Studio’s KYRANDIA 3: MALCOLM'S REVENGE.

126 SCORPIA'S TALE Ravaged by the latest Dark Sun, we
petition counsel from the pincered player who has killed
more creatures in WAKE OF THE RAVAGER than all the Mind
Flayers in the Underdark combined.

132 UNDER A KILLING MOON Inspector Charles Ardai
unravels the mysterious nature ol Access’ photo-realistic,
3-D, four CD-ROM extravaganza.

138 STAR TREK INTERACTIVE TECHNICAL MANUAL
“Welcome aboard the U.S.S. Enterprise, NCC-1701-D. Please
wipe your feel.” Alan Greenberg and Commander Will Riker
take you on a guided tour.

142 RELENTLESS Will this tale of Quetches cause Charles
Ardai to kvetch? Find out about one of the most innovative
games of the year.

148 DRAGON LORE Mindscape went to the Old World to
discover this 3-D adventure, and Peter Olafson tells us the
tale.
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152 METALTECH EARTHSIEGE Jell James encounters
heavy metal in the [orm ol mechanized, rocket-liring
Jjuggernauts.

158 RISE OF THE ROBOTS Street lighting in the 21st
Century pits you against 3-D rendered, malignant robots,
but George Jones knows how to kick some ‘bot.

162 CYCLEMANIA Don your leathers and pull on your
brain bucket, we're headed into digitized terrain at 160
miles an hour, with “Hop-along” Gordon Goble at the
controls.

168 BLACKTHORNE Charles Ardai wields a shotgun with
abandon in this swashbuckling, ultra-violent Interplay saga,
172 THE FORTRESS OF DR. RADIAKI If you think carnage
is cool, Mark Clarkson’s tale of slaying Samurai and
mauling mutant lizards will slay you, too.
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176 GLIDER PRO LEden Maxwell guides a spunky little flyer
through a 270-room housing complex without once crash-
landing his hard drive.

SIMULATIONS

191 BOGEY'S BAR & GRILL Tom Basham flies in the face
of special interest groups to show you how sim jocks share
their obsession.

194 ARMORED FIST NovaLogic slams its ARMORED FIST on
the table, unleashing modern US and Russian armored
vehicles and helicopter gunships.

200 FLEET DEFENDER GOLD ‘T'om Basham takes the stick
ol MicroProse’s I'-14 simulator with digitized audio,
multimedia glitz and a mission builder,

202 DAWN PATROL Michael Rymaszewski wraps on a
cravat and climbs into an open-air WWl-vintage cockpit for
a linal showdown with the Red Baron.

STRATEGY/
WARGAMES

207 BROADSIDES & GRIPESHOT Savor some chestnuts
with armchair general Alan Emrich as he relives the year in
\\’Fll'gi![]lillg.

212 PREVIEW! 1830: RAILROADS & ROBBER BARONS

Johnny “Tycoon” Wilson lays tracks and stock market traps

as he climbs aboard Avalon Hill’s new railroad empire
builder.

216 PANZER GENERAL Feast your S8Is on this SVGA
strategy game that puts you in command of the Panzers in
1939. Field Marshall Terry Coleman reports.

224 WARCRAFT: ORCS & HUMANS Few humans
understand the armed struggle between humans and ores as
well as Chris Lombardi, whose parents were one of cach.
228 BATTLE ISLE 2200 Accolade takes us back to the
future in this sci-fi slugfest from Germany. Martin Cirulis
conducts the briefing,.
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és;ﬁlnter startlingly realistic pre-

l¥missions or construct your
owrk Dig trenches, lay mines,
even plant trees.

Ly o
_"'§p In the heart ui 1 advanced

.\_ghting machlna. Pee ng through

‘the thick smoke blllowthg ‘off your

tim, you feel you're being |

“watched. Switching to thermal shows
something hot behind the trees

.ahead Advancad optics zoom in and

= Choose American M1A2 Abrams
main battle tanks, M3 Bradley
IFV's equipped with-thermal
sights, Russian [¥-80 tanks, or
BMP.APC’s equipped wilh rmage
P ,I‘!nlensmers g R
Forge ahead on the digital ; -
battlefield of the future in
‘this'modern tank
simulation from 4
Novalogic™ (the creators
of Comanche™; WolfPack'
and Ultrabots'™).

y Engage your enemy in accurate
battle environments where you
encounter translucent smoke,
‘explosions and grenades.

» Command multiple tanks over
3-D, Voxel Space™ (patent
pending), terrain and call in
remote artillery or tactical air
support to ensure victory.

Strap on your helmet
for the ride of your life!

Suggested Retail Price - $69.95

Available for PC 3.5" and PC CD-ROM
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YOU AN

Your heart is racing.

Th-thump. Th-thump.

It’s pumping as fast as your legs.

You don't notice the gentle breeze, the

noon-day sky.

You are totally focused.
On the smell.

Just the smell.

Could be the first thing you sink your

teeth into, in days.
Dust, pebbles, sticks.
They're flying.

Then you pounce.
Suddenly. Stealthily.
You break its neck.
You're hungry.

You are such an animal.

*ag

“Its addictive.” PC Gamer

o
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Really.

In this wilderness survival adventure,
that’s exactly what you are.

A wolf.

And you experience all the sights,

sounds. ..and smells. . .firsthand.

Mating rips in{frfed

That’s what makes this game unlike
any other.

It’s realistic.

So realistic that it just might blow
you away.

(Or maybe a predaror will.)

Will you survive?

You'll have to hunt.

Fight.

Mate.

(Hey, maybe it’s not so hard after all.)
See your retailer or call 800-943-3664.

Wet +

SANCTURRY WonNDS
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.~ Actual screens may vary.

€ g up on the ‘heading...IMPACT! 5%
- {;HTCOMMANDER 2 puts YOU in comma _,;t‘cf,ﬁre

) _Battjg Generator to create new scenarios! You will never |
5 NOtwo mrssaons are ever the same! Truly.a state-of-the- |

, CD ROM cnmmg soon
i The Avalon HIII . i ailable on; PC Compatibles, 386 or better with Microsoft Windows ™, 4HB of RAM,
Game company ﬁ ] G HM‘{: 35" High Demsiy Floppy, Hard Disk Drive, House, YGA or SYGA. color graphics, Sound
I -t Support for Sound Blaster AW3Z, Sound Blaster 16, Sound Blaster Pro and
- . :g:g'ou OF Mﬂﬂlﬂfl’l l‘d’.AI.DH,' l:;;‘ 21214 Ty SOFTURRETINC. Compatibles, Pro Audio Spectrum and Roland. Also available on Macintoth with 4HB

of RAM, and Hard Disk Drwve.

Flight Commander 2 can be found in computer game stores near you. For order information
or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CGW 12
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hirinovsky has seized the reins of power in the
Kremlin, and he’s got his eye on warm-water

ports and rich oil deposits in the Persian Gulf and

Indian Oceans. While the Kirov cruises toward Bah rain,
and Typhoons prowl the Gulf, where is the United States?
The has arrived! Your're in command of a
U.S. Navy task force, with a full range of hardware at

your co mand Nlmltz class carrlers, with their cats
g the

umhat Information Center-Choose
your |;:IE|'34r options

Air Missions Display-Send your air-
craft on dangerous missions




White Rabbit

Syndrome

Why Too Many Computer Games Are Ripped From The Womb

by Johnny L. Wilson

ots of computer gamers would
like to paraphrase the White Rab-
bit's refrain from Alice in Wonder-
land to read, “It’s late! It's late for
some very important play. No
time to beta test, let's fly—it’s late,
it's late, it’s late!” They wonder
how a game can be delayed many months
overdue and still be incomplete and with
major bugs. How can it be both late and
premature at the same time?

THE LATE, GREAT HIT
An industry leader once put the issue in an
enigmatic phrase that sounded vagucly like

doggerel, “Software travels at the speed of

soltware.” Ernest Adams, one of the direc-
tors of the Computer Game Developers
Conference, put it a litle more logically
when he explained last conference that
software engineering is about “solving
problems in new ways.” He went on o say
that no one knows how long it will take to
solve these problems because "no one
knows how long it will take.” No one knows
how long it will take to get better graphic
compression. No one knows how long it
will take to integrate the physics model of a
simulation with the game’s player interface.
In fact, the more game designers and pro-
grammers try to make things better,
stronger, faster, the less anyone can tell
when it is going to be done.

Meanwhile, it takes months of lead time
to interest distributors, the large retail
chains, and consumers. So the marketers
bug the game design/programming team
for a delivery date, who in turn make a
guess. Fach guesstimate is off by a random
factor based on how many new problems
the programmers are tiying to solve. The
more neat stull they try to put in a procluct,
the less accurate the delivery date.

The date is [urther stretched by unantic-
ipated technical problems and the late ad-

dition ol new features. The flirst set of

problems can be as complex as: changing
in mid-project to a true 32-bit C compiler
(it cost one company over three months of
project time), discovering that the addition
ol modem play disrupts the Al [or solitaire
play (more than one company opted to
ship a game without promised modem
play because they couldn't solve the prob-
lem efficiently); or having a programmer
who didn’t comment the code leave in the
middle of a project.

Such technical problems can be exacer-
bated by the second set of problems, The
marketers determine that the game must
be reworked to take advantage of a new
video card or that a game must have this
or that “Gee Whiz" factor in order to
compete in the marketplace. Such retool-
ing always takes longer than anticipated.

BUCK FIXES

But, of course, you want to know why the
products ship too soon, not why they're
late. The products are largely shipped too
soon for financial reasons. These financial
reasons apply to small private companies
and large public companies alike, The
first reason is cash low—pure and simple.
Small developers are paid on the basis of
milestones, reaching certain previously
agreed upon performance points before
they are paid. In many cases, the develop-
er depends upon the milestone payment
in order to survive. So, they cadge togeth-
er enough code to do the task under cer-
tain optimal conditions, even if they don't
have time to test all of the conditions.
They eventually have to go back and fix
the problems (causing further delay), but
they get the quick cash.
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Small and large publishers alike have to
sell games into the retail channel in order
to pay their bills, They can't collect ad-
vances for games in beta testing, so eco-
nomic reality forces them to release their
babies as premature infants—hoping that
the intensive care ol aggressive patching
can see the new lives through.

Even cash-rich companies have to re-
lease games prematurely in order to hit
the End of Quarter (EOQ). Public compa-
nies need as much revenue as possible in
a given quarter because most investors

Jjudge them on their current earnings ver-

sus those ol a year ago. II'you can get
your product on the market and receive
promise of income before the EOQ), you
may be able to enhance your balance
sheet and make your investors happy.
Even private companies who do not have
their earnings reported in public forums
may feel forced to hit the EOQ in order
to build up their earnings and make their
vulture...er...venture capitalists happy.
Venture capitalists expect a relatively
quick and generous return on investment,
Bad quarters make these people nervous,
SO even priviate companies may occasion-
ally rush a game to avoid the EOQ blues.

Finally, there is the retail pressure. Re-
tailers like to move merchandise swiftly. So,
they want to know when the game is going
to be on the shelf. The marketers tell them
that the ViRTUAL SPROCKETS DANCGE CLUB
will ship on December 7th and the retailers
set aside X number of dollars to buy the
game during that quarter. If the product
doesn't ship during that quarter, the pub-
lisher has three choices: 1) ship it prema-
turely, 2) find another product (usually
Luropean) to take its place (assuming the
buyers are willing to accept the substitu-
tion), or 3) allow a competitor to earn those
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defaulted dollars by not shipping anything. In cither of the last
two cases, the puhllhll(‘\‘ will have to resell the buyer on stocking
the game in a later quarter. Considering what that can do to
L'ilb'l flow, patching a premaune disk is |m.s maore economical
than missing the boat,

In fact, dollars to buy are so important that one major con-
sumer retailer is reported to have run out of dollars 1o buy for
this holiday season. Yet, so many titles had slipped into the
holiday quarter that the buyer invited soltware publishers to
place their products in his stores, basically on consignment
with the promise of reorders il they did well. So, timing is ex-
tremely important for the publisher who expects 1o be able o
get the games in the stores.

It's
])llll]l‘\hlil"’ now and paving the price of lixing games later.
Competitive pressures, business pressures, technological chal-
lenges and the desire 1o create the latest (pun intended) and

greatest all add to the vicious cycle. Unlortunately, the lack of

dependability may well end up leading o another vicious cir-
cle—the one where gamers won't buy the games because they
can't be sure of value. The fact is that such publishers are vir-
tually mortgaging the luture on a mishegotten present of bug-
gy games. Some day, some of them are going to have to pay
the piper. In fact, one could reasonably argue that they are
gambling an entire industry on the consumer’s money.

While you may not like the answers 1o the “late and hugay”
questions, we }mp(.' you understand the issues hetter, “Late”
games are a fact of soltware life, and we'll have to deal with that.
Yet exceptionally buggy and/or incomplete soliware, while be-
ing understandable from a short-term business perspective, is
not healthy for our hobby in the long run. We truly hope that
publishers will focus on long-term value and a trustworthy rela-
tionship with their customers. That would make for some well-
deserved celebration on hoth sides, €

HOW DO WE RATE?
The Guide To CGW's Review R.ll'ing System

%3 3% Ouistanding: That rare game that gets it all
right. The graphics, sound, interface, and, of
course, the game play come together 1o form a
Transcendent Gaming Experience,

# a3 Very Good: A quality game that succeeds in
many areas. May have minor problems, but is
still worth your time and money, especially if
you're interested in the subject matter/genre.

Bz Average: A mixed bag. Can often be a game
that reaches [or the stars, but falls short in sig-
nilicant areas. Can also just be a game that does
what it does well, but lacks Nair or originality.

# 4 Weak: A game with serious problems. May be
buggy, may not have much play value, may be
ill-conceived—and you may want to think twice
about buying it.

2 Abysmal: That rare game that gets it all wrong.
Usually a buggy, incomplete, and/or valueless
product,

16 COMPUTER GAMING WORLD « JANUARY 1995

sy Lo see why pllhh\]lt‘la have gotten into the habit of

COMPUTER
GAMING WORLD

The #1 Compuler Game Magazine

JANUARY 1995, NUMBER 126
Publisher Russell Sipe
Associate Publisher  Jonathan Lane
Editor-in-Chief  Johnny Wilson
Editor  Chris Lombardi
Managing Editor  Ken Brown
Technical Editor  Mike Weksler
Assistant Editors  T'erry Coleman
Allen Greenberg
George Jones
Alan Emrich
mn Zurawik
Jack Rodrigues
Christine Kloss
Gene Allen
Lee |, Uniacke

Interchange Editor

Art Director  Su

Graphic Artist

Production Assistant

M.L.S. Manager

Advertising Manager

Advertising Sales Coordinator  Kathy Garcia
Account Representative  Marei Yamaguchi

Contributing Editors '\LU}J)M (Adventure Games),

an Brooks (Wargames)

Tom Basham (Simulations)

Coments are copyrighted by ZifF-Davis Publishing Co., 19094,

Camputer Gamng World is ne hated with 1DG,

it i $27.94 for a one year mhs(npnml (12

G dd S11.00 lor postage. A

1 Canadian GST registeation number is

18 dollars made by check or money order
ard, AMEX accepted.

e I\lll uestions acldress lll-lllt\L'b o

Subseription Rate: The subscrip
issues ). Camaada and all othe
subscriptions are §7

$78.00 pery
RIZSGROGTS, Pay o omust he

services: bor subscoptio

ation, call toll free (S00)

other countries call (303) L17-9350 o

subscnibers only) or write to Computer G

CO BOS22-T167

Editorial Offi

Back Issues: For buck fssues (subject to av;

the U.5.), send check, money order or ¢

Dept., Lifl- Davis Publishing Co., 0. Box 53151, liuulnlu (8]

Paalms 4 .2

CompnServe (TO705,622) Ini e TRTOA G226 compuserve.com

elephone: (T14) 283-3000

Fae: (T144) 283-3444

I?nr advertising information only, eall:
Lee |, Uniacke, (714) 283-3000 x41

x to (303) 4455080 (inmternarional
g Worlds 150, Box 57167, Boulder,

1530 Chaparal Court, Suite 260, Anaheim Hills, CA 92808

ihility) SI; 0 |u| isstie (85,00 outside
1o Back lssues
H0522-3131,

Glnie: COW
It NATION: Box 148

For quality reprints in quantities of 100 or more, contact REPRIN
SERVICES COMPUTER GAMING WORLD, 315 Sth Avenue NW., St Paul, MN
3112, (612) 5825800, FAX (612) 6331

Constmer Media Group Presides cott Briggs
Executive s President: Mike Edelh
Vice President: | Thomas Corringh
VI Editor-in-Chiel Computer Life: John Dickinson
Vice President, Marketing: Ruth P, Stevens
Divector of Electrome Publishing: Sherry Huss
Business Manager: D, Tan McKinnon

President, Business Media I‘-mu]l» Ronni Sonnenbery; I'ls.»:du:t Computer

Intelligence/InfoCorp: Bob Brown resident, Information Ac ( i

Howells; Pres {!l'nl Tiner mun.l] Me : J-B. Holston 1 I'
: Mi

Al L :
hnology [-||-|||1 Ke
Senionr Vice President: Rac
Lo MoGrade, Vice President, © ull.lnuu ‘al.l\u nes F.
Controller: Howard ‘-ulwl ik: Vi Servi
President, ( il Man -\'-' Botrne

Ravon Brown; Vice In \nlun Production: Roger Her
NnH M. Wullsberg, Vice President, Strategic Plann
le Bill Machrone: Chiel Tnfor
Panl TL Chooks F

3}

it to the Cl
Ramaley; Vice P!

sident,
Intermal

im Manning: Production Director: fter | Ter ecki; Director of I:cumug |(.:||
Lamenselort: Director of Public Relations: Gre, oy Jarboe

ZIFF COMMUNICATIONS COMPANY
Chairman and CEO: Eric Hipp
Senior Vice President & € hnl Fiancial Officer: Bruce R Barnes
Senior Viee | 3 \[uun C. Feinman
Vice Preside 1l Counsel
anel Secret I \| leolm Morris
Viee Presid Business Ma + 1L Thompson
Vice President, Controller and Treasurer;
Timathy | Mirchell

Chgivman Ementus: Willian B, 21 Jr.




:‘El_f you want to go all out for games, the
Falcon is the best bet for your money.”
=Computer Gaming World

For 386, and slow
486 machines

For fast 486 and
Pentium machines

Falcon

MACH V's

Iy
aonty
J

It's a cruel fact of computer gaming: better graphics demand more computer power. Smoother animation requires a higher
frame-rate. Your eyes can see 30 frames every second. |f your computer is doing anything less, your game won't play
smoothly. And if you think today's games are demanding, just wait until you see tomorrow's!

The Falcon MACH V and MACH Vp are not your average computers. They were specifically designed with the needs of gamers in

£ s of ge S i
imind: extreme frame-rates, brutal amounts of CPU power, unreal hard disk transfer rates, and all of the multimedia and gaming
extraq that you'd normally have to add yourself. Sure, they're great for spres

q&;heets, \.'-.rornl(‘syocessing, and general business -
any computer can do that. When you're ready for something“fhore, you're teady fora MACH V.

The MACHV -51,9

3~

T CDRLL 4} abytes of
bgabvtn Enhanad !DE fard disk

$2, 995 :

Each MACH V system comes standard with our VESA Local Bus graphics and Enhanced IDE hard disk controllers, 1.2 & 1.4 megabyte floppy drives. mini-tower
case, 101 key keyboard, 250ms double-speed CD-ROM., Creative Labs SoundBlaster PRO or 167, Labtec multimedia speakers, CH Products FLIGHTSTICK
PRO™ and dual high-speed joystick porls, licensed Microsolt DOS 6.22™ and Windows 3.1, 3 button mouse. and a 14" non-interlaced lull-screen SVGA

manitor, Each MACH V is custom built - many different processor speeds and upgrades are available, please call for pricing and availability

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE

FALCON NORTHWLEST

~_ . VO OrderCall: NEW LOWER PRICING
COMPUTER SYSTEMS e 1-800-258-6778 & 10 Free CD-ROMSs with
B 'l |
263 South Bayshore Dr.  Coos Bay. OR 97420 VISA & MasterCard Accepted eachMACHV
Ph: (503) 269-0775 Fax:(503) 267-2575

Financing Available On Approved Credit.
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LETTERS

DIGITAL
DODGECITY

We at TSR are concerned with
the misinformation presented
in “Showdown On The Elec-
tronic Frontier,” by Johnny L.
Wilson. In Wilson’s column,
he stated that TSR has
claimed that playing the
DUNGEONS & DRAGONS
(Registered) game over the In-
ternet infringes on TSR's
wrademarks and copyrights.

TSR has made no such
overture regarding gaming.

In fact, we encourage and
support play-by-play chat and
play-by-email gaming. We are
only concerned when unli-
censed people or companies
use TSR properties (names,
rules, ete.) in their own pub-
lished works.

Mr. Wilson refers to an up-
coming showdown regarding
“excessive diligence.” 1 hope
he is aware that what he refers
to as a “showdown” may be in
fact an “airing.” The real
showdown is brewing in Wash-
ington, D.C. Last July, repre-
sentatives ol the American
Association ol Publishers
(AAP) spoke of the “appalling
lack of respect for intellectual
property” on the Internet, and
declared that “universal ser-
vice and access are not an invi-
tation 1o undermine the rights
of intellectual property own-
ers.” Mark Morril, general
counsel ol Simon & Schuster,
said on behalf of the CIC,
“copyright...is a critical securi-
ty issue. These extraordinary
new communications networks
should cause the market for
copyrighted works to explode.
But il the networks are not se-
cure, the opportunities for
unauthorized use will explode
as well.” Morrill urged the ad-
ministration to “support and
encourage the private sector
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to develop encryption tech-
niques, systems for encoding
and identifying works.”

Like software designers,
movie makers, singers, writ-
ers— TSR has protected its
games, art, characters, systems
and properties through na-
tional trademarks and copy-
rights which protect their
publication—electronically or
on paper. We're committed to
providing creative outlets for
our fans on the Internet and
other nets. There's an FIP site
(ltp.mpgn.com) that carries
and distributes works which
incorporate TSR's trademarks
and copyrights under special
license. Writers can send their
work to this public access site
for distribution to the net at
NO charge. When writers do
send their works, we ask them
to include a small block of le-
gal text acknowledging TSR’s
copyrights and trademarks.

Andl there are ways 1o con-
tinue gaming until Congress
catches up. Try the MPGNet
site or AOL:TSR (coming
soon). TSR has been on GEnie
since 1990, long belore the
term “info superhighway™ was
invented. We're exploring new
connections even now. We
view the Internet as a key to
future global gaming.

Robert Repp

Manager,

Digital Products Group
TSR, Inc.

The editorial in question did not
take TSR to task for protecting ils
existing property. TSR's lelter fo
sysafs warned them not to Jost rule
variants or wnofficial character
classes, particularly if they wsed
such terms as “Hit Dice™ and “Ar-
maor Class.” We da naol advocate the
reprinting of existing published
charts and tables on the Internet.
However, we strongly affirm the
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right of the owner of a TSR rule set
to post his or her variant rules or
unofficial character classes. Fur-
ther, we don’t see any problem with
posting original fiction based in a
TSR world if the author is not
charging for the story. Finally, the
TSR policy statement allows mater-
ial to ONLY be uploaded to
MPGNet and AOL. 1t striclly for-
bids other uploads to other sites. We
stand by the editorial. The follow-
ing letter lakes an even stronger
stand than fohnny Wilson's.

[ am a long time reader/sub-
scriber of CGIW and also a long
time resident of Wisconsin. 1
read with great interest your
“Rants & Raves” article in the
latest issue. Your statements
about TSR's intent to oversee
the use of its trademarks on
the net alarms me to the point
ol breaking out in a cold
sweat. I've been in the Wiscon-
sin game scene before D&D
made it big, and have been
closer than most at watching

the mutation of the entity
known as TSR.

Do you know what TSR
stands for?

a) Tactical Studies Rules

b) They Sue Regularly

¢) They Suck Royally

) All of the above (the cor-
rect answer, ol course)

The above joke is at least 15
vears old, but its implications
ave as valid today as they were
then. TSR has a legal depart-
ment whose devotion to duty
borders on the maniacally ob-
sessive. Something of a laugh-
ing stock within the game
industry for the ourrageous
things they do (You ARE
aware that TSR obtained a
copyright on the word “Nazis”
because of its use in their Indi-
ana Jones RPG game?), they
are deadly serious when it
comes to money. When they
tell you that they will "make
an earnest attempt Lo prevent
this infringement ol (their)

The 5th Wave By Rich Tennant

\

PAPERWEIGHT

The owetlodked veyeatility of the Commodore C-64




Talk about insane. We packed Cyclemania with over 400MB of treacherous road footage, put it on a CD-ROM and
threw you in the middle of it all. You've got six screaming bikes to choose from and tons of obstacles like rocks,
oncoming traffic, road pylons and guardrails to contend with. There are even different race and opposition levels to
choose from. And when it comes to graphics, Cyclemania is about as advanced as it gets. We have technology that can
actually scroll real road footage and synchronize it to the speed of your bike. Which, by the way, can reach 160 MPH
(Watch out for cows.) As Computer Game Review puts it: “From a technical standpoint, this game is a winner. The
digitized road footage looks stunning.” In other words, it's as real as racing gets, Without that annoying death part.

O{CLERLAN A

A RACING GAME BY SPORT ACCOLADE

Cyclamania Is a tradomark af Aceolads, Inc. and is liconsed by Compro Gamaos LLK,, Ltd, Sport Accolado and the Sport Accolado logo are trademarks of Accolade, Inc, 19984 Accolade, Ing.,
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trademarks and copyrights”,
they aren’t kidding around.

I am alraid that the net is
in for a real legal battle, and
i's the little guys (those sys
admins overseeing TSR-type
games) who will soon be find-
ing themselves in court if they
don’t pay rhose “licensing
fees” referred to in your arti-
cle. | appldutl your attempt to
get TSR into the October dis-
cussion, but, knowing them as
I do, I would not be surprised
to learn that the only re-
sponse you get is a legal letter
informing vou that, without
their express written permis-
sion, you will not be able to
use or make reference 10 any
of TSR's “valuable assets.”

Also, be very careful what
you say in that discussion. T will
also bet that the TSR legal bea-
gles will be monitoring that
session to watch for any in-
fringements regarding said
. (T once attended a
seminar at GenCon in which
the presenter had some seri-
ous criticisms concerning TSR
board games. He made a very
strange request. He asked us
to shout out in unison the
name ol some courl case
(someone versus somebody
else - can't remember which)
every time he performed a vi-
sual clue. This clue was given
after every comment that was
derogatory to TSR, After the
seminar, we asked him exactly
what was going on. He told us
he had been informed that
TSR would be recording his
seminar as a basis lor possible
legal action! The court case be-
ing cited throughour the semi-
nar was one in which it had
been decided that attempts to
use legal action to silence
someone’s criticisms was an in-
ringement of free speech. Just
maybe, Jolmny, you should get
that reference and keep it
handy, just in case!

Oh vyes, before | forget to
cover my own ass, “TSR"
“D&D", “Nazis”, “Indiana
Jones RPG™ and “GenCon™
are all copyrighted by TSR,

“assets”

Inc. and ave used here without
their permission.
Sad, isn't it?
Good luck
Bill Tricomi
Madison, Wi

We actually thought if was Lucas-

film that tried to trademark Nazi

and Avk of the Covenant. Either
way, we guess they haven't heard
abont the infringement whon the
Original Copyright Holder.

AMERICA
OFF-LINE
In the front of vour maga-
zines, I notice that you're on
AOL. However, whenever [y
a "Goto COW," I get a mes-
sage sayving it doesn't exist.
K. Dauvis
Grand Prairie, TX

We don't exist. In fact, the maga-
zine you're holding doesn’t exist.
You don’t even exist. Actually, the
only CGIW that exists on America
On-Live is an electronic mail ad-
dress. You can send e-mail to us at
SCGW,” but there is no electronie
magazine on AOL, We publish
an-line reviews on the PRODIGY
service and we have an inleraclive

Jorwm on ZiffNet. Curvent plans

call for an electronic magazine on
the new Interchange network
when it is available.

TUMOR BAG

How about releasing the re-
sults ol questions/grades [or
“The Rumor Bag?” 1 mean, is
this guy really ]‘.—\ID for his
column?! A trick for us readers
is to look for highlighted
names in the story, read the
actual rumor, and skip the
lame story. Keep up the ru-

mors, but pop the bag.
D. Hartl
Tyazerse City, M1

Actually, about half our veaders
love the inside references and off-
the=wall fiction that connects the
rumors, hut the other half ab-
solutely hate the format. We tried
printing the viomors by themselves
m a half-page format, but that

wasn't popelar, either. Think of
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it as the computer game equiva-
lent of writing an oviginal story
each month using your \pr*h'mg
words. Seriously, the reason Jor
the emboldened comfiny names
in “The Rumor Bag” is to enable
[Ji.‘u,‘)ff' lihe you to .\':’H']) the fiction
and gel straight to the rumors.

GETTING
TO KNOWYOU
November was not just the
biggest issue ever, but the best
issue ever! Did that sound
kissy? Would T actually get
anvthing for being kissy?
Check Six.
.\'p‘."rh’r
Wheaton, 1.

Get anything for being hissy? Yes,
if you hadn't signed your letter
anonymously, youw'd have won a
brand new car.

I am a recent “addict” to
Computer Gaming World and be-
gan buying your magazine in

June. I enjoy your magazine

and consider it to be valuable
for game comparisons and
keeping readers up 1o date with
what is going on in general.

Your Top 100 Games. Best
Games By Category, Readers’
Top 10 and Premier Awards
provide me with excellent in-
formation. However, it also
|n'm'irl('s confusion.

. What are the definitions
Inl your categories ol games?

2. The Top 100 Games seem
to have little direct correlation
to your Hall of Fame games or
what people are playing.

. Another c‘nn['ming thing
is Inm a game’s rating changes
so dramatically,

Fd Medley
Midland, M1

Here's the streight scoop.

1. Onr category definitions
have evolved over the years, but
the working definitions follow:

Action/Areade: Compuler
games that emphasize hand-eye co-
ordination and reflexes.

Adventure: Games that allow
you to take an alter ego through a
stonyline or sevies of events,

Role-Playing: Adventure

games based on chavacler develop-
ment (usually mvolving attribute
amfrovement and/or promotion).

Stmulation: Games thai usi-
ally model veal world vehicles in
veal world environments, from the
Jirst-person perspective.

Sports: Games that present ei-
ther a strategic, action or hybrid
approach to _\)’Jm'!.\‘ on the computer.

Strategy: Games that empha-
size strategic planning, resowrce
management and problem-solving.

Wargames: Stralegy games
that present historical warfare
from a command perspectioe.

We know these categovies arven't
perfect, and that many games
don’t fit weatly into a single cate-
gory, but we think the system is
useful for owr Top 100 list and
yearly awards; and besides, the ar-
guments heve i the CGIW offices
over which games go wheve keep
our lives interesting.

2. Every six months, we re-
move games that are more than
two years old from the Top 100.
At the same time, we consider
which of these “retived” games
ave worthy to be placed in the
Hall of Fame. The ratings of the
Top 100 games are r.mmrfuh.’f
averages based on veader voles.
The Playing Lately list comes

[rom the write-in voles from

Question #61 on the CGIV Poll
Card, and is a general indication
of which games are hot and/or
have a lot of replay value. 1ts
odd, but sometimes a game will
appear on the Playing Lately list,
but not get a high enough rating
to make the Top 100. Apparent-
ly, just because gamers arve play-
ing a game doesn’l necessarily
mean they think it's tervific.

3. Since the Top 100 is based
on a cumulative average of rat-
ings, the results ave volatile early
on i a game's history, but the rat-
ings tend to settle down after a
game is raled a few times.

Send yowr letters to the editor fo:
CGW—INTERFACE, 130
Chaparial Court, Suite 260, Ana-
heim Hills, CA 92808. If submit-
ting your letter by e-mail, please
Place “Letter to Editor™ in the sub-
Jeet line of your message. €
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he realms of Might and Magic are expanding! New lands
have been discovered, and you must vie for their control

against three other warlords. Now is the time to summon your

heroes, recruit your armies and lead them to victory. Control

every resource in your empire from your castles, docks and guilds

to your archers, dragons and ogres. Keep a level head and an iron

fist as you strive for total domination in the world of Heroes of
Might and Magic.

s Over two dozen different monster types
<i» Customizable computer opponents
s¢» Dynamic musical score

«i» Intuitive point-n-click interface
st Exquisite SVGA Graphics
<+ Indefinitely replayable

Available at your local software retailer or
order direct from New World Computing at
1-800-325-8898 (818-889-6070

outside the U.S.), or by mail:

P.O. Box 4302 Hollywood, CA
90078-4302







The new Mindscape® presents the nranllil: Dragon Lore gives you full screen 3-0 It's “first person” and interactive, and lhe
adventure that transports you inlo a whole graphics and animation 1hat lets you view pame actually adapls to what you're doing.
new dimension: Dragon Lore, created by anything from varlous angles.
the developers ol MegaRace".

W
-

WGP 4

- -,
(i A o : ok
Raise your sword to destroy your enemies, Beyond technically amazing, the game play Sound effects laced with grisly screams
or altempl to solve the gruesome challenges will keep you devoted to conquering the keep you riveted to the action.
in @ more intelligent way. You decide. unleashed evil.

In 2 quiet valley protected by the DragonKnights,
your father has been murdered by a traitorous knight
who has vowed to destroy your family. Now you must
regain your legacy and seek vengeance. Awaiting you
are magic spells, vicious combat, intriguing puzzles,
and sinister creatures that dwell in this lost domain.

There's never heen anything like it. For centuries.

Only the new Mindscape® could do it this well.

Mindscape, Inc.

60 Leveroni Court
MINDSLCAPE® Novato, CA 94949

For the store nearest you,
call: 1-800-866-5367

Farmerly Tha Software Toolworks

Formats :!DO"‘ and !BH& CD. System Requirements For IBM CD- HGM IBM 386 MHZ {486 recommended) » 4 MB of memory = MCGA or VGA (256 color) graphics card

+ M3 DOS ; 0or hlgnar -Hard Disk = CD ROM drive 150 KB/ d for rate mini (double speed rocommended) + Mouse required » Sound Card (Sound Blasters,
Adlib®, Prg Audio™, Speclrum LAPG-1) Copyright@ 1995 Cryo Inwmclwe Enlertainment, All nghls reserved. Copyright® 1995 Mindscape, Inc. All llghls lsssmd Dragan Lore is
a trademark el Mindscape, Inc. 300, the 3D0 logos. and 1he Interactive Multiplayer are lrad ks of the 3DO Company. IBM is a rag
Machines Cnrpnralinn AII ngms reserved: All other praduct names are the or registered of thair respective holders and are herew acknowledged.
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THE LATEST NEWS FROM THE GAMING WORLD

Aliens Brainwash MicroProse
To Bake Pizza And Make A GD MOM

A recent trip to MicroProse
offered some new inlormation
on upcoming enhanced and
new titles. The CD-version of
MasTER 0OF Macic will feature
version 1.2 and will be playable
from the CD. In the new ver-
sion, the hordes will actually
raid insteacd of sitting outside
towns and aies; fewer heroes
will appear than in the earlier
version; special abilities are
play-balanced better; Spirits

SimTower

rom the looks ol their

latest “computer toy,”

Maxis will once be re-
sponsible for many sleepless
nights. Alter managing
cities, the Earth, larms, and
the nation’s health care
(whew!), it is time for
gamers to build and run
their very own skyscraper.
“Sim-toy” fans will be in
heaven as they grow their
customizable high rise [rom
a regular old corporate
plaza into a mammoth self-
contained structure. SiM-
Tower has much of the look
and [eel that made the origi-
nal SiMCITY a classic, includ-
ing demanding inhabitants,
human traffic jams, and qual-
ity of life additions like movie
theaters. There is also some
neat micro management, as

can travel over water without
ships; the artificial opponent’s
ship logic is handled better;
exceptional spellcasters start
with more spells; and diploma-
cy is better implemented.

The scenario disk for 1942:
Paciric Aik WAR will add: mo-
dem play; a mission builder
which includes New Guinea
and the Philippines; the op-
tion of flying P-38s and P-40s
on the U.S. side, as well as

Mr. Roper wanna-be's can
raise and lower rent (but
keep an eye on the books),
and even program the eleva-
tors Lo keep tenants’ stress
levels low. You can even
name individual inhabitants
and track them as they move

& M [dil Galions Dindoas

Japanese planes like the
I'rank, George and
Tony; digitized speech
with wingman chatter;
and new sound effects
with both a default and
digital option. The big
news for CGW readers is
that the scenario disk
will fix the enemy Al so
that it uses deflection
shots better. About 400
new Army Alr Corps

“Tower” status. As each rat-
ing is achieved, more and
more construction options,
like condominums and recy-
cling centers, become avail-
able. Ol course, cute, snappy
graphics easily convey on-
screen information in several

different ways,

T

around the building. Unlike
some other Maxis games,
there is a little more built-in
“ogame” to SIMTOWER. As
more tenants move in to the

building, the “star rating” of

the tower increases [rom one
to five stars, and finally

A T,
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and  gamers
hear and see
the hustle and
bustle of cach
day. But be
forewarnec:
towers can be-
come gargantu-
an (up to 100
stories high and
really  wide),
which, contrary
to conventional wisdom, is a
cood thing, unless you hap-
pen to be the spouse or
roommate ol someone who
purchases the game. Avail-
able on Macintosh and TBM
PC. Projected release: Janu-
ary/February.,

R

D

X-COM TAKES THE PLUNGE Slimy new aliens attack
underwater in X-COM: Terror From The Deee.

missions and 200 modem-play
missions are expected to be
released on the disc,

The multimedia division is
hard at work, as well. New mul-
timedia products will incorpo-
-ate instructional and historical
modules accessed by photo-re-
alistic metaphons, such as a car-
rier for 1942 and a deserted
army camp for 1944: ACROss
THe RuNe. The former will
emphasize training and strate-
gic planning, while the latter
will offer authentic recollec-
tions from actual veterans.

On other fronts, the company
is continuing its work on "TRaNS-
PORTATION TYCooN and Pizza
Tycoon. Whereas the former
carries forth the RAILROAD Ty-
COON idea on several [ronts, Piz-
7A'TYCOON is a tongue-in-cheek
view of the business world. At
times, you'd think Su:plwnsnn's
Snow Crash vision of the mafia
taking over the pizza business
(because they were the only
ones who could guarantee on-
time delivery) was a reality, since
you will occasionally have to rely
on more resources than your



own business acumen in orcler
to succeed at the game.
X-COM: TERROR FrOMm THE
Deep is currently under devel-
opment in the UK. In this se-
quel to the best-selling
X-COM, the aliens attack un-

der the sea. The game itsell

will use an undersea mapping
system which features plenty
of topographic detail, some
intriguing undersea buildings
to explore/capture, new alien
sea creatures Lo serve as loes,
and a new mutation technolo-
gy with which to experiment.

Finally, those who are fans
of the phenomenal Macic:
Tue GATHERING card game
may wonder what MicroProse
is going to do with their MAG-
ic: THE GATHERING computer
game. The computer game
will feature both a solo game,
where players can earn new
cards and practice developing
their own decks, and an on-
line game, where players will
be able to compete via mo-
dem or on a commercial net-
work in order to become the
supreme duelist. The comput-

PIZ7A FACES Sample a slice of the
upcoming Pizza Treoon, a deliciously
irrereverant take-out on the biz world.

er game uses beautiful back-
grounds for the campaign
game, as well as dueling/train-
ing screens, that are based on
the artwork on the cards
themselves. The art looks

PLAYING LATELY?

Here are the games that vour fellow plavers are
blowing the most time with. Let us know which game
you've been playing the most by writing the name of
your current addiction in the “Playing Lately?” blank SSEEEE A

of the CGIW Top 100 ballot (page 240).

8. Doom (id Software)

D). systemShook Ogin)
10 = Aces of the Deep (Dynamix)
“With X-COM,
MOO, and MOM,
MicroProse is sin-
gle-handedly re-
sponsible for
destroying any rem-
nant of a life I might have had.”
Chris Hyde, Fremont, CA
CAGES OF THE DEEP is great—the best WWIT
sub sim of all time! Tf you thought SteNT SER-
vice IT was goad, you ain't seen nothin’ until
you've played AOD." : ;
Ray Kelly, Omaha, NE
50 1 go to the local computer store and say to
the guy, “How about that X-COM, isn't it the
greatest?” And he says, *Yeah, it's alright, but the

great on-screen thanks to both
the original stunning paint-
ings and their conversion to
256 color SVGA graphics in
high resolution. The game will
use almost all of the 950 origi-

pansion set.

Notable Quotes

Wit, wisdom and caustic quips

- from gaming's harshest critics .

nal cards and about 120 cards
from the FALLEN EMPIRES ex-

Finally, the U.K. branch of
MicroProse is currently work-

Results for CGW #124, November 1994

)

graphics are lousy." |
laughed so hard 1 al-
most got into an acci-
dent on the way home.”
Amused In Canada
“Irankly, I'm sick of
DooM-type games... except for SysiEy SHOCK.
The incredibly immersive graphics bave made
me late [or several engagements.”
Joe fustive, Hampton, VA
“1 would have given MASTER OF ORION an
“A+"if only it had a multi-player mode, espe-
cially modem or even an e-mail option. I
don’t see why they weren't included; it’s a
turn-based game.” :
Missing Multi-play In North Bay, CA

god-game concepts we've ever
seen. As vet unmamed, this ef-
fort could be the company’s
real sleeper for 1995 and
could well breathe new life

ing on one of the most unique — into the god-game genre,
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GREAT NavaL BatTLES 3

he last installment of

SSI's naval war simulation

(GNB2) lelt gamers with a
somewhat salty aftertaste.
The sumptuous graphics
were undercut by a design
which placed too heavy an
emphasis on mi-
cro-management—
to the point where
it simply wasn't
much fun. The
good news [or arm-
chair admirals is
that the latest ver-
sion of GREAT
NavaL  BATTLES
keeps the new-
found graphic fla-
vor while trimming
the [at, Not only
are the visuals of the 3D-ren-
dered ships improved, but
the SVGA graphics also offer
much-needed feedback with
better explosions and gun
flashes. A significantly im-
proved interface allows for
easy adjustments to ship
speeds, loading and unload-
ing vessels, statistics and navi-
gational controls.

Damage control is one area
where the micro-manage-
ment of details remains inter-
esting. Players can find out
first-hand why U.S. ships held
up better than Japanese, as
they [rantically attempt to put
out fires and seal hull breach-
es in the heat of battle, on
each separate deck. The dam-
age model extends to ship-to-
ship  battles,  where
performance of damaged
ships scems much more real-
istic during combat.

Another of GNB3's im-

provements deals with air-
craft operations. In GNBZ2,
they seemed almost an afier-
thought to what is essentially
a capital ship design. The lat-
est version integrates air units
much more into the overall
[low ol the game. The search
patterns, which previously re-
sembled a spirograph display
gone mad, are now much
simpler to use and yet seem

to have a more realistic feel.

The scenarios cover a
number of actions through-
out the Pacific theater in
WWIL In addition to the in-
evitable Coral Sea and Leyte
Gulf battles, there are a num-
ber of clever engagements in-
cluded. Operation Swifl Wind
assumes Lhat Pearl harbor
was a success beyond the
Japanese High Command’s
wildest dreams, prompting
them to send all of the carri-
er might of the Rising Sun
against the U.S.—
sort ol a "Midway
as it could have
been.” The Aleu-
tians are the set-
ting for
Komandorshi Island,
where U.S. ships-
of-the-line inter-
cepl  Japanese
forces ofl the
Alaskan coast. For

a real bauleship free-for-all,
though, it's hard to ignore
the hypothetical Plan Orange
scenario, which features
WWl-style surface ship ac-
tion...with nary an aircraft
carrier in sight.

I the various battles lose
their luster over time, you can
always add some spice
through the random scenario
editor. A customizer screen
allows you to adjust
weapon data and ef-
fectiveness (just how
would the U.S. forces
have fared with Long
Lance torpedoes?). Ii-
nally, the random bat-
tle generator creates a
variety ol engage-
ments, based on his-
torically plausible
alternatives. The re-
play value of GNB3 is
certainly enhanced
over that of its predecessors,
and the overall design is
shaping up to be both more
historical, and certainly more
entertaining.

Projected release: February.

High Seas Trader
mpressions Software’s
first foray into first-per-
son perspective games is
primarily a cross between a
simulation and a strategy
game. The simulation as-
pects are pretty, but relative-

ly simple. You only decide
when to lurl or unfurl the
mainsail on your 17th Cen-
tury ship, and courses are
easily set via waypoints. You
have little responsibility for
the helm. In battle, you de-
terming the type of ammuni-
tion for the cannon and
when the batteries must fire.
The strategic aspects are
reminiscent of other Impres-
sions’” games. That is, they
are essentially spreadsheets
disguised by graphic menus,
To be sure, many of the
menus in use here are at-
tractive paintings which are
“hot-spotted” for menu
choices, but they are menus

just the same, whether you

are recruiting sailors, hiring

helmsmen, outfitting your |

ship, or investing in cargo.

What makes HicH SEAs
TrADER more interesting than
a mere hybrid simulation and
strategy game is the role-
playing aspect. You begin as
the captain of a 17th century
sailing vessel and must use
your business acumen and
scamanship in order to re-
claim the title which was
stripped from your ancestors

in an earlier generation, If

you can build up your ratings
in four areas (nobility, daring,
honor and loyalty), you can
regain the title. Naturally,
you'll need plenty of influ-
ence to make this
happen and influ-
ence does not come
cheaply, so yvou'll
have to make advan-
tageous tracles, fight
off pirates, and build
up your estate into
one fitting a member
ol the gentler class.
Expected Release:
January/February.

i
z
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ESTIMATED RELEASE DATES BASED ON THE LATEST
INFORMATION FROM GAME DEVELOPERS

BLACKBEARD AVALON HILL ... .. 01/95

—_—
|
|
|

NAME OF GAME, COMPANY RELEASE DATE
1830 AVALONHILL .. .oovvenin 1/95 |
ABSOLUTE ZERO DOMARK .. ... .. 3/95

BEYOND SQUAD LEADER

| AVALONHILL.............. 01/95
BIOFORGE ORIGIN ............. 2195 |

BLOOD BOWL MICROLEAGUE . ... .2/95 |

BREACH 3 IMPRESSIONS ... .2/95
| BRETT HULL HOGKEY ACCOLADE . .1/95
BUREAU 13 GAMETEK .........Q1/95
CELEBRITY POKER NEW WORLD . .3/95
CELTIC TALESKOEI ............ 1/95
| CIVILWAR EMPIRE ............ 2/95
COMMAND & CONQUER VIRGIN .. .4/95
DAGGERFALL BETHESDA ........ 3/95
DARK FORCES LUCASARTS ... 1/95
FRONTIER: FIRST ENCOUNTER
GAMETEK ................ 01/95
| FULL THROTTLE LUCASARTS .....2/95
| GOBLINS 4 SIERRA ............ 2195
| GREAT NAVALBATS 3SSI....... 2/95
| HARVESTERMERIT............. 5/95
| HEROES MIGHT & MABIC
NEWWORLD .........c..... 3/95
HIGH SEAS TRADER IMPRESSIONS .2/95
| JAGGED ALLIANCE SIR TECH ... 3/95
| LANDS OF LORE 2 VIRGIN ... Q1/95
LORDS OF MIDNIGHT DOMARK . .Q1/95
LOSTADMIRAL2QQP ......... Q1/95
LOSTEDEN VIRGIN ............. 195 |
PERFECT GENERAL20QQP ... 29 |
PERFECTWORLD EA ........... 3/95
PHANTASMAGORIA SIERRA ... 3/95

PIZZA TYCOON MICROPROSE . ...1/95

| POWERHOUSE IMPRESSIONS ... 3/95 |

| RAVENLOFT: STONE PROPHET

eSS 3095
5 RENEGADE SS1............... 1/95
| SPACEWARE HO! 5.0 NEW WORLD .2/95
| STONEKEEP INTERPLAY ........ 01/34
| THE PURE WARGAME 0OP . ... .. 2195

THIRD REICH AVALON HILL .....Q1/95
| WINGS OF GLORY ORIGIN ... 1/95

| WORLD CIRCUIT 2 MICROPROSE .Q1/95
l ZORRO CAPSTONE ............. 2/95

Bring Out Your Dead

Novastar Resurrects SSI Wargames

Long, long ago, when
gamers were gamers and VGA
was not yet part of the lexicon,
SSI dominated the computer
wargaming battlefield. Recent-
ly, David Landrey and the
folks at Novastar Games have
spurred interest in many older

SSI titles through a series of

new scenario disks. Realizing
that there was still a market
for wargames with focused de-
signs and good Al opponents,
Novastar acquired the rights
from SSI to publish 18 titles,
many of which have been out
of print for some time. A Civil
War smorgasbord includes
such gems as BATTLE OF ANTI-
ETAM, SHILOH: GRANT'S TRIAL,
REBEL CHARGE AT CHICKAMALU-

cA and CGH Hall of
FFame member GET-
TYSBURG: THE TURN-
ING POINT (see page
267 in this issue).
Esteemed designer
Gary Grigsby is rep-
resented by Hall of
Famers MEcH
BriGaDE and Kampr-
Gruppe, along with
SECOND  FRONT,
WarsHir and WesT-
ERN FrONT, Norm Koger's
RED LIGHTNING and CONFLICT:
MIpDLE EAST offer modern
and WWII-era variety, while
his STELLAR CRUSADE allows a
sci-fi break from the historical
stuff. Still, it's Landrey's classic

BATTLES OF NAPOLEON that

JANUARY 1995 « COMPUTER GAMING WORLD

may make the
biggest splash of
all these venera-
ble titles, given
the scarcity of
good Napoleon-
ic games of late
(see the April
‘94 CGW for our
coverage of sev-
eral BATTLES OF
NaroLEON add-
on disks). All the
games are available for $15
each, or with bulk discounts
(groups ol 5 games are $60).

Those nterested should con-

tact Novastar at 3505 Midas
Avenue, Rocklin, CA 95677,
(916) 624-7113.

\Jleanwh!]e, if you' re on a

. quest to meet that special...

L()l’ﬂpllf(.l‘, rheck out the on-
line version of our Uhmlale
Game Machine feature from
December. ‘This WinHelp. hle :

is designed to help you

choose the best machmc for.
your needs. The file is called
UGMY94.Z1P and can be

- found in Library 13, The
" Hardware Zone of the Gom-
- puter Gaming World Forum
~ on ZiffNet (GO GAME-
~ WORLD). Happy New Year!

27



Circuits Maximus

Comdex Explodes With MPEG, 3D Video

The Sands Convention Center
in Las Vegas looked more like
a showcase [or music and digi-
tal video than one of the sights
for the world’s largest comput-
er show. There were pro key-
board demos all around, and
yvou couldn’t walk ten feet with-
out seeing MPEG hardware in
action. Orchid’s Ketvin MPEG
included Sigma's RerL Macic
MPEG playback chipset right
on the video card, which allows
the user to run Windows up to
24-bit (16.7 million colors)
while also playing back MPEG
files (as opposed to the 8-hit
(256 colors) with a stand-alone
Rer. Macic card). Sigma itself
was out in full force with an
MPEG version of Tsunami’s
new Frasu ‘Traric, along with
rumors of an MPEG version of
Wine Commannper T

For 3D graphics, Matrox
had their new MGA IMPRESSION
Prus and the MGA IMPRESSION
Lite 3D graphic accelerating
cards with bundled 3D demos
and games on a CD. The 3D
Labs GrLiNT chip will be fea-
wred in a Creative Labs 31 ac-
celeration product sometime
next year. Yamaha had the
only demo which did 3D accel-
cration with texture mapping.
Yet only a few games, such as
47 Tek's Sento, have even be-
gun o tap the enormous po-
tential ol these high-tech
graphics products. By next
summer, 31 graphic accelera-
tion products should be avail-
able as either add-in cards,
daughtercards, or included on
popular video cards,
A number of third- -party de-
velopers have begun to crash
the 3D party with APIs--essen-

tially tool kits designed to take
much ol the work out ol 3D
programming. The Render-
morphics Reaury Lass demo
was the most impressive of the
APls we saw, but Argonauts B-
RENDER, Criterion’s RENDER-
ware, and Intel's 3DR were
also displayed.

For the audio amigos,
Roland held a developers con-
ference to talk about GS. The

"&i_;k- swaps during a game?
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,,hack to the days of mulliplc

Not if Pioneer has their way &
th a line of multiple CD-ROM
es '1ht. DRMGO su ies quks

flt‘:@ngea's, consisting e femovatle
cartridges that contain up to six discs
ch. One big adwmrage ol Pioneer's

d]Lll(lbLb as 1]‘.(.11 LD ROM col-
o1l grows, which CO:IILI(!.LIIL‘.“}’ .!;Iao

GS format augments General
MIDI, can address more
sounds, and has more controls
lor the developer to tweak
those sounds. Roland has indi-
cated that they will cooperate
with developers so that more
games will be compatible with
GS, in addition to General
MIDI. GS devices include

Roland’s Sounp Canvas line of
synthesizers and

the new

_Ploneer Pioneers New Multiple CD-ROM Drwes
: Gan you bt,]u,vc it? CD-ROM i is ;usl now Lal\.mg, off, and al-

chipset from Crystal.

For games, the most excit-
ing thing we saw was a
voice/date Doom demo. Media
Vision's new modem has the
capability to handle voice and
dara at the same time, in DOS!
CGW editors played a modem
game of Doom and talked to
each other via a headset simul-
taneously, with no reduction
in performance!

Sure, there were other high-
profile pl'miu(.‘ls at the show.
Winnows 95 was very visible
running business software; and
there were dual Pentium moth-
erboards, Power PC
chips on PCI mother-
boards, and even DEC
Alpha chips on PCI
motherboards all
running in Windows
NT. But none of
these could run
any of the anrrent
crop of com-
pelling games.

Bottom line,
by the end of

1995, we
should have
games that are

written to utilize a new gener-
ation ol video cards that com-
bine SVGA, hull-motion MPEG
video playback, and hardware
3D graphics acceleration (with
texture mapping). Additional-
ly, with desktop PCMCIA read-
ers and PCMCIA madems and
sound devices, notebook users
should be able to get more util-
ity out of their portable devices,
As Intel-based computers move
into the mass market, PCMCIA
could become a welcome alter-
native to cracking the case and
messing with circuit boards.



Blake Stone:
Planet
Strike!

i

/.. tops the original
'/ 'Wolfenstein™. . .”
* = PC Review

lal' _",fhe futaré is here in the form of Dr. Goldfire,
ose ghoulish genetic research has spawned a bat-
attack, they await his com-

Features
v 20 thrilling new levels!
v Realistic, detailed VGA
graphics! )
v Auto-mapper that helps you

move th I kick'these 5 out ‘cosmos!
4 H::H-S;: ugii:ilelrzlzsardsl [f Powered by an on of the 3D engine originally used in

N it ith cl |( : .‘?e"“e‘n 3D™, this game has the fast, fluid graphics you love and ultra-
; e;v ener?_:.es WL.I.:. 0(: ing alism that will keep you spellbound!

and morphing abilities!

l& reviewers are already in orbit over Blake Stone:

v/ Awesome weapons arsenal! |
y Dramatic, heq”-rqcing sound-' ' Did you like Wolfenstein 3-D"? If you did, you'll love Blake Stone.”” -PCM Magazine
track and digital sound T

effects!

‘I' ere’s more of just about everything . .. Plenty to keep you on the edge of your seat!”
~Electronic Entertainment

“The first-person viewpoint and smooth movement will have you peering sideways into the
monitor to see if there’s another monster around the corner.” -PC Magazine

ﬁ mp m Gen Get ready to launch the new galactic mission that will make or break Blake

INCORPORATED - Planet Strike!

FormGen, Inc. 7641 E. Gray Rd, Scotisdale, AZ, 85260
(800) 263-2390 + (905) 857-4141

Available on disk and CD.
Wolfenstein 3D is a trademark of id Software. Planet Strike was not developed or produced by id Software.

Circle Reador Service #57



You re takin’ shuts at twiiiqht and the
legs Feel like rubber. Old rubber. Tryin'
to keep the cool through all the Fouls :
and the trash talk, ‘cause the rent's %
on the line. And so is your name. But
you can take these quys. You thmk

We Ffilmed top street hall players to capture all
the action in Jammit—over 700 Frames of digitized
hlood, sweat and tears. Not to mention plenty of
slams, Fouls and air. Lots of air.

Five authentic asphalt
courts. Nine game
variations, And enough
trash talk to fill a gar-
hage can. The Fact is,

we only left autione thing:
the rules.

Available for PC-compatibl
CD-ROM), 300 and the Su

To get Jammit,
visit your software
retailer, or phone

1800 GTE TODAY.

1994 GIE Vantage Incorporated. AN rights reserved. Niniends, Super Nintends Extertainsent System and the olficial seals are registered radeemarks of Wintenda of America lec. 300 and tbe 300 1ages are tiademarks of The 300 €
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tion of certain disadvantages—whether
they be phobias, physical limitations, or
unfortunate social ties and obligations—
will set certain flags within the game that
can call certain encounters and plot twists
at various points within the game.

A MATTER OF CHARACTER
For example, a player might decide to be-
come a vampire character. Such a seduc-
tress would immediately receive a
strength and magical bonus by night, but
would find it very difficult to operate in
the daylight because she would lose
strength by constantly taking damage and
would find her powers impaired.

Unlike Crampions, howev-

of the underworld. Such reputations will
determine some of the mini-quests that
will be offered to the characters and how
well the members of those social groups
will respond to them.

Also, characters will be able to join
guilds, temples and knightly orders. Since
characters can have multiple affiliations,
this adds to playver motivation because

characters can advance in the ranks of

each social group, as well as use their net-
working skills to glean information from
all of their affiliations.

But that’s not alll Bethesda's design
team wants to give characters a reason for
earning all the gold to be carned, as well

er, advancement would de-
pend on how the character
was structured. Primary skills
cost more, but are the easiest
skills to improve within the
game. Major skills cost slight-
ly less, but aren’t as easy to
improve. Minor skills help the
character at a reduced poten-
cy, but are extremely difficult
areas in which to advance.

To add to the role-playing
experience, DAGGERFALL will
also emphasize language skills,
reputations among specific
groups, and social afliliations.
Every character will have some
ability with the common
tongue, but depending upon the locale
within the world, some of the non- player
characters may botch the conversations by
using their native language or take offense
at “Ugly American”-style characters who
travel at length without bothering to learn
any indigenous tongues. On the other
hand, use of indigenous terms and phrases
“an enhance reaction rolls,

Reputation is not a generic fame or
Karma rating as in some pen and paper
games or MicroProse's DARKLANDS, but it
1s a separate rating for various social
groups. Fach character will have a chang-
ing reputation depending upon her ac-
tions and relationships to merchants,
peasants, scholars, nobility and members

WINDOW DRESSING The shops and outfitters in DaceerFawL let you try before
you huy. If you're thinking various states of dress should have an effect on
other characters, this is your kind of game.

as a chance to customize the characters
and their homes. In DAGGERFALL, players
will be able to enter stores and try on
clothes, weapons and armor. By pointing
and clicking, paper-doll characters may
be dressed and undressed at will. This is-
n't jusl. a cute feature, either, because the
clothes make the woman in some charac-
ters’ eyes, and the way she dresses will fac-
tor into a character’s willingness to talk
and the depth of the conversation.

In addition, houses can be furnished
with delined objects representing trea-
sure, objets d’art and furniture. The goal
is the creation of personal space within
the game's universe and, hence, enriching
that universe even further. There will

even be a toggle so that those who don't
want to risk having their abodes burglar-
ized can opt for a Panglossian world
where no thief has gone before.

The objects in the world have weight as
part of their definition and can not only be
purchased, but can be shoved off |e(|;:,L\
pushed around to be placed as obstacles
and more. Further, there is an ItemMaker
routine within the game which allows you
to enhance items by using them on each
other. So, a character could put poison on a
sword in order to cause continuing damage
after an inital wound, and a character with
magical ability could use magic to enhance
an object’s potency. Further, as with charac-
ter creation, you can make objects
more powerful by allowing certain
side effects to be bound into the
ob-ject’s description. Your charac-
ter might be able to twrn undead
creatures with a magic weapon,
but she might discover that her
reputation takes a hit in some ar-
cas and social circles because of it

Another new feature deals
with paying for ohjects. In Dac-
GERFALL, banks not only allow a
character to deposit gold in a
protected environment, but al-
low her to finance large purchas-
es like houses, castles and boats.
They also grant the important
letters of credit that were so im-
portant in a pre-ATM world.

CAN WE TALK?
Conversation is still handled via a menu-
driven, branching strategy. However, the
new conversational interface allows you to
set-up your conversational goals in differ-
ent columns, determine the character’s
basic conversational stance (whether ag-
gressive or polite mode), and select an en-
tire line of questioning at once (for quick
reading and ease-of-use). Further, your
character’s language ability, clothing
choices, social affiliations and reputation
will affect the way that non-player charac-
ters react to her,

Alert gamers will also notice some new
icons at the bottom of the main action
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Interaction

SCENE STEALER Arenn's first-person perspective remains, but now cast
spells are marked by a customizahle icon at top left, whose presence lasts

for the spell's duration.

screen, One ol the most important new acl-
ditions is that of the Ear icon. Players will
select that icon when they want their chir-
acters to be in an active listening mode.
Think of it as an eavesdropping icon.
Another way in which characters will
find information in DAGGERFALL is through
virtual hooks. These books will feature
both text and diagrams in order to enlight-
en the gamer with regard to such matters
as flora and fauna. Such books tell how
they evolved and feature beautiful arwork.

SPELLEBINDING CHANGES
The magical system for DAGGERFALL has
become significantly more robust than
that in ARENA. Naturally, a major portion
of this extended power comes from the
addition ol a slew of new spells, but also
from the addition ol a PotionMaker and
an on-screen icon which informs gamers
ol the status of duration spells. With the
PotionMaker, you will be able 1o adapt or
rename the default recipes and customize
potions by changing the mix for special
results. Some characters may well end up
walking about with the equivalent of Bat-
man’s utility belt and having entire inven-
tories of weird potions by the time they
finish {:xpcriuwnling with all of the possi-
ble potions.

As for the duration icon, it’s the perlect
way to let you know that your invisibility
spell is still effective. As long as you see the

postage stamp icon on the action area of

the screen, you know that the duration
spell is in effect. As the operative spell
reaches the limit of its duration, the
postage stamp icon begins to flash and you
will know that vou either need 1o recast it
or prepare to deal with the results ol its
dissipation. Also, in keeping with the rest

now staal nads,

of the game’s me-
chanics, a player can
choose which
postage stamp icon
she wishes to associ-
ate with which spells.

New spells in DAG-
GERFALL  include:
I(l(_'mil'_\' (vour no
longer have o go 1o a
guild to identily mag-
ic), Polymorph (abili-
v to transtorm mto
other creatures),
Shadow (the poor
man's invisibility),
Slowlall (essentially, a
Featherfall spell),
Telekinesis, Telepor-
tation, Water Breathing, and Water Walk-
ing. Along with most ol the spells from
ARENA, these spells should make characters
much more powerful.

WALK THIS WAY

As you would expect with new spells,
there are also new special effects, One el
fect deals with polymorphing from nubile
nymphs into gnarled crones (see previous
page) and others involve the transforma-
tion [rom human to lupine and back.
These were handled by an experienced
Hanna-Barbera animator, Louise San-

doval, who drew the extreme [rames ol

the moves and let the computer morph
the transitions.

In addition to Sandoval's work, Mark
Jones and Mark Jackson worked on chan-
acter design and the texture maps for the
buildings. The texture maps are consider-
ably more complex and detailed than
those in Arexa, not only giving the world
a more realistic look, but allowing for
multi-story buildings and larger temple

SILVER

THE APOTHECARY'S CRUCIBLE Old spellcasting hands will appreciate
mixing potions in a screen that actually displays all available ingredients.
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and palace buildings, as well. To these
have been added sound cues which oller
appropriate lootlalls to match the textre
ol the Hooring.

Also impressive are the “walking” se-
quences for various character classes and
non-player characters, The basic arche-
types lor each chavacter are vendered in
3-D on Silicon Graphics machines. Then,
the animations are reduced somewhat
and placed in an animation language
where the [rames can be vepurposed and
cut to reflect any potential movement.

Speaking of movement, the new sofi-
ware engine for handling 3-D movement
is mueh more intelligent than that in Arg-
Na. The new engine is able to choose tex-
tures and swap buildings into and out of
memory extremely efficiently as the play-
er’s character walks along. The more
RAM vou have, the more the new engine
will use it efficiently. The bad news is that
the game will require a minimum ol 8
MB of RAM in order to run well.

ABSOLUTELY, POSITIVELY

With improved technology, then, what is
improved about the storyline? ARENA re-
quired your character to put together a
wand of power by assembling the collected
artifacts of a near-cosmic scavenger hunt.
DAGGERFALL promises to have more con-
nected situations and permutations 1o
drive gamers through the full-blown story.
Suflice it to say that the basic story is some-
thing like H. Rider Haggard meets George
Lucas in a plot where your characters must
obtain artifacts before rival groups can ob-
tain those same artilacts and use them for
nefarious purposes. Hint: These rival
groups have a lot in common with the
“bad guys” in DARKLANDS.

So, when the heroes ol Bethesda's T
Erper Scrovis series of computer role-
playing games need
to absolutely, posi-
tively save the world
overnight, they'll
have new spells, new
weapons,
clothes and new rea-
sons lor doing so.
And, il all comes
together like it was
looking at
time, DAGGERFALL's
heroes will deliver a
lot more satistaction
than those medieval
Fed-Ex couriers in
ARENA, €

new
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A truly great pinball game is more than great graphics and spectacular sounds, more than the latest
arcade features like 3D ramps and three multi-ball play, more than fast ball movement and precise flip-
per control, and it's more than being able to see the whole playfield at once 5o you can aim your shots,
A great pinball game has that unique quality of playability and never-
ending challenge that keeps you coming back for...just one more
game:and a shot at your new high score!

Washington Post- “Crystal Caliburn perfectly
captures the essence of a great pinball machine.”

New York Times-"The realism is striking...
[Crystal Caliburn] will be at the top of Silicon Santa’s
gift fst this year."

Inside Mac Games - "ARCADE GAME OF THE YEAR"

Computer Game Review- “Crystal Caliburn sets a new SYSTEM REQUIREMENTS:
standard., For realistic pinball on a computer, there's nothing  aciNTosH: 13% or

like this game.” larger monitor, 256

colors, and 4MB RAM,

Electronic Entertainment- "Crystal Caliburn is simply the
WINDOWS: 386 or faster

best, most realistic, most challenging pinball simulation for

b the Macintosh yet." (Rating: 9 out of 10) processor, Windows 3.1,
: 256 SVGA monitor,
GAMES Magazine-"You'll forget you're playing on a 4MB RAM. Supports
two-dimensional compuiter screen... the realism is SotndBigsertand otber
aStOﬂiShing." Windows compatible
sound cards,

MacUser-"Electronic pinball’s Holy Grail.”
(Rating: 4 /2 out of 5)

rystal Caliburn

From the creative genius of LittleWing™, developer of TRISTAN™ and Eight Ball Deluxe™ for Macintosh.
Avallable from your favorite retailer or mail-order catalog. Interactive DEMO on AOL® and CompuServe®.

NOW AVAILABLE FOR WINDOWS!

StarPlay Productions, Inc. + PO Box 217 » Greeley, Colorado 80632-0217 « Tel 303.447.9562  Fax 303.447.2739
™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD. Qther trademarks are the property of their. respective owners.
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your opponents
with these winning
strategies for 10
top games.

Hlustration by Digital Art
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Fist Fighting
TOW To TOW/

How To Achieve Battlefield Supremacy In NovaLogic’s ARMORED FIST

by Tom “KC” Basham .

ommanding a platoon of tanks, especially
in the face of overwhelming odds, takes
more than charging headlong into the
ranks of the enemy. Running valiantly
into fortified enemy positions may be dra-
matic but will most likely end your simu-

quickly. All Ar-
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lated life rather

MORED F1ST (F1ST) scenarios place you at a
severe numerical disadvantage and often
start with your forces surrounded, and
many begin with your troops already tak-
ing fire. Here's what I do to break
through the missions, especially the
tougher ones in the later campaigns.

If You Ain't Cheatin’

You Ain't Tryin'

As the old saying goes:
when all else fails,
cheat! Many missions
begin from unrealistic

positions. Your forces

have made serious tactical
errors, they're surrounded, tak-
ing lire, and suddenly you inherit
command. Yeah, right. The mis-
sion editor lets you change many
things, but the “locked” campaign
missions can’t be edited, rightz Well,
they can be edited alter a little bit of
hacking. For those of you handy
with a hex editor, such as Norton's

DISKEDIT, “unlocking” a mission

is a relatively simple task. Be advised,
NovaLogic does not endorse unlock-
ing missions in this manner, and mak-
ing a mistake hex editing the mission
files could result in serious data
loss. Be sure to backup your
files before attempting
any unlocks.

Now that
I've gotten
the lawyers
off my back,
unlocking a

mission  re-

quires only a
one-byte change in

a single file. Cam-



paign data resices in
the FISTDATA sub-
directory. All cam-
paign missions are
stored based on their
geographical loca-

tion. For example,

the Certain Fury
campaign  takes

place in Syria with
the relevant missions
entitled SYRIA.*®
through SYRIAT7.%.
Each mission re-
quires three files. For
example, the first
Certain Fury mis-
sion, “Two Tribes,”
requires SYRIALFSW, SYRIALFSE, and
SYRIALFSG. Files with an “.FSW" exten-
slon contain briefings for plavers com-
manding Western forces. Likewise, *.FSE
liles contain briefings for players com-
manding Russian hardware. *.I'SG files
contain the meat of the mission and the
“lock™ status. The ninth byte ol the file
(offser 08h) is always set to 00h for an un-
locked mission and 01h for a locked mis-
sion. Changing this byte from 01h to 00h
in any FSG lile always unlocks the mis-
sion, allowing you [ree editing rein. Lo-
cate enemy positions, move your lorces to
better starting positions, identify targets,
increase artillery posts and delete enemy
elements at will. Is this cheating? Proba-
bly, but as they say, il you ain't cheatin’
you ain’t tryin® hard enough.

Fire From The Sky

Unless you simply delete all enemy units,
you still have to fight the mission even al-
ter you unlock the seenario and spy on
the bad guys. Always remember two
rules: fight on your terms and use your
support forces. As the first rule implies,
vou must choose when and where the
fight accurs. The enemy will v to attack
from favorable positions which are diffi-
cult for you to defend, or wy to defend
positions which are difficult for you to at-
tack. Following the default waypoints
programmed for your lorces guarantees
an expeditious engagement but almost
always at a severe disadvantage. Most de-
fault courses lead you into an ambush,
€XPOose your units on mountain tops, or
lead you into the heart of enemy defen-
sive positions. As a general guideline: do
not follow the pre-programmed way-
points. If you're not under attack when
the mission begins, try following along

TURNING AND TARGETING Manual turret control lets you freely move the
turret, hut the Enter key still immediately locks visible targets.

the pre-delined waypoints until you come
to the first ridge. Cavelully peek over the
rim, check for enemy targets. then alter
vour course to bypass those units or at-
tack them from their weak side. In most
missions, your two platoons receive sepa-
rate orders and targets. Tgnore these or-
ders. Re-plot paths [or both platoons so
that all available units converge on a sin-
gle target at the same time. If you [ind
voursell under attack from the onset, im-
mediately withdraw all forces and re-
group. Above all else, get away [rom the
enemy and call for help.

This brings us to the second rule: use
your support forces. What kind of help is
available? You have two assets: air sup-
port and artillery. Air support, consisting
ol attack helicopters (AH-64 Apaches lor
the Blue and Hinds for Red), is virwally
useless in ARMORED FisT. Despite the
goals achieved by both of these heli-
copter types in \fuh.nmldu and Irag, the
gunships in Fist are basically cowards.
They'll quickly charge to your rescue,
scout the region, then run for base at the

ARTILLERY TARGETING SECRETS Aim the gun over the horizon to direct

artillery fire on the other side of the hill.

lirst sign of trouble. It's quite irritating
to be pinned under a hillside with a
thrown track, dug in BMPs on the ridge
above vou waiting for you, artillery fire
raining down, and you hear over vour
radio, ",\|nu.hc 196, tking fire, return-
ing to base.” Gee, it must be nice to have
that option. I've tried calling several he-
licopters in at once, but they simply
won't stick around.

The helicopters, therelore, provide little
combat value but are excellent recon as-
sets. Of course, they run like reptiles when
the enemy starts shooting, but they gener-
ally do locate enemy ])tl*&ili(ill'i Since the
target data on vour in-vehicle overhead
map is gener: ated from visual contacts, it is
very useful to send a chopper over the
next ridge o ferret out enemy positions in
the valley before proceeding,

Fire From The Ground

Artillery is vour friend. Well-aimed ar-
tillery is (hwdl\ Dug-in vehicles are nearly
lmpnwhlr: to hit without a suicidal char ge
toward them, helicopters run in panic iiLc
frightened sheep when confronted, but ar-
tillery knows no fear. It plunges from the
sky like lire-breathing commandos exact-
ing a terrible retribution from the enemy
for even pondering the possibility of en-
gaging your platoons. Nothing is immune.
I'rom tanks o bunkers, from luel tanks to
satellite dishes, nothing can withstand a
well-aimed burst of artillery.

How do you use artillery? The sim-
plest, most obvious method requires di-
rect visual contact with the enemy target.
Use the Enter key to lock a particular
target, then call for fire support. The
specified trget will veceive a fatal blast
nearly every time. Be advised, though, if
you can sce the enemy, he can see you,
While you're dirceting fire onto his posi-
tion he's probably
doing the same to
vou. The secret of
artillery cannot be
found in the manu-
al: manually point
your crosshairs over
the top of an im-
pending ridge and
the artillery falls on
the other side. The
lower vour
crosshairs are to the
ridge, the farther
away the shells fall.
Raising the
crosshairs drops the
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SPY IN THE SKY Editing an unlocked mission reveals all the enemy's
secrets and gives you a chance to fight him on even terms.

shells closer to your current position. If

you know, for example, that an enemy
platoon rests in the next valley, then
point your gun over the relevant hill and
call for fire support. Watch where the
shells hit on your overhead map. If the

shells miss, d(lJml the position of vour

turret horizontally and vertically as re-
quired and call a second volley. With
continued adjustments you can expertly
walk the artillery fire right onto the ene-
my. I've found mysell ontnumbered
four-to-one at the end of a difficult mis-
sion facing a well-defended enemy camp
in the next valley. Rather than lacing
certain doom, I call in artillery and wait.
Many times, the artillery finishes off the
remaining targets and the mission ends
in victory! Be careful, though; artillery is
limited. Call on it too often and you may
find it unavailable when you need it
most. The manual indicates artillery may
return on-line after some waiting period,
but I have yet 1o see that.

Artillery also pro-
vides excellent cov-
er for a flighting
withdrawal. When
forced to withdraw
from an advancing
enemy, target the
ground very near
your current posi-
tion and request ar-
tillery. You'll have
advanced well clear
by the time the
shells  fall, and
hopelully the ene-
my will have movec
dircetly into the
danger zone, In the
worst case, enemy armor may think
iwice about chasing you with shells
raining down. =

Automatic Controls
Are For Dead Men
I generally use man-
ual turret controls
instead ol automatic
controls, Under the
automatic system,
pressing Enter would
lock on to the first
available target, but
|)iLNN1Il“ Enter cll".lll]
(for whatever reason)
causes the lock 1o
break and the turret
to align with the hull.
I programmed the
Thrustmaster FLCS first [1‘i(rgt'r pmiliml
as Enter and the second trigger position
“fire.” 1 found mysell olten releasing
tension enough that Enter would be re-

peated, thus break-

301050
20 M Gt

RISKY RIDGE RUN Be careful crossing ridges or you'll be as exposed as this
T-80. Seconds later he was skewered and harbequed by one of the

Bradley's TOWs.

ing the lock when 1
needed it most. With
manual control the
turret still locks on
targets when 1 press
Enter, but remains
locked on the same
target until T manu-
ally move the gun,
By programming
turret controls to one
of the FLCS' hat
switches 1 can work
both the hull and the
turret simultaneously
while using the two-
stage (rigger to ac-
quire targets,
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Il your tank throws a track or takes
engine damage don’t immediately de-
spair. Depending upon your position
there may vet be hope. If you lind
voursell stuck in the middle of fat-
lands with dug-in T-80s in the sur-
rounding hills you're going to die. But,
il you cross a minefield and throw a
track, or another ol your units kills the
badguy alter he wounds you, your crew
will attempt repairs. Usually after a
minute or two the erew can repair a
thrown track or a damaged engine and
have you underway again. Therefore,

you should endeavor to protect vehi-
cles which lind themselves similarly
stranded. Unless time is running out
on you these vehicles can yet partici-
pate in the next battle.

I\e found playving “peek-a-boo™ a

THOSE GUYS ARE BOOD Another successful artillery barrage returns a T-80
to its raw component materials.

highly successlul tactic. Move just be-
yond a hillside or just over a ridge,
catch the enemy’s attention, then im-
mediately reverse hehind or below the
hill and wait. If the ¢nemy platoon is
reasonably close it will advance toward
you. Kill the tanks as they pop over
the ridge or peek around the hill. De-
spite somewhat strict time limits in
most ol the missions, 1 usually had
enough time for reasonably cautious,
move-then-wait advances.

Overall, ARMORED FisT is a challeng-
ing, enjoyable simulation ol modern
armored warfare. Generally, though,
the computer wins missions not
through clever artificial intelligence
but through vastly superior numbers.
[ you can reduce his numbers and
even the odds through combined-arms
usage, then the computer player stands
little chance. Good Tuck and good
hunting! &
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Exercises In Feudality

The Key to Winning at SSI's SERF CITY Lies in Urban Planning,

Not in Dreams of Conquest

by Michael Rymaszewski

ERF Cr1v is a complex and potentially en-
tertaining game. I say “potentially” be-
cause the manual that comes with this §SI1
title is a bit muddled. While some things
are explained well (in fact, explained sev-
eral times in different sections), in most
cases the imformation given is not only ex-
wremely confusing, but simply wrong.

Part of the reason why the Serr Criy man-
ual is so bad might be that it has been rans-
lated rather poorly from German. It is
peppered with phrases such as “zone
hatched in red and yellow,” a
foundry is called both
a foundry and
a forge
(and a

Blacksmith's Shop a forge), and an im-
portant menu icon is referred to as
“another icon.” It all means lots of il
and error before you get things right.
Making things even worse, some of the
manual’s strategy tips offer losing advice,

The Pre-Game Show

Before you start playing, you'll be asked to
choose your opponents and the size of the
world. You can also adjust the intelligence
level of the computer opponents, level
of initial supplies, and the growth rate,
which simply means how quickly ad-

citional serfs become available.

After you've played a few games,
you'll want to choose the maximum
difficulty levels across the board. Give
your opponents maximum growth rates,
initial supplies, and especially intelli-
gence—they'll need it As far as the person-
alities of your opponents are concerned,
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there does not seem to be much of a difler-
ence, regardless of what the manual claims,

The supposedly inoffensive Lady Amalie

was the only opponent who attacked my
kingdom belore I either attacked her or
encroached on her territory, while the re-
putedly dangerous Count Aldaba and
IHomen Doublehorn turned out to be bum-
bling incompetents. The rule of the thumb
seems to be the bigger the enemy King-
dom, the more likely it is to start trouble,

The other consideration is the size of
the world you want to play with. I would
recommend size 5 at the highest. Il take
you a week of evenings to complete the
game in a size 5 world. A size 8 world, on
the other hand, could take up to a month!

What Makes Johnny Grow

The key to winning at Serr Criy is fast
growth. It may sound simple, but it isn't.
Fast growth involves a steady supply ol
building materials, a road network that is
free of traffic jams, and enough highly
trained knights to expand your frontiers.
You have to meet all three ol those condi-
tions to win, You can have tons of wood
and stones, and plenty of soldiers, but it
will do you no good if you suffer traffic

Jams. I have managed to score brilliant

military victories against much stronger
opponents simply because their relief
forces stood by helplessly, waiting for the
roads to clear.

Let's start with the traffic problem.
There are two considerations here. One is
building a good road network, something
that's exhaustively explained in the manu-
al. The other one, which is just as impor-
tant yet isn't mentioned in the manual at
all, is good urban planning. Ideally, if
your buildings are in the right places, the
items or merchandise they produce
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should not have to be transported very far

to be put to use.

The first rule here is to group related
buildings. The sawmill should be right next
to the lumberjack’s hut. The foundry should
be at the convergence of the roads from the
mines, and as close to them as possible, The
mill should be right next o the farm, and
the bakery right next to the mill. The build-
ing that produces your “raw” materials
should be the one [arthest away from the
storage spaces (castle or warehouse); the

THE BAKED GOODS BOROUGH A mill, a farm, and a hakery are
carefully placed together to pump out biscuits faster than the
Pillsbury Dough Boy.

one that delivers the finished product
(planks, bread, tools, etc.) should be the
closest. This involves quite a bit of careful
planning, not unlike Siv Crry, and is essen-
tial not only to winning, but to really enjoy-

ing the game. Otherwise, you'll find yoursell

pulling your hair in frustration.

Find an area that will accommodate all
of the buildings belonging to a single
group. Let's say you want food for your
miners, and plan to build a farm, a mill
and a bakery. Try to select sites so that all
three buildings are connected by a branch
road, but the bakery is the only building
connected to the main road. That way, the
only serf to use the main road will be the
serf carrying the breac.

Your mines will, of necessity, be located
on a mountain. Build a [unctional network
ol connecting roads, and don’t worry
about building extra roads to facilitate
construction; you can always destroy them
later. Ideally, you should connect iron ore
and gold mines with roads carrying coal,
and make them converge en route to the
foundry. A little farther down the road,

construct a blacksmith's shop and, if

you've got gold on that route, a gold
foundry. The next step down the road

should be either the castle or the ware-
house, surrounded by farms, pigs, and so
on. This way, you get a neat two-way flow:
arms and go]d bars from one direction,
food from the other.

This brings us to the second golden rule
ol urban planning in SErr Crry: place
your warehouses correctly. Il you've been
looking at what the computer-controlled
rulers are doing, you'll find they tend to
build warehouses in groups, close to each
other. This is probably the dumbest thing
you can do with them.
First of all, in the event
of a military defeat sev-
eral warchouses will go
up in smoke; secondly,
this grouping leads to
horrendous traflic jams,
as serfs from all over
the place attempt to de-
liver items for storage.

The thing to do is to
build warchouses well
apart, and then con-
struct other buildings
around them—exactly
as if you were building a
series of boroughs or
towns, with the ware-
house acting as the
“town hall.” The roads
connecting those satellite towns are the
main roads—the highways, if you like.

Il you build in all the optimum places
and get the roads right, not only will you
win the game, but you'll also be rewarded
with fast, interesting play. You'll also dis-
cover a new side to the game, as your su-
per-efficient road network enables you to
change transportation and supply priori-
ties on the {ly, It's possible to keep each
mine operating at maximum capacity
while at the same time keeping new build-
ings popping up all the while. And it's ad-
clictive fun, too.

Rehuilding Roads

The mines are the one arca where you will
find yourself rebuilding the road network
again and again. Sooner or later, every
mine will cease |)1'0flllt'ing, no matter how
rich the source—that’s life. Demolish it
right away. Then send a geologist to the
burning mine's (lag to do his thing. In

most cases, he'll find a fresh deposit of

what you need. If he doesn’t, tell him to
look around all the neighboring flags be-
fore sending him ol to another mountain.

Which leads us to another point: quite
often, the geologist will put up the signs
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indicating rich deposits in places where
you can't build a mine. Sometimes, you'll
get a mineral deposit sign stuck right on
the road. The only thing left to do in this
situation is o rearrange II'IC roads so that
building a mine is possible. Sometimes,
you'll even have to demolish other mines.
In that event, check the nearby mines’
production levels and decide for yourself
whether the whole thing is worth it.

By the way, when you open your first
Demolition menu, you'll find it's spelled
“Demolishen.” A warehouse is called a
“Stock,” and a fort a “Garrison.” Don't let
it conluse you (ah, those Germans).

Arming the Forces

The biggest single piece of bad advice the
manual contains is this: send out your
weaker soldiers to combat enemy forces,
I\u:pmg the strong ones in defense.

This is the silliest thing you can do for
two important reasons. The first is that
your first wave of green and slightly yellow
lance corporals will probably not accom-
plish anything. Unless the enemy guard
hut has but a single soldier, chances are
your guys will simply get killed, which
leads to the second reason. When they get
killed, you lose all their weapons and will
have to manufacture a new sword and
shield for each replacement.

I say “the enemy guard hut” because
most of the military buildings the comput-
er opponents construct are of this variety.

Driving Details

Controlling the traffic in SErr Crv is ex-
tremely in‘iporlam. What do you do if
the serfs keep taking routes you don't
want them to take?

The logic behind the transporter serfs’
route choices is simple. They always
choose the shortest route between two
points, and in their peasant minds the
shortest route is the one that has the
fewest flags. In other words, you can
have two stretches of road, one twice as
long as the other, but as long as the
shorter route has more flags, they'll
think it’s longer.

You can get rid of the flags you've put
up the same way you demolish build-
ings. If you can’t improve matters by lid-
dling around with the number of flags,
don’t be afraid to rearrange the road
network. If you've planned carefully, and
have built warehouses in all the strategic
spots, new porters will be there quickly.
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STRATEGIES

The manual indirectly advises you to build
guard huts, especially when the enemy is
near, because they take much less time 10
build than the more elaborate watchtowers
or “garrisons.” Well, sometimes that's

okay, but generally guard huts are a mis-
guided move. The manual casually men-
tions that the soldiers in these huts do not
imprnw' their skills; this should have been
in hold lypt_, for you'll discover it extreme-

THE HUH? MENU The soldier recruitment menu can be a bit
haffling. The top har sets the percentage of new recruits available
for the army; the +/- icon determines the guality of the troops;
and the bottom fraction (3/3) indicates the size of the castle
garrison in proportion to the number of troops in the field.

ly important. Soldiers on duty in watch-
towers and garrisons do improve with
time, although they advance through the
ranks rather slowly when compared to the
ones in your castle or warehouses. Howev-
er, they do get better, so you can maintain
a strong defense at all times while simulta-
neously improving the quality of your
army. Also, by choosing watchtowers you'll
have at least twice as many soldiers avail-
able for defense and auwack (a watchtower
can hold six men, a guard hut only three),

The manual recommends weakening
the guard huts even further, by sending
part of their garrisons back to the castle or
warehouse for fast, cflicient training. Un-
fortunately, even the innocent, peaceful,
and presumably virginal Lady Amelia in-
stantly attacked my guard huts as soon as 1
withdrew a single soldier from it.

In order to ensure that your army wins
every light that it starts, build watchtowers
and forts wherever and whenever you can.
Build a guard hut only when pressed for
time, but immediately construct a watch-
tower alongside. When these two struc-
tures are no longer a part of the first-line
defenses, demolish the hut, leaving the
watchtower, which will also yield three sol-
diers for intensive training or attack. Con-
struct a lort wherever you plan to attack;

its 12-strong garrison is a good source of

crosshow fn(lrlm 3

Military Menu Matters
The column ol babble on page 40 in the
military matters section is hopeless. It is
basically trying to say that if you open the
recruiting menu, appropriately represent-
ed by a shouting, running soldier icon,
you can do three things: set the percent-
age of new serfs eligible for
military service, choose the
quality of your attack troops,
or change the size of your
castle’s resident lorces.

The horizontal bar on top

new serfs eligible for mili-
tary service; I like 1o keep it
at 50% in the beginning,
and will switch to 75% later
in the game,

The second icon in this
menu allows you to choose
between “green” recruits,
represented by the soldier
with battle-ax, or battle-
hardy veterans, represented
by a knight flexing his mus-
cles. This is where you
choose the quality of your attack troops,
and you should I]‘hld[lll\ switch to the
best by clicking beside the muscular
knight.

Finally, at the bottom of this particular

BURN & PILLAGE When you strike at enemy borders, hit several
guard huts at once, and place special emphasis on huts that,
upon destruction, will eliminate as many important structures
as possible.

menu you have two numbers forming a
fraction. Clicking on the plus/minus sign to
the side of these two numbers will change
the size ol your castle's garrison. Hint: im-
mediately raise the number of castle de-
fenders to ar least a dozen. After you've
built a couple of lines of defense, and the
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indicates the percentage of

(_"clb'll(.f iS 1o l()ll)_.';l‘:l' il] jC(li)ill'( l}’, I\_-"OU can If]\\."-
er the number of guards back down to
three, thereby gaining extra men for autack.
They'll also hL‘ well trained by that point.

Attack Advice

Always attack with your best soldiers. Of
course, being the grizzled veteran of a thou-
sand battes, you'll only attack when you're
ready. That, in Sere Cr1y, means attacking
and capturing several enemy guard huts at
the same time (like I told you, they build all
those qu‘u(] huts with nary a \\althlo'.\u}
This maove is ]‘ldllllllidl ly advisable i you ve
discovered you've got no gold in the vicini-
ty, and someone is pushing back your bor-
ders. When you capture an enemy hut you
automatically capture whatever gold it con-
tains, and increase your hoard while deplet-
ing your opponents’.

If you've got gold, and your roads are
brightened by a steady procession of glis-
tening yellow globes, bide your time. Push
forward as far as you can with your guard
huts and watchtowers. Build a fort or two
where you intend (o attack. Then attack all
three opponents either at the same time,
or in very quick succession. Otherwise, any
reasonably strong opponent you've left
untouched will attack you first, causing at
least some economic damage.

Follow up immediately with a second
wave of attacks. The targets [or the first
wave should be chosen solely for strategic
reasons, with the objective being to move as

= many of your buildings as
|}os$lblc out of reach of enc-
my forces. The second wave
should be directed where it
hurts the most—where the
capturing of a guard hut will
destroy the maximum num-
ber of other enemy buildings.
If you have any more targets
and soldiers available, espe-
cially from way behind the
front lines, launch a third at-
tack even helore the second
wave hits home,

Capturing enemy castles is
the toughest challenge of all,
but it's well worth it. Before
making an attempt, check the
graphs and the position ol
(lags on enemy huts for some idea of enemy
strength. This time send your hest knights
first, but then switch 1o green recruits, and
then back again—there are dozens of sol-
diers in there, many of them knights, and
they aren’t sent into combat in order of rank.
You'll have the best odds when you aliernate
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SIEGE & CONQUEST Strike at the jugular of your victims by

features both wrees and sever-
al of those grey-black lumps
that are rocks. Rocks are
much better than under-
ground granite, since build-
ing a quarryman’s hut is
much faster and simpler
than a granite mine. Also, a
quarryman coes not require
food, while the miner does.

The first 'nuildings you
should construct following the
castle should be the lumber-
JjacK's hut, the sawmill, and
the quarryman’s hut. You'll

destroying their home castles. Once the castles are gone, the rest  construct a forest ranger’s hut

is a simple mop up job.

the quality of the soldiers in each attack.

Try to capture the castle of your
strongest opponent as quickly as possible,
whether it be the innocent Lady Amelia or
the treacherous Rasparuk the Druid,
Then whack the hell out of the other op-
ponents, burning and pillaging whatever
and whenever you can. You'll have to keep
fighting effectively against men-without-
castles, but they'll be much weakened. Af-
ter conquering King Ralph’s castle T saw a
captain of mine mow down 11 of Ralph’s
men, including two captains, three lieu-
tenants, and assorted other characters,

Moves in Brief

With all of these tips in mind, we'll wrap
this up by returning to the beginning.
Your first moves, and how quickly you
make them, are extremely important.

The first thing you have to do is choose
the site of the castle. This is more dillicult
than it seems, lor SErr Criy does not allow
you to pause the game while you are consid-
ering things. While you are out searching
for the perfect spot—fairly level ground,
with mounds of racks, lots of trees, and min-
eral-rich mountains nearby—the computer-
controlled opponents will grab the best sites
and hegin building their kingdoms,

Switch to the map the moment the game
starts, and pick an area near the center.
Don't worry about the terrain being too
hilly; if you do your road building right,
ups and downs aren’t a problem. If you're
blocked in on one or two sides, you can al-
ways expand in another direction. Get the
geologist's estimate on the area's mineral
potential, but don’t let it influence you too
much. Il the area contains deposits ol coal,
iron ore, and gold, build immediately.
Don't worry about underground granite:

" just make sure the site you have chosen
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later, especially if there are a

lot of trees and you need
more clear space for your buildings. Re-
member too that since you'll be expanding,
you'll want to have building materials right
next (o the construction sites.

Serfs By Land, Goods By Sea

The use of sealanes can help ease con-
gestion if there is a lot of ground traffic,
but setting up the routes can be confus-
ing. To use boats, place a flag at two
points along a lake and then construct a

path over the lake connecting them. Any
sea lane that runs against the shore is il-
legal. The sea lane will show up as a
slightly different colored line on the
lake. Note that the boats will not trans-
port serfs, just materials.

Once you've done that, build guard huts
where you want to expand, and replace
them later with watchtowers. If you can,
build watchtowers right away. If you've got
vour roads right, building a watchtower
takes very little more time than building a
guard hut, and the benefits are many.

Do not hesitate to destroy all defensive
structures well heyond the front line.
You'll free up many soldiers you can prof-
itably use. Sometimes, the space bonus will
pay benelits, too.

Most importantly, always remember to
hit them before they hit you. Medieval

life, ch? &
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No Longer Adrift In
The Ascalon Rift

Combat-Tested Tactics For STAR CRUSADER
by Jeff James

ith Star Crusaber, Take 2 and Gametek
have taken the space combat simulator
genre into ]n'{'\'imlsiy uncharted stellar
reaches. Instead of being bossed around
the galaxy by a superior officer and lorced
1o complete missions which you had no
part in devising, STAR CRUSADER gives you
the opportunity to phm vour missions and
assemble strike forces with pilots and
ships of your own choosing. Fast reflexes

anl
sound strate-

gic doctrine are both
essential to victory in STAR
CRUSADER $ince it requires you to
do everything from flying your own
vessel to planning missions for your entire
squadron,

When A Pistol Meets A Rifle...

Regardless ol whether you choose to
champion the cause ol the Gorene Empire
or the Alien Alliance, there are several ba-
sic combat tactics that will help you get the
drop on the enemy. Success begins with
mastering the intricacies of each weapon
type. If you're flying for the Gorene camp,
you need to know your torpedoes like the
most intimate pieces ol your anatomy, but
flying for the Alien sicle gives you a much
wider range of weapons. Il your ship has a
limited number of torpedoes/missiles and
other weapons, they're usually most effec-
tive when employed at a decisive moment
in the battle. Il your goal is to eliminate a
Tancred destroyer, you don’t want to waste
all of your torpedoes on the escorts. Keep
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in mind that all vessels have shields which
must be battered through to damage the
Il of the craft. Shields regenerate quick-
ly, so press the attack when you finally
break through. Most weapons also dimin-
ish in strength over distance, making long-
distance lire-lights an exercise in futility.
Learn to overwhelm the enemy with a bar-
rage of weapon types at close range and
you'll soon be master of the space lanes.
When fighting in large, sprawling
space melees with a melange
of ship types and sizes, it’s
all too easy to get caughi

in the deadly crossfire be-

tween large capital ships,
To avoid getting splat-
tered in larger battles, hover
around the lanks of a friend-
ly capital ship. The capital ship
will keep up a steady barrage of
fire on ships that are trying to attack you,
and you can move quickly to engage a
specilic threat to the larger vessel, Capital
ships, and some larger patrol ships, can
fire backwards as well, so be mindful of
your position next to these vessels.

Some ships are extremely maneuver-
able in a doglight, making it impossible
for larger, more ponderous vessels to hit
them. There are two ways to defeat an en-
emy like this, and they both involve your
afterburners. One option is to hit your af-
terburners and speed away from your at-
tacker, them turn and fire on him as he
approaches. Il you're llying a helty vessel
such as the Gorene Liberator or the Tan-
cred Warlord, you have the added luxury
of having a powerlul weapon which costs
nothing to use. When an enemy flighter
races towards you, simply point the nose
ol your ship in its direction and hit the af-
terburners, physically ramming the enemy
ship. This works best with a Gorene vessel,



GALACTIC ARACHNOPHOBIA The normally hrave
Tancred pilot can be forgiven for turning tail
here, hecause even his Samurai, with its
powerful plasma cannon, is no match for the
two spider-like Gorene ships on his tail.

as the Liberator has auto-repair capability.
As modern-day pilots will tell you, flying
in a bee-line towards an objective at the
same rate of speed over heavily defended
territory is akin to suicide. You'll want to
vary your speed and your heading often
when you're in combat, making it as difli-
cult as possible for an enemy to draw a
bead on you. Finally, nothing works better

than a timely save game. Regardless of

how tough a mission is, ch.lnr_cs are you'll
eventually get it right and see your way
through to a successful completion.

A Pilot's Gotta Know His Limitations
Perhaps the most important advice of all is
to structure your actions around the mis-
sion goals. When in a swirling dogfight, re-
sist the temptation to [ixate on one craft 1o
the exclusion of all else. Chasing down
fighters far from your objective may raise
your kill rating, but it will also leave your
mission objectives in shambles. Put your
objectives first and victory will follow,
Threading your ships through a mine-

field is one of the most diflicult aspects of
the game, and can give you a fair share of

frustration if you don’t know how to han-
dle it. The mines in Star CRUSADER home
in on your energy output. Hit the alter-
burners just once, and you'll have mines
screaming towards you from all directions.
To survive minefield missions in one
piece, you'll need to take out the control-
ling mine, which usually shows up as a
[lashing red blip on your radar. Should
you manage to destroy this mine, all the
other mines will cease to target and pur-
sue your vessel. They're still armed howev-

er, so avoid them
like...mines,
Fven the most

man and alien can
go wrong in the
heat of combat. If
your wingmen are
sucking vacuum
with regularity and
your mission oh-
jectives :ll\\':s}'s
seem out of reach,

the most trusted

weapons in a star-pilot’s arsenal: name-

calling. Accessing your communications
equipment and telling an enemy pilot
that he smells like an unwashed goat (or
that his mother was a Tancred) can have
a number ol benelits, He might get mad
enough to forget what he was doing and
attack you instead—perfect if he was af-
ter your wingman or attempting to de-
stroy something you're trying to protect.
In some missions, a valuable enemy
leader will attempt to escape. If you in-
sult him enough, he'll turn around and
take you to task for the insults. This tac-
tic works best on unskilled, inexperi-
enced pilots; veteran pilots are less likely
to be affected by such schoolyard
shenanigans,

Gorene Details And Alien Knights

When you're llving Tor the Gorenes, you
have three main advantages over your op-
ponents: auto-repair, larger fuel reserves
and design similarity. Both the Scorpion
and the Liberator have auto-repair capabili-
ty, which lets them endure tremendous
amounts of damage and still remain opera-
tional. Auto-repair lends itself well to ram-
ming tactics, so Gorene players can use that
tactic much more olten than other races.
The extra fuel means that you'll be able to
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well-laid plans of

vou can use one of

fire more weapons, use more afterburners,
and generally assume a very aggressive Lac-
tical posture. Fighting long, drawn-out bat-
tles is a definite possibility in some missions,
and Gorene vessels are well-equipped for
that role. Finally, all the Gorene craft gener-
ally share the same armaments and cockpit,
making it very easy to jump from one ship
to the other without having to re-educate
yourself from square one.

Whereas the Gorene player may often
assume the same tactical posture (luc o
the similarity of ship designs, playing for
the Alien Alliance will give you a diverse
assortment ol vessels to [ly. For heavy slug-
fests, the Tancred
Warlord is un-
doubtedly the best
choice. Loaded
with a wide variety
of weaponry and
defended by thick
armor and
shields, the War-
lord should be
considered your
“designated hit-
ter”; use it when
brute force is nec-
essary to complete
a mission. The Amien Guardian is perlect-
ly suited for capture missions, as its EMP
torpedoes can penetrate shields, destroy-
ing only the pilots on board,

This specialization is also a drawback for
many Alien Alliance vessels. Whereas the
Gorene vessels are capable of fulfilling a
wide range of roles, your vessels are not
quite as fk.\11:|L. This demands an extra
level of tactical planning, as you must care-
fully craft each mission with a variety of ves-
sel types, taking the strength and weakness
of each into account. This difficulty is com-
pounded by design inconsistencies between
vessels. While one vessel performs in one
fashion, another alien vessel will have a dif-
ferent cockpit, different weapons and dil-
ferent performance. Il you do switch sides
Lo the Alliance, you'll also bring along some
ol the Gorene's technology, specifically
auto-repair capability and the Intruder
stealth ship. Even with those additions,
heading up the Alliance will be a tough job.
With all of these extra lactors to control,
leading the Alien Alliance to victory is un-
rlcniul_-uly more difficult than seeing the
Gorene achieve their aims,

Regardless ol which side you choose,
several personalities will be introduced
throughout the game who are central o
the game’s plot. So that the storyline may
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be properly advanced, the designers have
infused some characters with impressiv
abilities to keep them alive during combat.
When you're still playing on the Gorene
sice of things, your wingmen will also ex-
hibit unique p: alities during combat.
is one of the better pilots in
fI stable, and he can be usec
as a valuable wingman. Krugon has the

disconcerting tendency to punch out of

combat (either by jumping out of the sec-
tor or by ejecting) when his shields get low.,
Communicate with him before he leaves to
keep him in combat. Kara Helmar is a
dream come true for novice STAR CRUSAD-
R pilots. She tends to be the protecti
sort, rushing to vour aid when you're
ting pounded in combat. Other pilots have
unique characteristics as well. Learning to
maximize the strengths and minimize the
weaknesses ol your primary wingmen is
one of the keys to winning the game.

Top Sun

Once you've been given command of your
squ adron, you can start assigning H}llp‘;
and pilots to missions of your own rlemgn_
The missions you assign will depend on
your own playing style. Il you aren't the

greatest star pilot, assigning a number of

your fellow pilots to a contingency missi
will ensure that your mission go re

achieved. If you don't need that kind ol

security, send your pilots on an agg
combat mission in order to gain territory
[rom the enemy. Obviously, the better the
pilots you send on the mission, the more
likely it is to be a success. Additionally,
sending your best pilots to the pilot acade-
ally Taop Gun for space jocks

will ensure that vou'll have a steady stream
of fresh (if untested) recruits. Giving all
your rookie pilots a last name starting with

“R" (for Rookie) will make se Iulmu the
correct pilots for missions much e

you have the pilots to spare, defensive pa-
trol missions will guard against any enemy

Into your territory.
These tips and tactics should put you in
a good position to begin experimenting
with new tactics and strategies ol your
own. The Alien Alliance is a particularly
good choice for gamers looking for a chal-
ll[]“( while the (stmn( Fmpire is a better
choice for novices. In either case, there is
much to explore in the richly detailed
world of Star Crusaner, and much work
to be done to determine the ultimate fate
of the Ascalon Rilt.
The author would like to thank Tom Rigas

for his assistance in preparing this article. $
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AMIEN GUARDIAN: With its EMP torpedoes, the Guardian is
ideal for capture missions and missions that involve
disabling enemy craft.

AMIEN STARWOLF: This ship packs the Aegis field, a
powerful weapon that can scythe through waves of enemy
ships. The field does suck a lot of power, so use it
sparingly.

GORENE INTRUDER: Fast and hard to spot, the Intruder is an
ideal reconnaissance craft. Next to useless for any other
mission type, though.

GORENE LIBERATOR: A well-rounded strike vessel. Tough,
durable and able to dish out gobs of punishment, the
Intruder is well-suited for many mission types.

GORENE SCORPION: An excellent dogfighter. The Scorpion
packs a powerful wallop with its lasers and torpedoes, and
is fast and maneuverable enough to tangle with most
fighters.

MAZUMAN BUCCANEER: The most maneuverable ship in
the game. Speedy and nimble, this ship is essentially a
futuristic version of the Japanese Zero.

MAZUMAN CAPITALIST: A so-so strike craft, this vessel
carries a neutron cannon that can injure and kill an enemy
pilot—if his shields are down. This ship does work well
when teamed with the Zemun Harbinger.

TANCRED SAMURAI: A good dogfighter, the Samurai carries
a plasma cannon that gives it powerful offensive capability.

TANCRED WARLORD: This one’s a bruiser—easily the most
potent ship in the game. With four laser cannons and two
torpedo launchers, use the Warlord whenever brute force is
the hest option.

ZEMUN HARBINGER: A good dogfighter, the Harbinger sports
the awesome hellfire missile. This nasty weapon has the
tendency to wipe out an enemy's shields, leaving him open to
such nasty weapons as neutron cannons and energy siphons.

ZEMUN PALADIN: A good strike vessel, the Paladin—which
carries an energy siphon—works well when teamed with the
Zemun Harbinger. The Harhinger can knock out the enemy’s
shields, while the Paladin can suck the poor sap's energy
away with the siphon!
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your hardware.

Read the fine print on today’s game boxes and
you'll see the cautionary words with compatible
sound card. That’s because today’s hottest games
demand the PC sound standard—Sound Blaster”"
Without it, you might get zip. No fantastic effects,
no dramatic music, no true-to-life voices. Nothing,

So we've teamed up with the best game design-
ers to ensure 100% Sound Blaster compatibility.

Just flip ahead to the following pages. You'll get a
good look at some of the richest, liveliest, most-
realistic games. And when you see the Sound
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The Man

\Xho Would Be King

How to Conguer Impressions’ LORDS OF THE REALM and Have Change Left Over

by Josh Bruce

bsidiones multa consumunt tempora...
(Sieges take a lot of time...) So reads
the Latin letter sent from a seneschal to
his lord during the Middle Ages, found

the Counts of Anjou. The letter goes on
to suggest that open battles are superi-

. or and cause those defeated to vanish
like smoke.

Of course, most historical lords would-
n't have agreed. In history, fortified
defense was more relied upon
than the rare pitched battles.
Impressions’ Lorns OF
THE REALM accurately
[ollows the histori-
cal philosophy.
You are
more

likely

Lo
win the
game due
to prudent
away
from rather than
upon the battlefield.
LORDS OF THE REALM
presents players with a
castle design sequence that
leaves Vauban looking like an
amateur, and delivers a frighten-
ingly realistic economic model,
complete with crop rotation,
[leece manufacturing, and dairy
production. That's okay. I'm [rom
Nebraska. I know cows. But lor
those of you who are not so
blessed(?), here are a few pointers
to get would-be kings through un-
til the next harvest moon. In or-
der to more fully understand how
to get the most [rom your putter-
ing peasants and bodacious
bovines, three separate things
need to be addressed: the eco-
nomic model, military concerns,

and grand strategy.

actions
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in a French chronicle entitled, Deeds of

Nunc orant, alii pugnant, aliique
lahorant.

(Now, [some of them] pray, others fight
and others work.)

Taxation is both an elfective means of
getting money from your people and
controlling the population. As a rule of
thumb, setting the tax rate to 15 will
raise the happiness level of your people,
20 will maintain the happiness level,
and 25 will lower it. At the beginning of
any game, the tax rate should be set to
I5 (or even 10) until you have a nice
happy population with a steady increase
in the number of people immigrating to
your county. By controlling how much
you tax your population, you will be
able to effectively control how many
people are in your counties, but you
have to make sure that you don't let too
many move in.

I know that many of you insist on living
in over-populated mega-cities; but if
there’s one thing Midwesterners know, it's
that too many people cause too many
problems, LORDS OF THE REALM seems Lo
agree with me. Most strategy games, such
as GENGHIS KHan 1T and L'EMPERFUR, in-
sist on having an economic model where
the more people you can pack into a
province, the better. But Lorps orF T
REALM uses a much more realistic system.
Population can be easily increased by sim-
ply lowering the tax rate or increasing the
rations, However, once you have more
people move into an area than said area
can support, real problems begin. The ex-
cess population will quickly eat any cattle
or sheep that you have been raising and
will deplete the grain stocks so drastically
that nothing can be planted. Once this sit-
uation hegins, there is nothing the player
can do except try to buy new food stocks
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from a traveling mer-
chant, or send 1
produce [rom olhcr
counties that the
player controls. Sor-
1y, but enforced star-
vation does not a
ruler make.

After the stocks
are depleted, the
happiness ol the
population will take
a nose-dive until
open revolt breaks
out in the region.
Once this stage is
reached, there is
nothing the player
can do except pull out what little stock
he has left in the area and write it oll as
a loss. By the way, it isn't usually worth
your time to march an army into a re-
bellious province and reclaim it, since
the area will be a virtual desert after the
fight is over and the whole process will
simply start all over again,

The key to solving this problem is never
to let a county’s population grow laster
than the food production. Whenever crops
need harvesting or planting, you should
transfer all of your available population
into these tasks until you have enough peo-
ple involved to actually get the job done.
While you will lose any experience they
may have gained over the past year work-
ing in one of the specialized professions, it
is far more valuable to have a good harvest
than to mine iron. Remember, all the tim-

I

i

{

|

i

{
15
L)

1

{
18
i
i}
i

i
il
i

{

{

i

———

ber points in the world won’t help you if

you start running out of food.

On the other hand, having a happi-
ness level that is too low is another prob-
lem that can rapidly lead to your
dismissal from a county. Oddly enough,
raising the people’s happiness level is ac-
tually far easier than dealing with the
problems of having one that is roo high.
If your population seems a litle glum,
you can always lower the tax level to one,
mmport some food from your local mer-

chant, or order a few additional kegs of

beer until they begin to cheer up. Cer-
tainly, il one of your counties is about to
explode into revolution, you should im-
mediately use all three of these methods
to raise the happiness level until you are
out of danger. It should be noted, how-
ever, that the only way this system will
work is if you have enough food to begin
with. If not, simply write it off as a
doomed experiment.

DIVINE BOVINE You don't have to be from Nebraska to know that you can
never have too many cows to feed the hungry hordes.

Once you have a respectable popula-
tion which is moderately happy, start us-
ing people in the specialized tasks. The
four specialized tasks are: mining for
iron, mining for stone, cutting timber,
and making weapons. Each of these com-
maodities, of course, has its own special
usage. While stone and timber are com-
pletely worthless unless you are currently
building a castle, note that timber can be
purchased quite cheaply from any travel-
ing merchant. So, it is usually best to pur-
chase wood and use the excess workers to
cut more stone. Also, while iron is neces-
sary for building your own weapons, the
mercenary option is significantly more
useful.

Milites auxiliatores...in expensis ejus
erant.

(Auxiliary soldiers...were in his pay.)
While most strategy games have the
player raising massive armies from their
own population, in LORDS OF THE REALM
the best army to have is a mercenary

DOWN BY THE SEASHORE Empire building in Loros oF THE Reatm works hest
when you seize counties on the coast, and consolidate your position with

castles and mercenary armies.
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one. Until very late in the game when a
large army is needed, you should shy
away from arms production and rely on
hiring troops to light your battles for
you. Mercenaries are far cheaper than
raising your own troops, both in terms
of money and the effect it has on the na-
tive population. For example, to raise
200 mercenary swordsman costs about
650 gold, but to supply the same num-
ber of your own troops with weapons
would cost over 3,600 gold and cause a
large drop in the happiness level for the
entire population,

In addition, the mercenary troops are of
a far higher quality than any that you
could raise yourself. Much later in the
game, when enemy armies of over a thou-
sand men are marching back and forth,
you will have to raise your own troops be-
cause ol the inability to combine several
mercenary forces. When this time comes.
remember to recruit nothing but knights.
They are very expensive, but well worth
the investment as these forces are virtually
indestructible and can wreak havoc on any
force that tries to oppose them.

Strategically, when the time comes to
take the ollensive you should move any
available forces into the target county and
head straight for the nerve center of the
county, whether it be a castle or the county
seat. If the county is not owned by another
player, then immediately attack the county
seat and destroy whatever forces the ene-
my can muster. These armies are usually
small and poorly armed, but they can sur-
prise you once in a while, so make sure
that you have a respectable force before
marching in.

If there is a castle in the region, a
scorched earth ractic must be used. So.
unmulm!d) lay sicge to any castle that

@ happens to be in
the county with one
ol your armies, and
use the rest to de-
stroy  whatever
crops or villages
there are in the
area, Leaving a lew
crops to supply
your own besieging
force, move the rest
of your armies into
any ncighboring
counties and de-
stroy their villages
and crops as well.
The computer will
try to raise any
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siege of one of its
castles immediately
by mustering large
quantities of troops
from any adjacent
areas, and even
from the one that
contains the castle,
and hurling these at
the besieging army.
The best way to pre-
vent this is by level-
ing the entire area,
Killing all the peo-
ple and burning the
crops may not make
you the most popu-
lar guy in town, but
it will keep the oth-
er players so busy at simply running
the decimated provinces that they
won't have any time left over to deal
with the siege.

A note should be macde about attacking
castles, or rather, nof artacking castles.
The best way to take any fortress is by
simply besieging it and not worrying
about building siege engines and ladders.
While it is kind of fun to run around
building massive siege engines and lay-
ing intricate assault patterns, the best
form of attack is to simply wait until the
garrison starves. You should also take any
roops that are assigned to building and
simply move them over to loraging. By
doing this, a bloodless victory is assured.
Although it may be fun to knock holes in
the enemy’s castles, it's not fun to repair
them once it surrenders.

Bello subacti evanescent tamguam
fumus....

(The ones subjugated in war, vanish
like smoke....)

Most battles will not take place in a cas-
tle, however, but rather on the open
field. Field battles are rather straightfor-
ward affairs, but a few things can be
done to maximize your chances. First of
all, try to outmaneuver the enemy by
marching around the sides of his units.
Archers and crossbowmen are particu-
larly elfective in immobilizing them
while you do so. Once your men are in
position, swing back and attack from the
side or rear ol the enemy army. Second-
ly, if he sends only a part of his army
against you, throw everything you have
at this small contingent and destroy it,
then move on to attack his other units.
Finally, if’ things start going too badly,

VAUBAN, EAT YOUR HEART OUT This castle's majestic towers pose an
intimidating obstacle for any assaulting force. Rather than undertaking a
costly siege, raze the countryside and starve the garrison out instead.

don’t be alraid to retreat, But keep in
mind that forces under 50 men are al-
most automatically destroyed during a
retreat, so you might as well let them
fight to the death and take somebody
with them

Scutis scuta junguntur.

(Shields were joined to shields.)

The [irst thing that you should do once
you have an army and your economy is
on the right foot, is to begin building an
empire. Start by taking over several

MERCENARY MANEUVERS A swamp the tan force was using as a shield
cannot prevent the red horsemen from turning them into flank steak.
Well-paid mercenaries have a talent for outmaneuvering the enemy.

small counties by the coast, next o ene-
my lords and not too far inland, and
build castles in these regions. By doing
this, you will be able to secure a safe area
for your men on the coast, where they
can concentrate on €conomic matters
while leaving the fighting up to the
fringe counties.

Unlike most wargames, where the
faster you conquer territories the better,
Lorps or THE ReaLM forces players to
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move much more slowly. Never attempt
to conquer a province unless you al-
ready have at least 500 gold in your
treasury. When you take a county, there
will almost always be a drop in happi-
ness and population, and there could
be some serious starvation problems.
Remember to have some extra cash on
hand so that you can solve any prob-
lems you might encounter, and the new
county can rapidly be transformed from
a desolate desert into a prosperous
boom town.

Try to make friends whenever you can.
Always accept any alliance that is offered
to you, unless it completely blocks your
forces, and he sure to honor these agree-
ments. Stabbing friends in the back al-
ways brings a certain sense of satisfaction,
but nobody will have a thing to do with
you if you decide to do this too many
times. The long term benefits of making
alliances far outweighs any short term
benefits that you may get from attacking
your friends.

Secondly, once you decide to attack an-
other player, keep attacking until they are
destroyed. Keep all of your actions fo-
cused on destroying their army and level-
ing their castles until they are completely
eliminated. Also, ally yoursell with other
nobles that border youl opponent, and try
to get them to help
in the conquest. By
doing this, you will
assure as quick a vic-
tory as possible while
helping your
chances of one day
becoming king.

Now that you
have an understand-
ing of how Lorps or
THE REALM works,
both economically
and militarily, it's
time to grab your fa-
vorite morning star
and set ofl to show

— why you should be
king. Remember to build plenty of castles
and keep a very close eye on your popu-
lation. Then, you'll he ready to follow the
bard’s advice, “Cry havoc, and let slip the
dogs of war!”

[Ed: All Latin quotations are brief excerpts
Srom those found i Hans Delbruck’s excellent
History of the Art of War, Volume I1I: Me-
dieval Warlave, trans. by Walter |. Renfroe,

Jr. (Lincoln, Nebrasha: University of Nebraska

Press, 1990).] &
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The Imperial
Pillots Secret Guide

How To Make Friends In High Places
And Annibilate Rebel Scum In LucasArts’ TIE FIGHTER

by Jason Kapalka

he following excerpt is from a book found
among the personal effects of a prisoner in
the Bulimak Tmperial Re-Education Cen-
ter. The inmate, a former pilot, unfortu-
nately died ol natural causes. The Imperial
High Command is very interested in this
manuscript, and Lord Vader has promised
to personally reward the author or authors
i they will step forward.

Pilots should be aware that
reading this doc-
ument in part
or in whole
contra-

venes

Section 12 of the Imperial Information
laws, and is punishable by up to ten years
imprisonment in the Outer Rim jail of
your choice.

But before cadets rush off to report this
treasonous text to your flight officer, re-
member that even a cursory mind probe
will reveal that you have already read the
first paragraph, or rather, now, the first
two paragraphs. Do enjoy your stay in the
Bulimak Carcery.
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Or... you can suppress that knee-jerk of
“loyalty” and find out for yourself why this
unofficial guide has remained in circula-
tion among TIE pilots despite the dan-
gers. IU's not because ol the inclusion of
“The Cadet’s Map ol Outworld Bars and
Cantinas” in Appendix A, nor the infa-
mous (and, need it be said, pseudony-
mous) Captain Moonbarker’s “Budget
Guide to Pleasure Palaces of Imperial
Space” in the center fold-ont. Well, at least
not entirely for these reasons.

No, this guide's main purpose is a simple
one: to give you the edge over the straight-
arrow flyers who believe everything their
flight officers tell them, like the oft-repeat-
ed maxim that the basic TIE is a state-of-
the-art space superiority fighter. Wake up!
The standard TIE starfighter is an out-
moded patrol cralt, cheap and ex-
pendable...and so is its pilot.
These are the cold economics

upon which our Emperor
* Palpatine’s grand stellar
navy is built. Do you want
to become another mark in some Imperi-
al accountant’s balance sheet? No?
Then listen up, cadets, and
maybe you'll live through
your first tour of duty.

An Imperial Ounce
Of Prevention
Belore you even get into your first furball,
there are a couple of things you can do 1o
maximize your chances of survival. First,
make sure that you've subscribed to the spe-
cial Imperial cloning program, known unof-
ficially as “Automatic Backup,” and don’t
deactivate your policy unless you want your
whole career ended by one stray laser bolt.
Second, be sure to grill your flight officer
and the cloaked figure from the Secret Or-
der for all available information before the



mission. “What is this Secret Order any-
way:" we hear a chorus of cadet voices cry.
Perhaps when you reach the Inner Circle
vou'll know... “And how do I get into the
[nner Circle?” Hush... remember, survival
before promotion. We'll talk of this later...

Always press “G” to check your mission
goals as soon as you arrive on site, as this
sCreen is guuu.ill\ more concise and infor-
mative than your commander, who's some-
times (surprise!) long-winded and unclear.
And fnally, once lht: mission’s over, for
better or worse, be sure to ask for addition-
al advice in the post-combat debriefing.

The post-combat debriefing often yields
dc ailed and helpful information. Howev-

 if you're flying near rebel space, failing
a mission will almost inevitably result in
capture, and you won't be able (o access
these hints, In such cases, iUs often advis-
able ([Imugll. it goes without saying, strict-
ly against Imper ial Navy policy) to hit “()"
to quit the mission while still mntact. Get
the additional info and uy again. Keep in
mind that you only have to complete the
Primary mission goals in order to advance
to the next mission, Secondary and bonus
goals yield more points, but that won't do
vou any good i Rebels turn the frigate you
were supposed to be protecting into plas-
ma and scrap metal.

Forget about your commanding offi-
cer’s exhortations Lo put in time on the
Training Simulator. Frankly, very few ac-
tual combat situations involve flying
through interminable lengths of space
tubing. The Combat Chamber, on the
other hand, presents simulated situations
much closer to reality, and all wise pilots
will spend time here familiarizing them-
selves with their craft’s basic controls.
Don’t worry about the TTE Advanced [or a
while—you're going to be flying the lesser
craft for some time.
Concentrate on ener-
gy management,
marksmanship, and
working in harmony
with your wingmen.

When you actually
find yourself nose-to-
nose with insurgent
starlighters, you'd
better have an instine-
tive understanding of
vour craft's computer
systems. A quick re-
cap: when the tiny
leftmost light on your
targeting sight turns

red, someone’s got

you in their sights—
move or die. When
the middle light goes
green, a capital ship
or installation has a
li)ck on
away, you can't shake
it. And when the
rightmost light stares
blinking yellow, this
IMEAns someone is try-
ing to acquire a mis-
sile lock. IT'it goes red,
they've got it, and
you'd better crank up
your shields. Of
course, if you're flying
i TIE Fighter, Inter-
ceptor, or Bomber,
you don’t have any. As the rebels say... may
the Force be with you. Good luck,

Vou—run

Some Straight Ship Specs

We expect all you cadets have been thor-

oughly lectured on the characteristics of

the various Rebel starfighters, but surpris-
ingly few novice pilots have as firm a grasp
on the strengths and weaknesses of their
own cralt. This, ol course, may be due 1o
the Imperial reluctance o notice_design
flaws, a tendency the recent Death Star de-
bacle points out all too clearly. Didn’t any-
one notice that stupid exhaust port? Here
are a few more honest appraisals.

TIE Starfighter: Don’t let your com-
mander snow you into believing this ship
is anything besides a flying eggshell.
Cheap to }m:tlmc- sure, hut that's no so-
lace to the poor souls who have to fly these
deathtraps. Mancuverability is their sole
asset, and you'd best use it. Beware of col-
lisions and [viendly lire, particularly when
[lying near your own capital ships. Since

GREETINGS, NEIGHBOR The frigate Xerxes is about to get a few new dents
in Battle 4, Mission 5, courtesy of twin concussion missiles.

CALL OUT THE CAVALRY! The Rebs will attack in waves in Battle 3, Mission
6, s0 it's a good idea to call for backup. Stay close to the platform and the
two Space Rangers and blast any ships targeting them.

you will normally ounumber the enemy
when flying this craft, take advantage of
this by attacking Rebels who are otherwise
engaged. Never approach an enemy capi-
tal ship in a basic TIE Fighter unless
you've got the reflexes ol a womp rat and
the luck of a Corellian smuggler.

TIE Interceptor: An imprr_)\'mnt:nl, but
not by much. You still lack shields, and the
Illltlu‘plm s hull is not much tougher
than the basic TIE's, What you do hd\C I8
]10;1\-‘)-' short-range firepower and high
speed. Avoid long-range duels; get behind
the Rebels and stay there. ()(L«INIUI‘I{IH\ In-
terceptors, along with basic TIEs, will be
modified to carry torpedoes or missiles.
Remember that 2.5 kilometers is the max-
imum lock-on range for starflighters, and
that attaining a target lock any closer than
one kilometer is next to impossible. Capi-
tal ships can be targeted at up to six kilo-
meters, and it's a very good idea to do so.

TIE Bomber: A much tougher hull, but
still no shields, so avoid heavy furballs,
You have a hefty load of missiles, but be
sure to use them ellectively, while the ene-
my is still at long range. Up close, the TIE
Bomber can snll outmancuver sluggish
ships like the Rebel Y-Wing, but is no
match for a skillfully piloted X- or A-Wing.
II'you're attacking a capital ship, consider
targeting the weapons systems [irst, and
take advantage of any ships in the vicinity
thar can hn.nd and reload you (by acrivat-
ing the Shift-B command). Sometimes the
cargo manifest on a missile-carrier will
change to “empty” after you reload the
first time, but in most cases this is just typi-
cal Imperial miserliness; board them
again and you'll almost certainly be able to
pry another load of weapons from the
tight-fisted clerks.
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Assault Gunboat: Shiclds at long last.
Be certain to crank up your recharge
rate at the beginning of a battle or at any
time when speed is not important. You
will often be called on to disable fleeing
enemy craft with your ion cannons; re-
member that ships like the Corellian
Transport can outdistance you unless
practically all power is redirected to the
engines. Make sure your laser
batteries are well-charged be-
fore you start the chase, or
you may catch up but be un-
able to do anything. And
when making rocket passes at
capital ships, it's often a good
idea to redirect all shield en-
ergy forward, then back as
you pass the target, as you'll
be forced to come in close
and endure heavy flak.

TIE Advanced: A superior
craft, combining the best at-
tributes of the Assault Gunboat
and the TIE Interceptor. If
you're good enough to be fly-
ing one of these, you don't re-
ally need our advice:

TIE Defender: This hyper-
secret three-winged proto-
type has been the subject of
much heated discussion due
to the inclusion of an experi-
I'I'l(i‘l'll}!l tractor b{fil[ll \\"L"('l])Ul'l
which in theory slows enemy
cralt down, making them eas-
ier to hit. In practice, the
tractor beam is of minimum
utility, since you need to cen-
ter your sights over a target
to activate it, and if you've
gol your sights on the enemy,
why not just blast them? However, the
Defender is so heavily armed, so mas-
sively armored, and so fast that few pi-

lots will really care about this minor

problem.

Enough of the generalities. Onwards,
then, to detailed tactical advice on the var-
ious Imperial campaigns, along with one
or two dirty tricks. After all, why should
Rebels have all the fun?

BATTLE 1

Most of the missions in this series are not

very tricky, but serve as good examples for

more difficult actions. Pilots unable to
complete missions 3-5 might as well hang
up their helmets and fly Gar-Barges in-
stead.

Mission 1: Far too many Imperial casu-

alties occur as a result not ol enemy action
but of pilot error. A prime example is the
TIE pilot who, in a hurry, attempts to in-
spect multiple freighters or containers
while flying at top speed. Shields or no
shields, colliding with a multi-ton
freighter will pancake any Imperial
starfighter up to and including the De-
fender. Slow to 1/3 speed when inspecting

closely-grouped freighters or containers,
and be willing to make multiple passes if
necessary.

Mission 2: When ordered to defend in-
stallations or ships, a simple computer pro-
cedure will make your task much easier.
First, lock the target into memory with the
Shift-F5-F7 keys. Call it up when necessary
with the F5-F7 keys. Then press “A” to lock
onto the nearest vessel attacking your tar-
get. An alternative procedure is to use the
Threat Display (Z key) to examine enemy
ships' missions. Give priority to missile-
armed vessels—typically Y-Wings and X-
Wings. Y-Wings are much easier to kill than
X-Wings, and so should be attacked first if’
all other conditions are equal.

Mission 6: Remember, when attacking
capital ships like the Rebel cruiser, you

66 COMPUTER GAMING WORLD »« JANUARY 1995

can fire missiles from up to 6 kilometers
away. If' you're worried about return fire,
use the “.” toggle to target the ship’s laser
turrets first, and avoid making close at-
tacks until the vessel is crippled or en-
gaged with other targets. When
attempting to disable the fleeing comman-
der's shuttle, use the Enter button to
match speeds as you approach, or you're
likely to overshoot the slow-
er-moving craft. In fact,
matching speeds is a good
tactic against practically all
Rebel starfighters. It still
takes time for you to acceler-
ate or decelerate to the ene-
my's velocity, so don't smack
Enter just as you roar up be-
hind a Y-Wing snail.

BATTLE 2

Mission 1: Nothing too aw-
ful, but you should try to in-
spect Modular Conveyer
group Asbo and capture the
appropriate ship. Il you re-
ally want some bonus points,
try to take out the Light
Calamari Cruiser Falaricae.

Mission 2: As the Assault
Transports are otherwise en-
gaged, you can use your
lasers against them with min-
imal risk. Keep an eye on the
middle light on your target-
ing indicator, as you may be
flying uncomfortably close to
several enemy capital ships.

Mission 3: The best way
to take out Escort Shuttles is
with missiles; unfortunately,
you don’t have any. Beware
the Typhon's rear-firing laser. The best at-
tack angle is from the side, but you'll only
be able to get off a few shots before you
pass the target. Good luck.

Mission 4: Four missiles will take out an
Escort Shuttle. Close to about 2 kilometers
to make sure none miss. If you opt to go
for the bonus points by inspecting the var-
ious capital ships, charge your shields
heavily first, then redirect all power to the
engines as you make your pass, DO NOT
fly in a straight course,

Mission 5: As the Y-Wings are armed
with missiles, be sure to take them out
first. Use Enter to match speeds, and then
hit the "-" button a lew times just 1o make
sure you don't overshoot the target. If you
can stay behind a Y-Wing, their slow turn-
ing rate guarantees their doom. The Z-95
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Headhunters pose little threat to the Tie
Advanceds or the Escort Carrier, but are
fairly fast and maneuverable. Use Shilt-C
to get your wingman to cover you il Z-95's
interrupt your attack on the Y-Wings. De-
stroving 100% of the attacking fm{u will
net you bonus points, so (l(ml return to
the hangar as soon as the T/A's are sale,

BATTLE 3

Mission 1: Ignore the enemy fighters un-
til you've finished inspecting the contain-
ers. Try o maneuver vour ship so that the
containers are in a row directly in front of
you, and keep your speed reasonably low.

Mission 2: Six missiles will kill a Corvette,
Assign your wingmen o attack the most clis-
tant Corvette. IUs a good idea Lo inspect the
containers belore all
the Corvettes are de-
stroved, otherwise
your over-exuberant
wingmen may blast
them hefore you have
the time to check
them out.

Mission 3: This
may be a good time
to ask for remnforce-
ments (using Shilt-S).
Don't send your
wingmen to attack
the enemy capital
ship, they'll just be
destroyed. X-Wing
Red and Z-95 Gold
pose the greatest
threat to the frigate and should be dealt
with accordingly. Use your wingmen to at-
tack targets that are too far away for you to
reach in time.

Mission 4: Focus your ellorts on protect-
ing the platform, which is much more vul-
nerable than the frigate. Watch out for the
armed Transports that appear later on,

Mission 5: This starts with waves ol A-
Wings hyperspacing in. Try to kill as many
as possible with missiles, because they're
very difficult to hit with lasers. You should
generally ignore A-Wings, as their main
purpose is to distract you from your mis-
sion goals, but in this par ticular mission
they can cause you no end ol griel, since
you'll have to fly straight in order to line
up targets for missile attacks, thus giving
the A-Wings plenty of time to plug you.
Once Thrawn's sale, reload missiles and
shoot Rebels [or bonus points.

Mission 6: Another mission where call-
ing for reinforcements is a wise move. The
Corvette can take care of itsell; worry

about the platform and, especially, the two
Space Rangers, Lock them into memory
and attack any vessels targeting them. In
particular, use missiles to desuroy the
Transports that hyperspace in to attack
them a little later on (not the Assault
Transports going after the Corvette). The
bonus shuttle appears after the two AT's
are destroyed, but you'll probably have too
much on your hands to go after it unless
you leave the AT's for later. Stick close to
the Rangers and the platform, and don't
get led away on a hopeless chase.

BATTLE 4

Mission 1: Don’t succumb o the tempta-
tion of a Y-Wing turkey shoot. Destroy the
enemy Corvettes early on, or they'll take

MISSILE? WHAT MISSILE? Using a Star Destroyer as a shield comes in
handy from time to time. Just don’t mention this tactic to your commander.

up firing positions on the ferries you're
protecting,

Mission 2: Destroy the enemy Corvettes
first, as your commanding ollicer suggests.
Assign your wingmen to one and unload
vour whole torpedo load into the other.
Next take out the shuttles and the trans-
port, leaving the containers for last. They,
of course, aren’t going anywhere,

Mission 3: Normally you will be in-
formed if events have conspired (o make
achievement of your mission goals impos-
sible. But if Y-Wings destroy certain con-
tainers in this mission, Transport Runner
and the two Shuttles will be unable to
dock, and you will be unable to complete
the mission. II' the Transport or the Shut-
tles start spinning around in place, you'll
know this has occurred. Kill the :lpprnm'h—
ing Y-Wings as quickly as you can, using
missiles until you run out. Then switch to
lasers, and make sure your wingmen are
attacking a target other than your own.

Mission 4: Remember: purple radar
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blips equal laser fodder. There are o
many vulnerable targets in this mission {or
you to keep track of each individually, so

Just hang around the Cargo Ferries and

blast Y-Wings as they show up.

Mission 5: Get some distance from the
Xerxes, then unload your missiles into its
laser ports. Make certain the resupply
shuttle doesn’t get destroyed. To reload,
it’s best to come to a dead halt very close to
the shuttle (.10 kilometers or less) belore
hitting Shifi-B.

BATTLE 5
Mission 1: It's a trap! Those familiar with
Imperial politics will not be surprised.
First, immediately send for reinforce-
mcnl% Second, kill your two wingmcn
You'll get a message saying, “Alpha 1
doesn’t work or play well with others...
Ha ha. Forget about shooting the mines.

Just redirect all power to the engines,

zoom in and identify the lour containers.
When the Osprey arrives, use it as a shield
until the shuttle appears, then head out to
identify it. Don’t bother shooting at any-
thing— keep your speed at maximum at
all times, and move evasively.

Mission 2: [gnore your wingmen's sug-
gestion to attack the containers on your
own—the platform’s guns will chew you up.
Use lasers to destroy the attacking B-Wings,
which are no real threat unless you are lool-
ish enough to attempt a frontal attack, then
kill the Z- er] »'s. Now your wingmen will start
attacking the containers. While the plat-
form is distracted blasting your friends, fly
in close and destroy as many containers as
possible with lasers. Harkov's Star Destroy-
er will arrive when most ol the containers
are gone, and your wingmen will pull out.
Now use the missiles you've been saving to
quickly take out the remaining containers
from a safe distance, before Harkov's Tie
Advanceds arrive on the scene.

Mission 3: You're here to destroy the
convoy—ignore enemy starfighters, maxi-
mize your shield recharge rate, and redi-
rect all laser power to the engines. Hit
each target with one rocket—you should
be close, less than .5 kilometers (but
greater than 0.0 kilometers, if you get the
idea)—and use Shift-A to send your wing-
men in to finish it off if necessary.

Mission 4: Unless you have a lot of pa-
tience, it's a good idea to use two missiles
cach to destroy as many Tie Advanceds as
you can before they get in close, where
they're harder to hit than a Jawa in a
sandstorm. Assign your wingmen to take
out the ones that do get in close.
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Mission 5: First, lock the Shutle, Trans-
port, and Corellian Transport into your
computer. Kill time by shooting mines ‘with
missiles until the Corellian” Iransport pulls
away from the platform. Dump all power to
your engines and pursue it. Time is of the
essence here, and you might want to five a
couple missiles at the Corellian as you ap-
proach in order to take down its shields,
thus making the job of disabling it much
easier. Some pilots like to fire their lon can-
nons in single rather than dual mode in or-
der to maximize their rate ol fire. Next go
alter the Shuttle and Transport. Once the
platform is disabled, target it and hit Shifi-1
to make sure your wingmen don't inadver-
tently destroy it.

BATTLE 6
Mission 1: Just concentrate on the B-Wings.
The other cralt pose no serious threat to the

BONUS MISSION OBJECTIVES

Tie Defenders or the Cargo Ferries.

Mission 2: Lock the Hininbirg in vour
memory and attack any ships tha make
an attempt on her. A huge pack of X-
Wings will appear later. Your hest bet is to
keep them distracted from the TIE De-
fenders by flying into their midst. Keep an
eye on your Hl]IL]d levels.

Mission 3: Lock the two llughlcn into
your ship’s memory. Send your wingmen
to deal with the X-Wings, and attack the
B-Wings voursell, Try not to use too many
missiles on them. It's best to wait until
there’s only one or two left before you try
disabling them, as the others have a nasty
tendency to attack any disabled ships in
order to keep them out ol Tmperial hands,
Later, a group of Assault Transports will
appear and attempt to disable the
freighters, and this is when those missiles

vou saved will come in handy. Be wary of

If you truly wish to serve the Emperor, keep these extra objectives in the back of

your mind at all times.

BATTLE ONE
Mission 1 Inspect Corellian Transport Group Yander
Mission 2 Destroy all Corellian Corvettes
Capture Shuttle Scutz
Mission 3 Inspect Transport Dawn
Mission 4 Destroy at least one of Escort Shuttle group Claf
Capture Transport Gopher
Mission 5 Destroy all of X-Wing Blue
Destroy all of A-Wing Gold
Mission 6 Capture 50% of Shuttle group Derris
Destroy mine groups MX-A through MX-E, RQ-B,D,E,F
BATTLE TWO
Mission 1 Transport Epsilon 2 completes mission
Calamari Light Cruiser Falaricae destroyed
Special modular conveyor Asbo (Imperial Arms) captured
Mission 2 Transports Epsilon 1 & 2 complete mission
Destroy Frigate Dromon
Mission 3 Destroy all of Escort Shuttle group Typhon
All of Shuttle group Nazaar completes mission
Mission 4 Inspect Light Cruiser Falaricae
Inspect Modified Frigate Nabus Ferre
Inspect Frigate Shemsher
Mission 5 All Dimok & Riplobus craft destroyed
Each TIE Advanced group completes mission
BATTLE THREE
Mission 1 None
Mission 2 Assault Transport Tiger completes boarding
Container CRMS08A boarded
Mission 3 Destroy Shuttle group Escape
Mission 4 Inspect Shuttle Shakker
Mission 5 Destroy all of Shuttle groups Gamer, Bliss, Noway
Mission 6 Transport Shark docks

Inspect Shuttle Electra
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close attacks on Assault Transports; you
can usually get off a few shots before the
gllllll(‘l'ﬁ 'I‘J.ﬂli('.(‘. }’()11, h()\\'(ﬁ\’t‘l‘.

Mission 4: This is very similar to the
last mission in Battle 5. First, use missiles
to take out the four immobile Z-957s
parked below the platform. Then lock the
Shuttle and Transport into your ship’s
memory; as they leave the vicinity of the
installation, pursue and disable them
quickly. Soon after, the Corellian Trans-
port Lucky Day will appear. Target it as
swiltly as possible and follow, rerouting all
power to your engines, Again, you may
wish to use missiles to weaken the ship’s
shields belore switching to lon cannons to
disable it. Corellian Transports can take at
least three missile hits; two should knock
cdlown most of her shields.

BATTLE 7

Mission 1: You'll probably exchange missile
fire with a traitorous TIE right near the
start. Dodge the missile if you can, but don't
get too far off course. Next head for the
containers. Use Shift-C to get your wingman
to cover you as you blast them with lasers.
Tugs are starting to haul containers away;
be sure to hit those containers first.

Mission 2: The heavy space hombs are
best fired from very close in. Reload from
the Goya and fire as many as necessary.
Keep an eye on the Harpax.

Mission 3: Go for the Warhawk first.
No subtlety here; just order your wingmen
in and unload your torpedoes. Quickly re-
load from Transport CUV 181 and finish
the job, if that hasn't done it. Lasers won't
do a heck ol a lot to the Protector’s
shields, so keep loacding up on those torps.
Aim for the Protector’s shield generators
first. Although 'TRN CUV 18f1 will scan as
having “NO CARGO” after the first time
you reload, you will in fact be able to pick
up as many torpedo shipments as you
need. If you're greedy for points, hang
around and blast the Modified Corvettes
that'll come warping in later.

Mission 4: Order your wingmen in and
live all your torpedoes at the Harpago im-
mediately, then mix it up with the Gunboats.
Consult your map, and try to stay close to
the Gunboats in order to l\up them from
using missiles. You can use the tactor beam
i you like, but frankly, it’s no great help; bet-
ter to redivect that power to shields.

Mission 5: Once you've disabled the
Emperor's shuttle, immediately get some
distance and take out as many of the other
Iiscort Shuttles as you can using missiles,
as they will attack MCRV Mescue when it
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BATTLE FOUR

Mission 1 Inspect Corvettes Charger 1 & 2
Mission 2 None

Mission 3 None

Mission 4 None

Mission 5 Destroy Transport Tela

BATTLE FIVE

Mission 1 Destroy the following:

TIE Interceptor Gamma 2 & 3
TIE Advanced groups H-Alpha and H-Delta
TIE Bomber group H-Beta
Shuttle Lambda
Mine groups 1A & 1B
Container groups Chi & Psi
X-Wing group Blue
Mission 2 Destroy B-Wing Red 1,2,3
Destroy Z-95 group Wolf
Destroy 7-95 Wolf 3
Mission 3 Inspect at least one of Container Pi
Victory Star Destroyer Protector must be attacked
Destroy Heavy Lifter AAA Tow & AL Tow
Destroy AW group Blue
Destroy at least one of these groups:
TIE Advanced H-Alpha, Beta, Gamma, Delta
Mission 4 Attack Victory Star Destroyer Protector
Destroy Modified Corvette group Wurger
Shuttle Token completes mission
Destroy ferries Badger 1 & 2
Mission 5 Inspect Frigate Olinor
Destroy Modified Corvette group Wurger
Destroy Shuttle Toten
Transport Kolermigon is boarded
Corellian Transport Geddawai captured

BATTLE SIX
Mission 1 Destroy all Rebel craft
Mission 2 Destroy all Rebel craft
Mission 3 Destroy X-Wing Group Blue
Destroy A-Wing Group Gold
Destroy A-Wing Gold 3
Mission 4 Tugs 4191, 4193, 4194, 14f1 complete missions
Tug 4f92 completes mission
Destroy A-Wing group Red
Destroy ferry Bujiboi
BATTLE SEVEN
Mission 1 Destroy heavy lifter group Waq
Destroy ferry group Whell
Mission 2 Destroy all of:
Y-Wing Red
Y-Wing Gold
Z-95 Blue
Z-95 Red
X-Wing Gold
Mission 3 Destroy all Rebel craft
Interdictor Harpax completes mission
Mission 4 Destroy all Assault Gunboats

50%+ of TIE Defender group Delta completes mission
Mission 5 None
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tries to board. On the other hand, pilots
who've tired of a career with the Empire
can “accidentally” attack the Emperor’s
shuttle with torpedoes instead of ion can-
nons, thus accomplishing what millions of
foolhardy Rebels have failed to do over
the long course of the war. Don't expect
many bonus points for this, however,

AND NOW THE DIRTY TRICKS

The “Speed Kills” Maneuver: When be-
ing pursued by an A-Wing, if you fly
straight at a platform or capital ship and
pull up at the last moment, the A-Wing
will ofien careen directly into it. Crunch.

The “Free Parking” Stratagem: Posi-
tion your ship as close as humanly possible
to a friendly platform... nestled under a
ledge is best. Attacking Rebels will shoot
the platform instead of you. And we all
know what happens to ships that shoot at
Imperial platforms...

The “Heavy Load” Tactic: In scenarios
involving enemy capital ships, change
your missile load to heavy rockets or space
bombs before you begin. Approach the
capital ships from the rear or front to min-
imize the angle of deflection, and let fly
when you're in close. The heavy bombs
can lake down a cruiser’s shields with just
a few hits, so il you reload quickly you can
dispose of a mighty vessel in minutes.

The “Cheat Like Mad” Scenario: Im-
perial pilots with Internet access can locate
some helpful hack programs at
wpiwpiedu in the /starwars/TIE_Fighter
directory, including a utility for letting you
use a TIE Defender in any of the missions,
and other interesting tricks.

The Inner Circle

That concludes the tactical section of this
document, and none too soon, for already
we suspect fingers are itching to flip to the
“Budget Guide to Pleasure Palaces.” In
fact, we may peruse those well-thumbed
pages once again ourselves... but wait. Did
someone say something? Something like,
“But what about the Inner Circle?”

Hmm. Some things are, after all, best
left unsaid. But that said, we could note
that scoring over one million points will
net the ambitious pilot a small surprise.
But no—perhaps we've said too much al-
ready.

(The strategic portion of the document
ends here, and is followed by several ap-
pendices of no great interest to the com-
mon reader. The center fold-out,
unfortunately, appears to have been
ripped out.) &
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Of Noble Savages And
Savage Europeans

How To Ring The Liberty Bell In Sid Meier’s COLONIZATION

hy Michael Rysmaszewski

ike many CGIV readers, I'm an old-time
fan of Sid Meier's games. 1 got hooked
into computer gaming with PIRaTESs!, and
spent many sleepless nights with Civiviza-
TI0N and RAILROAD Tycoon. Through
many, many hours of play, I learned that
in all of these games, the broad strategy

that worked best was
to hit the oppo-
nent, keep on

hitting, and make
" money while you're
at it.

COLONIZATION is
slightly dilTerent. Tt
contains a whole
bunch of com-
puter charac-
ters that you
shouldn’t

hit,  at
least not
unless

they be-
come per-
fect pests. These
are the native inhabi-
tants ol the Americas—
the Indians.

The manual to COLONIZATION
makes the point as to who are the bad
guys and who are the good guys very
clearly. A section at its end is devoted
to a general description of the Indian
tribes featured in the game. It stresses
how advanced and sophisticated the
Indians were in their own way; when it
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mentions the darker side of some
Amerindian cultures, such as slaughtering
prisoners by the thousand or cannibalism,
it is quick to point out that such practices
were entirely appropriate given their cul-
tural context. On the other hand, Euro-
pean brutalities are judged most severely;
somehow, historical and cultural consider-
ations are unimportant when it comes to
European hehavior.

Although T might take issue with its ap-
proach, the manual actually suggests the
best path to ultimate success in the game:
appease the good guys (Indians), and be
merciless when dealing with the bad guys
(Europeans). This holds true even when
you're playing the Spanish side.

Since COLONIZATION climaxes with a
War ol Independence which you have to
win, it follows that there is one and only
one objective you should set yourself right
at the start: create a strong army and navy
that will beat the stuffing out of any oppo-
nent. As we all know, military might is ex-
pensive. So how do you get there, from a
single ship with two colonist units, and no
money in the treasury?

The First Hundred Years
If you're to win a game of COLONIZATION
at the Governor or Viceroy level, you'll
have to achieve several objectives by the
time 1600 AD rolls around. You'll have to
have at least five strong towns producing a
mix of tools, guns, and valuable goods; a
standing army of eight to ten dragoon
and infantry units, plus a couple of ar-
tillery pieces; and a navy that includes a
couple of privateers in addition to a mer-
chant ship, or ships.

Since arms are expensive, you might
think your priority should be to develop
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your colonies economically, and use the
profits to build your armed forces. Not so.
The most important things that your
colonies produce are not cloth or cigars or
rum, but crosses and liberty bells, These
are absolutely necessary to
turn that little settlement
into a huge manulactur-
ing, educational, and po-
litical center. If your
colonies are producing
enough crosses and liberty
bells, the rest follows auto-
matically. New colonists
keep pouring in, and
you'll [ind yoursell’ mak-
ing lots of money almost
by accident; all you'll have
to do is put them to work.

You have two colonist
units on that first pilgrim
ship. Use them to start two
towns. Two towns produce
twice the number of cross-
es and liberty bells. Also, right away you'll
have twice as many goods for sale.

Of course, you should choose the loca-
tion of your towns with care, but that
doesn’t mean you can afford to go ex-
ploring up and down the coast while oth-
er colonial powers are grabbing land left,
right, and center. At the beginning, any
spot situated at least two map squares
from the nearest Indian settlement will
do. Remember that you can always pull
up the stakes and relocate the colony
somewhere else later on: as long as you
haven't built anything, you lose nothing.
The main thing is to start producing as
many crosses and liberty bells as soon as
you can.

Dﬂ[{"l l'l'IlI'll]'I"' d bt)“d ‘s]](}l {Ul a Ltown
can be Lhﬂl(.ull. because the trees make

everything look similar, Yeah, there is a
special key that allows you to see what
you'll get once you've removed the trees,
but even then some types of terrain look

quite alike. The rule of thumb is this: if

there's any water ahuwtnb among trees,
that map square is basically good only
for food. If you can’t see any water, it's
good for food and other stuff, too. The
only thing you should worry about is the
presence of a nearby hill or a mountain,
which will guarantee an adequate supply
of ore.

Your first two colonies won't produce a
lot of commodities for sale, but you should
make enough money to equip almost
every new colonist with either tools or
muskets. If you have at least one colony

that produces a surplus ol food, get horses
right away: they need time to breed.
Generally, every free colonist or in-
dentured servant should be dispatched
to an Indian village to learn a skill.

Also,

HIT ‘'EM EARLY, HIT ‘'EM HARD A risky, yet extremely lucrative, early
strategy is to attack your close European neighbors immediately
after making landfall. If your single soldier can heat the enemy's
single soldier, you've got a brand new city plus a hoatload of hooty.

make sure a wagon train is the very first
thing you build. You can use it as a mo-
bile warchouse, and it also allows you to
initiate trading with the Indians on a
much more profitable level than when
you trade from a ship. Trading with the
Indians is truly profitable only the first
few times around, but right at the begin-
ning of the game you need every gold
piece you can get.

The moment you've got all the tools
and muskets you need, start saving mon-
ey. No, don't import any expensive crafis-

THE ESCAPE CLAUSE Don't like the options you're given for the next
member of the Continental Congress? Just hit the escape key and
you'll get another set of choices next turn.

men just yet. Concentrate on improving
the land around your towns as much as
you can without annoying the natives; and
as soon as you have 2000 qold pieces, buy
a privateer.

An carly acquisition of a privateer is
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extremely important. A privateer is in-
credibly [ast, which makes it ideal for re-
connoitering the New World. Also, by
plundering any ship you come across,
you score a twofold coup against your
European rivals: you seriously handicap
the development of their colonies, and
you make money. In the early years, a
single merchant ship can yield as much
as exports from all of your colonies over
a couple of turns. Every chance you get,
hit the bad guys first, keep hitting them,
and make money in the process.

Building a Colonial Empire

As in CiviLizaTion and almost any other
strategic game, developing your colonial
towns into huge urban centers is of prima-
Iy importance.

There is a limit on the number of Tory
colonists a city can have without hLqumg
inefficient, and on the Vi iceroy level, it's as
little as five. A farmer, a lisherman, a car-
penter—that’s three already, and you
haven't even got any colonists producing
saleable goods yet. When rebel sentiment
is high, everything’s easy: but what can
you clo in those early years?

The trick is to have each town specialize
in a particular area. One town should be
manufacturing goods for export, another
should have a tool-and-arms industry, and
yet another simply supply raw materials.
You should have a church and a school-
house in every town. However, at the out-
set you should probably designate one
town to be the center of religious freedom,
and another to serve as a
seat of learning.

By 1600, I like to pick
two towns and start culu-
vating them politically. Put
statesmen into the town
halls and build printing
presses. Don't fall into the
trap of endlessly improv-
ing all the towns you cur-
rently have., Until 1650 at
the very earliest, you
should be constantly
founding new settlements,
and should only start to
concentrate on improve-
ment versus expansion
when you're a hundred
turns or so from declaring independence.

This tactic is dictated by, I'm sorry to
say, lmL\utmg game design. One of the
most important considerations in CoLO-
NIZATION is the level of vebel sentiment in
the colonies. This increases with the num-
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ber of liberty hells produced; but although
rebel sentiment concerns the population,
itis tied Lo a specific town, You can have a
town that's 100% rebels, but as soon as you
move a colonist out of it, you turn him
into a Tory. In other words, the longer a
town exists, the more rebels it has, This is
precisely why it does not make sense to
start new colonies in the late stages of the
game; they'll contain a larger percentage
of Tories, and have weaker delenses to
boot, because you didn’t have the time to
build any.

Mike sure there is an armory in every
town that has a skilled carpenter. You can
build artillery there even without a gun-
smith, and artillery is the best defensive
unit there is. Build shipyards only in towns
that have a lumber mill, and ensure that
there are two carpenters working in each;
otherwise, the number ol ships your town
can subsequently build isn’t worth the
shipyard.

Build a blacksmith's shop in every town
that is producing ore or you'll have a con-
tinuous shortage of tools. Construct sec-
ond-level buildings whenever you want to
produce something in meaningful quanti-
ty and don’t have the right specialist (a
free colonist working in a rum distillery
produces as much booze as a distiller
working out of his house).

Finally, before you declare indepen-
dence, make sure every town is protected
by a fort, and the very important ones by
fortresses. The European troops’ bom-
bardment bonus is quite lethal, as you'll
find out.

DON'T TREAD ON US! With an 86% Rebel rating, a fortress, stockpiled
horses and guns, and an entire army behind its walls, this city is
ready for anything that the Crown can throw against it.

The Rewards of War

Building all of these structures is very nice,
but you'll need lots of people to occupy
them., The manual states that there are
two sources of new colonists: one is your

home port; the other are the missions you
set up in Indian settlements. Both of these
have their drawbacks: the immigration
[rom the Old Country is tied to the num-
ber of crosses produced in the colonies,
and an ever-increasing number ol crosses
has to be produced for each subsequent
colonist. The Indian converts are very
good at farming, fishing, and fur-trap-
ping, but not much else.

iy

THE FAB FIVE Jefferson, Franklin, Drake, Pocahontas and Minuit
(left to right) are a solid foundation of leadership upon which a

young nation can grow and thrive.

However, there is a great third source ol
new colonists, some of which come with
ready-built colonies: war against the other
colonial powers. You'll be forced to fight a
war against other Furopeans sooner or lat-
er; that's the nature of the game. The trick
is to fight it when you want to.

As soon as you encounter other Euro-
peans, their dragoons will start assem-
bling in droves outside your towns—an
annoying tactic that was
carried over from Civi-
LizaTioN, If you don’t
constantly improve your
defenses, they'll attack,
and they'll win,

Make sure you've got at
least one fortified artillery
piece in the town that's un-
der pressure, and start
preparing for war. You
don’t need as many mus-
kets as you do horses; you
always want to attack with
mounted troops, so that
even if you lose you still
have infantry that can be
lortilied for delense.

Attack as soon as you have four or five
dragoon units. Always try to concentrate
your attack on one unit so that you cap-
ture the enemy colonist belore the end of
your turn, Important: before any warfare
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begins, go 1o game option and switch the
“end of turn” option on. This will let you
fortify as many soldiers as you want before
the enemy’s turn.

This is all you have to do. The Al is far
from bright here, and so the enemy sol-
diers will keep fighting until you've cap-
tured every single one, and gained up to
half a dozen colonists in a single battle. Af-
ter a few turns, the enemy will reappear,
zm(l tl')-' o ngmia[e pf‘.'d{:{?.
Do not be misled by these
amiable overtures; they
are only meant to gain
time until more soldiers
arrive to teach you a les-
son. Sure, you can agree
to peace, but as soon as
there are several enemy
soldiers around your town,
break the treaty.

Capturing  foreign
colonies is even better.
Not only do you capture
the town intact, and make
a little cash, but all the un-
armed veteran soldiers in
the town become yours
without losing their veteran status. If you
see a foreign colony right next to yours,
you should capture it as soon as you can,
and the earlier in the game, the better.
Players who manage to capture a Euro-
pean rival's only colony right at the start
of the game will be richly rewarded: they'll
have a constant stream of new colonists ar-
riving on nearby shores, often unarmed
types who will bleat for peace. Of course,
you should attack mercilessly when that
happens, and make them your own. On
the higher difficulty levels, you'll gain
some insight into how the AT works: al-
most every homeless colonist showing up
will be a highly skilled guy. Ah, so that’s
how the computer players build colonies
so fast!

In the unlikely event that no foreign
troops appear on your territory, I would
recommend that you pick a European ri-
val to start a war with as soon as you safely
can—probably around 1620 or so. A suc-
cessful colonial war is very profitable in
more ways than one, and to top it off, at
least some of your soldiers will gain veter-
an status.

It goes without saying that a strong navy
can aid you immensely. As mentioned,
privateers are always a good investment,
as they usually bring you in profits fa
above their cost. They also make excellent
blockade runners, even though their carge

=
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capacity is limited.

Frigates are prohibitively expensive,
You should have one or two to protect
your shipping routes, but concentrate on
acquiring privateers. With Drake in the
Continental Congress, a privateer has the
same attack strength as a frigate.

You're the Father,
But Who's the Midwife?
In a twist on the Wonders ol the World
concept from CiviLizaTion, the liberty
bells your towns produce not only in-
crease rebel sentiment, but also mem-
bers of your own Continental Congress.
Choosing the right Congress members is
extremely important, since hall of them
are absolutely worthless (poor Henry
Hudson is a good example), You'll get a
good clue as to which ones matter once
you've assembled a few. There's this
group portrait, in which Benjamin
Franklin proudly occupies the front and
center, seated on a comfortable arm-
chair—which confirms that going to war
when you want to is of prime impor-
tance. And right next to him are Wash-
ington and Jefferson, two guys you
definitely want.

My first choices are always Peter Minuit
and Pocahontas. Given those two on your

side, you can proceed to expand without
worrying about Indian aggression, as long
as you remember to place every town at
least one map square (preferably wwo
squares if it can be managed) from any In-
dian settlement. This holds true whether
you're French, Spanish, or Polish.

Special Cheat Alert: What happens if

neither Minuit nor Pocalhiontas appear
on the [irst list ol choices you're present-
ed with? Just hit the Escape key! You'll
be given another set of choices. This

might lose you a turn at the beginning of

the game, but it's always worth it.

So, by judiciously hitting the Escape
button, you've got Minuit and Pocahon-
tas. Your next Founding Father should
be Thomas Jellerson. His presence will
greatly increase the effectiveness of your
efforts to make each town or city more
productive.

[l by that time you're heavily into naval
warlare, your next choice should be Fran-
cis Drake. 1 not, choose Benjamin
Franklin, and get Drake next.

Alter Drake and Franklin, it will be time
1o go to war with someone, so get Wash-
ington. You'll have a strong lorce of veter-
an soldiers in no time at all. Washington's
presence is invaluable in assuring the
quality of your army.

Following Washington, you should elect
Bolivar, as he makes starting those last-
minute towns in the middle ol the 17th
century much easier. You should definite-
ly get Peter Stuyvesant before the war of
independence to make sure you can af-
ford last minute purchases of artillery
when a siege is on; and prior to that, you
could use Adam Smith’s assistance to build
the four or live factories that are really
worth the expense.

That’s it as far as the necessary Found-
ing Fathers go. Since your towns will pro-
duce more liberty bells than needed for all
of the above (if you manage things right,
of course), you'll also have the choice of a
few others. You should choose them ac-
cording to the subtle shades of your strate-
gy. For instance, if you had the good
fortune to afford missionaries anc have a
lot of converts, and you've got Washington
preparing for war, you could take des
Casals. Your converts would then become
free colonists, and subsequently veterans
upon winning their first light.

A word of warning. Thomas Paine
sounds good for the later stage of your
colonial development, when the tax rate is
high and getting higher. However, my
copy of COLONIZATION repeatedly reduced
the tax rate to zero starting from the War
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of the Spanish Succession, when one of

the colonial powers drops out. Tt didn’t
happen in every game [ played, but made
things Paine-less, so to speak.

Preparing for Independence
and Winning

I am lumping prepara-
tions for the War ol Inde-
pendence together with
winning because
you're well prepared, you
can’t help but win.

The first requirement is
to bave all of your towns
build a fort, unless you
don’t mind losing them,
and retaking them later, If
i’'s no trouble, build
[ortresses around your
most important cities.

Each town should have
a couple of artillery
pieces, a couple of veter-
an dragoons, and the
possibility of raising another hall a
dozen dragoon units in an instant. It's
usually best to put all your free colonists
under arms right away, and siill have a
hundred horses and muskets cach in re-
serve. You'll have no problem meeting

ance

this requirement, particularly if you lol-
low the strategy described earlier, and
have at your disposal a bunch of veter-
ans—victors of the obligatory colonial
war, in which they fought under George
Washington,

ONE IF BY LAND, TWO IF BY SEA The Redcoats have landed in the New
World, just outside of Michelbourg. With its dense network of roads
and well spaced cities, this colony will be able to quickly move its
minutemen wherever they are needed.

Finally and importantly, you should
have a good road network. Dragoons can
cover a distance ol nine map squares and
still antack clﬁ:ciivcly

Once you've got all that, iU's as easy as
pie. Declare inde pendence, and simply

STRATEGIES Y
keep attacking every Tory soldier as soon
as it hits land. Launch massive strikes
lrom several towns at the same time: [or
instance, you can attack with all the dra-
goons [rom two towns nmth)mmq the
one under attack, filling the gaps in with
dragoons hrought llnm fdn]ul back. At-
Id{k from se \’lld' different directions, al-
ways starting ofl with a lightning strike in
the back of the invading army. Then fol-
low up with a charge from the besieged
town. If some of your dragoons lose, re-
mount them and fortily them if necessary
before clicking on the End of Turn.

During the War of Independence, it is
impossible to conduct intelligent naval
warfare: Tory men-of-war appear out of
nowhere right next to their rarget town.
However, since keeping your ships in port
is senseless, you might as well attack with
them, too. A frigate and two privateers win
almost every battle you send them to, al-
heit sometimes with losses. You'll want to
form your navy into operational groups
like the above.

If you lose any towns, don't attempt to
retake them until the Foreign Interven-
tion arrives together with the bombard-
ment bonus.

And that’s all there really is to it
on, patriots!
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YOU WANT REALT O.K. HOW DOES AUTHENTIC NFL PLAYS AND FORMATIONS RUN BY PRO PLAYERS
SOUND? WE SHOT LIVE FOOTAGE WITH DIVING CATCHES, FUMBLING, BLITZING, INTERCEPTIONS, YOU
NAME IT. WE'RE TALKING THOUSANDS OF PLAY OUTCOMES. IN FACT, THINGS GET SO INTENSE IN THIS
GAMVE IT DOESN'T TAKE LONG TO SEE WHY NFL COACHES HAVE ALL THAT GREY HAIR.

Live Action Football is a trademark of Accolade, Inc. ©1994 Accolade, Inc. NFLPA is a trademark of the National Footlball League Players Association and is used
under license by Accolade, Inc. TM/©1994 NFLP. Licensed by The NFL QB Clul Inc. The Sport Accolade logo and Sport Accolade are trad ks of Accolad:
Inc. Al Michacls® and Pal Haden's names are used under license by Accolade, Inc, Macintosh is a trademark of Apple Computer, Inc. All rights reserved,




WE'VE GOT AL MICHAELS GIVING
YOU FPLAY-BY-PLAY AND PAT HADEN
DELIVERING COLOR COMMENTARY.
S0 CHOOSE YOUR PLAYS WISELY. TO
TURN UP THE INTENSITY, WE PUT
REAL FOOTBALL SOUND EFFECTS ON
A SEANLESS AUDIO TRACK. YOU
CAN PLAY AGAINST THE COMPUTER
OR A FRIEND. THERE'S INSTANT
REPLAY AND TONS OF STATISTICS.
WHAT MORE DO YOU WANT? ICE
WATER POURED OVER YOUR HEAD?
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IF YOU'VE GOT A PC OR MIAC WITH
CD-ROM, YOU CAN COACH 'TIL IT HURTS.
JUST HOW REAL IS LIVE ACTION FOOTBALL?

LET'S JUST SAY IT'S BEEN APPROVED BY = 11
THE NFL AND THE PLAYERS.
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Hells Little Secrets

The Hidden Levels And Cheat Keys Of Doowm 11

by George Jones

“Up the ramp, over the ledge,
into the Demon's laiv...nothing
but bloody imp.”
kay. so you woune your way in and out, up

and down, and all around the levels of

Doosm 1I: HELL ox Earri. Yet vou still
don’t feel like quite the man or woman
you should be. Perhaps it's all those times
you didn’t get 100% ol the "seerets,” or
maybe it's just the simple fact that you
can’t win Level 30 without (gasp!)
cheating, Or maybe you're just jealous be-
cause you can’t find a legitimate entrance
to the secret levels (maybe you don’t even
know they exist!).

Whatever the case, we at CGH are nol
going to sit avound and let you be a Dooar
[T wimp. [tis time to pump up.

The Nazis Meets the BFG
Heard the one about the chainsaw and
the Nazi soldier? Doows 1's 2 secret levels
take place in the land of WorrenstE 3.
The wruly lazy can warp to cither level
at any time using the
“IDCLEV3L" or
“IDCLEVS2”
cheat, hut
Doosmers with
integrity will be
happy 1o know
that there is a legiti-
mate entrance to this
seeret level in Mission 15, The In-
dustrial Zone.
On this mission, there is an isolat-
ed, raised platform in the south
with a radiation suit and a
switch on top ol it. To reach
it, you'll need o jump from
a nearby ledge 1o the east,

Faith, Mip the switch and
drop off the platform
into the lovely lava
lake. Sprint east
through the ecast
wall-opening, where
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Alter making the leap of

an invisibility sphere awaits, Grab i, and
jet back out into the lake of lava, this
time to the southeast side of the building
surrounded by the lava moat, where
you'll find a transporter. Step in, and
vou'll appear in the central room high in
the sky. Jump from the walkway over the
lava lake to the southwest corner, and
enter the yellow door. Follow the toxie
stream Lo the south, where you will find
a recently opened, secret passage to the
south. From here you're home lree. Use
the teleporter, and vou'll enter Mission
31, which is an authentic replication ol
an actual Worrenstein 3D level, right
down to the swastika wallpaper.

You haven't experienced fun until
you've mowed down a few Nazi dirt hags
with the chainsaw, and il vou finish this
Secret Level, you'll move on to Mission
49, otherwise known as Grosse. Here
prying eyes will find Commanner KEEN
(remember him?) hanging by the neck
[rom four platforms.

Blasting the Brain

Most ol the Doowm 11 levels are chal-
lenging, but Level 30, Icon of Sin, feels
downright impossible the first few times
you play it. Until you figure it out. In ac-
tuality, beating The Pinnacle of Evil is
fairly straightforward. The focal point of
your attacks should be the exposed brain
ol that overblown Goat from Hell. First,
go all the way up to the highest tier, and
trip the skull-switch; this raises the tall
platform on the bottom level. Brave the
molten lava down there and activate the
platform, which will lower back down 1o
ground level. Get on, and arm yoursell’
with the rocket launcher, facing towards
the Boss, Pay attention here: When the
top of your rocket launcher lines up with
the bottom of the arch-fiend’s chin, fire
away. Your rocket should hit the brain
(vou'll hear it if you do). Repeat this at-
tack one more time, and you've saved
the Earth! Do it quick though, because



It's 3 a.m. As FBI Special Agent in Charge, you and your ,
team respond to FLASH TRAFFIC, our nation’s highest-
level alert. This critical communiqué is sent only in
the event of a dire national emergency — say,
when international terrorists plant a bomb in
your backyard. The fate of Los Angeles is in
your hands. Your mission: find the bomb
and unplug the sucker before the City of /
Angels goes boom. So what do you /;;7
wanna do, Boss? / \
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during all of this, the number of mon-
sters starts to skyrocket, making your job
all the more dilficult.

An interesting “nugget” on the final
level can only be found by using the “No
clipping” cheat. After typing “IDCLIP,”
enter just below the goat's head. Inside
you'll find a room containing the head of
id programmer John Romero on a stake.
For an added thrill, fire your weapons at
him. Guess he pressed a little oo hard
on that last release date...

INVISIBILITY SPHERE

Cheater, Cheater,
Deman Eater

Here are a number of cheats Doow
Ilers can use when they're caught in a
bind, or just plain scared:

IDKFA: "Happy Ammo”™ mode, gives

you [ull weapons and ammo ol every type,

Jacks your armor rating up to 200%, and

gives you all three color keys.

IDDQD: “God Mode” gives you perma-
nent invincibility, without that annoying
white and black unted screen.

IDBEHOLD plus one of the following
letters gives you six different power-ups:

I=invisibility

S=berserker stimpack

V=Invulnerability for 30 seconds

R=Radiation suit for 60 seconds

A=Computer map revealing areas

you have not yet visited in gray.
L=Light amplification goggles for
120 seconds

IDDT: Use this code when you're
viewing the map; the first time you
type the code, you'll see the entire lev-
cl. Type it again and you'll see all ob-
jects on the level as small green
triangles that represent monsters (dead
or alive), and objects.

IDCLEV [+] level number: Warps
you to the level number typed in. Be
sure to type in two digits. For exam-
ple, level 4 would be “IDCLEV04”. The
secret levels are numbered 31 and 32.

IDCLIP: “No clipping mode” allows
you to walk through walls across the whole
level, Be careful though, for it is real easy
to become disoriented here. €

. POWERED SPEAKERS |
FOR THE POWER HUNGRY.

: Situp. Lock up. Grab the stick.

i Pullthe trigger. Blast the
i+ Zurtrons, Escape
through hyper-
space. Then cool
down with some hot
Wl jazz. Feel
the sound? The
rush? The riffs? No?

©1934 by Yamaha Carporation of America; All rights reserved. Yamaha, YST, and the Yemaha
logo are registered trademarks of Yamaha Corporation of America.

You need a set of
YST-M10 powered

monitored speakers.
Hungry for more? Just
add a YST-MSW10
powered subwoofer.
Call 1-800-333-4442 for the
launch base near you. Tell
‘em you're power hungry.

YAMAHA

Yamaha Corporation of America, Computer
Related Products, 6600 Orangethorpe

Avenue, Buena Park, California 90620
iapies Cpeis e



Contains Mature Subject Matter

DON'T GET CAUGHT!

YOU'LL GET AN EYE-FULL OF EROTIC EXCITEMENT AS
YOU PEER INTO YOUR NEIGHBORS' SORDID LIVES IN THE
INTERACTIVE AND WICKEDLY SENSUAL WHODUNNIT, VOYEUR.
POLITICAL BLACKMAIL...MURDER...SEDUCTIVE INTRIGUL...
YOU'LL SEE IT ALL. BUT WILL YOU ONLY WATCH—HIDDEN LIKE
A TRUE VOYEUR—OR WILL YOU STEP INTO THE DRAMA TO VIDEOTAPE THE
ACTION AND RECORD THE EVIDENCE?

Tens Proces CD-1 Him 158 NOW AVAILABLE ON CD-ROM FOR IBM COMPUTERS AND 15
COMING SOON FOR THE MACINTOSH. VOYEUR HAS THE CRITICS RAVING: |

“VOYEUR IS A SENSUAL THRILLER THAT REALLY PUTS YOU INTO THE GAME.” — ELECTRONIC GAMING MONTHLY
“VOYEUR 1S A MARVELOUS CREATIVE ACCOMPLISHMENT.” — COMPUTER GAME REVIEW

“THIS GAME BRINGS QUT THE VOYEUR IN ALL OF US...AND TRULY SHOWS HOW MUCH
FUN A MURDER-MYSTERY/INTERACTIVE MOVIE CAN BE. FIGHLY RECOMMENDED.”
~— COMPUTER PLAYER

CINEMATIC
MULTIMEDIA

INTERACTIVE
M E D

Qe retailer.
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WINGCOMMANDER 1

0 oy Epoy

‘WING COM-
MANDER 3: Heart
of the Tiger' In
this lechnologi-
cally astounding
sequel, you're a
squadron com-
mander and you
must end the
Teman-Kilrathi con-
flict. Guide per-
sonal morale. Fea-
tures seamless
melding of film and
computer tech-
nologies. CD$54

'CYBERJUDAS'
Deep within cyber-
space, you control
the mos| powerful
nalion on Earth.
You're armed with
money, weapons
and influence. You
are the President
and the Prey. Fea-
lures Artificial In-
telligence (A/1) en-
gine, stunning 3D
graphics, and 3
modes of game
play. CD $48

FREE

SHIPPING!

Place an order for an out of
stock item and recieve FREE
overnight shipping when
product becomes available.
Handling $2 per shipment.

‘THE GRANDEST
FLEET' Experi-
ance the grueling
campaigns, the
agony of defeat &
the exhilaration of
victory! Allocate
natural resources to
build missile sites,
radar stations, ship-
building facilities
and superships. Itis
up to you to destroy
your nemesis. Mo-
dem play and ran-
dom maps. 535

'DEATH GATE' Locale the missing pieces of the
World Seal! Travel to magical realms in this epic fan-
tasy adventure! Offers 30-modeled animations and digi-
lized audio. Based on the Death Gate novels. CD $34

THRUSTMASTER
F-16 FLCS' A
stick with almost
unlimited program-
mability. It looks
and feels like it was
ripped out of the jet.
The ulimate edge
for a flight sim. A
grip modeled after
the F-16 Fighting
Falcon, four 8-way
hat switches, a dual
stage trigger and 3
stralegically placed
buttons. s112
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111h Hour CD $51
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Alone in the Dark 2 $34
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Altered Desliny $29
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Ameri Sweetheans CD $42
Beneath Steel Sky CO $41
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Blackihome $29
Blake Stone Episode 1 89
Blood Society CD 534

Bloodnet $39
Bloadnel CD S41
Blue Force: Nxt Kin CD $19
Body Count $29
Buccaneers CD 248
Bureau 13 CD 539

Cadillacs & Dinosrs CD $49
Caslle Wollstn-Spr Dst 329
Caslle Wollenstein CD $42
Casl Wiiin 3D MD 2ar3 824
Chaos Continuum CD 536
City 2000 CD $29
Companions of Xanth 532
Companions Xanth CD $32
Canan CD 5268
Conqust Robin Hd EGA $29
Congust Robin Hd VGA $12
Conquests of Camelot 515

Caonspiracy CD 530
Corndor 7 528
Corridor 7 CD 529
Coverl Aclion 36

Crealure Shock CD 539
Crilical Path WIN CD 48
Cruise for a Corpse 12

Curse of Enchantia CD $23

Cyberia CD 546
Daedalus Encounter CD$46
Dark Forces CD 546
Dark Seed CD 539
Darkseed 2 542

Day of he Tenlacle $19
Day of the Tentacle CD 342

Death Gate CD 534
Digital Dreamware CD  $24
Dinonauts CD s29
Dinonauts WIN s24
Don't Go Alone ]

Doom 2: Hell on Earth 344
Doom 2: Hell Earth CD $44

Doom Episode 1 89
Dracula 32
Dragon's Lair 2 Tm Wrp $34
Dragonsphere 325
Dragonsphere CD s24
Dreamweb 534
Dune CD s29
Earth Invasion WIN 519
Electric Jigsaw s12
EN $24
Eric The Unready CD $19
Evolution 29
Evelution CD §29
Flashback 519

Fortress of Dr. Radiaki $34
Forlress Dr. Radiaki CD $34

Fourplay WIN 519
Frod P. Frontr Phrm CD $39
Free DC 9
Freelancer 2120 CD  $41
Full Throttle CD 42
G-force 519
Gabriel Knight $39

Gabriol Knight CD 345

Gamma Force

Gateway 2:Homewarld 524
Gateway Colict 1&2 CD $36
Gobliiins 1,2 0r 3CD ea 819

Guy Spy CD 529
Hand of Fate $19
Hand of Fate CD (LGK) $39
Harvester CD 44
Heart of China EGA  $34
Heaven and Earth 532
Heimdall 17
Hell Cab CD 542
Hired Guns 536
Hoak §32
Horde CD $45
| Have No Mouth 544
In Extremus 42
Inca DOS or CD $19
Inca 2 DOS or CD s19
Inca 3 CD $39

Indy Jones Ft Atintis CDS42
Inhert Earth DOS or CD 832
Innocent Until Caught  $34

Iron Helix CD 8§56
Isle of the Dead CD $18
Jagged Alliance S46
Jonny Quest S26
Jurassic Park 529

King's Quesl 6 VGA  §29
King's Quest 5 WIN CD $41
King's Quest 6 VGA 8§45
King's Quest 6 Upg CD 524
King's Quest 7 CD WIN $49
King's Rsm DOS or CD 833
Kronolog : Mazi Paradx $22
Labyrinth of Time CD 5§47
Lands of Lore 2 842
Laura Bw 2 DOS or CD $24
Lealher Goddesses 2 319

Legend of Kyrandia CD $32
Legend of Kyrndia 3 CD$39
Lelsure St Larry 5 VGA 544
Leisure Suil Larry 6 CD S44
Leisura St Lrry Anth CD $47
Loadstar CD 549
Lost Eden CD 839
Lost Files Sherlck Him  $26
Lost Treasrs Infocom 2 $19
Lstin Time DOS or CD $19

Lunicus CD 42
Maelstrom CD $18
Magic Death CD 824
Man Enough CD $34
Manhole 519

Marltian Memorandum  $24
Mission Critical CD $34
MixdUp Faery Tale EGAS14
MixdUp Faery Tale VGAS29
Mixd-Up Mother Goose $29

Morph Man CD $29
Myst CO 549
Nerves of Steel g22
Merves of Steal CD 8§22
Night Trap CD S48
No World Order CD g24
Noctropolis CD 847
Nomad $35
Nomad CD 836
Operain Bdy Count CD $29
Out of this World $19

Out of this World 2 CD 545
Pepper's Ad in Tm VGA 529
Phantasmagoria CD 8§49
Police Quest 3 VGA 524
Police Quest 4: CD $39

Prince of Persia 825
Prince of Persia 2 542
Psychotron CD 836



~ FREE GAME OFFER*

See detalls below

‘CH PRO RUDDER PEDALS' has dual operating
modes with realistic pedal mation for flying. Also has
independent throtlle and brake contral for realistic

driving games. Offers an anti-skid base.

$85

‘RISE OF THE
TRIAD: DARK
WAR' The worldis
doomed... unless
you can change
its fale. You're a
commando who
usually eats lerror-
ists for lunch, but
this bunch ain't go-
ing down easy!
Offers 30 levels,
eye-poppin'
graphics & head-
lo-head modem
matches. CD $46

FIGBATER)

wing

'FIGHTER WING'
is a new breed of
flight combat simu-
lation games, that
offers flight com-
bat experience
with top fighter air-
craft without the
steep learning
curve usually re-
quired. Offers su-
perior detail, mul-
tiple player capabil-
ity over a LAN and
video footage from
FirePower.  $39

IBM ADVENTURE IBM ADVENTURE

Psychotron MPEG CD  $38
Quantum Gate WIN CD 545

Quaranting 835
Quarantine CD $39
Ques! for Glory 3 524

Quest for Glory 4 CD 844
Relentiess: Twinsn's Ad $47
Relentiss: Twnsn Ad CD$47
Return of the Phantom $34
Return Zork DOS or CDS44
Return 1o Zork Anth CD §12
Return to Zrk wAnth CD S44

Riftwar Legacy VGA  $23
Ringworld 819
Ringworld CD $19
Robocop 3 $32
Raobot City CD S48
sSDI $6
Sam & Max Hitthe Rd  $19
Sam & Max Hit Rd CD  §42
Screen Antics WIN 318

Secret Monky Island CD$21
Secrat Monkey Island 2 §21

Shadow Caster $18
Shadow of Comet CD  §29
Simon the Sorcerer 518

Skull Cracker CD S41

Space Quest 4 VGA  S28
Space Quest 4 CD $12
Space Quest 5 VGA 515

Space Ship Brainlck CD S48

Spawn s42
Spellcasting 101 316
Star Base s42
Star Reach §36

Star Trek 25 Anvrsr CD 351
Star Trek 25th Anvrsry 526
Star Trk Judgmt Rts CD $42
Star Trk NG Clict Ed CD$79

‘WARCRAFT' lsa
mystical  land
where evil orcs and
nable humans
battle for survival.
Destroy the orcish
hordes or crush the
weakling humans...
the chaice s yours.
With an ingenious
arsenal of weap-
onry and powerful
magic, these two
forces collide in
the ultimate con-
lest. CD $39

Star Trk: Judgment Ris $33
Star Trk: Sir Flt Acd CD S48

Stellar 7 CD s12
Surf Ninjas $5
System Shock 847
System Shock CD 347

Terminator 2029 $24
Terminator 2029 Op Scr$19
Terminator Rampage  $42
Terminator Rampg CD  $45
Terror of the Deop 835
Terror of the Deep CD  $36
The Dig $40
The Jourmeyman Prj CD832
The Jmymn Sp Ed CD  $47

The Prophecy $19
Touche 330
Tuneland CD $48
Ultimate Domain $39
Ultimate Domain CD 836

Under Killing Moon CD $54

Veyeur CD 546
Walker §az2
Warriors of Legend $18

Where Spe Carmn Dix 839
Where in Time Carmen $29
Where USA Crmn Dix $45
Where in USA is Crmn 329
Where in World Carmn  $29
Where World Crmn Dix 544
Whare in Wrid Dix CD 354
Who Killd Sam Rprt CD $24
Wing Com Ultima 6 CD 328
Wolf: Hunt or Be Huntd $39
Woll: Hnt or Be Hnt CD $39
Wrath of Gods CD WIN $44

Yserblus $26
Zombie Dino CD 40
Zorro $39

‘NOCTROPOLIS'
Dark-sheer, the
greatest superhero
of his day, fights his
last battle. Now a
homiying new. evil
is poised o invade
the city upon Dark-
sheer's depariure
for his retirement.
Offers more than a
full hour of video,
an interactive
movie style, and
digitized video
characters.CD $47

'FREE GAME OFFER

Spoend the specified amount on any in slock soltware and
choose a free 1BM game from the corresponding list below,
Offer subject to change or cancellation withou! notice. Valid

from Dec 1st it

gh Jan 301h or while supplies last. Request
must be made al time of order.

SPEND $75 GET

Airborne Ranger 5.25, Boom Bex 3.5/5.25, Dr, Dooms Re-
venge 5.25, Gunship 525, Pirates 5.25, 5.C.0ut 3.5/5.25,
Tinies 3.5/5.25, Microloague Baseball Managers Challenge
5,25, Microleague Football 2 3.5, Time Out Sports Baseball
3.5, MacArthur's War 5.25, Collea Break Collection CD

SPEND $150 GET

Railroad Tycoon 3.5, Magic Candle 35,25, Mencenanes 5.25, Dragon
Forca 5.25, Command HQ 3.5, F 15 SE 23,5, Red Storm Rising 3.5,
Batties of Destiny 3.5, Helrs to the Throna 3.5, Warloms 5.25

500 CC Race Bike $29
Alien 3 29
Alien Breed $18

Aliens Ate My Babysittr $27
Animation Classics 2 842

Breakthru WIN 535
Cannon Fodder §22
Cannon Fodder CD g22
Corpse Killer CD 548
Creepers $26
Crime Patrol CD 335
Crystal Caliburn WIN ~ $29
Dragon's Lair 3 $34

Dragon's Lair CD §34
Dragon’s Lair Sng's Cst 534
Dragons Lair 2 CD $39
Dragn's Lr 2 MPEG CD 342

Drug Wars CD $35
Eight Ball Deluxe 5§31
Fire & Forgel S16
Glider 4.0 529
Gobliiins 3 §19
Gorg CD 519
Incred Machine 2 WIN §23
Incredible Toons s29
Ishar 3 $33
Jump Raven CD 842
Jurassic Park CD $25
Lode Runner WIN 538

Mad Dog McCree CD S35
Mad Dog McCree 2 CD $35

Magnallux Runner s29
Mega Man X s23
Metal & Lace NR13 27

Metal & Lace NR1BUp S5
Microcosm CD S42
Microsolt Arcade WIN 528
Mirage Thunder $39
Monty Pythn Cmplt CD §54

ADD Collectors Editn 3 5§19

Mortal Kombat §24
Novastorm CD 536
Out of this World WIN 519
Oxyd Magnum 536
Pick'n File $19

Pinball Dreams D1 Disk $18

Pinball Fantasies $29
Power Rangers CD 525
Prehistorik $16
Raiden $29
Raiden CD $36
Rebel Assault CD G44
Rise of the Robats §45
Rise of the Rabols CD $46
Silverball 529
Silverball 2 $19
Sink or Swim $19
Sink or Swim CD 519
Slam City GD 348
Sleepwalker 21
Soccer Kid $19
Soccer Kid CD $25
Space Ace MPEG CD 342
Space Ace 2 $34
Space Pirates CD $39

Street Fighter Cmp CD §22
Streel Fighter 2 =23
Street Fightr 2 Cmpl CD$22
Supr Arcd Games G0 §16
T2:Arcade Game s23
Take-A-Brk Pinball WIN $19

Tetris 515
Tetris Gold CD $32
Titan S18
Tubular Worlds $36
Walllris §15
Who Shol John Rek CD 534
Wild Streets $16

Wrath of the Demon 821

Circle Reader Service #54

Absolute Zero CD

34

Al-Qadim: Genig's Curs $42

Al-Qadim CD

Alien Legacy

Alien Legacy CD
Ambaerstar

Arborea Journy Inr Snt
Arena: Elder Scrolls
Bard's Tale Constructn
Captain Blood
Champions of Krynn
Characler Editors

539
336
$39
512
534
539
s12

39
§12

(Specify Game) Each $16

Cobra Mission

Curse ol Azure Bonds
Cyber Space CD
CyberJudas CD
Cyclones DOS or CD
Daemonsgate
Daemonsgate CD
Dark Sun CD

$29
$15
$38
548
44
s27
$19
49

Dark Sun 2: Wk Ravngr $47

Daughter of Serpents
Demon Hunter
Disciples of Steel
Dragon Lore CD
Dragons of Flame
Dungeon Master
Dungeon Master 2
Cungeon Master 2 CD

S0
S42
534
$34

59
829
$37
848

Elvira 2 Jaws Cerberus $16

Eye of the Beholder 1
Eye of the Beholder 2
Eye of the Beholder 3
Fire King

$14
319
$19
g24

Flames Freadom MWII 519
Gateway Savage Frontr $32

Hell CD

545

Hero's Mght & Mage CDS39
Hexx: Heresy of Wizard 529

Hunters of Ralk CD 854
Ishar 3 CD 833
Kingdoms Far Rchs CD $40

Knght of Xentar PG 13§44
Knght of Xentr NR 18 Up 85
Lands of Lore S34
Lands of Lore CD S41
Legacy: Realm Of Terror338
Lord of the Rings V1er2$15
Lord of Rings 1 or 2 CD §38
Lord ol the Rings V 142819
Lords of Midnight CD  $48

Loremaster 59
Magic Candle 3 $9
Matrix Cubed $9

MegaTraveller:Zhodani - 86

MegaTraveller 2 312
Menzoberranzan 547
Menzoberranzan CD $47
Might & Magic 4 519
Might & Magic 5 19
Pirales Goid 325
Pool of Radiance 515
Protostar 318
Ravenloft CD 549
Ravenloft: Strahd's Psn S48
Realms of Arkania s25
Aed Crystal s21
Return to Ringworld CD 844
Riftwar Legacy CD $23
Rings of Medusa g9

Rings of Medusa Gold S18
Rings Medusa Gold CD $23
Robinsn's Requiem 8533
Robinsn's Requiem CD $33
Rome: Pathway to Pwr $29
Secret Silver Blades  $15
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CHIPS &BITS ic.

Int’l 802-767-3033
PO Box 234 Dept 10172 Rochester, VT 05767

Call 800-699-4263 Fax 802-767-3382

Source 10172

‘FIFTH FLEET"
Modem naval war-
fare Is putting you
In command of a
carrier battlegroup
in the Persian and
Indian Oceans.
Your battlegroup
can include Nimitz
aircraft carriers
with a full comple-
ment of Tomeat,
5-3B Viking, and
Hornet aircraft,
and other support
vasseals. 538

FREE

STRATEGY
PLUS!

Recieve an issue of Strategy Plus maga-
zine FREE with every IBM software order,
Offer subject to change or cancellation with-
out notice. Valid from Novemver 1st to De-
cember 31st or while supplies last.

'UNDER A KILL-
ING MOON'
Transports you to
the virtual world of
flesty detective
Tex Murphy. New
feature allows you
to save and splice
scenes together.
Digitized voices &
sound effects and
an amazing level
of detail & freedom
of  movement
make this game
stunning. CD §54

‘BUREAU 13’ There's a plot to manipulate the gov-
ernment through paranormal phenomenon, You must
prevent this. Offers obstacles where your ability to inter-

pret situations will determine your success.

CD $39

'CH FLIGHT
STICK PRO' The
ultimate battle
stick for computer
pilots! Features al-
low you to activate
radar and arm and
disarm weapons
without moving
your hand from the
stick. Has trigger
and 3 fire buttons.
SPECIAL OFFER!!
WHEN BUNDLED
WITH X-WING
ONLY s72

SR L FIAACAL EOUCATIGY
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‘'SORODRITY
HOUSE' The most
enlertaining game
on CD. If you suc-
cesslully collect all
the items for your
Tratemity pledge re-
quire-ments, you'll
gel an unforget-
table physical edu-
cation. Butthere are
three people work-
ing against you:
housemother, rent-
a-cop, and pool
boy. (R) CD $49

IBM ROLE PLAYING IBEM HINT BOOKS IBEMHINT BOOKS IBM HINT BOOKS

Sentinal Worlds 1

Shadow Caster CD 344
Shadow Sorcerer g9
Sherlock Holmes 2 CD 329
Sherlock Helmes 3 CD 539
Skyrealms ol Jorune  $39
Skyrealms of Jrune CD 539
SpellJamr:Pirates Spc 516
Star Trail:RIms Arkania 2841
Star Trail Scenario Disk $21
Star Trk Dp Spac 9 CD 841
Startrek Next Gentn CD 855

Stonekeep CD S46
Stronghold $36
Summoning 316

Suprhero Lg. of Hobokn $34
Supriro Lg. Hobokn CD$34
Sword of China 242
Syndicate $37
Syndicate Plus CD $40
Tales Magic:Prphc Shdw 59
Terran Envoy £9
Treasures Savag Frontr S9
Ultima & False Prophel $12
Ultima 7 Series Cplt CD $28
Ultima 8 CD w/spch pk 533
Ultima 8: Lost Vale s21
Ultima 8: Pagan 827
Ultima 8: Speech Pack $17
Ultima Uworld 1 & 2 CD §29
Ultima Uwrld 2 Labyrnth 348
Ultima Uwrld Stgn Abys §21
Unlimited Advenlures 318

War of the Lance 59
Waxworks 14
Witeh World $42

Wizardry & Cosmic Frg £22
Wizardry 7 Crusaders 319
World of Xeen CD $40
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Alphabet Blocks CD WIN 35
Annbl's Ancnt Egypt CD $52
Audbns Mmd Mmis CD $26
Begin Reading CD WIN S5
Castle of Dr Brain VGA $19
Daily Number Busters  $30
Dyno-Quest S0
Early Math CD WIN S5
EcoQust Srch for Celus $29
EcoQuest VGA 532
Fatty Bear's Bday Srpr $32
Honorbl Gde lo Mih CD 824
Island Of Dr. Brain VGA 529
Island of Dr Quandry 526
Kid Writer 529
Kid's Typing CD WIN 55
Last Chnce to See CD 529
Linkword-Spanish 519
Mario is Missing 544
Mitmdia: Vivaldi win CD $24
Orbits: Voyg Solar Sys 524
Oragon Trail WIND CD $39
Print Shop Deluxe 849
Print Shop Dix Bus Grph$26
Prof Zny's Givewys CD 529
Putt P. Gs lo Moon CD 544
Putt P. Joins Parade CD$32
Pull Pults Fun Pak $19
Quarky Quys's Trb Sci $29
Scooter's Magic Castle 8§32
Secrel Island Or. Qudry $29
Slater & Charlie CD s12
Sollware Twrks Rir CD £79
Spelling Blizzard CD WINSS5
Spelling Jungle CD WIN S5
Stickybear Reading $24
Super Solvers Spallbnd $29
SS; Gizmos & Gadgets $26
Wild Blue Yndr Ep 1 CD$38

11th Hour Official Strat 816
A-Train §16
Aces Over Europe Strat $16
Across the Rhine Strat. $16
Advent Willie Beamish  $10
Aegis: Guardn of Fleat $16
Aircombal Pacific Strat $16

Al Qadim s12
Alone in the Dark2 s10
Arena s12
Atari Jaguar Off, Secris $14
Bioforge 12

Blue Force: Next ol Kin $12
Castle Wollsin Spr Dest 514
Castle of Dr Brain 10
Champions of Krynn -~ $12
Civilization 516
Colonel's Bequest S10
Colonization: Oflicial Str$16
Computer Adv Gm Scrt 516
Conquests Robin Hood $10
Conquests of Camelot 510
Curse ol Azure Bonds  $12

Cyclones §12
Dark Queen of Krynn  $12
Dark Sun §12
Dark Sun 2 $12

Day of the Tentacle §12
Doom 2 Otficial StrategyS16

Doom Battlebook $14
Dracula Unleashed Stral$16
Dungeon Master $12

Dynamix Great Wr Pins $16
EcoQuest Search CetusS10
Eye of the Beholder  §12
Eye of the Beholder 2 312
Eye of the Beholder 3 $12
Fleel Defender OI1. Sirt $16
Flights of 13 Mike $16

Fred Pharks Fron Phrm $10
Gabnel Knight $10
Gateway Savge Fronir $12
Global Conqust Bk w/dk$21

Gobliing s10
Gold Rush 510
Gunship 2000 516
Hand of Fate 312
Harpoon 2 Stralgy Gde $19
Heart of China 510
Inca 2 510

Indi Jones 4 Fit Atlantis $12
Indy Jones Grix Adv ~ $12

Inherit the Earth $12
Jagged Alliance $16
Jetfighter 2.0 816
King's Quest 4 $10
King's Quest 5 $10
King's Quest & 810
Laura Bow 2 HintBook $10
Leisure Suit Larry 1 §10

Leisure Suil Larry 2 s10
Leisure Suit Larry 3 $10
Leisure Suit Larry 5 s10
Leisure Suit Larry 6 510
Lemmings /disk 518
Loom s12
Lord of the Rings V1 $14
Lord of the Rings V2 812
Lost Files Sherlck Hims $14
LucasArts Adventr Bk $16
LucasArls Air Cmbt Sirt 516
Manhunter San Frane  $10
Masler of Orion OIf. Str §16
Malrix Cubed §12
Menzoberranzan s12
MS Space Sim Off, Str 516
Might & Magic 1 &2 §12
Might & Magic 3 316

Might & Magic 4 $16
Might & Magic 5 316
Might & Magic Cmpdm $16
OIf Bk Leisr St Lrry 2nd $14
Ol Gd Kng Ost 3rd Ed 8§16
Qif Bk of Ultma, 2nd Ed 516
Off Gde Wilco's Spc Ad $14
OQutpost Stralegy Guide $16
Pacific Strike Plytsir Gd $14

Police Quest 1 S10
Police Quest 3 sS10
Pool of Radiance $12

Paools of Darkness $12
Populous 1 & 2 OH Strl $18
Power Monger Strategy $16

Powermonger s10
Privateer Playlstr's Gde $14
Protostar 512

Quest For Clues 2 $21
Ques! For Clues 3 21

Quest for Clues 4 §21
Quest for Clues 5 316
Quest for Clues 6 $16
Quest lor Glory 3 $10
Quest for Glory 4 510
Quest for Glory Stratgy $19
Questbusters 318
Questbusters 2 318
Ravenloft 512

Realms of Arkania 318
Rebel Assit Insidrs Gde $16
Relurn to Zork §10
Return to Zork Adv Gde $16
Rise of the Dragon s$10
Rise of Drgn SEGA CD $12
Sam and Max s12
Sea Woll Strategy Gde $18
Secret Monkey Island 512
Secret Monkay Island 2 §12

Secret Siiver Blades ~ $12
Shadow Castor S14
Shadow of Comel Strat $16
Sherlock Holmes Strat $16
Sim City 2000 Strategy $16
Sim Earth 516
Sim Farm Gde: Almanc $16
Simlile Official Stralegy $16
Simon the Sorcerer Hnt 12
Sky Realms of Jorune 512
Sonic Strategy Guide  $16

Space Quest 2 510
Space Quest 3 510
Space Quest 4 s10
Star Trail 316

Star Trek 25th Aniv $12
Star Trek Judgemt Ris §12
Strike Commd O Book $16

Stunt Island 516
Subwar Officinl Stralgy 16
Summoning $12
Syslem Shock s$12

Tie Fighter Strategy Gd $16
Treasures Savg Frontr $12

Tunnels & Trolls s12
Ultima 6 $10
Ultima 7 12

Ultima 7 Pentology s12
Ultima Avatar Advnir Bk $16
Ultima U Stygian Abyss $12
Ultima UW 2 World Lab $12
Under Killng Mn Off Str$16
V Victory 316
Wing Armada Plytst Gd $12
Wings of Glry Plylst Gd $12
Wizardry 6 Cosmic Frg $12

Wizardry 7 §16
X-Wing Official Strt Gd $16
Yserbius 512



FREE GAME OFFER*

See details below

'FLIGHT COM-
MANDER 2' You
are in command
of the strike force
hunting scud sites
during operation
Desert Storm, or
leading a weasel
flight into North
Vietnam. A sce-
nario generalor
lets you dictate
opponents, level
of difficulty, and
specify different
time periods, $39
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‘INTERACTIVE
ENTERTAIN-
MENT CD MAG'
is a monthly CD
ROM publication
cavering the com-
puter gaming in-
dustry. Every epi-
sode featuras hun-
dreds of screen
shots and hours of

digitized speech
deseribing the hottest upcoming releases, Features
interactive video interviews with industry celebrities.
Get definitive reviews of the lalest releases, along with
previews of upcoming games.

CDs10
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‘HARPOON
CLASSIC' The
first serious, un-
classified computer
simulation of how
best lo conduct a
major campaign at
sea, Offers the ex-
citement and ten-
sion of a simulated
battle based on
fact. Over 200 sce-
narios and every
add-on product
produced for the
original. CD $28

‘HEROES OF
MIGHT & MAGIC'
is the newest in
fantasy wargam-
ing. Conguer the
world through the
strategic use of re-
source manage-
ment and battle
savvy. Features up
to three custom-
izable compuler
warlords, stunning
super VGA graph-
ics, and dynamic
sound. CDS$39

'DARK FORCES'
Capture the Death
Star plans and in-
filtrate the Empire's
secret facility to
stop a new army of
mechanized, super
storm-troopers.
Features richly de-
tailed 3D environ-
ments, first person
perspeclive, com-
pelling new Star
Wars plot and
more than a dozen
worlds,  CD §46

‘FREE GAME OFFER

Spend the specilied amount on any in stock software and
choose a free |IBM game from the corresponding list below,
Offer subject to change or cancellation withoul nolice, Valid
from Dec 15! through Jan 30th or while supplies last, Request

must be made at time of order.

SPEND $75 GET

Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Ro-
venge 5.25, Gunship 5.25, Pirates 5 25 S.C.0ut 3.5/5.25,

Tinles 3.5/5.25, Microlangue B

Chall

5,25, Microleague Football 2 3.5, Time Qut Spods Baseball
3.5, MacArthur's War 5.25, Coffee Break Collection CD

SPEND $150 GET

Rairoad Tycoon 3.5, Mag Candle 3 5.25, Mercenarnes 5.25, Dragon
Force 525, Command HO 3.5, F 15 SE 23.5, Red Storm Rising 3.5,
Bates of Destiy 3.5, Heirs to the Throne 3.5, Warords 5.25

IBM BUNDLES IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS

7th Gues! Dune Bndl CD$36
Access Super Bundle 534
Amazon and Martian
Memarandom
Alr Combat Clagsics ~ $22
Their Finest Hour
Ballle Hawks
Secret Weap of Luftwalfl
All Star Sports Clict CD $23

Allied Forces $9
M1 Tank Platoon, Gunship
Award Bundle 344

Kings Qust 5, Red Baron,
Rise of the Dragon
Award Winning Wrgms  $39
Award Win Wargms CD 539
Dynamix Bundle 1 §24
A-10 Tank Killer 1.5
Heart of China
Steller 7
EA Top Ten Pack CD 832
Eye of Beholder Collct  $49
Eye of Beholder Tril CD $51
Falcon 3.0 wThrst FCS 399
Five Fool Ten Pack CD $29
Gateway Collection 182836
Inirplay’s 10 Yr Anth CD $44
Mindshadow, Tass Time,
Bard's Tale, Wasteland,
Dragon Wars, Batlle Chss,
Lord of the Rings, Castles,
Star Trek 25th Anniversry,
Out of this World
King's Quest Anthol CD $54
Land Sea Air 2 $24
Command HQ
Red Storm Rising
F15 Strike Eagle
Lemming's 1 &2CD  s28

Lost Treasrs Infocm CD $34
Infidel, Lurking Horror,
Deadline, Witness,
Suspect, Ballyhoo,
HitchHiker's Guide/Galaxy,
Suspended, StarCross,
MoonMist, PlanetFall,
StationFall, Enchanter,
Sorcerer, SpellBreaker,
Zork 1-3, Beyond Zork,
Zork Zero

Laost Treasrs Infem 2 CD§25
Border Zone, Plunderad
Hearts, Bureaucracy,
Culthroats, A Mind For
Voyaging, Hellywoed Hi
Jinx, Seastalker, Sherlock
Holmes: Riddle of Crown
Jewels, Wishbringer,
Mord and Bert , Trinity

Lucas Classic Advenlrs $36
Indiana Jones, Secret
Maonkey Island 1, Maniac
Mansion

Maximum Ovrkill W Dk $44

Megalortress Mega-Pk S$38
Megafortress & MD 1
Megaforiress 3-0 Editor

Merit CD Megapack CD $18

Perfect General Trilogy $34
Perect General
Greatest Battles of 20th C
WW2 Battles

Power Hits: Battletech S22
Battletech 1, Battletech 2,
Mech Warriar

Power Hits; Battiich CD $19

S8I's Fantasy Fesl CO' $39

Space Quest Anthol CD 348

Space Qust Bundle 1-4 342
Spelicasting Bundle $29
Strike Cm Privir Bdl CD $43
Tsk Frc 1842 wRSR CD 335

The Victory Pack $39
Top 50 Games DOS CD&§26
Turning Point $29

Gettysburg, Spanish

Armada, Walerloo
Ultima Bundle 1-6 CD  $29
Ultima Trilogy 2 $48
Ulrima 4-6
Wing Cmm 1&2 Dix CD $32
Wizardry Trilogy $33
Wizardry Trilagy 2 $33
AT P 2.0 (blue) §29
A320 Airbus 29

AH-64 B Longbow 554
Aces of the Deep CD 547

Aces of the Pacilic CD 338
Aces over Europe CD $38
Across the Rhine CD 847
Air Cbt Pacific 1942 CD $48
Alr Cbt Pac. 1942 5c 1 $32
Air Cbl Srs: Nvy Flis CD347

Air Warrior SVGA CD  $35

Air Wrrior 2 DOS or CD 534
Armored Fist CD s47
Armour Geddon $az2
Army Air Corps: 1942 348

Art of the Kill 524
Assignment Miami 39
B17 Fly Fort w 552 CD $37
Batlle Command £6

Battle of Britain 2 WIN 534

Circle Reader

Balllecruiser 3000 343
Blue Max Aces Grt War $9
Chopper Pack CD 538
Chopper Strike CD §$52
Combat Classics 2 519

Cyher Race CD $32
Cyclemania CD S34
D-Day: Oprin Ovrird CO $39
Dawn Patrol s
Delta V $39
Descent 531
Dream Web CD 334
Elite Plus s189
European Racers CD 529
Evasive Action 834
Evolver 338
F117A Stealth Fighter  $23
F18 Strike Eagle 11l 334
F40 Pursuit Simulator ~ $16
Falcon 3.0 536

Falcon 3 83 FA 18 Hint §32
Falcon 3 51 Fight Tigar 524
Falcon 3 52 MIG 29 832

Falcon AT 316
Faleon Gold CD $50
Fasl Altack CD S48
Fighter Duel Pro 2 533
Fighter Wng DOS or CD$39

Fleet Defndr F14 Tomct 342
Fleet Defender Plus CD $48
Fleet Defender Scen 1§32
Flight Light DOS or CD $19
Flight Sim ToolKit $58
Flight Sm T-kt WW2 CD $19
Flight Sim Toolkit Sen 2 $19
Flight Unlimited CD 348
Fly the Grand Canyon $29
Flying Circus 39
Formation Altack CD 548

Sevvice #54

Formula 1 24
Frontier Elite 2 $36
Grand Canyon Scenery $16
Grand Prix 500 2 314

Greal Maval Ban 2 CD 339
Gunship 2000 VGA $23
H.AW.C. CD 3535
Harrier Assit SVGA CD $44
Heroes ol the 357th ~ §12
Indy Car Racing 337
Indy Cr Race Add. 10r2 522
Inferno DOS or CD 44
Iron Angel DOS or CD  $39

Jet Fighter 3 CD 548
Jet Pack CD §39
Jump Jet $39

Kawasaki Super Bikes $24
Lawn Mower Man CD §35

Life and Death 2 $24
Lightspeed $9
Lade Runner CD s38
Lunar Command s19

M1 Tank Platoon 2 S44
M4: Sherman Tank WIN 34
Magic Carpet CD Sa4
Mantis Experl Fir VGA 829
Maxim Ovrkill BdI CD  $42
Maxim Overkil MD 2 §32
Mech Commndr or CD $42
Mech Frc: Iron Asslt CD $39
Mechwrr 2 DOS or CD 46
Mechwarrior 2 Add-on  $18

MegaFortress 812
Megatortress Miss Disk $26
Megarace CD 539

Melal Tech: Ballldrome $34
Metallech: Earth Siege $44
Metalich 2: Speech Pk §20
Microsoft Flight Sim 5.0 544

MS Flight Sim 5 Euro 1 826
MS Fit Sm 5 Euro 1 CD $26
MS Flight Sim 5 Ls Vgs $33
MS Flt Sm 5 Ls Vigs CD 833
MS Flight Sim 5 Paris 529
MS Fit Sim 5 Priind CD $33
MS Flight Sim 5 DC 328
MS Fit Sm Flt Shp CD 544
MS Space Simulatr 1,0 544

Mig 29 Fulcrum 528
Mig 29 Gold CD $49
Nascar Racing 539

Mascar Racing CD 347
Navy Strike DOS ro CD $40
Operation Combat 512
PT Boat Simulator S16
Pacific Strike 544
Pagific Strike Spch Pk §17
Pheonix Fighter CD 548
Power Boat Simulator 3 $42
Power Politics WIN §12
Privateer DOS or CD S48
Privateer Sp Ops 1or2 $19
Rally 529
Reach for the Skies §19
Real Weather Filat §24
Red Brn A10 Tnk KIl CD$39
Red Baron wMsn Buildr $29
Renegade CD S48
Road & Trek Grnd Prix. $19
Sailing Simulator 3 549
Scenry Clitn Gt Britain $12

Sea Walf CD S44
Seal Team $26
Seaworthy CD s18
Sort Weap Ex 3 Helg2 521
Shuttle CD S24
Silent Service 2 21

Sim City Clsc Grph 182 $14

CGW Jan 4



CHIPS & BITS
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Call 800-699-4263 Fax 802-767-3382

Source 101 72

‘F.,:a-q\o N
.aa‘h,. A

‘OPERATION
BODY COUNT'
Mass chaos
erupls when mili-
tant terrorists take
over the United
Nations Towers.
Waste all enemies
on your mission to
save the hos-
tages. Offers mo-
dem and network
play, 40 floors of
intense battles
and multiple
weapons, CD 529

FREE

INTERACTIVE

ENTERTAINMENT!
SIEGE INCLUDED!

Request your FREE Interactive Entertainment
Episode 7 with any in stock CD ROM software
order. Offer subject to change or cancellation
without notice, Reguest must be made at time
of order. Valid from November 15th to Decem-
ber 31st or while supplies last. Quantities limited.

‘STAR TREK:
NEXT GENERA-
TION' The crew is
all here. You are
partof an originalin-
teractive mystery
that will take you
from Federation
space to shields-up
confrontations. Of
fers voice-overs by
the stars, control
any of the seven
main characters
and command of
the ship. CD $55

‘LEGEND OF
KYRANDIA 3:
MALCOLM'S RE-
VENGE' In the lal-
est installment in
the classic Fables
and Fiends Se-
ries, we'll find out
if Malcolm gets his
long deserved re-
venge. Offers out-
slanding 3D back-
ground scenes &
animations and a
new symphonic
score.  CD 838

IBM SIMULATIONS IBM SPORTS IBM SPORTS

SimTower S42
Space Clipper 42
Spectre VR CD $42
Speed Racer $19
Star Crusader CD $39
Star Crusader MD/Spch 319
Starlord $39

Strike Commander 526
Strike Commd Sp Ops 1522
Strike Commd Speh Pak$19
Sub Battle Simulator 2§29
Sub War 2050 Plus CD $40
Subwar Scenario Disk $32
Syndicate 81 Amar Rvit $20
TFX: Tactical Fir Exper $35
Task Force Admirals Pk 539
Test Drive 3: Passion  §19

Test Filot CO 544
The Big One $29
The Big One CD 526
Theme Park $38
Tie Fighter 345
Tie Fightr Mn Dk 1 0r2 $19
Tornado S48
Tower DOS or CD s42
Train Engineer $29
U-Boat 2 536
Voice Commander Bdle $18

Wing Commander 2 $26
Wing Commander 3 CD 354
Wing Commd Academy $18
Wing Commder ArmadaS47
Wings of Glory Enh CD $47
Woll Pack 20
World Circuil CD 534
X-Wing $39
X-Wing Collector's CD 545
X-Wing Msn Disk 1 or2 $19
Zephyr CD 456

CGW JAN &

APBA Baseball S24
American Coll Fball '94 $38
Barkley: Shut Up & Jam 342
Baseball for Windows  $46
Blood Bowl DOS or CD $34
Bratt Hull Hockey 542
Empire Soccer '94 $29
FIFA Internatnal Scccer 338
Front Page Football Pro$29
Front Page FB Pro '95 $44
Front Page Sports BB 44
Front Pg Sprt BB Ex Dk $29
Front Pg Spt FB Pro Up $29
Hardball 3 Collection 539
Hardball 3 Players Dsk $16
Hardball 4 DOS or CD $34
Hrdbll 4 MLEPA Add OnS14
lce Hockey CD 528
Jack Nekls Gldn Br Ed  $34
Jack Nicklaus Goll CD  $39
Jack Nicklaus Signir Ed $27
Jack Nicklaus SE Crs 2818
Links Crs 2 Firestone  $17
Links Pro 386 Golf §32
Links Pro 486 CD =48
Links Pro C1 Mna Kea $19
Links Pro C2 Pinchurst $16
Links Pro C3 Banff Spr $19
Links Pro G4 Belfry $19
Links Pro Crs 5 Innisbrk$19
Links Pro C6 Firestone $20
Links Pro C7 Pbl Bch 824
Links Pro C8 Cst Pines $19
Links Pro C8 Big Hom $19
Live Action Football CD $34
ML Bshall Managr's Ch $12
ML Parsonal Pro Golf  $19
Micro League Fball 2§12
Microsolt Baseball CD 851

Microsoft Golf WIN 548
Microsolt Golf CD 548
MBA Jam 344
NFL Chall Premium Ed $59
NFL Coaches Club 8§34
NFL Coachs Clb Ex Dk $19
NFL Coachs Club FB 2 44
NFL Video Feolball s12
NHL Hockey 543
NHL Hockey '95CD  $40
PGA Tour Goll 486 CD 847
PGA Tour Geolf Course 1517
PGA Tour Goll Lid Ed 519
PGA Tour Gall WIN 26
Planet Soccer 529
Pro Tennis Cup $aa
Proleague Baseball '94 835
Proleague Football '94 $29

QuanerPole $29
Road to Final Four 2 S38
Serious Soccer 518
Tie Break Tenms 59

Time Out Sports Bsball 516
Time Qut Sporls Bskibll $39
Tom Landry Foolball "24316
Tony LRussa Clsc Stad 512
Tony LaRussa BB 1991 £12
Tony LaRussa BB 2 CD $46
Tony LaRss BB2 92 Tm $14
Tony LaRss BB2 Fn Mn 314
Tony LaRss BB2 Stad  $18
Tony LR BB2V2.094 837
Tony LaRussa NL Stad $15
Tony LR BB2 Tm Dk '93816
Troy Aikman Fball CD 549
Ultimate Football CD ~ $46
Unnecesry Roughness 3533
Uncary Roughns '95 CDS$34
Wrid Cp GIf Dorado CD $42

QUARANTINE

g ke b s

‘QUARANTINE'
You're Drake, a
21st Century cab
driver desperate
to escape from the
Quarantined City.
You drve anamed
Checker "hover-
cab”. Features fast
30 graphics and
gigantic play envi-
ranmenlt. Offers
the best ol a first
person shooler, car
race & demolition
derby.  CD $39

‘UROTSUKIDOJI'
According 1o leg-
end, the Over-
liend is brought to
life every 3000
years through the
body of a human
to destroy the ex-
isting world and
unite the three di-
mensions. s
there any hope for

humanity? Wil the Lagand of 1he Overfiend become
reality? From the geniuses who created Space
Cruiser Yamato, this is the masterpiece that launched
a new genre of animation. Not for kids!

CD 524

IBM STRATEGY IBM STRATEGY IBM STRATEGY

181h Air Squadron $36
A Train W Construct Set$36
Advanced Civilization  $34

Airbucks 1.2 $26
Archon Ullra 8§32
Arclic Baron DOS ro CD329
Batlle Bugs $37
Baltle Isle 2 CD 845

Batlle Isle 2200CD  $34
Batlle of Chickamagua $38

Batlles of Destiny s$19
Black Beard 8§35
Breach 3 $34
Buzz Aldrin Rc Spe CD $39
Caesar $24
Campaign 2 $36

Capilalisl Pig WIN s19
Carriers at War Cnst Kit 525
Castles 1 or 2 ea. 519
Caslles 2 CD 548
Castles Northern Cpgn $12
Cellic Tales: Balor Evil 835

Civilization WIN S48
Clash ol Steel 519
Cohart 2 818

Colonization DOS orCD 548
Command and Conquer$38
Conguered Kingdoms 2 S36
Conqurd Kingdms Sc 1 $12
Conguest 538
Conguest of Japan $36
Crisis in the Kremlin £29
Darklegions DOS or CDS36

Dead Zone CD s52
Detroit 539
Dominus DOSor CD $39
Dragon Farce s12
Dragon Lord %9
Dune 2 . 528

El Fish

Empire Deluxe 2 535
Empire Dix Mst Edit CD 522
Empire Dix Scen 1 $21
Empire Deluxe WIN 319
Evn Mre Incrd Mch win $28

Fantasy Empires $39
Fantasy Fieldom CD 848
Fort Apache 319
Frantic Faclory WIN 524
Front Lines g39
Genghis Khan 2 534

Getlysburg: Turning Pm$15
Global Domination 534
Gold of the Americas 324
Grandes! Flt DOS orCD $32
Greal Mav Bal Adorl PkE19
Hammer of Gods or CD $39
Hannibal 526
Harpoon 2 539
Harpoon 2 Battle Set 1 526
Harpoon Challenger Pk $24
Heirs 10 the Throne 519
High Seas Trader or CDS39
Hallywood Mogul §39
Humans CD S22
Incredible Machine 2§38
Jagged Alliance CD 346
Jagad Alliance Speh Pk $22
Julland CD 244
Kingdoms of France  $34
Kingdoms of Germany  $34

Kingmaker 334
Koshan Conspiracy CD $19
Lemmings 3 335
Lemmings Datadisk 519
Litierty or Death $29
Lords ol Realm or CO 339
Lost Admiral 2 $39

Lost Vikings 12
Maelstrom $23
Master of Magic 240
Master of Orion $39
Moga Lo Mania §19
Merchant Prince 837

Millenium Auction CD  $46
Millnm Aucin Clit Ed CD 8§25
Mobunaga's Ambition 2 $34

Quipost WIN CD 42
Qutpst Pint Add On CD $33
Fatncian CD 536
Pax Impena 539

Perlect Genral 2 or CD 835
Perfect Genral 52 20th 523
Perect Genral S WW2 $16

Pirates Gold WIN S48
Populous 2 S25
Powr House WIN orCD $39
Powermonger 519
Projet USA DOS or CD 529
Protostar CD 519
Rags lo Riches 536

Railroad Tycoon Classic$19
Railroad Tycoon 2 (Dix) $24
Reach for the Stars s24
Realms 516
Reunion DOS ar CD 833
Romance 3 Kingdms 2 $24
Romance 3 Kingdms 3 8§39
Rules of Engagemnt 2 529
Rule Engag 2 Cpgn Dk $19
Sabre Team 828
Second Conflict WIN ~ $34
Sed City: Lile is Feudal $37

Siege s12
Sim Ant $19
Sim Ant CD 4
Sim City 2000 $34



FREE GAME OFFER*

See details below

Whald  *UNIVERSAL
NEVERLOCK' By
pass document
checks on moare
than 500 computer
games! Safe and
easytouse evenfor
novices. II's menu
driven, just poinl
and shool. Never
be locked oul of
your own software
again! Winner of
BYTE Magazine's
Aug. '94 Poumelle
Award. $39

haaw PUESSORIS

Tpaint coneraias aad
kihaits tras the 3 prassce
Y A

‘FRONT PAGE
SPORTS FOOT-
BALL PRO '95'
Seebone-crushing
hits as players spin,
fip and dive in 2-
piont conversion at-
lempts, You decide
play-calling logic for
over 2,500 play
situations. Reserve
your 50-yard-line
seats to the game
that sets the stan-
dard for football
action. CD$47

‘HELL' A Cyber-
punk Thriller. Be-
yond imagination,
tothe pitsof aman's
fears, lies a new
breed of evil. Its
2095, and you are
a fugitive lor sins
against the stale.
Unlock the secrels
of the underworld lo
prove your inno-
cence. Offers Lav-
ish high-resolution
graphics & full mo-
tionvideo. CD $45

vIEd RS
port |

s |
|

'SAILING SIMULATOR 3' The ultimate sailing sim!
Features 14' Catboat, 19' Catamaran, 31' Sloop, and
44' Ketch. Offers 7 Sails, 6 Crew Places, and 9 skill
levels, Has real wind, waves, weather and scenery. S48

ulu mu
VEGAS

TheFirstWonderof Hw!ﬁybe!'ﬂuﬁ

The First b o Sariey o Vil ibretormacaps

‘VIRTUAL VE-
GAS' The wonder
of the CyberWorld!
You're aV.ILP.ina
playground for
grown-ups that's
free from laws of
time, physics and
the mob. You can
forget about life
for awhile. Fea-
tures 3D ren-
dered worlds, full-
motion video and
voice-recogni-
tion. (R) CDS520

‘FREE GAME OFFER

Spend the specified amount on any in stock software and
choose a frea IBM game from the corrasponding list below.
Offer subject 1o change or cancellation without notice. Valid
from Dac 151 through Jan 30th or while supplies last. Hequest

must be made at time of ordar.

SPEND $75 GET

Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Hes
venge 5.25, Gunship 5.25, Plrﬁtes 5,25, 5.C.0ut 3.5/5.25,

Tinies 3.5/5.25, Microl

Chall

5,25, Microleague Football 2 3.5, Time Out Spofts Baseball
3.5, MacArthur's War 5.25, Coffee Break Collection CD

SPEND $150 GET

Raitroad Tycoon 3.5, Magc Candla 3 5.25, Mercenanes 5.25, Dragon
Forea 5.25 Command HQ 3.5, F 15 5E 23 5, Red Storm Rising 3.5,

Bl

{ Destiny 3 5, Hei

5 528

im City 2000 CD $45 Beat the House $29
im Cily 2000: Disasirs $14 Bobby Fshr Tch Chs CDS34
im City 2000 Windows $42 Bridge 8.0 $32
im City WIN $29 Bridge Deluxe 2 §29
im City CD 547 Bridge Qlympiad 528
im Cily Classic Win 526 Caesar's Wrld Gmg CD $37
im Earth $19 Casino Master CD $28
im Earth CD 540 Casing WIN 825
im Farm WIN 318 Chessmnc 5 Bill & 1 CDS$34
im Heallh $25 Classic Solitaire WIN 516
im Life WIN s29 Clue CD 24
im Town DOS or CD 842 Evn More Incrd Mch CD$39
pace Hulk CD $32 Gambit, Kasparov's $3s
pace Minor 836 Game-Maker Ver 2.0 848
pace Raiders CD S42 Hong Kong Mh Jng Pro $32
paceward Ho! WIN 536 Hoyle's Bk Gms Classic $§29
tar Control 2 234 Incredible Toons CD - $39
tar Legions s12 Jeoprdy Dix WIN w/Alx $34
tariord CD $39 Lucky's Casino Adventr $38
larship CD £3n Mario Game Gallery 225
larship Troopers $39 Origamo 529
ub Version $19 Pinball Arcade CD $34
ask Force 1942 519 Pinball Dreams 529
egel's Marcanaries 59 Power Poker Windows 539
arminator 2 Chswr CD §27 Prof Zny's Jokes CD  §29
he Complete UMS  §44 Red Shift WIN CD $49
he Rogarn Agenda CD$39 Risk WIN §26
heatre of War 8§12 Russian Six Pack WIN $19
iconderoga 546 Shanghaii 2 Windows  $24
Innatural Selection 29 Solitaires Journey WIN 335
ictory or Defeal WIN - 342 Solilaires Journey $34

likings 2 536
Valls of Rome 539
Varcralt DOSorCD 539
Varlords 2 $29
Varlords 2 Scen Editor $29
Vorlds at War §19

Vhen Two Worlds War 8§24
-Com: UFO Defense  $39

Stan Wongs Video Pokr $19
Star Wars Scrn Sv WIN 527
Trivia Madness CD $28
Trivial Pursuit CD 34
Trump Cst 3 DOS orCD 529
Videogame Solutn 2 CD$23
Virlual Vegas CDOWIN 320
Zig-Zag $29

Aeqis: Guardn Fleet CD $49
Aide de Camp 352
American Civil War V1§24
Amarican Civil War V2§24
American Civil War V3§24
Banzai 59

Battle of Austerlitz 524
Ballle of Leyte Gull 524
Ballles of Napoleon 515
Blitzkrieq Ardennes 19

Blue & Grey DOS orCD 538
Campaign DOS or CD $35
Campaign Mission 1 $18
Carner Strike 538
Carrier Sirike Exp Pak 519
Carriers at War £39
Carriers at War 2 339
Charge of Light Brigade $12
CincPac: Midway $39
Commnd & Conquer COS48
D-Day: Beginof End 539
Decision at Gellysburg $18
Dreadnoughls 532
Dreadnoughts Bismark $15
Dreadnoughls lronclads 519
Dreadnoughts Daeluxe  $59
Fall Gelb 20
Fields of Glory 37
Fifth Fleet DOS or CD $39
Fleet Med 827
Gary Grigsby Pacilic Wr$19
Gary Grigsby Wr Rssin $19
Getlysburg $19
Gelisbrg: Int Bt win CD $42
Harpoon Classic CD - S28
Harpoon Clsc WIN CD 528

High Command s34
Iron Cross $39
Kampgruppe S15

Last Blitzkrieg

Line in the Sand
MacArthur's War
Man of War
Napolecnics
Operation Crusader
Panzer Ballles

Panzer General or CD

Point of Attack
Red Sky Morning
Relurn to Falklands

Rd Sumter to Appomitx
Rommel Battle N Africa
Rommel at EI Alamein

Rommel at Gazala
Seventh Fleet
Stalingrad
Stalingrad Campaign
Storm Across Europa
Tac Ops WIN

Task Force 1942
The Great War
Tigers on the Prow!
To The Rhine
Typhoon of Steel
UMS 2 Planet Editor
Under Fire

540
812

$9
§36
$34
$36
§24
$39
$32
$36
328
$45
824
536
$36
836
539
$36
312
540
$32
$39
548
§29
S15

§9
12

V Victory Market Gardn $29
V Victory: Glid, Jn, Swrd $34
V Victory: Utah Beach $29

V Victory: Velikye Luki

Viclory al Sea
War in the Falklands

$29
|
524

Wargm Cnt Sel 2: Tnks 539
Wrgm Cnt St12 2-12 ea 515

Warpoint
Walerloo
White Death

$36
319
519

WW?2 Batlle S. Pacilic  $21

Circle Reacdler Service #54

3 D Pinball s12
Acquire 59
Air Force Commander  $9

Alphabet Blocks CD WIN S5

Amberstar $12
Armada Villa Crespo = §9
Assignment Miami 39

AT P Flight Sim (brown) $9
Aud Clps 2001 Spec Ods$12

Banzai

$9

Bard's Tale Constructn $12

Basgeball Facts

Battle Command

Bball Chall 1987 Teams
Bball Chall 1988 Teams
Bhall Chall 1889 Teams
Begin Reading CD WIN
Blackjack

s9
S8
$6
$6
S6
85
s9

Blue Max Aces Greal Wr 39

‘Boom Box

$9

Captain Blood ]
Caslles Morth Cmpgns 812
Champions of Krynn ~ $12
Charge of Light Brigade $12
Chass Net WIN 59
‘Cofles Brk Collction CDS12

Combination Lock
Conqueror Multi Tank

59
56

Congust Robin Hd VGA §12

Covert Action 56
Crime City 12
Cruise for a Corpse $12
Daughter of Serpents $9
Demaon Blue s9
Don't Go Alone $6
‘Dr Doom's Revenge  $9

Or Floyds Desktop Toys $9
Dr Thorp's Mini Blackjck $9

“Dragon Force

s12

Dragon Lord

Dragons of Flame 59
Dyno-Quest 59
Early Math CD WIN 55

Electric Jigsaw $12
E- Motion 56
Fighting for Rome 812
Free DC 59
Gamma Forca 56
Hearts 12
Heroes of the 357th  $12

Hoyle's Bk Games V3 512
Humans: Insult to Injury 59
International Sporis Chil $6
Jack Micklaus Clip Art 83
Jack Nicklaus Crs Disk 5 56
Jack Nicklaus SECrs 1 $4
Jack Nicklaus SECrs 1 84
Jones Fst Lane CD win $12
Kid's Typing CD WIN S5

Killing Cloud 36
Lightspeed 59
Line in the Sand s12
Loremaster s
Lost Vikings $12
*MacArthur's War so
Magic Candle 2 $12
‘Magic Candle 3 g9
Marianas Turkey Shoot $12
Matrix Cubed §9
MegaFortress $12

MegaTraveller:Zhodani  $6
MegaTraveller 2 812
ML 1950s World Serigs  $9
ML 19603 World Series  $9
ML 1970s World Series 39
ML Baseball All Stars 59
ML Baseball Pro Tms £a.59
‘ML BB Managers Ch $12
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‘CYBERIA' It's
2027. Global ter-
rorists rule. Man-
kind lives on the
brink of destruc-
tion. And the ulti-
mate doomsday
device - Cybena—
has just been dis-
covered. Fealures
slate-of-the-art 3D
graphics, realistic
character move-
ment and brealh-
taking action se-
quences. CD $46

FREE

SHIPPING!

Place an order for an out of
stock item and recieve FREE
overnight shipping when
product becomes available.
Handling $2 per shipment.

Call 800-699-4263 Fax 802-767-3382

Int’l 802-767-3033

‘NASCAR RAC-
ING' The fuelin-
jected racing power
of the IndyCar se-
figs now comes to
the stock car cir-
cuil. Pick the fuel
mix, suspension
torque and tire
thickness. Offers
all the familiar lea-
tures trom the
IndyCar series &
3D physics based
on aclual stock car
models. $39

'‘DOOM 2' The se-
quel to DOOM,
DOOM 2 provides
more levels, more
demons, weap-
ons, excitement
and a whole new
story line! Stun-
ning graphics,
pulse-pounding
aclion and intense
gameplay make
this the ultimate
action game. Upto
four players using
alAN, CDS$44

'SHADOWS OF
CAIRN' The story
of a young thief
named Quinn,
who's too honest
to steal anything.
Worthless to his
quild, his master
frames him lor the
murder of the
Duke of Caim. Of-
lers lifalike roto-
scoped animation,
3difficulty levels &
10 types of oppo-
nents. CD§39

‘SPACE SIRENS'
The Saga Contin-
ues! From the cre-
ators of Virtual
Vixens comes the
nextgeneration of
Interactive adven-
tures. As a space
privateer you are
atthe helm of your
solo craft in
search of rare

alien arlifacts for well paying galactic collectors. Re-
sponding to a distress signal, you are lured to the
irresistible song of the Space Sirens emanating from

a mysterious space station.

CD 549

Source 10172
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IBM BUDGET IBM BUDGET

Madden Player Stats '89 52
*Micro League Fball 2 512
Micro Lg. BB Seatlle I3 §9
Microl. 82 BB Season 39
MicroL 83 Bsball Season $9
Microl. 84 Bsball Season 89
Microl. 85 Bsball Season S8
MicroL 86 Bsball Season $9
Microl. 87 Bsball Season $9
MicroL 88 Bsball Season $8
MicroL 89 FB Season  $9
Millenium £6
MNever Mind 59
New Facilities Locator  $9
MFL Chall Cal Almni Tms 86
MFL Chall Pre Season 9056
MFL Chall 91 Pre Seasn $6
NFL Chall All Star Team S8
NFL Chall Dream Teams 36

On Target =]
Operation Combal 512
Patriot $12
Pictionary 12

Power Politics WIN s$12
ProFball Analyst 922 Ed  §9

Puzzie Gallery 1 $9
Roturn to Zork Anth CD §12
Rings of Medusa S8
Rotox 59
Rules of Engagement $9
*S.C. Out $12
Scenery Cllt Grt Britain §12
sS0lI 36
Sentinel Worlds 1 $9
Shadow Sarcerer 39
Siege 512
Slater & Charlie CD 512
Sorry 512

Space Quest 4 CD §12

CGW JAN 7

Space Vegetables 39
Spelling Blizzard CD win $5
Spelling Blizzard CD win §5
Spelling Jungle CD win 35

Sporting Triangle $3
Star Legions 512
Stellar 7 CD 312
Storm Across Europe 512
Surl Minjas 55

Taking of Beverly Hills ~ $6
Tales Magic:Prphe Shew $9
Teenage MN Trils Arcd 812
‘Tegel's Mercenaries 59

Terran Envoy $9
Test Drive 3:Road & Car §6
‘The Tinies 512
Theatre of War $12
Tie Break Tennis 59

Tom Landry Football 512
Tom Landry Fball DIx ~ $12
Tony LRussa Clsc Stad 312
Tony LaRussa Baseball $9
Tony LaRussa BB 1991 512
Treasures Savg Frontier 59
Trump Casltle 2 DD s4
Trump Caslle 2 DD2 54

Turn-n-Burn $9
Turn-n-Burn it
UMS 2 Planet Editor $9
Under Fire s12
Vaxing s12
Video Poker WIN $12
War in the Gull s12
War of the Lance 59
*Warlords s12
Weavr Tm & Plyr Stat 89 $3
Whee! of Forlune 6
Wheel of Fortune 3 59
Xiphos 56

CDi HARDWARE CDI ADVENTURE CDi ADVENTURE

CD-l 200 Magnvx Plyr $359
CD-1 220 Philips Playr $399
CD-1 450 Magnvx Plyr $280
CO-l 550 Magnvx Plyr $479
CD-l Infrared Remote  $39

CD-l Mouse S46
CD-I Roller Contraller 854
CD-l TouchPad 526
CD-1 Trackerball 559

CDI ADVENTURE

11th Hour Limited Ed ~ $56
7th Guest 548
Advt of Willie Beamish 324
Alone in the Dark 3 48
Boneath a Steel Sky 841

Bioforge 853
Blood Society 534
Bloodnet 41
Blue Force: Next of Kin $19
Buccaneers 548
Bureau 13 $39

Cadillacs & Dinosaurs  $49
Castle Wollstein (6 ep) $42
Chaos Continuum $36

Cily 2000 §29
Companions of Xanth  $33
Conan §26
Conspiracy 30
Carridor 7 $29
Creature Shock 839
Critical Path WIN 548
Curse of Enchantia §23
Cybena 546
Daedalus Encounter  $46
Dark Forces 346
Dark Seed $39

Day of the Tentacle

Death Gate
Digital Dreamware
Dinonauts

Doom 2: Hell on Earth

Dracula Unleashed

Dragonsphere
Dune

Eric The Unready
Evolulion

Fortress of Dr, Radiaki
Fred P. Frontier Phrm 2

Fraeelancer 2120
Full Throttle
G-Nome

Gabriel Knight

Gateway Collectn 1&2

Gaoblins 3
Guy Spy

Hand of Fate (LEGEK)

Harvester

Hell

Hall Cab

Horde

| Have No Mouth
Inca 3

s42
$34
524
s29
S44
$39
524
529
s19
s28
534
244
S41
542
$43
345
536
£19
$29
$39
$44
$45
842
845
S44
$39

Indy Jones Fate Atlantis $42

Inheril the Eardh
Iran Halix
Isle of the Dead

Joumeyman Project
Journeyman Prj Spc Ed $47
King's Quest 6 Upgrade $24

King's Quast 7 WIN
King's Ransom
Labynnth of Time
Lands of Lore 2
Laura Bow 2

$32
$56
$18
$34

849
$33
847
546
§24

Legend of Kyrandia 3 $39

Leisure Suit Larry 8

$44

Stellar 7

Leisure Suit Larry Anth 347

Little Big Adventure 547
Loadstar 549
Lost Eden 39
Lost in Time $19
Lunicus S42
Maelstrom 518
Magic Death $26
Man Enough 534
Mario is Missing 344
Mission Critical $34
Maorph Man s29
Myst 349
Night Trap 548
No World Order 524
Noctropolis 547
Nomad $36
Qut of this World 2 £45
Phantasmagoria 49
Police Quest 5 $48
Psychotron 334
Quantum Gate 2 546
Quarantine §39
Quest for Glry 4 or 5 ea §44
Return To Zork 544

Return of the Phanlom $38
Robinson's Requiem  $33
Raobol City S48
Sam and Max Hil Road $42
Secret Monkey Island  $21
Shadow of the Comet  S38
Skull Cracker Sd41
Space Quest 4 337
Space Ship Brainlock  $49
Star Trek 25 Annivarsry $54
Star Trek Judgemt Rls S42
Star Trek TNG Colll Ed $79
Star Trk: Sir FIt Acdmy S48

System Shock
Terminator Rampage
Temor of the Deep
Tuneland

Ullimate Domain
Under a Killing Moon
Voyeur

Sd
$4:
S
341
$38
§5¢
24

Where in the World Dix 55
Who Killed Sam Rupert §2-
Wing Commd Ullima 6 52!
Wolf: Hunt or Be Huntd $3!
Wrath of the Gods WIN $4

Zombie Dino

$44

A Fish Called Wanda
AView to a Kill

Addams Family Values

Apocalypse Now
Beverly Hills Cop 3
Black Rain

Bull Durham
ConeHeads

Dances With Wolves
Dr. No

Falal Attraction

$2s
$2
$es
822
$2.
52
$2-
$2s
$a
Bz
5o

From Russia With Love $2:

Goldfinger

$as

Hannah and Her Sisters$2e

Hunt for Red October
Indecent Proposal
Lassie

MoonRaker
Moonstruck

Naked Gun 33 1/3
Palriol Games

Se;
$2:
52
$24
82
sz
£2



FREE GAME OFFER*

See details below
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Planes, Trains, & Autos $22

Posse g22
Rainman 824
Silence of the Lambs ~ $24
Sliver s22

Star Trek 6:Undiscovrd 822

The Black Stallion $24
The Firm ga2
Thealma and Louise 524
Top Gun $22
Trading Places 824
Wayne's World 2 §22
White Christmas $22
X-Men:Night Sentinels  $14
You Only Live Twice 524

CDi SHOOTERS
Alien Gate 528
Chaos Control 544
Earth Command $44
Mad Dog McCrea 852

Mad Dog McCree & Gun$72

Microcosm 544
Mystic Midway 1 $26
Mystic Midway 2 $26

A Revolution in Color  $19
Andrew Lloyd
Webber:Premiere $21

Bon Jovi:Keep the Faith $21
Bryan Adams Video 321
Classical Jukebox 21
Cool Oldies Jukebox ~ §21
Earth Rhythms $19

‘METALTECH:
BATTLEDROME’
is a virtual-reality
combat arena
where strategy &
tactics count as
much as firepower.
Mighty Herc rabots
fight one-to-ane for
power. Offers ten
Herc chassis,
broad weapons ar-
senal, adrenaline
pumping music,
and one-on-one
madem play. $34

‘BATTLE ISLE
2200" Guided by a
roque computer, i-
tan-net moves to
conguer the Drul-
lian Civilization. You
are the stralegist,
youmust take com-
mand of the Drullian
forces and counter-
act the offensive.
Fealures fuluristic
graphics, 3D ani-
mations and over
20 battle sce-
CDS34

Eric Clapton Video $21
Gershwin Collection %21
Gilts to Behaold:A. Cpind 8§18
Golden Oldies Jukebx S18

James Brown $19
Jazz Gianis g21
Louis Armstorng 519
Luciano Pavarotti §19

Mozart:Musical Biogrph $19
Pete Townshend:Live $21
Peler GabrlAll Abt Us - 821
Prelude CDI 519
Rembrandi:Art & Music $19
TR-1:MNo World Order  §21
Three Tenors Video s21
You Sing Christms Favs $14

CDI STRATEGY

Axis & Allies S44
Backgammon $30
Batlleship 530
Caesar's Wrld GamblingS44
Connect Four 228
Defender of the Crown $34
Dimo's Quest $32
Jeopardy 336
Jigsaw $36
Joker's Wild Jr! 536
Joker's Wild! S36
Mega Maze $30
NFL Instant Replay Sdd
NFL Trivia Chall 94/35 $44
NFL Trivia Challonge 844
Mame That Tune $36
Pinball $30
Sargon Chess S36
Tetris $30

‘LINKS PRO BIG-
HORN COURSE
DISK' Bighorn's
6,888-yard cham-
pionship  golf
course is a stun-
ning achievement
by renowned ar-
chitect Arthur Hills.
The sixth hole,
Bighorn's signa-
ture hole, is a 505-
yard par 4 provid-
ing a breathtaking
view of Coachella
Valley. s19

‘COLONIZA-
TION' locuses on
the 1500's lo
1800's, when the
lure of the Amari-
cas and the possi-
bility of untold
wealth was al its
peak. Experience
the excitement of
discovering and
exploring the New
World. Features
the same addict-
ing game play as
Civilization. $48

300 System $399 Microcosm

300 Gun S44 Need for Spaed
Flight Stick Pro £99 MovaSlorm

111h Hour 359 Oceans Balow

3D Atlas $69 Of World Interceptor
300 Intracty CD Spl 85 Chut of this World
Aces over Europe 354 PGA Tour GA

Air Warrior 354 Pebble Beach Goll
Alone in the Dark 246 Plumbrs Dn't Wear Ties
Battle Chess $39 Quarantine
BrainDoad 13 852 Real Pinball

Burming Soldier $49 Rebel Assault
Clayfighter 2 $46 Rise of the Robots
Corpse Killer 552 Road Rash
CyberClash s52 Robinson’s Requiem
Demalition Man 558 SHADOW:War Sucesn
DinoBlaze £56 Samurai Showdown
Doom 556 Shadow Casler
Dragon Tales Lore $46 Shock Wave
Dragons Lair 2:Tm Wrp 852 Shutlla

Duelin' Firemen $54 Soccer Kid

Escape Monster Manor $52 Space Ace

FIFA Inlernational Scer 852 Space Pirales

Family Feud $39 Star Control 2
Flashback 40 Star Trek Next Genertn
Flying Nightmares $52 Slar Wars Chess

GEX $52 Station Invasion
Guardian War 549 Stellar 7

Horde 352 Super Street Fighter 2
Ishar 3 $52 Supreme Warrior
Jammit! 554 Syndicate

Jurassic Park $52 Theme Park
Kingdom:Far Reaches 346 Total Eclipse
Lemmings 549 Trance Mission
Lemmings Chronicles 552 Troddlers

Lost Files of Shrick Him $52 Vikings

Mad Dog McCree 2 854 Way of the Warrior
Madden Foolball S46 Who Shot Johnny Rock
Megarace S44 Wing Commander

Circle Reader Service #54

s62
$52
582
$44
§52
$46
$54
$52
549
$39
§52
596
549
556
8§52
$52
§52
852
556
44
$39
$52
854
$52
854
$54
554
539
$59
552
$54
552
849
556
49
$46
852
§52
$49

‘YOYEUR' Peer
intoyour neighbor's
sordid lives... Black-
mail, murder and in-
Irigue are happen-
ing at the Hawke
mangsion. Will you
risk everything and
step into the
drama? Features
intriguing storyling
and multi-pathed
plots that aliow the
player to control
the sequence of
events. CDS46

'FREE GAME OFFER

Spand tho specified amount on any in stock software and
choose a freo IBM game from the corresponding list below,
Offer subject o change or cancellation without notice. Valid
from Dec 1st through Jan 30th or while supplies last, Request
must be made at time of order.

SPEND $75 GET

Airborne Ranger 5.25, Boom Box 3.5/5.25, Dr. Dooms Re-
venge 5.25, Gunship 5.25. Pirales 5.25, S.C.0ut 3.5/5.25,
Tinies 3.5/5.25, Microleague Baseball Managers Challenge
5.25, Microleague Football 2 3.5, Tima Out Sparis Baseball
3.5, MacArthur's War 5.25, Coffee Break Collection CD

SPEND $150 GET

Rallroad Tycoon 3.5, Magic Candla 35.25, Mercenaries 5,25, Dmagon
Foree §.25, Command HQ 3.5, F 15 8E 2 3.5, Red Storm Rising 3.5,
Battios of Destiny 3.5, Heirs to the Throne 3.5, Warlonds 5.25

ADVENTURE ADVENTURE
Paradise Club CD S69
Penthouse Intract 3 CD $64
Phantasmagoria CD 849
Quarantine $35
Relentless: Twinsn's Ad $47
Scisrs N' Stns WIN CD 539

Alone in the Dark 2 CD $41
Come Play With Me CD $36
Cyber-Pecp Intract CD §19
Dark Tunnels CD s28
Deskiop Mistress CD 549
Desklop Voyeur 1 CD §49

Digital Dancing CD $32 Secrels Interactive CD  $35
Doom 2: Hell Earth CD  $44 Shadow of Comet GO 29
Doom Episode 1 39 Sorarily House CD (R) 348
Dream Girl CD s28 Space Sirens CD 549
Dream Machine CD 554 Spy Club (R) CD $59
Dreamweb 534 Strip Poker Pro (R) 533
Fantasies Intractive CD $35 Strip PO MPEGCD 536
Fartress of Dr. Radiaki $34 Surler Girls CD 839
Fox Pack CD 837 System Shock 547
Gabriel Knight CD $45  Texas Table Dance CD $39
Girlfriend Maria 539 Under Killing Moon CD 354

Girltriend Speach Pack 319 Vampire's Kiss CD 349
Girllriend Suzie (R) 44 Velvet Dreams CD $35
Girlfriend Teri (R) 849 Virlual Valerie 2 CD 336
Harvester CD S44 Virtual Vixens CD $39
Innocent Until Caught  $34 Virtually Yours CD $49
Intract Adit Spl WIN CD 812 Voyeur CD 346
Intract Seymore Bults 2 $58 Winner Takes AllCD  $39

Woll: Hunl or Be Huntd 338

3DO ADVENTURE
NOT FOR KIDS

Interactive Lovers CD 845
Interntnal Strip Pokr CD 524
Intimate Joumnay CD 824

Iren Helix CD $56

Isle of the Dead CD 518

Jurassic Park §29 American Blond 332
Ladies Club Pkr Nit CD $34 Blind Spot $32
Leather Goddesses 2§19 Blond Justice $32
Leisure St Lrry Anth CD $47 Immartal Desire $32
Midnight Stranger CD §45 Intimate Journey $32
Mind Teazzer CD s32 Maked Revenge $32

Plumbrs Dn't Wear Ties 549
Steamy Windows 332
Super Models Go Wild $32
The Coven 332

Mustang Interactive CD 549
Neurodancer CD 8§39
Nick Steele PI, CD $59
Nightwalch Intract 2 CD §39

CGW JAN B



The Xolf
And Its Prey

Armrﬁ*f’ng Com!oys And Ra.r/u'ng Up Tonnage In ACES OF THE DEEP

by Kevin Turner

{cannol be denied that submariners of any na-
tion are brave and skillful men; and that they
are accustomed fo continue to exercise their shill
in conditions of acute danger, which is perhaps
the bravest thing of all, But what they actually
do, what constitutes their life work—killing by
stealth, without warning and withou! quar-
ter—is evil as well as skillful; morepoer, it is
predominantly evil, and when we come o our
senses, tnexcusably so,”

—From the introduction of “U-Boat 977, by Heinz Schaefier

Heinz Schaeller encapsulated the sub-
\\ marine credo very nicely in the introduc-
“__ton to his book: kill by stealth and

\\\ without quarter. As a former
~_ submariner, I also ap-

“‘\\ preciated being
~_ called brave
~_ and

skillful,
although I'm a
bit uneasy about the evil part. 1 guess the
truth ol the statement would depend
upon who you askec.

German U-boat crews were notoriously
ellective at their grim task, especially early
on in WWIL The allies developed the con-
cept of multi-ship convoys precisely be-
cause the Germans were so skilllul at
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hunting individual merchant ships in
shipping lanes. By traveling in convoys,
merchant ships were able to achieve two
things. ‘The first was increased stealth: by
having ships wavel together, the odds that
a U-boat would find them were sizably di-
minished. The Atlantic is a big ocean, and
a convoy placed a lot of tonnage in a small
arca. The second goal was tld{'nw Con-
vovs invariably llleLd with escorts, and
escorts could more easily delend a convoy
than an entire shipping lane.

In Aces oF Tie DEEP (AOD), as in
World War 11, the convoy is the U-boat
crew's chief target. In order 1o fight a con-
voy, the AOD player must fivst understand
some important points about the convoy
itsell. First, convoys placed all the impor-
tant ships toward the center for protec-
tion. Second, convoys changed course
often in order o umlunntl those rving
to set up an attack. Third, convoys
are relatively casy prey, once a
sound tactical doctrine is established.

How Wolves Find Prey
In order to find, wack, and eventually
wreak havoc with a convoy, captains
must first become [amiliar with the mwo
chiel navigarional tools at their disposal.
The fivst is the top-down display, or what |
call the “geo plot.” This is the close-range
navigational tool. and where vou will be
doing most of your work. ' he second is
the chart, which provides information on
the convoy once it is discovered. The chart
shows the Atlantic Ocean with symbols 1o
denote the U-boat position, convoy posi-
tion and heading, bases, and other U-
boats when operating within a wolfpack.
The geo plotis the best ool for discov-
ering convoys, and is the key to successlul-
ly prosecuting a target, The key thing



about the geo plot is that you will be able
Lo spot targets on the plot long before
vour lookouts report them. It also displays
important visibility information, crucial
when planning the timing of an auack.

Plan on becoming a geo plot specialist if

vou want to become an “ace ol the deep.”

The chart will display convoy informa-
tion for as long as contact is steadily main-
tained. A convoy will
appear as a hlack
square with a white
line, which indicates
the convoy's direction
ol ravel. Should con-
tact be temporarily
lost in another view, a
quick jaunt over 1o
the chart will enable
the player (o reestab-
lish contact.

Convoy hunting is
an art, and an art
takes much practice to
master. New players
should practice with
“Convoy Encounters”
[rom the “Single Mis-
sions” memu. This is a
great place o practice
techniques that will become commonplace
once a career is hegun. Set up a scenario for
a medium convoy, lightly escorted. As for
realism, I recommend that vou start casy
and gain experience,

For carrier captains, the hunt for ton-
nage begins with an assignment o a
known shipping lane. Once you've
reached your assigned patrol area, set up
a search pattern, and a convoy may wan-
der into the area alter a while. (It's odd,
but I actually find more convoys mansiting
to and from patrol areas than anywhere
clse.) For those less patient, there is no
place like the southwest coast of England;
convoys come and go from there regular-
Iv. The problem is that escape routes are
limited, and the depth of the water can be
highly restrictive should submerged eva-
sion lw_('.nmt? ]l[‘.(‘cﬁﬁ?ll'}'. -

While patrolling and transiting, and any
time that time compression is above 16X, 1
highly recommend keeping one finger on
the <return> key while vou watch the geo
plot. Hitting <rveturn> will rake time com-
pression o X, and allow time to react.

Another word about time compression:
I recommend shadowing and evaluating
the convoy at ahout 16X time compres-
sion, It is casier to evaluate movement pat-
terns at that speed than at X, While

FAST FORWARD When shadowing a convoy on the “geo plot,” 16x time
compression seems to work well, allowing you ta analyze the movements
of the convoy and the patrol patterns of the escorts. Have your finger on
the <return> key, though, in case the unexpected happens and you need
to reactin “real time."

maneuvering out ol sight of the convoy,
vou can Kick up the compression to 64X,
but when visibility is low, never exceed 8X
compression. Reaction times are critical,
and 8X compression is the fastest in which
good reactions can be made. At low visibil-
il}‘. an escort can appear at 2500 meters,
and will be lobbing shells at the deck be-
lore you can even target him,

Onee an escort is encountered, the convoy
will not be far away. A good rule of thumby is
1o keep the escort at the outer edge ol the
red ring on the “geo plot.” It is important 1o
remember that you
will see the escort in
the geo plot well be-
lore the escort spots
your U-boat. Desig-
nate the escort as a tar-
get, allowing you to
evaluate its speed.
Should the escort be
traveling at a speed
greater than the U-
boat’s top speed, and
is heading directly for
the U-boat, you've got
two options: dive, or
run in the opposite di-
rection. Il the escort is
slower than the U-
boat, go the opposite
clirection unul the escort tms around. 1 the
escort s faster, dive o periscope depth and
wait uniil the escort trns away.

When The Wolf Enters

The Chicken House

There is a trick 10 sinking ships in a con-
voy when all other methods fail. T encoun-
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tered an escort off the Florida Keys which
was headed in my divection. I would have
run, but the Keys were blocking my es-
cape. I dove to periscope depth and en-
countered a white line on the geo plot,
which usually means high-speed screws. |
made my heading dirvectly toward the
serew noise, in case ol active sonar, [ tran-
sited [or a while at about 90 meters depth
and at a two-thirds bell. When 1 reduced
speed to one third, I was surrounded by
gray lines, which denote merchant screws,
Rising to periscope depth, 1 found mysell
in the center of a large convoy. Two
tankers and a roop ship soon plunged to
awatery grave,

But convoys won't always steam over
you. The best way 1o locate them is by
watching the edge ol the visibility ring of
the geo plot lor ship tracks running close-
Iy together. When at least three merchants
are visible, switch over to the chart, which
will indicate the divection the convoy is
heading.

Another important tip is to vadio the lo-
cation ol the convoy immediately. The
most important information you can gain
by doing so is the quality ol the escort.
The radio report will state the quality
from “lightly escorted.” up to “heavily es-
corted.” I the convoy is lightly escorted,
success is assurecd. I *heavily escorted.”
my compliments on getting close enough
to establish contact.

SOMETHING'S SCREWY A U-boat moves in for a submerged attack. The gray
lines indicate slow speed screw noise from merchant vessels; the hlack
squares are the escorts.

IUis very important to evaluate the es-
cort. With a light escort. there is a good
chance that it is made up ol a fast mover
(up to 24 knots) and a slow mover (about
12 knots). As you monitor the escort, de-
termine which side ol the convoy the
slow mover is stationed, as well as the
general pattern the escorts follow. The



STRATEGIES

escorts will roam around the convoy,
sometimes moving away to the flank,
other times running ahead. Sometimes
they seem 1o spin in donuts, as il trying
to make up their minds.

The Wolfpack

And The Prey

After the radio report has been made, you
will probably be ordered to shadow the
convoy. Il this happens, check the chart.
Yellow squares, marking other U-boats,
will be moving in to
help with the attack.

Shadowing a con-
voy is a simple matter
ol making as many
sightings of the con-
voy as possible, and
then sending these
reports by radio to
the wollpack and
BdU. As you stalk the
convoy, use this time
to evaluate its defen-
sive screen and de-
cide on an approach.
For example, il a
convoy has a four
ship escort, 1 would
find the place where
the escort seemed to travel throngh the
least, and note that position.

Before we discuss attacks, it is important
to consider the realism options you might
choose. Two in particular are critical.
These options are “dud torpedoes™ and
“realistic reloads.”

When you're playing with dud torpe-
does, always assume that at least one of
the torpedoes you fire in a series will not
explode, This is important to remember,
as there is nothing worse than finding a
valuable rarget that requires two torpe-
does 1o sink and having one of the torpe-
does fail while the escorts are closing. For
a valuable target, meaning over 10,000
tons, send three weapons. If only two ol
the bow tubes are loaded, fire them both
and maneuver for a stern shot on egress.

In the case of realistic reloads, the only
weapons available for use during attack
will be the weapons already in the tubes.
Should below decks weapons storage
space be available, load the weapons from
the deck into these storage spaces. This
will take a Tull two hours, but reloads [rom
below decks will take only 20 minutes,
compared to the 2 hours required for re-
loads from the deck. Upon exhausting all
available weapons, leave the convoy and

CALLING ALL WOLVES When ordered to trail a convoy, he sure to report the
convoy's position. Soon, you'll find that wolves from around the Atlantic
(yellow squares) will gather to the smell of blood.

reload. Once this is accomplished, then
consider attacking again. Never wait for a
reload from inside the convoy.

As day trns to night, reduced visibility
should hecome a factor in your attack
strategy. In the Captain’s Log, there is a
notation for sunset and sunrise. While
shadowing the convoy, establish how long
it will take belore the sun sets. As visibility
decreases, the time for attack grows near-
er. I heartily recommend attacking when
visibility has dropped to the point that the

2500 meter range ruler is at the bottom of

the geo plot, and the visibility ving is not
outside the boundaries of the geo plot.
Pushing the magnify button (“+") on the
upper right hand corner of the geo plot
closes the range of the geo plot, allowing
the visibility ring to move outwards.

sneak away hefore the escorts get their bearings.

The next step is to wait for the word
from BdU to attack. This will only occur if
the order to shadow the convoy was previ-
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CONVOY INFILTRATION By running silently and using the cover of night, a
sub has worked its way into the middle of a convoy. From this position it
can carefully choose its victim, but it had better hit fast, hit hard, and

ously given. I have attacked the convoy be
fore the order was given and suffered nc
penalty for it. T have also not attackec
when the order was given, waiting for bet-
ter visibility, and 1 wasn’t penalized
Should visibility not deteriorate to the
point that I feel comfortable, then | may
attack anyway depending on the quality o
the escort. Remember, the crew's live:
hinge on the decision.

As the time for attack approaches
check that the speed is set to flank, tha
all tubes are loaded with reloads avail
able, and then check the chart. The char
will show the black square, with the whitc
line denoting the convoy’s heading
Should the convoy's “weak spot” be the
left front corner, maneuver so that the
red square (the U-boat), is closing on the
convoy from that aspect. Do not linges
on the chart, for as visibility decreases sc
do reaction times. An escort may appeal
from nowhere and be within gun range
in seconds. Set up for the attack awa
from the convoy and close in.

As you approach the convoy, keep :
careful watch for the escorts. When a tar
get presents itself, quickly evaluate it witl
the “I" key. If the target is a merchant
then the convoy has been located.

Target Selection

When the convoy is located, it is importan
to remember some key ideas. First and fore
most, find the target that will make this vis|
worth taking. It will be in the heart ol the
convoy. The most valuable target will be ir
the heart of the convoy, and it is without ¢
doubt a troop ship
These targets, wher
encountered alone i
n]){-:n warer, can l'l'liikl
up to 26 knots. Wha
located in a convoy
they become sitting
ducks. As these target
can displace up te
14,000 tons, it is eas
Lo see W'h)’ lh(‘?}" are
the best target.

The second mos
valuable target is ;
tanker. Tankers car
range from 1,00
tons to 10,000 1ons
Evaluation is more
critical in this case
Should the tanker by
5,000 tons or under, keep looking fo
more valuable targets,

Another trick is to look carefully at the



AS BAD AS GNATS A well planned attack can be ruined hy one plane. If you
aren'tin a dangerous position, you might man the AA guns, but in most

cases, the best advice is to dive, and dive quickly.

geo plot, and notice the size of the rarget
depiction in relation to other targets. This,
barring any other uselul data, should be
the factor weighed most heavily. Do not
spend time lingering inside the convoy
looking for the best target. Should an op-
portunity arise, take it. This is especially
true i a ship has already been destroyed;
the escorts will be coming, and they will
not be pleased.

Should an escort arrive while you're still
in the convoy, evaluate its speed, plot a
course which will open the range, and take
any available shots, regardless ol their
quality. Time is of the essence, and better
some tonnage than no tonnage.

Another key idea is to take out ships
quickly, with a minimum of maneuvering.
Evaluate, strike, and move on. Should a
target of high quality present itself, and
only one torpedo has hit the target, ma-
neuver behind and to one side of the tar-
get and open fire with the deck gun.
While doing so, keep a sharp eye out. This
is & risky tactic, but one that is sometimes
worth the risk.

Firing Considerations

When shooting torpedoes, get as close
to the target as possible, Six hundred
meters is my personal maximum for
bow tubes. As stern tubes are much
more difficult ro align, 800-900 meters
is a maximum. Should a valuable target
present itsell, shoot the weapons in
rapid [ire succession.

When lining up a shot from the bridge
binoculars, many captains make a com-
mon mistake, and T am as guilty as any-
one: fixating on the target and ignoring
everything else. It is very easy Lo run into a
target that has already been hit, or anoth-

er merchant that lies
between the target
and the boat. Use the
hot keys (F3 and F5)
to toggale berween the
geo plot and the
binoculars, and pay
attention to the situa-
tion!

Finally, while at-
tacking the convoy,
keep in mind that
some of the convoy
may he armed. Some
merchants have guns,
and can wreak havoc
on the unprepared.
Should one of these
ships open fire, open
the range with that ship or torpedo it, but
do not get in a running gun battle, One
hit of a shell can canse the U-boat to dive,
and this is the last place to be with serious
hull damage.

Once the attack is over, move quickly
away and re-evaluate the torpedo room.
Check on the status ol reloading, and

LOOKY-LOD ALERT The most common mistake a novice Captain will make:
waiting to watch the torpedoes strike their target. It may be a pretty sight,
hut the escorts that are quickly bearing down on your sub aren't!

bring additional weapons down if neces-
sary. Once all the weapons are reloaded,
consider attacking the convoy again,
Should this decision be reached, circle
around the convoy to the point previously
entered, and do it again.

Attacking From Below

Of course there is another school of
thought for U-boat tactics, and that is the
submerged attack. This is difficult, and it
must be remembered that U-boats were
designed as torpedo boats that could dive
to escape. The best use of the U-boat, in
my opinion, is on the surface. But there
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are times when a convoy presents itself
suddenly, and no other option is available.

When making a submerged attack, keep
in mind these key ideas. First, the speed
advantage is gone. When speed is used,
the advantages of silence and sonar are
negated. The only time I consider using
speed is when a target is already within
range, and a turn must be executed to
bring the weapon to bear. The other con-
sideration is battery life. Should the player
select realistic battery consumption, one-
third speed can be maintained for long
periods of time, but a flank bell will eat up
the battery very quickly.

The first consideration when making a
submerged attack is to get as close as pos-
sible to the convoy before attacking. The
convoy may zig, taking them out of range.
Should the convoy zig to either side, the
escorts, which act as flankers and use their
active sonar, may stumble upon the boat
and drop a few depth charges. The chart
will inform the player of any zigs. Try to
time the dive so that position is set right
alter the last zig.

Set up so that the convoy will run right
over the boat. Keep
periscope time 1o an
absolute minimum,
and never look
through the scope
while using time
compression. Escorts
can spol a periscope,
and should this oc-
cur, you'll need to
get deep and get
away.

Once the convoy is
penetrated, keep in
mind that the targets
will, as they pass by,
be moving faster
than it is possible to
turn. Use a burst of
speed to bring the boat around. Have
multiple targets in mind. The idea of a
submerged attack is to hit a lot of ships
very quickly, and then go deep. Don't stick
around to find out if the torpedoes hit.

These tips should bring the player ad-
ditional success, and add to the enjoy-
ment this game will bring. ACEs or THE
DEEP is a complex game, and it is highly
addictive. As success with convoys in-
creases, more rewards are given in pro-
motions, medals, and newer boats. But
nothing feels as good as coming into
port with a dozen pennants flying from
the mast. €
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Ex Libris Arcanis

Wisdom To D."spcll An Inimical MASTER OF MAGIC
by Robert L. Hayes, Jr.

aveal veneficum imimcum!” read the disinte-
grating yellow page. “Beware the hostile
sorcerer!” Thus began the tome [rom
which I have translated this arcane sagacity.
Alas, the provenance of its wisdom suggest-
ed that the rital and calculation required
to produce its arcane knowledge must have
heen during the reign of MasTER OF MAGIC
I.1 and may not accurately reflect the era
of 1.2 or its disciples. Perhaps, 1 shall be
privileged to find a later tome and translate
that wisdom at another time.

“Caveat consilium perfectum...” began
the first page with its advice to be-
ware a perfect plan in

{
MasTt
Macic.
There are no
“perfect plans” for
winning the game,
no simple strategic rules
which will guarantee victory. The
game is simply too complex to be exhaus-
tively covered in anything less bulky than
a full-length book. Unfortunately, I did

ER OF
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not discover the full book, so I will focus
my attention on MOM’s combat system,
one ol the least-understood aspects of the
game. All the tips, strategies, and exam-
ples below are based on my individual ex-
perience with the game. I have tried to
keep things general, but nothing here
should be taken as holy writ.

There are three main types of battles in
MasTER OF Macic: fighting in cities, fight-
ing in the wilderness, and fighting in ru-
ins/nodes. Each type of battle has different
objectives and r{:quircmc:lls, and cach
unit at the player’s disposal is more or less
suited to cach type of battle. The success-
ful wizard will allocate his or her
accordingly.

When attacking an enemy or neutral
city, the most important attribute for your
invaders to have is a decent speed (two or
above). Spearmen slogging across the bat-
tle board at one space per turn will be cut
to ribbons by defending archers before
they can get in position to stand and fight.
Not all attacking units need to blaze
across the map, of course. Your own
ranged-attack forces can be slow, since
they are likely to stay in their starting po-
sitions, and any forces that are missile-
prool do not need great mobility. If a
defending city is lightly held or has no
missile troops, then the speed of your at-
tackers becomes irrelevant.

Of course, when the tables have turned
and those pc‘qk\’ enemy (roops are hﬂit'L_-
ing your cities, your ideal combat group is
significantly different. City delense is where

ranged forces come into their own—cower-
ing behind city walls and, unlike their ene-
my counterparts struggling across the
battefield, hard to kill. Unfortunately, bow-
men and slingers are not usually available
to your cities until the city has become rea-
sonably developed. For most races, the first
units a city builds will be the ubiquitous
spearmen. This is okay. One or two spear-
men units in a city will provide some de-

armies
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fense and will often scare off computer players and rampaging
monsters alike. Then, once your ci arge enough to support the
industries necessary to build missile troops, those original spear-
men can be used to guard the city gate while your new archers and
slingers cut the enemy to ribbons. (}Ftnmst- once you have flying
troops, it’s good o retire those spearmen and let the flyers guard
the door. That way, il the enemy has no missile or flying troops, he
cannot engage you at all, Itllill” your own missile troops have a
field day against their helpless enemies,

BLADE FOR THE BUCK As they slice this Guardian Spirit into vaporware, the
swordsmen of the wicked Eglonis prove why they offer so much bang for the
buck. They're cheap to build, relatively resilient on defense, and get two
attacks per tactical phase.

When lighting in the open lield, missile units are not quite as
useful, due to the greater freedom ol movement of both sides.
Wilderness battles are generally wilder and less predictable than
city lights. When badly outmatched (regular army units versus a

lone settler, for example), the computer player has a habit of

wasting spells before retreating. This can be used to your advan-
tage in the early stages of Llu game when mana is precious.
Chase: that ene my _{tim ACTOSS th map, watc hing as the com-
puter player casts stone skin, web, etc. in cach battle before with-

drawing his troops. Be leery of using magic in the first round of

} u suspect l}u. computer player plans to
withdraw, since your magic is likely be wasted in such a cas
Capturing nodes and ruins, of course, is one of the more inter-

wilderness lu,hlb where y

r'TrJ[JJEI
LS T [

UNIT-WIDE WEB SITE Enemy units decide to stick around until Eglonis’
swordsmen can finish off their livelier counterparts. Ranged spells are
useful when ranged weapons are limited.
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esting aspects of Master OF Macic. Treasure [rom the pathetic
(10 gold pieces) to the tremendous (two Chaos spell books and a
champion-level hero) can be acquired. Nawrally, treasure is gen-
erally proportionate to the risk encountered in getting it, so that
single skeleton is not likely to be guarding any major artifacts.

Attacking these structures is different than regular combat,
though, in that your enemies will not be increasing over time. If
you have the patience and the units, you can simply wear down
even the toughest ruin over a period of years. This is wasteful,
however, and it is better to win the first time. There are several
excellent methods of optimizing a group’s performance when at-
tacking ruins. An old favorite is to use a large stack of well- en-

PUPPIES FROM PURGATORY These priests haven’t got a prayer against these
Hell Dogs. Too bad the wizard hadn’t thought about using regenerating units
to take this vital tower.

chanted regenerating troops (trolls, or for sufficiently advanced
Nature wizards, any troops you have cast the Regeneration spell
on), along with a hero possessing the Leadership auribute. Such
stacks can take on the weaker and medium-powered ruins, and
will constantly heal themselves, making casualties irvelevant (so
long as you win the battle).

Armies raised strictly [rom flying groups are also powerful, espe-
cially when the flyers are missile-armed. A good half to two-thirds
of the ruins you encounter will fall automatically to such invulnera-
ble roops. In the later stages of the game, often a good ruin ex-
plorer is a single incredibly powerful hero or heroine, massively
enchanted with all your protective and enhancing spells, and laden
down with artifacts to further boost his or her already godlike pow-
ers, This option also has the advantage of being a great deal of fun:
wading into nine Death Knights and crushing them all in three
rounds of combat is a marvelous experience.

“Carpe commodwm!” or “Seize the advantage!” read the title of
another page. Obviously, even the ancients felt that the bewilder-
ing array of unit types could be somewhat overwhelming. Infor-
mation was provided in tabular form (Table 1) and summarized
each unit which could normally be built. Some of these units are
specific to a given race, and most require significant industrial in-
vestment in the building city. The first value in the table, Fire-
power, is a measure of the number of hits the unit can be
expected to inflict, on average, in a round of combat (hefore de-
fenders apply their shields). Units with both melee and missile at-
tacks are considered to combine those factors for purposes ol the
firepower value, since most such units fire one or two rounds ol
missiles then close for melee. The Hits to Kill (H'TK) column in-

He ruled the shipping lanes.

m‘::; /Beﬁ{.n.-un‘-] i
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dicates the number of hits, on average, it takes to kill the unitin a
single round. Part of the H'TK value derives from the unit’s in-
trinsic hit points, and part of it derives from the unit’s ability 10
defend itsell. These values are roughly comparable, but many
special attacks cannot be fit into a simple numeric index - poison,
stoning, paralysis (everything that doesn't cause direct, simple
damage) has been left out of these numbers. Thus, manticores
look terrible (Firepower of 3) mainly because their strength 6 poi-
son attack has been ignored. The column originally labeled /n-
cendium Pro Pecuniae (“Bang for the Buck”) reflects the ratio of a
unit’s firepower to its construction cost, while the “Blood for the
Buck" (Sanguineus Pro Pecuniae) veflects the ratio of its HTK to
construction cost.

Another fabulam (Table 2) summarized summoned creatures
and monsters found in ruins and nodes; for obvious reasons,
there is no Bang for the Buck or Blood for the Buck rating for
these creatures. Resistance was not integrated into the tables,
since the pages found did not deal with the magic system. The
buildable unit with the greatest firepower is the Nightmare;
Nighumares also have the highest HTK. Nightmares are general-
ly powerful creatures whose only drawback is that they can be
built only by Dark Elves.

The unit with the highest Bang for the Buck and Blood for the
Buck is the Swordsman (not surprising, considering their incredi-
bly low cost). These values are somewhat misleading, however,
since fully developed cities may have enough procluction to build
four or five swordsmen units per turn, but can only build one
swordsman per turn due to the nature of the building system,
with the rest of the city’s production being wasted.

TABLE 1: COMBAT ANALYSIS

OF BUILDABLE UNITS

Meet the small, un-silent type.
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VOICE MATL 800-314-9841
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Bang/ Blood/
Unit Name Firepower HTK Buck Buck
Air Ship 3.9 21.5 0.020 0.108
Berserkers 14.4 21.6 0.180 0.270
Bowmen 3.6 7.8 0.120 0.260
Cavalry 4.8 144  0.120 0.360
Catapult 3 10.6 0.030 0.106
Centaurs 6 15.6 0.060 0.156
Doom Drakes 8.4 21.8 0.063 0.136
Dragon Turtle 4.5 17.4 0.038 0.145
Elven Lords 10 16,8 0.063 0.105
Engineers 1.8 7.8 0.045 0,195
Galley 1.8 209 0.018 0.209
Golem 36 224  0.018 0.112
Griffins 5.4 23 0.027 0.115
Halberdiers 72 11.4 0.180 0.285
Hammerhands 14.4 204 0090 0.184
Horsebowmen 7.2 14.4 0.120  0.240
Javelineers 12.6 19.2 0.105 0.160
Longbowmen 9.6 9.6 0.120 0.120
Magicians 8.4 7.6 0.070 0.0e3
Manticores 3 15.8 0.019 0.099
Minotaurs 12 264 0060 0.132
Nightblades 7.2 11.4  0.060 0.095
Nightmares 15.6 448 0.098 0.280
Paladins 8.4 232 0.042 0.116
Pegasi 6.4 12.4 0.040 0.078
Pikemen 12 152 0.150 0.190
Priests 8.4 8.8 0.084 0.088
Rangers 8.4 128 0070 0.107
Settlers 0 143 0.000 0.022
Shaman 4.8 7.6 0.096 0.152
Slingers 9.6 176 0,096 0.176
Spearmen 2.4 128 0.240 1.280
Stag Beetle 6 C 21,8 0.038 0.136
Steam Cannon 3.6 12.6 0.020 0.070
Swordsmen 5.4 9.6 0.270  0.480
Trireme 1.2 10,6 0.020 0.177
Warlocks 18 18:2:, 0075/ ' ‘0,055
War Mammoths 6 27.6 0.025 0.115
Warship 5.4 315 0.034 0.197
War Trolls 9.6 248  0.060 0.155
Wolf Riders T 2316; - 0072, 0:236
Wyvern Riders 3 23 0.015 0.115
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TABLE 2: COMBAT ANALYSIS ~ He ruled motion pictures.
OF SUMMONED/ENCOUNTERED UNITS |
Unit Name Firepower HTK
Air Elemental 4.5 11.8
Angel 7 16.5
Arch Angel 10.2 20.4
Basilisk 4.5 31.2
Behemoth 7.5 46,8
Chaos Spawn 0.3 16.5
Chimera 13.2 36.8
Cockatrices 4.8 15.6
Colossus 12 324
Death Knights 14 38
Demon 4.2 13:5
Demon Lord 9 22.1
Djinn 6.9 21.8
Doom Bat 3 21.5
Earth Elemental 7.5 312
Efreet 9 12.9 i
Fire Elemental 3.6 11.2 pr e
Fire Giant 6 16.5
Floating Island 0 45
Gargoyles 4.8 25.6
Ghouls 4.8 15.6
Giant Spiders 2.4 21.8
Gorgons 9.6 43.2
Great Drake 15 31.5
Great Wyrm 75X 46.8
Guardian Spirit 3 11.2
Hell Hounds 7.2 18.4
Hydra 29.7 100.8
Magic Spirit 155 11.2
Nagas 3.2 13.8
Night Stalker 24 10.9
Phantom Beast 5.4 20
Phantom Warriors 5.4 6
Shadow Demons 10.8 24.8
Skeletons 5.4 13.2
Sky Drake 12 27.1
Sprites 6 6.4
Stone Giants 9 22.1
Storm Giants 6.6 21.2
Unicorns 8 27.6
War Bears 4.2 17.8
Werewolves 9 3.8
Wraiths 84 38 65 .
Zombies 5.4 21.6 ; B."Mayer Photo: UPl/Betiman
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Of the units with higher costs, Berserkers and Halberdiers pro-
vide the most Bang for the Buck, while Halberdiers, Cavalry and
Nightmares provide the most Blood lor the Buck. The clear loser
in the efficiency category is the Catapult. There are units with
similarly low efficiency ratings (Manticores, Wyvern Riders) but

those units have highly ll's{‘ﬁl[ special powers that are not reflect- |

ed in the table,

Several units have special ability combinations that can be ex-
tremely powerful when properly used. Elven Lords, Griffins, and
Paladins all combine first strike and armor-piercing attacks, ren-
dering them all but omnipotent against normal units. One Elven
Lord unit can easily defeat nine ordinary spearmen or swords-
men due to this effective combination.

HYDRA IN PLAIN SIGHT It takes a large army and lots of magic to take out a
hydra or two.

Other highly useful units are Berserkers (good general
fighters and reasonably inexpensive), Horsebowmen (mount-
ed bowmen that are a good value for the production), Slingers
(inexpensive and very powerful) and War Trolls (good fighters
and best of all, regenerating). The fantastic units are some-
what more difficult to quantify, as almost all have special pow-
ers and most have more than one. The immunity to magic
possessed by Sky Drakes renders them among the most diffi-
cult of opponents, since only mundane weapons will have any
elfect at all,

The powerlul, life-draining Death Knights can overcome all
but the strongest ol normal armies, and generally significant
magical resources will be required to defeat them. The ability
of Demon Lords to summon three other Demons can be devas-
tating against armies not able to eliminate the Demon Lord be-
fore he completes his summoning. The teleporting Great
Wyrm is mpahle of killing most units in a single blow, but is
]mlpltm\ against [lying armies. The sheer vitality of Hydra
make them very annoying to fight, but a strong army can gen-
erally defeat them.

The last page crumbled in my gnarled hands and I sprinkled
the pieces into a potion 1 had concocted. It had ended with the
suggestion that MASTER OF MaGIC rewards combined-arms tac-
tics and that the wizard who will be victorious on the battlefield
is the one who will have used the proper unit in the proper
role. In other words, 1 smiled wickedly and drank the newly
fortified potion, “Keep your armor oiled, your sword clean,
and wever let the computer fight your battles for you.” Waords to
conquer by, indeed. &
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31466 Caesar's Palace - WINDUWS

THE PURE WARGAME
£ Dealh from

THE PAGEMASTER

This sensory
= stimulating
J e animated CD-

o 8 ROM pame s
dﬂ?md\lk based on the
film The
Pagemaster’
released this
year starring
wellknown
‘Home Alone’
star Macauley
Culkin, The
game plicks up
where the
exciting movie
ends, so s
like getting, an
Instant sequelt
Features film
quakity animation, oulstanding graphics, and
robust movements. This ly CL-ROM will fasei-
nate kids and parents alikel Mac CD version

avallable, please call
$40|

TURNER IBM CD #36968

| Team features 5 challenging missions with multiple

SABRE TEAM

Fowur hostages
are being held
at the Amerlcan
Embassy in
Londnn's West
End. You arein
contiol of the
smallest and
MOsE Secretive
fighting unit in
e British Army,
The Sabre Team.
Infiltrate the
cmbassy, 1escus
e hostages.
and treat the
terrotists with
extreme prejus
dice. The Sabre

difficulty levels. Beautiully crafted isometric game
landscapes and digilized speech. 1BM 3.5" version J

also available,
MICROLEAGUE IBMCD #35591 $34 I

. 31593 Cobra Mission .......

IBM RECREATION

32064 Campalgn 11 ..., .34
27743 Canrier Shilke ... LAl
31523 Cartbers sl War 11,

34267 Casing Master Gold - WINDOWS
37163 Cosinol - WINDOWS ...
JAGHG Casthe Conglest
26332 Castle of 0. Braln - VGA
28774 Castles 1z Slege & Conguest
34074 Celtle Tabes: Balor Evil Eye
20471 Centerfold Squares. ..,
28216 Chaflenge of the 5 Realms . o
32522 ChessMaster 4000 Turbo - WINDOWS 4
5677 Chessnet 3 Sinple Caition | chvwes
26806 Civilizatlon *

32620 Civillzation - WINDOWS.

31328 Clash of Steel: WWIL 193945 ...,
33827 Classics Fun Pack - WINDOWS .
36251 Classics Pinball ..

celebration of our

IBEM RECREATION

34028 D-Day. The Beginning of End .
33234 Daemansgate
34162 Dork Legions ..
20129 Dark beed ...
34765 Dawn Patrol ‘ veiiisea
30897 Day of the Temacle: Manlar II [ 34
33334 Delta v . i

37076 Descent .
32010 Detroit .
36747 Discworld ...

34307 Disciples of Steel A5
37643 Dominus . S: F J
33894 Doom | Knee uenp in the Dead 7
35719 Doom I Hell on Earth . v adeds R 13
36791 Doom |1 Hintbonk -1
29224 Dragon's Lalr Il 35
37094 DragonSphere L
32967 Dream\Welr ... .3

10th

year anniversary, look next
month for details on our new
Gamer’s Club.

37445 Collepinte F\mmyﬂvarﬂa 5Iﬂ!u WIN
37434 Colleginte UCLA - WIN

37435 Colleglate Univ, r!lllmlr!u WIN
37439 Colleghate Univ. of Michigan - WIN
37443 Colleglate Univ. of Oregon - WIN .
32830 Comanche & Mission Disk #1
30560 Comanche; Mission Disk #2
37300 Combat Classics 3 ...,
29867 Command HO Classic
2084 Command Stirship
A29 Companlons of Xanth |
4553 Conquencd Kingdoms .
31453 Conguered Kingdoms Scenario
20237 Conguest of I =
22035 Contdor 7 .
31647 Crimue City .
32369 CyberRac:
32066 CybeiSpace
37566 Cybershike .
36087 Cyclones ...
33602 D-Day: Up:'mllﬂi! Oventond |

CP.SINO MASTER
B This powerful

size forces. This is definitely not just another tactical
wargame. TPW truly embaodies the real feel and
challenge of aliborme assaull, and gives you a

i Above, Volume new version of
L. The fisstina Casino Master.
new series, TPW Inchudes 9
invalves eight asino games
different airbome with full-maotion,
uperations!| orescreen
Each scenario video instruc-
embaodies the ton by noted
aclual units, professional
spexific landing gambler John
sites, and the Patrick, plus a
company o casing travel
battalion make- pulde. Some of
up, This tactical the games
level operations i ‘\I \“ l_rl \vl I “ Included are
of aitborme uses A Blackjack,
mainty Company TN CRAMRCCER | Craps, Rouletie,
and Viden Poket,

qae 18M 3,5 #35573

whole game experienced

Slots, Keno, and Red Do, Realistic simulations and
sharp graphics let you make all bels, Includes a
complele manual will rules and strategy for all
parmes. Learn while you play, Mac CO version avall-
ahle, please call

CENTRONSOFTWARE 13M CD #36781 $28

30684 Dune I
32978 Dungeon Master 2
35164 ETO: D-Day - WINDOWS
32586 Eann Invi
30050 EFFish
30119 Empire Deluxe
32082 E

pire Deluxe Scenario
34605 Empire Soccer |
36091 Epic Pinball ..
34593 Evolution
35742 11174 Classic

28794 F15 Suike Fagie 11 -
35288 FIFA Intemational Soccer
26585 Falcon 3.0 ..
34272 Falon 4.0 .
33664 Falcon: FA'1B Hormel -
31442 Falcon: Mig 29/Deadly Ad\.'e-lsaly
31690 Falcon: Warthog A-10 3.0
26783 Fields of Clory
36832 Fighter Wing ... ..
3059 Pashtack ..
34273 Flan Top
32880 Arct Defender: F14 L
35744 Fleet Defonder: F-14 Scenario .
36580 Right Commander 1 ,

32632 Fight Light .

36698 Hipht Shop 50

37558 Flight Sim: Caribhean Scenery 5.0 2R
36695 Right Sim: Europe #1 5.0 o2
37557 Flight Sim: Japan Scenery 50 ... 28
32901 Flight Sim: Las Vegas 50 ... <31
31728 Flight Sim: New' York Scenery ... R
31657 Hight Sim: Paris Scenery | 28
36693 Hight Sim: Portland 50 k1]
31273 RAight Simulater 5.0 . F 43
37638 Alght Simulator 5.1 i .43
34277 Formuta One Grand LALL
35772 Furtress uf Dr. Radia PR |
32525 Four Play .. ]
30373 Freddy Fha!kas e s B
I1A02 Freddy Pharkas Flllll HOOH n
34611 Freclancer 2120 . 35
36247 Front Lines . a1
34894 Front Page Spurts B-AWT.N .42
35314 Front Page Sports; Football 95 .. 42
35313 Front Page Sports: Football Upgul a5 28
32972 Frontier - ERte 11 . FORRS: &
35975 Frontier: 15 Encounter . o
37589 G-Nome . . i a1
32130 Gabriel Knigh .37
33642 Game Maker 2.0 s
27746 Games Master . .20
31514 Gateway 1l ... 34
IV CenghisKhan Il .. s




CAR'I'DDN HISTORY UNIVERSE

A brilliant, hip

1 and hilarious
adventure takes
you from the
BigBang lo
Alexander the
Great. The

H historically

faithful trip is Jed [IEE0

by the Amazing
| Professor who'll
f| make you laugh
as he leclures,
Enter imo his
o Time Machine
and be prepared
Bl o experience
| all the welrd
and wonderful
Iistony they never taught you In school. Features 17
Interactive games. For ages 10 to 100, it will enter
tain and educate your whole family. Mac CD
version avallable, please call

UNIDISTRIBUTION IBM CD #36627 $30

CYBERIA

The year is
2027, Global
termorists rule.
Mankind lives
on the brink of
destruction, As
H that ksn't homor
enough, a
device, code
named Cyberia,
has just been
discovered
beneath ihe
frozen waste-
End of Neethem
Asia, Butthis is
no ordinary
device, This is
the ultimate
doomsday device, develaped by an anclent civiliza-
| tion. They created it to be the ultimate protector of
| @ new world order, Now, its discovery could mean

the end, unless.

INTERPLAY IBMCD #36477

IBM RECREATION

34000 Gidlfrkend Lisa .......
34436 Glrtfriend Ter
36461 Chder 4.0 - WINDOWS
34283 Global Response
28808 Cobiluns
I0465 Goblins I
33343 Gokilina 1
36550 Gobilins IV ...
37081 Golkdtres Engine
28300 Coll - WINDOWS ...
34826 Coll Courses: Banli Spring: W[NDOW
3AB27 Goll Courses: Mauna Kea - WINDOWS |
A0 Golf Courses: Pinehiust - WINDOWS
IBTH0 Good to Fm ... .
33335 Grandest Fleot ..
33704 Great Noval Battles 1l .
35743 Cunship 2000 Classic .
INGAHAWLD .
35444 Hamimer ¢
32527 Hand of Fate :
32594 HardBall Il Dlarnoﬂd CollecL
3’!“ Harpoonil .,

5707 Harpoan |1 Il-"lle-\l! OZ
la‘ﬁ.l Heavy Hockey
37696 Heretle ..
es of Might & M&pn
xx: Heresy of the Wizard
36245 High Seas Trader ...
3766 1CC HOCKEY .. . vmvvvmaanias
29952 meal
33325 Incan
A6548 Inca Ll
33139 Incredible Toons ...
35348 Incredible Toons - WINDOWS
26920 Indiarsa jones Fate of Allantis
31471 IndyCar Racing., .
35105 InadyCar: Cliculls Fxp.:nslon P.:(k
5106 IndyCar: Indlanapolis Speedway
34449 Inbewl the Ean
36393 lon Cross ..
37703 Ishar 3. 7 Gates of Inllnl‘y
32982 lshe of the Dead ..
27314 Jack Nicklaus Sy
28696 Jack Nicklaus Signature Tour
30628 Jack Nicklaus Signatute Tour 2 .
3180 Jagged Allance
IHIAG fagped Allance Addan
34166 Jeapardy Deluxe -,
32968 Jeopardy Deluxe - WIN DOWS .
33993 Jeopardy Sports Edition .
32127 Jeopardy with Alex Trebwck -
37203 Jet Fightet 11
3TN0 Ngsalt. ...,
35875 Jorune: Alien Luy(
33740 Jurassic Park
J0672 Kasparow s Gambit
ZRO04 KIng's Crest Vi
32076 Kingdoms of Germany
34303 Kingmatker ..
36972 Kiik i’ Pay WINDOWS
31595 Knights of Xentar NR13
35210 Knights of Xentar U‘phr.\dt
31420 Lands of Lore ...
28561 Legend of K\.mndm i i
37527 Leglans - WINDOWS . I
25424 Lolsure Sultlamy Vv oL
32785 Letsure Sult Loy VI ...
36744 Lemmings Holiday 94
25284 Lemmings |,
36743 Lemmings 1« WINDOWS
30372 Lemmings I,
27660 LUnks 3806 Plu :
J0AHE Links: Bantf Springs SVLA
31444 Links: Beltrey Course SVGA ..
36148 Links: Bighomm Course SVGA ..
34306 Links: Castle Pines Course SVGA
32478 Unks: Firestone Course SVCA ...
31507 Links: Innlsbrook Course SVGA . PP
29740 Links: Mauna Kea Course SVGA ...,
32479 Links: Pobble Beach Course SVGA
JOTIH Links: Pinehurst Country SVGA
35319 Lowde Runner ...
35320 Lode Runner - WINDOWS
34286 Londs of Midnight ...
34024 Lords of the Realm
337306 Lot Admiral Il .
20504 1ot Trensures of Infocom |
2H005 Lost Tieasures of Infocom 11
328A1 Lucky's Casing Adventure . ...
33500 M4 Shonman Tank - WINDOWS |
35741 Master of Magle ..
31433 Master of Orlan
28153 MechWardor / Ba
32603 MechWarrior 11
JA156 MednWarrior 1| Add-On .
37284 Mega Man X .
31594 Metal & Lace - F'('}!
33223 Metal & Lage Upwam Disk NRIS .

&y 31428 Ralleoad Tyeoon Dofuxe ..

IBM RECREATION

+ch; Earth S1‘|,.|!5Pl.’t‘f|l I‘dck .
37005 Mig-29 Add-on Vérsion S i
28378 Might B Magic Clouds of Xeen
9 Might B Magle DarkSide of Xeen
I5H13 Mighty Morphin Power Rangers
31816 More Increditle Machh

35347 More Incredible Machines - WIN DOWS

34658 Mortal Kombat / GamePad Bundh, A6
36097 NASCAR Raclng SWGA .
36996 NBA Jamy . ...
33215 NUAA® Road 1o |I1r [t |u £
AS037 NFL 95 - WINDOWS . PR SOt
7410 NHL Hoehy . RN 23

37092 Navy Strike .......
36365 Operation Body Count
34451 Operation Crusader WI:I\DOWS
33390 Quipust . . —
33340 Qutpost - INDOWS ...
33464 Oxyd Magnum .

33087 Pacific Air War: lB-l" . aerad
15739 Pacitic Air War: 1942 Scend |r|n in
32502 Pacific Strike

32503 Pacific Strike S]'H'L‘(Il Disk .
29804 PacificWar. ...
36480 Panzer Ceneral .
33735 Perfect General || srprae
32948 Perfect Ceneral THIOEY .. ..oooeeioieaainnes
27151 Perfoct Leneral WWI !vtt‘rklrln .- |
37096 Pilot's Che
25088 Pinball
30098 Pirates! Ge
35745 Pirates! Gold - WINDOWS
37083 Piea Tycoon - WINDOWS
36057 Planel Soccer |
3730% Point of Allack
25783 Palice Qest 111
32079 Pollce Cuest IV
29618 Populaws il ...
32604 Power Game .
36243 Power Hous
27104 PowerMonge
36774 Powerhits: Battietech
I6TTT Powerhits: Scl/R
367 7H Powerhits: Sports
I6TT9 Powethits: Srategy
35573 Purne Wargame
30630 Prince of Pessla Il ..
34655 Pro League Baseball
35935 Quarantine . . . ...
32863 Quest for Glory IV . .
36629 RELENTLESS: Twinsen's A(I\\.‘r\lult.' (Rl E - |
345490 Ralden

230506 Raliroad Tyeoon Classie

- 33320 Rally: The Final Round .
= 35255 Rapton: Call of the Shadows
L2868 Realms of Akanla ...
36384 Aeatms of Arkanka: Star Trail
6306 Ruatms of Arkania; 5t.u Trall Al
- 35356 Red Baon

1502 Red Crystal ..
37700 Renegade: jieob's Star L ;
S AI06RT Retumof ihe PFimiom . 34

KING'S QUEST Vil

Those wacky
royals are at it
againt King
Graham and
Queen Valanice
think it's high
time Princess
Roscila got
married, During
awalk in the
woodds, the
Cueen and
Princess are
throwm into a
wild fanlasy
world, and lake
turns looking
for cach other
e i handsame,
mysterious stanger. You must help them reunite and
Telp the Princess gel her guy! “Ring's Quest VILls
fur aned complex, with somie really good puzes.”
PC Gamer Magazine, November 1994,

SIERRA 1BM CD #35326

Sudbur

IBM RECREATION

31630 Return o Zork
36588 Reunlon
33938 Rise of the Robots - \\'INDOWS
36936 Rise of the Triad .
352306 Robinson's Reqguiem ...
23330 Romande Thiee Kll’l]'llﬂl“\ lll
31561 Royal Flush
31343 Rules of Engagement ll -
33206 SSN-21: Sea Woll
35500 Sabre Team .,
32070 50m & Max Hit Ihv I!r:nd
NFI0 Scenery Collection USA East 5.0 .
73 Seepery Collection USA West 50 an
26704 Secict of Mankey [slon, aEearFan

35461 Sensible Soooet

34656 Serf City .. 36
35316 Serious Saccer 21
26233 St (||IL'suI'{.uI'u cl.Nllrlll'llluhlh\".'

31817 Shadow of Yserblus .
34289 Shadow of the Comet 2
31510 Shadowcaster .
35287 Shanghai il - “IM}UWS
30492 S Meler s Triogy
28674 Serra Awand Winning Bunale sinsnai
27283 Sierra Dymamies Bundie - VA ...
35506 SitverBall Plus2 Pinball |
26824 SimAn Classic. . ... a
28668 SimAN! Classic - WINDOWS .
31457 SimCity 2000
34246 S5imCity 2000 - \VIN[IUW‘u
33915 SimCity 2000; Great Disasters == 16
35752 Simiity 2000 Great Disasters - WIN .. .. 15
31410 SimCity Classic A
31455 SlmiCity Classic - WIM)OWW
34708 SimCity Classic Graphics
37042 SimClassic Collection .
37043 SimClassic Coliection - WINIWS
24471 Simk Insshe ., 5
26503 5 Classle - WINDUWS
31454 SimFarm .
25115 Simbicalth
20724 SimLie Chissic
30833 Simbife Classic - WINDC
37593 SimTower
32082 Simon the Son
ITH9 SInk o Swim
35592 Soeeer Kid .
36019 Salitaite Antics LTS i
22085 Soiitaite Antics - WINDOWS .
37228 Solit elue - WINDO\\S Fravers
30590 Space Hulk . caeiias
28440 Space Guest v..
31656 Space Simulator
4704 SpaceWarnd Hot v
347hH4 Spaceward Hol 1
29854 Spear of Desting .
34294 Spear of Desting: Mission 2 ..
34265 Spear of Desting: Mission 3 ...
33342 Spectie VR ... waiu
32189 Spoesd R flkﬂ.ﬂlml Racer X
28899 SpaliCasting 301, Spiing Break
33296 Spelicasting Paity Pak ..........
IGUAT Sporting News Pra Foolball 1994
!5411] S i

U

Whal was once
a peaceful
countryside Is
NoAw a harren
wasteland. The
citizens are now
mene ghosts,
cowering behind
drawn shutters
In the remans
of their ruined
willages. Kraelich,
once the most
powertil wizard,
Is now only a
captive soul,
frozen n anolher
dimension under
his foetress. The
Cltadel of Light 1s now the Citade] of the Dead, You
st find Kraelich and restore the Citadel and people
tor their formwer glory, Thirleen dungeon levels, 1,000+
roxcms, aned 100 evil creatures will make it hard,

$18

MICROLEAGUE MAC #3089

MA 01776

GLIDER 4.0

Deceptively
simple arcade
game that pits
you, as the pilot
of a paper
Dirplane, against
a house full of

i surprises. Your
goal is o fly
your plane
across each
room, without
crashing inta
fumniture or
encountering
other hazards
such as tables.
helicopters
electrical outlets
and candles. Your only help is to shoot an occasional
rubber band at an enemy or capture a battery for a
turho charge. Features hundreds of rooms inan
eccentric old mansion to Keep you busy for hours

Gllder 40

WINDOWS

VERSION O/l

CASADY 8 GREENE ~ WIN #36461 $30

DOOM Il

Sequel to the award-winning DOOM. An awesome
virtual reality action game features more levels,
more demons, more Weapons, more excitement
and a whole new story! Stunning graphics, intense
gameplay, and & skill levels make this the ultimate
action game. Supports up 1o four players using a
LAN. Fealures 256-color VGA graphics, digitized
soumd, joystick, mouse and gamepad support,

GTSOFTWARE  IBMCD/3.5 #36320 544

CRYSTAL CALIBURN PINBALL

Pinball wilh an
attitude! The
feel of real
pinball from the
developer of
Triston and
Eight Ball Defuxe.
Features expert
flipper contral
spectacular
sounds and
authentic speech,
Play muliball
ot alm for the
30 ramps. It
includes an
auto battle
feature, along
with full Nudge
and Tt features. "Crystal Calibum sets a new standard
for realisthe pinball on o compiaer, thene's nothing ke
this game.” COReview. CALL for MAC pricing,

Crystal Calthuri

$30

STARPLAY

WIN #36303

i3 -




T,

“Blgger and
i hadider than
M your average
speaker, the J-
S90AV will make
your nelghbors
whimpet” ioars
Compuler Game
Review, These
stylish 2-way,
powerful
speakers are
e talk of the
town featuring
@ maximim
output of 30
| walls and a
frequency
range from 50
16 20,000 Hz. Bullt-in amplifier Bas a lotal harmonic
distoation of 05% and a rated oulput ol 14 walts
P channel. Avaitable for your PC's & 100%
compatibies

$63

JALZ 1BM #36500

Gelebrating 10 years!!

&t 3
26706 Star Trek "EIII J\:ml\.u:mq.
31772 Star Tock: Judgment Rites

34170 Star Wars Screen Saver WIN Tt 22,30
32808 Star Wars Lhess | + 2z
an

ke a4

30926 Street Fighter 11 R = S |
27188 Strke Commander ... ]
30608 Strike Commander Speech DK e v o2l
32114 Strike Commander Tactical 81 . ...0000000.23
35614 Suip Poker Pro 12 Data Disk PP ¢
31886 Strip Poker Professional . ..........c0veinnee, 30
35144 Sub Battle Simulator L]
35151 Sub fattle Simulatos 11 - WINIX I\'J'S a
33331 Subwar 2050 35
37091 Subwar 2050 Scematley ... 21

35362 Super Skill . s
37282 Super Street | mlu-n I
26041 Super Telds ... —

32605 Super VGA Hartler ..., i

34303 superhern: Liage of Ilntmlu n 32
30154 Syndicate In
A3A5R Systom Shock iy -
34305 TFX: Tactical Fighter . ARER Y |

36820 TV Guide Crosswords - WINEH}WS RAPRRRA ||
35160 TacOps - WINDOWS | i
31260 Terminator 2 Chess Wars
17179 2029 .....

SOCCERKID

An evil alien
spaceship has
stolen soccer’s
Word Cup and
scatticred 1t
around the
wotld in five
pleces Without
I, there will be
no World
Champlonships
this year! There's
hope, berause
Soccer Kid is on
the casel Armed
with his Urusty
soocer hall,
Soccer Kid sets
oul on awarld:
wide jourmey to recover the five pleces in time for
the Champlonships. His quest takes him thiough 5
cotirteles, flled with dangees and pitfalis. Help him
face over 30 levels of enemics whose poal s to rid
the world of Soccer! 1BM €D avallabie,

MICROLEAGUE  IBM 3.5 #35592 szo

Starting ot with
an empty stalde
and a million
bucks, you sel
out to make
your mark in
he world of
racing. You are
a hrafner/stable
owner, spedial-
Iring in fit racing
Buy horses at
auctions or at
sedling rawes, irain
them, and then

{ enter them in
races. Seiect the
Jockeys who'll
tide your nag to
the winner's circle or into obscurity, Fealures some
of e biggest racus from W British flat racing season,
Plus the Classic races of four main tracks! Uses
graphies with 30 serodling for unt Bl realism

WIZARD GAMES  IBM 3.5 #36790 531

31422 Terminalos Rampage |
23134 Terror of
2R095 Tewis Classic

29356 Tebis Trin .

32154 The Dig . PR ERaa
34291 T'|It'.lllt' u| Dl'.lﬁl

3990 Theme Pk ...oooviaiiinn ) M
BIBI2TARGICN ..o
32152 Tie Frghter

29906 Tige:s on the Prowd

35308 Tony LaRussa Bascball 1l 2.0
32800 Tower Controtler el
26142 Train Englnew - WIN o
37084 Transporn Tycoon - U.I\I:)Ous
37588 True Lies ...

35776 Tunnel Rat %

36452 U-toat - WINDOWS

24619 LUSCF Chess

27431 Unima Underwarkd |

25869 Witima ViI: Serpent sle ... o
35873 Ultima VIIL Lost Vale Addon
32879 Ultiona VI, Pagan ..

33777 Ultima VI Pagan Speech Pak .
34434 Wilimate Domain ...
29620 Ulrabots | che
36041 Unnecessary Roughness 05 .,
0761 Vel of Darkness

2859 Vietory at Sea

33934 WW2 Alr Force Commander .
IST0T WWI Flight Sim Toal Kit
31641 War in Russia

36708 Warcralt: Orcs and Hum.m g e

34653 Wargarme Construchion et Tunk\- 2 |

31521 Warlords Il . PSRN ' |

25222 Warloeds 11 Seenitin ! rl|ln| ki

37093 Welliis 15
BOR R TN A

ey P
PR 14400 DATAFAX:
JODEM s~

s i e gt s, \ g
b i et

V.32bis with VAZbis Suppons 14.400bps
i and transmits data at 18,400 with V.Aa2/MNP 2-
4 error control and V.A2bis/MNP 5 data compres-
sion, tor up to 57.6000ps. Send and receive faxes
while running other appications, send group and
delayed faxes, and create personalized phonehooks
for quicker diating, Compatible with most poplae
fax and communications soltware packages.

Fealures a S-year warranty
$118

USROBOTICS 1BM #28367

SPECTRE VR

The Cybenworld
has never been
w0 realt In this
sequed to the
best-salling i,
YOUu Can soar
above the action
Inyour advannod
transforming
cybercralt, There
are a whole

new group of
enemies you
st deal witly
Iliee slicers and
smart ackd

[pooks. Fortunatehy
you have smarl
weapons=like
prlse sts, spinnees, smart missiies, proximity
mines, cyberblasts and scattershots! Lscape through
ronsporler gates! Submerge into cyberspacel This

Is vt just another game=-its another reality! Mac

C0 version avatiable, please call. $38

VELOCITY IBM CD #34608

NDER A KILLING MOON

Lgits, camera,
action! This
movie pows light
years beyond
any other Inter-
aclive product
You're Tex
Murphy, Private
Investigator,
loaking for a
case o solve
on the streets
of post-Wwill
San Francisco,
This Virtual World
8 lets you explone
every nook and
craney o @ room.
Loak up and
down 1o cluis, o m to see i anyone's beting
yout Features orginal music, dighized volces and
sound elfects, plus the talents of many Hollywood
stirs. Phay through scemnes, then splice e together
100 CCIRE YOUIE DN MEOvic, Youl re the director)

ACCESS IBM CD #32037 $54

e

IBM RECREATION

2510 Whee! of Fortune Deluse - WINDOWS .34
31643 When Two Workds War ...

25792 Willy Beamish - VGA L2
36785 WinVegas Volume 1+ \'\"INDO\\‘S 17
36786 WinVegas Volume 11 - WINDOWS | . a7
367H7 WinVesas Volume Il - WINDOWS o

a7

31509 Wing Commander Academy
27287 Wulu, Commande | Deluxe. ...
32006 Wing Commander 1 Special Opw.mum
25968 Wing Commander Il Speech Disk .

32106 Wing Commander Il w/Speech

34763 Witchworld . CALL
25001 Wirardry & L!.!nuor Lhc Cosnw: : 36
26417 Wipardry 7: Crusader Doek Savamt 41
26475 Wirardry Trilogy 11110 29
32000 Wizardry Triogy I VALY . 34
36271 Wol it or Be Hunted 40

34500 Wotferstein 3-0 .
34500 Wollpack ...

27709 World Cirouit Grand Prix ..., i
32477 Wold War I Battle South Pacific ..., a4
15215 X-COM: UFO Defense a1

208941 X-Wing
32034 X-Wing: B-Wing Tour of Duly
30898 X-Wing: Impedal Puisuit ...
34699 Zephyr | :
34181 m..t.rg wmuows
36367 Tono |

IBM CD-ROM RECREATION

336H3 10ear Anthalogy Classies . ...,
32903 11th Howr .
36593 1830: Rallroads
24888 5 Fool 10 Pak Volume |
I60LYT 5 Fool 10 Pak Volume 11
I7hEL e Superiak
29037 Tih Guist :
32655 ADBD Dark Sun: Shattered Lands |
A5H78 ADED Durk Sun: Wake Ravager |

51
51

32825 ADBD Dungeon Hack | 36
34161 ADBD Cenie's Cusse .. 40
36958 ADED Menzobemranzan .. e
34165 ADBD Raveniof: Strahds Posses . 52
IO Absohie Fere EL
35254 Aces of the Decp . a5
34717 Aces of the Pacific ... ... RO T
34719 Aces over Furope . . 38
36729 Acioss the Rhine: 1944 ., ab

33011 Acuis: Guardian of the Feet |
36278 Alr Combal: US Navy F:ghlus .
36757 Al Havod Controller ...
35157 Alr Wasirior |1 i
15365 Alr Wartor Super ...
15806 Allen Legacy
34944 Alien Logie: Jorne
35720 AllPro Foatball 3
35527 Alb-Star Sparls Coll

32513 Alone in the Dark. ...
37074 Alone in the Dark 11 .
ILONG America’s Civll War
I6AGH Anyone for Cands?

ARC OF DOOM

Earth is on the
brink of ccolog:
ical chaos. will
earthguakes,
telal waves and
volcanoes
thiealening all
lite! Redmond
Institute’s Alpha
Team is sent 1o
the hot spots to
investigate, but
naw Uhey've
disappeared! To
find them, you
must rely on
codes, garbled
messages and a
sclentific
database. Point and dick your way through purzics,
LIFO ehirses, and top-secret information. Mulliphe
e endings and non-inear game play make this
one ol the most exciling games of e year!

SUNSTAR IBMCD #3691

" 3ARSE Command and Conguet

- 34650 Cowbary Casing

$32|

IEM CD-ROM RECREATION

7500 Areaa Bl Serolls =
35BS Avmoned Fist

37039 N\u!lif\‘\lﬂ[llllk Wan Games
35311 Babylon 5 :

36010 Bandits

37159 Batile Chess Compllation
26439 Battke Chess Enhanced
37205 Rattle Cresiser JO00AN
36042 Banie Iske 2200
34448 Batdedrome
32602 Beneath a Steel Sky ..
34422 Betrayal al Kaomdor
34638 BioForge Interactive Movi
37597 Blake § Planet Strike
35593 Blood Bowl

32981 Blood Net ...,

6339 Blown Awiay
506 Hiue Fo
37206 Bobble Fischir Teachis Chiss
34486 Brain Drain
33660 Buzz Aldrin's Ruce to Space
37517 Cadillacs B Dinosaurs veu
37200 Caesar's Woald of G nmNm;. A
32963 Compalisn R
34279 Cannon Fodider
35318 Capitol Punishment
34168 Casties |1 Siege & Conguest
35442 Colebrity Poker .. ... iy
3699 Cential Intelligence
5005 Champlonship Pl .

35420 ChessMaster 4000 Turbo
36NG Colaniration: Sk Meler's

031 Command Starship

s Blood
s of Xanth

14, 57357 Complete Basketill MPC 10 ...

9767 Conan The Cimmernian
35650 Cormdor 7

" 36HH4 Creature Shock .
35100 Crime Patiod

35224 Crime Patrol 2: DI WIS ..o
35768 Cyberdudas R

32715 CybarRace ...,
35736 Cyberspace
ir,lnj CyberTonot

37700 Cyberwar

33973 D-Duy: Operation mmlnr.l »
33235 Daemonsgate . ...

29804 Dagyer of Amun Ra l«ll.ll-] Uu.v
36750 Damesia

33920 Dasing, to Fly

3 Dark Leplons
!"? 13 DXtk Seasd
35730 Dawn Patrol ...,
AOHHO Dy of e Tentacle
36044 Deathyite i
36453 Della Vv .
36746 Discworkd .., . .
36GL2E Digital Dicamwane
370a4d Dominus

AGA20 Doscan 11 Hel on

36791 Doom 1 Hindsoos ... 1"
31564 Dracula Unleashed | IiaiaEime dadanems ol B
37020 Deagon Lo, Chapler 1 P
a0z Dhlh(]l!\l M, : . sondll
LA
.
52
i??l‘}" Bungeon Master 2 . e 35
JATH ESPN Baseball (.tltl:m;, PPN A 1
34779 ESPN Buseball: Delensive I’I.ng. PR | 1
34778 ESPN Baschall: Hitting AR R
JATHO ESPN Haseball Pitching e . .
I47H6 ESPN Foothall Didensive Bagk 35
34789 ESPN Football: Linemen 35
34787 ESPN Football: Quarterback 35
34THE ESPN Football, Receiver . a5
34783 ESPN Golt. Full Swiny

Putting a6
JATH2 ESPN Golt: Shot My I
JSHOH ESPN Lets Play t
5809 ESPN: Let s Play Sodcer
35812 ESPN: Let's Pay Tennls
36525 Eight Ball Deduxe Prnball Shian
35361 Emphre Detuxe Masters Editiun
3115 Eric the Unready . aovian
31429 15 Strike Eagle 111
Th7I HE el Socoer
34740 Falcon Golg
35944 Family Feud .

36203 Fantasy Fest . .,




SIM TOWER

SimTower ks an
entertalnment
simulation which
gives you the

N power 1o bulld
ahigh-rise
skystraper,
satisfy your
tenants needs,
and manage it
into o profitable
commercial
enpie. As owner
and landiord of
{hee bulding.
your objective ls
o develop a
balanced and
profitable plece
of commerchal real estate by leasing oul space and
opening businesses inside your tower for condos,
hotels, offices, restaurants, shops, movie theaters,
subway stations. parking lots and other amenilies.
Mac version availahie

MAXIS 1BM #37593

$33 !

DRAGON LORE

Step into the
dark, temitying
wonld of Dragon
Lore, where
dragons roam
the Earth and
Loeets nule the
fand. The dark
Knight Haagen
Von Diakonov
murdered your
tather and
destioyed your
castie. Toavenge
your father's
death, you must
became a
Dragon Knight!
S0 heglns your
dangerous joumey in Dragon Lote. The first in a
Wilogy of fully-rendered 3-D role-playing adventures
fhat fook and feel ke nothing you've ever played

before it's the ulimate fantasy graphic adventure!
MINDSCAPE  IBMCD #37020

546

IBM CD-ROM RECREATION

35764 Fighter Wing
37458 First Wave Game Patk
34348 Fveon 5 ..
36018 Hash Traffic .
35714 Fleet Defender. F14
36591 Fight Comman
LYY Fight Shop 5.0
IBOAUG Hight Sim? I.ur:]pc l'l 5 LI
BRI Fight Sim: Las Viepgas 5.0
36693 Alght Sim: Portland 5.0 ...
36979 Fight Simulator 5.1
27755 Flight Slulator Toolki
36629 Flight Unlimited
35770 Forteess of Dr, Rag
35323 Freddy Pharkas .,
34613 FrecLancer 2120

37320 bront Lines e
\5\|!||m:||'.1,~-'1|;mn-. Wasetall —vera MG
36552 Front Pagie Spots: Baseball Expurs CALL

35315 Front Page Sports: Foolball 95 ... 45
35075 Frontier: 15t Encounter . -
36392 Full Throtthe .
37590 G-Nome .

IBM CD-ROM RECREATION

37202 Kingdom of the Far Reaches . e 3T,
35209 Knights of Xentar a0
32591 Latwrinth of Time . tressnnres 25
32520 Lands of Loae . . 42
33204 Lawnmower Man ... 39

20426 Legend of Byrandla ., ..
35328 Leasuare Suil Laery Anthology
32792 Lelsure Suit Ly VI ..,
16741 Lemmings Cluonicles

AFTO7 Lt O

365 Livis Action Foothall

37290 Loadstn ..

35322 Lode Runn
31348 Lord of the

37327 Lowds of the Ih{"‘llm
35737 Lost Eden ...
G056 Lost Fikes of Sherlock II|JIrm's *
20012 Lost Treasunes Infocom
AIE15 Lovst i Tame
34349 Lunlcus .
33703 MPEC - Dragon's Lale
35363 MPEG « Psychotron

35855 GT Cinerna: Robo Tech: Macross .. 15
35062 GT Cinerma l'llu'\'Sluu[.:\'s R |
32784 Gabricl Kndght .......... asabivaidiigya A2
34722 Cabriel Knight CD 4 - . A5
33328 Gateway Il i R
33068 Geekwad Games of the Galaxy 23

JABA0 Gomtyshutg

33138 Gobiliins |

31821 Cobllims 11

33720 Gobdiiins I,

36551 Goblilins IV ... eianens
36374 GrandMaster Ch IIII]JI{\IIQI\HI ( Teis

35018 Crandest Hoel a -

vl Batties 11 ..

33700 Great PERN PO

F2020 Great Naval Battles Pack 3 ]
31434 Gunship 2000w/ Seenanio - an
34035 Hacker Chionicles .. 19
36463 Hacker Chwonicles 1 2|
34149 Hand ol Fater ..., AE
36098 HardBall IV rabat . 2
35606 Harpoon Classic | {4
21557 Hatpoon il ... Aty a1

33405 Harvester ¥l H Al

32458 Hell .- S
35946 Hell: A ylu-vp:rn'k'[]lllllu a5
376495 Herelie : i CALL
IG2a6 HighSeas Tiader ..., PP |
34421 Horde

37003 ke Hixkey .
B0 Inca | .
13326 Incall
IBSAY Incalll
35346 Incredible Machine 2
35350 Increditle Toons. ...
31351 Indiana Fate of Atlantis
35721 Intemo ... L
34759 Inherit the Ldlﬂl

162 lroa Hiollx

37465 Bl of the Dead . .

37704 Ishar 3: 7 Gates of lruml:v ATy e T )
36047 Jack Nicklaus Sipnature Godt ... ......0n, 0032
36368 Jagued Alllnge . PP ar |
37204 Jet Fighter I ... Van eaad a6
32128 Joumeymnan Project . : RESSISS | |
3 laumeyman Project: Tuebo! an

34347 Jump Raven 40
37504 Jump: David Bowle iebmiianeiabiasasaine il
3132 Jutlandd L . . 50
36852 Kasparov's Gamibsit LA et 40
34702 King's Quest Amhology . .....vvvevnnnnnn.. .33
25687 Ki Cuest vV an
ANRD2 Ki Quest Vi . 2

32004 King's Quest Vi Upgrade .. PPN

35210 Mad Dog MoCree ()

35773 Maclstrom

36853 Mayic Carpet ...

32595 Man Encugh .

34559 Mandac Sports MPC .
J0082 Manls Experimental ht.l i
IGO0 Master of Magie

ITS6T Moaster of Magle

33865 Mech Commander

34155 MoechWarrion 11 .

33310 Muga Race ... s
34865 Metallech E<|!l|ISI|.'1..L> PPy
33532 Microcosm it
34010 Microsodl Baseball
1659 Microsodt Golf -
34829 Microsolt Golf Courses: Pinchurst . mai 23
34741 Mig-29 Gold .
33217 Might & Magic World of Xeen
34796 Millermium Auction . .....
36456 Millermium Awctivn Private CuIIuL
37535 Mindscape 10 Pack ETE

LIVE ACTION FOOTBALL

| f [ ";3 You're an NFL
8 coach in the
only game that
combines live
action video,
Feal MFL pros
and thousands
of play combi-
nations! Every
decision counts!
Includes 52 of
the greatest
MNFL players
Original video
foctage, TV-
style interface
and scamless
play by play
Commentary
from Al Michacls will have you thinking you are
woachig an actual garme! Enough pressure?? Wait
until the artificial intelligence aciually leams your
tendeneies and adjusts its stratepies 1 stop yout
Mac L version available, please call $33 |

ACCOLADE IBMCD #36459

IEM CD-ROM RECREATION

37536 Mindscape Sports Pack . Ty ¥
36039 Mission Crtical =

32528 Monopaly |
37156 Moty Fhythion s Complele Waste
34743 More Incrodible Machine

35296 Morpan's Trivia Machine

A5RI8 NASCAR Racing . ..
37068 NFLU's Greates] Plays
35863 NHIL Hockey 05
33047 Naval Pack .,
7005 Nerves of Steel
35HG4 No Werld Order

35722 Noctiopnlls

34002 Nomad et
34317 Omanr Shatlf on Bl Dichine 2
36364 Cperation Body Count .
3473 Quiparsl .

34864 Outpost F‘I.mLt I’.uk
62RO PGA Tour Goll 486 ...,
37087 Pacific Air War: 1942
34911 Pacific Strike I Spoedh Pack
364968 Page Masts

36481 Panzer G il ..
34085 Phantasmagoria
36931 Phoenix Fighter
35005 Pinball Arcade

36773 PitFall Sabdaianaeds
327491 Police Quest IV % axvavsas anvyepasithl
36244 Power House v F e a1
36445 Powethits’ Battletech 20
36446 Powethins: Soh 7
355049 Prince “Fommenly” Interactive = 1]
35774 Paychotion ... Zs : 40
35041 Quarantine e 40
35332 Quest for Clor 42
34609 Raiden 4
35841 Ralio Gump

3GHIH Header s Digest Crosswords
36385 Realms of Arkania: Star Trall
32155 Rebel Assault ..

34718 Red Baron / A+10 Tank
37024 Renegade: Jacob's Star
31431 "eturn of the Phantom
35449 Return 10 R roekd

36513 Retum to 7otk + Anthol (Jg
36599 Reunion ...

36917 Rise of the Robots ...

36937 Rise of the Triad R R 4
11487 550 SL 1\ folf . .
35591 Sal

o .
32153 5am B h‘.;x Hl: the ROJ'J .
34288 Saurs
0708 Strabbie Delie
35150 Seawarthy
28210 Secet Weapons Luftwafie
28717 Seoret of Monkey Bland
37460 Seaels of Stargale
32515 Shidow of the Comed .
36934 Shadaws of Caim 1M €D
33806 Shadoweaster .
31518 SimaAnt Fhanced
31479 SimCy 2L I
34086 SimEanh Enhanded
35753 SimFarm ..
3G575 SimTown .
37582 5ink of Swim

EXPLORER PACK

Ten full-length
CO-ROMS: Tony
Quinn’s Virtual
Galamy, Sound
Library Pro,
SuperToons 2:
Thir Lirgend
Continuest;
Wxld of Motion
€O Film Fest:
Comedy Classics
Aeyond the
Wall of Stars:
Quest One of
{he Tarzan
Trilogy: Loon
Magic: Font Pro
2: Types of
Distinction, Mal
& Joe's Cool Screen Backgrounds, Photo Pro
Select; and, The Best of Photo Pro. s Fun. Games
Art_Education-all wrapped up in one package!

Mac C0 verison avallable, please call
$35|

IBMCD #37659

Prepare for the
aeronautical
cxpeticnee of a
Iifetimel Take t
ihe cantrols of
oneof 15 [
perindic
alreraft,
Including the
Sopwith Camel
and the Red
Baron's Fokker
Triplane, |
Features fully i
Image mapped I
|
|
|

il alicraftand
lundscapes,
M plus nyriad
viewing
perspectives. Create your own charactors-fiom |
Rookie to Flying Ace, Fly in over 150 missions. This |1
is flight simulation al its finest IBM 3.5° verslon [
|
|
]

s availabie

EMPIRE INTERACTIVE 1BMCD #35738 $40 !

AIR HAVOC CONTROLLER

The stunningly
realistic A
Tratfic Control
simulator with
truetodfife 3D
computer
graphics! The
ar 15 thick with
tension and
planes! Sixteen
accidents are
walting to
happen.
Thousands of
lives hang in
the balance and
you're in the
control tower!
Forget the single
radar sereen. This 15 Alr Havoe Controlier! With 13
different types of aircraft, 25 separate planes, a 3-0
Interface, and over 30 minutes of 3:D rendered
arrmation's, the exgitement never poes o o tailsping

IBMCD #36757 $30 |

e

TRIMARK

5 GAME SUPER PAK

Turn your
computer into
a casino and
et five populin
Windows games
on one CO all
with multimedia
sotnd! Play the
21 best solitaire
BAMes ever
Invented each
with three levels
of difficulty and
animalionl Or,
<hoose your kvl
of expertise and
play chess
agalnst the
computer of vs
friends via modemn, network, of Infemet! Other games
e e Video Pokaer , Blackjack, anad the popular
new table game. Caribbean Stud Poker! Wil you
Iteak this Bank-of lnse your shir? Exciling fast H
paced entertainment for all agest $30

MASQUE IBMCD #37680

ey




| As the proud
new owner of a
Hollywood
studio, youve
pot some of the
higpest movie
stars waiting for
your call, You're
responsible for
hringing 25
novies to the
Sliver Screen”,
Buy scripls and
bestseilers,
develop ldeas,
of make sequels
Shoot on kocalion
or an the fot,
anee your
movie's finlshed, you still need 1o market i1 Wil the.
Box Office grosses 1ol in..or will you bomb? Ii
you've got what i takes to make it in Hollywood,
it's ponna take everything you ve gott

DEVUONO GAMES 1BM 3.5 #27109 $38

NASCAR RACING

Start your
engines! Drive
T00 horsepawes
MONsters against
top NASCAR
drivers, on 9
different modeded
MNASCAR tracks
Loaded with
TwHike 3-D
realism-from
cars to terrain
1o track-side
billboards, You
wan even
custom-paint
your car, Hit &
wall, and wham
spanks shower
aundd parts fly ofil From speed (o engine setup to
track and tre conditions, it's so wealistie you'll swear
you smell gasoling fumes] SVGA 3.5 verison slso

avatlable,
$47

VIRGIN IBM CD #35818

STAR TREK THE NEXT GENERATION |

Embiank on an
adventune
hoeyond your
Imagination
Welcome
aboard the
LISS. Enterprise,
The crew is all
here to take you
from the outposts
of Federation
space, through
treacheious
shields-up
confrontations,
WE MEXT GENERATION and beyondlo
1e uncharte
“A Final Unity" dangers of a
masshve netuilia

Features digitized CD-quality music and sound
ehfects with 3-D SVGA graphics, You're in command
of the Starship Enterprise and the starfleet is
depending on you so don't let them down!

$54

SPECTRUM

IBM CD #34568

ILYLO Soccer Kid iy ) |
25608 Space Cpiest 1
37287 Spaceship Warlocg'
34296 Spear of Destny Super CD-Pak
34608 Spectre VR
33287 Spelicasting Party
35724 Star Crusader .
20366 Star Trek 25th Enll-lmed R
34021 Star Trek: Collectibles Guide ...
34343 Star Thek: DN - The Humt .
37193 Star Teek: Judgment Rites
34270 Star Trek: Star Fleet Academy
34350 Star Trek! TNG Teeh Manual .
34568 Star Trek: THG: A Final Unlty .
32547 Stor Wars Chiess
25686 8teltar 7 ...
36803 Stonekeep ..,
37283 Shieet Hghert Il C (il

2100 Strike Commandet + Tactical
6290 Suike Commander / Privateer
37090 Subwvar 2050 Plus
34425 Superhero: League f Hoboken
35R72 Syshem Shack
33743 TPX Tactical Fighter
36819 TV Culde Crosswords
35018 Terminator: Rampage ... ..
2318 Tenor o the Deep ...
362 Test Plot
33320 Tetris Gold Compilation ...
3406 Theme Park .
35309 Tamy Lnliussa i!:rsm'.'l H 2 0.
36496 Top Ten Pack .
36754 Tomado ..
36292 Tolal Distortion
36697 Tower Contraller
37565 Transport Tycoan
3bal asure Pack |
36885 Tehvial Pursulr ..
30890 Tiump Castle 11l
27564 Ultimal-V1 ...
28732 Uima Underworld 7 Wing Com. 11
30825 Ultima Undenvond 1811

15416 Uima VI Pagan ws Speceh ..
35421 Uitimate Domain .
35712 Uliimate Fooltall .
37510 Ultimate Robat ...
37562 Unnatural Setection
36045 Unnecessary Roughn
25500 Vegas Cames Deluxe
36499 Vid Grid . ‘
EELTIL] \c'luoc;,aml.' Sclutlnu wadtoy
34345 Viper: Assault on ihe Cutdit .
36H75 Virual Guitar ..
36707 Voyeur
37708 VOrex oo

35708 WWII Fiight Sim Toni K.
36701 Warcralt: Orcs and Humans
37305 Warplanes: Modem Fighting ...
35400 Wiseren Miller's SRling Safal ...
34202 Whao Shot Johnny Rock?
34573 Wild Blue Yonder: Eplsode One
37085 Wil Blue Yonder, Volume 2 .
20408 Willy Bearndsh ....oviiin
35874 Wing Commander Armada
36291 Wing Commander 1/ 1| Deluxe

THE LEMMINGS CHRONICLES

Those lovable,
greenhaied
losers ane back
and headed
your way in this
new Lemmings
adventurel Lead
{hree Lemming
Tribes-Egyplian,
Cassic and
Shadow-as
they attempt to
fame new
homelands. You
£0t 90 levels of
gamplay, larger
Lemmings in
Crazy costumes,
mew objectives,
and, for the first time, bad guys! Everyone will have
fun trying 1o solve the puzzies that has made
Lemmings amang the most popular pames in the
world. If you lked Lemmings before, wall 'til you
see ‘em nowl 1BM 3.5 version available.

SONY IMAGESOFT  IBM CD #36741 $35

DARK FORCES

I you enjoy
Maying Doom,
youll love
Lucasfuts’ new
aclion game As
| Rebel Agent
Kyla Katam,
you ll encounter
it wide varlety
of enemies in

i over 15 different

the Star Wars
Universel Live
the adventure
with superb
graphics. Keep
your enemy in
your sights, or
| direct your vision elsewhere while your weapon
remains flrmiy fixed on your target! it doesn't get

mare virtually real than thist

LUCASARTS IBMCD #36302

virlual worlds of IS

SPACE ACE

Evil Commander
Borf has now
kidnapped
Ace’s ginlfriend,
Kimberty, and is
piotting 1o
ensfave Earth
usinghis “Infanto
Ray”, a weapon
that changes
everyone into a
helpless baby!
Armed with
only a laser
Fun, Ace must
find and destroy
the Infanio Ray,
rescue his
beloved
imberly, and save the planet from becoming one
Elgantic mursery, Features fullscreen animation and
crisp, powerful sound from the ordginal faser disc

| arcade classic. This is true arcade action at its most
addictivel Mac €D version available. $37

READYSOFT IBMCD #35225

IBM CD-ROM RECREATION

27097 Wing Commander |/ Ultima VI
34276 Wing Commander [ i
35405 Wings of Glory 1997-1918 .
36206 Wall; Wildife Survival .,

. ]

30408 Wollpack

35410 Woodstock: 2 v

F3088 World Circult Grand Prix ... ;i
37687 World Series of Poker Delie EPT—— |
3T Wrnth ofthe Gods ... ... a3

34202 X-COM: UNO Defense
36940 X-Wing Colicctors COROM .

35439 Zephyr 46

36366 Zomo . it
MACINTOSH TITLES

33863 Alone In e Dk e s NN

362 Are of Doom £ i FPPR: ©

35716 BreakThau! L33

A2
35
30
A

29214 Civilization .........
37227 Dungeon Master 2 .,
29932 Eight Ball Deluxe I':r:tull
36590 Fught t.umrn.mdrl n,

26045 Flight Simulator 4 A3
34172 Gabried Knight T A4z
254097 Hampoon I a1

J0H22 tron Hellk €D Youk 1
6298 Joumeyman P«mu{l Tutho €D . A4l
37022 King's Quest VIICD .
30705 Legend of Kyrandla ..
33398 Leisure Sult Lalnr\ﬁ
35257 Links Pro w’ Hatbortow Course
34450 Operation Crusader ...,
33824 PGA Tour Golt Il

34174 Police Cuest 1V

SIS Prince of Perslall ...
36705 Sensory Overload ...
32616 SimCity 2000 ..
35755 SimTown €D ... ...
31474 51or Trek: 2500 Anniversary saidas
AGEI0 Star Th sth Enhanced €0 smpredarusadl
37192 Wolfenstein 3-D .. ... idiveseidD,

KIDS/FAM I'I.,Y} HDME

35923 After Dotk 30WIN
35024 Al Dark MPC 3.0 D
36987 Beavis B Butthead Scrcen
33036 Creative Writer WIN =7
33544 Design Your Own Inn:lsmpo WIN
32032 Disney Collectinn Screen Saver .
35617 D T 5 Sing-A-Long - World €D .
17177 D, T's Sing-Acbong Kids €0
36174 EasyKeys CD ...
3GBES Encarta MPC Encytqumlm
IGBOS GED w/CIi Notes .
5739 Gl Maker WIN .
36463 Hacker Chtomicles 11C0
IGO72 JetsiCOD .

33359 Lenny's Music Toons €D .
36526 Lights Qut Sports - Bascball
36530 Lights Out Sports » Fuotball .
36528 Lights Out Sports - Hockey .
35615 Lion King Print Studio WIN
36138 Lotus 123 5.0 Upgrade WIN ..

26

&

]

=

29
35

21
e k|

20
A0
30
30

BLOWN AWAY

Twvisted villain,
Twisted logic,
Twisted games.
Totally unlike
anything you've
ever seen before!
Come face o
face with an evil
penius. Face
explosives timed
to explode al
you fiest inisstep.
Your cnemy s
always one step
ahead of you
You can't outrun
ur overpawer
him. Only by
aut-thinking
and out-manedvering him can you move to ihe
next chaltenge., Blown Away s two dozen ol the
most Insidious, mind-blowing games ever invented-
<all I one explosive package!

IVIPUBLISHING  IBMCD #36939 $3g

)
37,4
0

'

KIDS/FAMILY/HOME

35281 M5-DOS Upgrade 6.22
36648 Maglc Brar's Masterpieoes €D,
35549 Magic Theatre CD .. ovvieinns
37662 Managing Your Mnmyﬂs 20WIN
36713 Malh Blaster Mystery €D |

36523 Math Waorkshop €D .. o
34500 Mavis Beacon Teaches Typing €O . a5
33520 Mayo Clinle Family Health €0 . a3

34906 Mayo Clinic Pharmacist €O ..
36519 Mayo Clinle Sports Health €0 .
36808 MusicTime 2.0 (D

36806 MusicTime 2.0 WIN
36663 My Favorite Monster C

36890 O World Allas €D .., 30
36828 Oregon TrallllED ... .50
36538 People vs. 0. Simpson LD 20
33924 Print Artlst

AROE0 Print Shop Delike WIN
31527 Publlsher 20 WIN ...
33928 Putt-Putt Fun Pack CD .
36843 Quitken 4.0€D . ...
36830 Quicken 4.0 WIN |
36A38 Quicken BODOS ...
36841 Quicken Deluxe 4.0 CD I P
36632 Quicken Deluxe 4.0 WIN 57
33063 SAT | Studyware Aol
6017 SAT | Studyware €D ...
32960 SAT NEW Personal Trainer 2.0
34308 SAT NEW Personal Trainer CD
36377 Safety Monkey €D .
36110 Sharks! €D
36803 Sports L S\mmml! CD
35823 Storybook Maker CD .. AR, =
36545 TiplePlayPus! French 0 q6
36594 THplePlayPlust Spanish €D ................... .56
37416 Vivid 3D Studio .
37712 Vivid 3D Pro ...
36379 Welcome to Bodyland €D
36337 What is a Belly Button? CD
214893 WinFax Pro 40 WIN
35647 Windows 9540
35648 Windows 95 Upgrade 4.0
, 408 Windows Upgrade 311 .
Sg_lli . Wings Over Europe WW Ieo .
ww.nm s Greatest Speeches

SEBNSNESBDU

L 35876 ADBD Slayer- 300 47
BT19H Aloge in the

[k - 300 . . an
37363 Andiettl Racing - SEGA ..

37208 Blackthome - SEGA .
37207 Blackthorme - SNES
37102 Breakthiul - SEGA
37103 Breakthiul - SNES |
37AGT Civilization - SNES .
37421 Desert Strike .
25550 Dragon's Lal ana . - .
33073 Escape friom Monster Manar - 300
33561 Eternal Clumplm; SECA
34004 Hardball 11l - SNES
25850 Howde - 300
35352 Incredible Ymns SE(‘-A .
37100 lron Helkx - SEGA €D |
33823 John Madden NH.'Q-I = 3IJD
32534 Jurassic Park - SEGA
37106 Knlphts of the Sky - SEGA
34598 Kombat Cars - SLGA 3
35036 Leathal Enforcets - SEGA CID .
33074 Lernmings - 300 |

33832 MLEPA Baseball - SNES |
33025 Mad Dog McCree - 3D0 ...
3742a Michael Jordon: Chaos - SNE
A3026 Monal Kombat - SEGA .
35034 Monal Kombat - SEGA CD
32574 Mortal Kornbat « SMES ...,
36306 Mortal Kombat 11 - SEGA
36493 Mortal Kombat 11 - SNES .
31971 NBA Jam - SLUA i
J5062 NBA Jam - SNES
32051 NHL94-SEGA ... _.......
33829 Normy's Beach - SEGA
33070 Oceans Beluw - 300 .
26132 Out of this World - 3[)0
21531 Pelell-SEGA ........
35397 Road Rash - 3D0D
3BT Shadowrn - SEGA
37378 ShagFu - SEGA ..
37428 Shag-Fu-SNES .. ..
37485 Sunic and Knuckles - SNES
33851 Sonic the Hedgehog 3 - SECA .
25908 Star Control 11 - 3DO e :
A7226 Star Trek: Star fleet Academy - SNES as
35096 Star Trek: TNG - Echoes - SEGA ... .
32578 Street Fighter 11- SEGA ...
32541 Strevt Fighter 11 SNES ...
33546 Super NBA Baskelball - SEGA |
32576 Super O Road Baja - SNES




KIDBOARD

I's a whale new way Lo inioduce children ages 3
and up o the world of computers. This s definitely
NOT your run-of-the-mill keytoara! Besides its kid-
friendly colors and design, kidBoard is built extra-
tough and durable. In fack even its audible click
krys are stronger than conventional keyboard keys!
And, as if that weren't enough, it comes complete
with three software games that make small fingers
My across the keys!

4
0
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TV GUIDE/READER'S DIGEST

Two world-renowned favorites for a great price!
Each contain 30 speclally designed pugzics of
varying ditficulty, Clues can be colotful pletures,
interesting sound biles, or even videos! TV GUIDE
MUITIMEDIA CROSSWORDS tests your knowledge
of the ententainment world. READER'S DIGEST
MUITIMEDIA CROSSWORDS covers a variety of
fopics, including historical figures. sports, cutrent
events. literature, and much, much more! Mac €D
version available. Qrder both for $a0

KIDBOARD 1BM #37430 INTERMEDIA
SEGA/SNES/3DO CD DRIVES & UPGRADE KITS

5521 Super Strecd Fighter 10- SEGA .. 64 37007 300 Blaster 379
35520 Super Street Fighter 11 - SNES () 35857 APLEX Quad-specd EXT w/Conlrolier BT
33734 Super Wing Commander - 3100 52 37038 APLEX Cuad-specd EXT wi/SCS1 - MAC 500
35037 Tomeat Alley - SEGACD al 35856 APLEX Quad-spoeed EXT wo/Contioller 563
35093 Virtua Racing - SEGA 75 35733 Artech CDAZGH-DTAFP INT wiConlroller . 138
37105 Whitesnake - SECA ...38 5762 Artech SoundGalaxy Qrion 16 A 122
37104 Whitesnake - SNES swpans in 35734 Aztech Voyager INT MubtizMedia Kit 05
32540 X-Men-SEGA ... e R L 35735 Antech Zeta INT CO-ROM w/Contoder a6
37113 Yoshi's Cookie »SNES ......ooiiiiiinias 42 36706 CO Upgrade Kit INT w/6 Miciosolt --251
36602 Zeto Tolerance - SEGA CALL 30615 CO5-535 INT CO-Drive wo Contraller ... 213
33706 CDX-535 EXT CD-Drave wiController ,, ... ..., 513
SOUND CARDS 30602 COX-535 EXT CO-Dilve wo/ Controller 309
ETliE) Sthoothouse INT CDOROM 277
34652 Audio a\uv.mr.:;.x‘PCMCM sndCand 125 21729 ( allelghe 3XINT COROM 12
26433 Audio Magiclan 16€D i 73 30216 Discovery COI6 INT COROM 218
33346 Audio Magliclan Plus | 45 ment CING FXT COROM 534
30958 AudioMan ... TR - | | alnment CO16 INT COROM . 427
30823 Daytona I‘CM A Sumld(-mi 1ﬁh|| 360 21560 Came Blaster €D 16 , 301

34224 Dugital Seund Pro 16 - EETRT | ¥
28247 Gravis Ultrasound
26292 Gravis Uitrmsound Max
33725 Gravis LitraSound Midi Adapies I
27926 Jazz Soundcard SCSI . [

33240 Maui Wavetable Srnll\ Um,mdn-
36498 Monte Carlo Ganve Card |,
34189 Muliisound Monterey I(:-tul .
36771 Multisound Tahiti 16-bit .
059 Port-Able Sound Plus ... ...,

34615 RealMagie Lite PR i
32312 ReeiMapie Medtimi i kl’l.!\d!lll.’k 3us
35366 Rio Soundcard . TOUT AR - | |
32031 Roland RAP-0 Audio Producer ... 235

36A26 Legend INT Kit w/h Tlllﬂ f
36267 Legend Interral Mull. Kit 320ms 302
309906 Manterey Mullimedia Upgrd Kit 700

32933 Multispin 3XE External 195ms
2932 Multisgin X1 intes
32934 MulliSpin 3X1 P
34823 MultiSpin 4X Pro External
37029 Multimedia Office EXT CO-ROM ...
37020 Multimelia Office INT CO-ROM |
35507 OmniCD 3X INT COROM

35481 Roland SC-7PC Sound Module
36678 Roland SCS5MKI Sound Canvas ..
35480 Rotand SC0-10 DB Sound Canvas
35628 Roland 5C0-15 DB Sound Canvas
32530 Sound Dlaster 1I6MCD
32533 Sound Biaster 16 MCD ASP

32531 Sound Blaster 16 SC51-2
32532 Sound Blaster 16 SCS1-2 A
34807 Sound Blaster 16 Value Edit
21735 Sound Blaster AWE32 *+.1
37033 Sound Blaster AWESS LY,

32660 Sound Blaster Vatue Editiony’
30090 SoundmMan 16C0

33751 SounadMan Wave . .
36587 Tropez 16-bit Sound Card
36883 Video Blaster FS200 16-B1 .
36580 Video Blaster RT300 16-Bit . .
30831 WaveBlaster Daughter Board .......

SPEAKERS

35543 ALS 100 Speaker Palr

2R122 ACS-30010 Speakers w)Sutnooter
30475 AR Panner 570 Spiakier Systom
36212 Creative Labs CT-38 Speakors ...
36508 Jazz )-306 Speakers .

36507 Jarr J-320 Speakeds .

36505 Jarz 1351 Speakers

36504 Jarz 1511 Speakers

36500 Jazz 590 Speakers ..o
36500 Jazz 702 Speakers
36503 Jagz JBI18 Speakers ..
27392 Koss HD-1 Speakers A
27950 Koss HD-8 Speakerss .. ...
30173 Koss HD-50 Speakers . i
30730 Koss HO-G MPC Speakors
27905 Latee C5- 700 Sprakets

31689 Labtec C5- 800 Speakers ..o
32220 Labtee €5+ 900 Speakers ...,
32228 Lablec C5-1000 Speakers ..
36331 Legend Speaker-Watt System
36332 Legend Speaker 20-Watt System
36333 Legend Speaker &0-Wan System
30474 Partner 622 Speaker w/Sub
37114 Yaralea Powered Subwoufer
28425 Roland C5-10A Powered Spe. sakars

33007 Rotand C5-30A Powered Speaker o ert
3210 Roland MA-1ZCP Powerd Speakers ... 176
I6022 Sony CSSHI00 Speaker System na

37026 OmniCD A% .,
34320 ODmnlCD Upgrace Kit Exte Bl
FIB0Y Qim0 Uipgrrade Kit itemal P11 ]
34133 Recimaghe CO-ROM Kit il
27924 Sensoey Starter Uppide Kit E 0
34225 Sensory System LINT Multimedia Kit aan
JOYSTICKS/GAMECARDS
37035 Acto Mouse ., i Sl ; BO
37034 Acra Pen B
37036 AcraDual 30 [(Moies >.|r||l. I\'ul 1y
32863 Cyberman 30 Contrndlet TH
29442 FX2000 Pistol nup 25
33226 Fliight Stand .. TardsdiiLe W
16430 Hight Stick | 36
31417 Fligght Stick Plu IBM mii ses DS
27914 Fight Stick Pro - MAC RN AR 72
31148 G-Force Aight Yoke S ETE RO 53
32333 Game Zopper . - PR |
247 CarvseCand 111 J\ulnm.llu: 29
24018 GameCard 1 MCA Automuitic a9
33855 Gameport 2000 Up to BOMHz 26
33292 Cenuvalion Paratiel Carma Port .. 30

WING COMMANDER 111

The stakes are
high as you
fend off the
Kilrathi an all
fronts! Wing
Commander il
cambines five
uchion with that
popular Wing
Commander
el As o
talented pilol,
you've winn the
respoct of ali-
Inchigding your
encmies. Now,
s up lo you lo
convang
aboard the
newly-christened TCS Victory: interact with an

b cast, inchuding Mark Hamiil of Star Wars
e, Thousands of live action video images put
you in the middle of this hear-pounding adven:

turel $53

ORIGIN

IBMCD #34276

e S22€a. ,

JOYS’TICKS!GAM ECAR Ds

29411 Gravis Analog Pro
2B306 Gravis ERminator Carg
27815 vis Gamepad - 18%
32174 Grands Gamepad - MAC
10003 Gravis MouseStck 1l - MAC
35133 Gravis Phoenlx Cnmrnrsysmm
375 Jed stick . x cavasan
IGBAG Juyswitch

36362 Natural Keyboasd .
35458 PC Golf System ... v
35133 Phoenix Hight B Weapans Ciil
I6HTH Pro Pedals

3025 Thiustmaster ACM Game Card
35104 Thrustmaster -6 FLCS ... AL
26850 Theustmaster Flight Control: JBM \u\c

33344 Thrustmaster Forrmula T1 e

20522 Thrustmaster ProFCS ...,
29863 Thrustmaster Rudder Pedals - 1BN
JITRD Thrusimaster WICS Mokl - MAC .
1250 Thrustmastes WS Markil

30924 Thrustmasier WS Markil UPROM IE!“ an
20434 Vinual Piot Yoke e ...B4
36656 Wingman Extreme Joystick ... A3

36655 Wingmean Juystek ...
37037 ¥-Cable Extensions
33052 Y-Calte for 2 Joysticks .

MEMORY

IGIAT 1X3 Simms 7005 (4 Simms)
36126 1X9 Simms 70ns (4 Simms) .

36149 4X0 Simms 700s (4 Simms) .
36176 72 PindME Module G0ns
36177 72 PinBMB Module 60ns .
36555 72 Pin 16MB Module 60ns |
AGASE 72 Pin GAMU Module ins

CPU CHIPS

31841 Cynix BIDB7-25 FasMathDX Copr. ...oooviid
31842 Cyrix B3DBT-33 FasMathDX Copr.
31884 Lyiix 83087-40 FasMathDX Copr, ..
A0BS Cyrix HASH7-25 FasMathsX Copr.
33455 Cyrlx BISAT- 13 SX Cobocessor
31738 Cyrlx CX4BBDRN2-16/32 IB6DX-16
31751 Cyrix CXABGORX2-20/40 3IR6DX-20 .. ...
33620 Cyrix CXABGDRX2-25/50 386DX25 .
31738 Cyrix CXABODRX2-33/6G6 3B6DX-33 |
31836 Cyrix CXABGSRX2-20/40 3865X-20
34409 Cyrix CXABGSRX2-25/50 3B65X-2!
24196 Math Co-Processor 3B70X . .
35501 Math Un-Processor 38751
24200 Math Co-Processor 3875X .
35134 O © 4BG6DK-50 CPU
30883 Overdrive A86D%-50 CPUWO/OD ...
31505 Overdrive A86DX-66 CPUWO/0D ...,
35502 Overdiive ABEDX-66 FOR SX/DX33 ...
36727 Overdrive ABEDXA-100CPU ...
36728 Dverdrive ABL0XA-100 CPUWD/OD |
16725 Overdrive J06DXA-75 CPU
6726 Overdeive ABEDXSE-75 CPL WI") l'!ﬁ
35599 Overdrive 4B65X2-50 CPUWOQUFPL ...

Due to the constant change of memory prices
ease call for current pricing.

STONEKEEP

Your soul has
been taken fur
safekeeping by
a virtunus
goddess. Now,
your quest to
save the
universe and
regain your life
begins! Travel
fromthe
perilous cori-
dors of a ruined
fortress through
subterranean
realms and
beyond. Along
the way,
encounter
creatures whio ehallenpe your intellect and
CMAtons. Your quest climaxes in your ultimate
moment of buth! 3-D, fulk-screen graphics add
tealism to the lerror 1BM 3.5° also avallable.

IBEMCD #36893

INTERPLAY

)

MA 01776

BLIND DATE |

A humorous
CDROMance
adventite in
which the
player can
experience the
angst of a first
date. But you
must say all
the right thimgs
to “further” the
date. Sandi is
the object of
your affection,
4 and in order to
win her over,
you must
choose the
tight respunse,
S0 when Sandl poses a questlon, carefully welgh
your response. if you do, you may go all the way
In this fullbmotion video challengel Mac (D
version avallable, please call,

$38

TRIMARK IBM CD #36755

FIGHTER WING
/I FIGHTER)

VE

The ultraerealistic fight combat experience. Within
a matter of minutes, you'll be flying the world's
top state-of-the-ar fighter alreraft. There's no
heavy-duty tralning hassle. Cameplay can
Include 2s few as one, or as many as 16 players
on two teams! Three levels of play include
Training Missions for beginnets, Simple Missions,
and Complex Missions. Choose the level that
suits your skills and gel inlo the aclion! 1BM 3.5
version also available.

MERIT SOFTWARE IBM CD #35769 $36

SPORTS ILLUSTRATED

N The world's
most beautiful
women are
coming to a
calendar near
youl Features
i more than 70
stunning. full-
cofor pholos
on CD-ROM.
The efectronic
photo album
makes it easy
to view and
organize all
your images.
Even display
the images as
computer
wallpaper background! PMkage Inchudes 12 full-
color B 1/2° x 11° gorgeous photographs. Create
knock ‘em dead calendars for yourself or 1o glve as
piftsl ASK FOR YOUR FREE TSHIRT WHILE
SUPPLIES LASTL

$25

IBMCD #36803

SOFTKEY




Combined Arms In
Chipland

Winni ng S trategies For SSI’s PANZER GENERAL
hy Mark Walker

hat is the sum ol one plus one, in com-
bined arms warfare? Two, you say? Au con-
traire; it is much more. Tanks plus
infantry, properly employed, equal a dev-
astating force, and SSI's PANZER GENERAL
can painfully demonstrate this point to
the uninitiated. So, here are some point-
ers on bashing our silicon or water/pro-
tein-based opponents. First, as in most
games, we must master (Don’t you just
love the sound of that verb, 1lerr Gener-
al?) the variety of units included in the
mix. Then, after touching briefly on the
units, their capabilities, some employment
tips, and some examples ol combined
arms combat, we will move on to some
scenario examples showing how to kick
some fieinie.

Naturally, since it’s important to
know what you are fighting before you
light it, reconnaissance plays an im-
portant role in PANZER GENERAL. Re-
member that your recon units, while
lightly armed, move

faster and see [arther

than vyour other
forces. Always keep
the recon cle-
ments out [ront,
unless you
want your
troops Lo
hlunder
into hid-
den ene-
mies. With
the recons’
tremendous
sighting
range, there is
no need to
risk other units
unnccessarily: a blind
army is like a pig on the way
to the wurst factory.
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Tanks are, of course, the mightiest and
most colorful of all your units. Do not, how-
ever, be so blinded by their power that you
use them [or tasks for which they are ill-
suited. Use these enormous machines in
open country, and don’t be so [oolish as to
think they are capable of city-busting. Keep
them moving constantly—mobility is the
key. When attacking, don’t fall back to re-
group. Move ahead, bypassing strong
points, and capture weakly defended towns
behind enemy lines, using them as staging
areas [or reinlorcements. Avoid entrenched
infantry and anti-tank guns like the plague.

With all due respect to the old Marlene
Dietrich song, Artillery is everyone's best
friend. Infantry always enjoys having the
big guns around, because they soften de-
fenders” entrenched positions. So, on de-
fense, place as many units adjacent to
artillery as is tactically feasible. The guns
will fire in support of any adjacent unir,
and three or four well-placed artillery
pieces will (regardless ol gun caliber) cre-
ate a protective umbrella of live for any
key defensive position. Of course, you
might feel differently should you happen
to be attacking a position that has artillery
support.

As slow as it is when unlimbered, mosl
artillery moves quite briskly when trans-
ported by truck. Obviously, artillery
should not be tied to the slow-maoving in-
fanury when you are on the offense. Let
most pieces surge ahead with the mobile
formations, sticking mainly to roads.
Don’t forget to keep fighter-interceptors
and anti-aiveraft nearby, as artillery on the
move makes [or a very inviting target.



Aircralt excel at fast moving, hard-hitting
operations. Tactical bombers should be
used as (lying artillery, with Ju87s particu-
larly effective in this role. Level bombers
can interdict naval forces and suppress
bomber units for the turn’s duration, ren-
dering them impotent. Additionally, level
bombers drain ammo and fuel from ene-
my units and destroy prestige points when
they bomb enemy victory point areas,
whether they do any damage or not. This
terror hombing strategy will slow down the
rush of enemy reinforcements, but re-
member that it was insullicient to launch
Seelowe in real lile.

I itfhlcm are ho.t used to intercept any air-
uail attacking adjacent squadrons, so stay
next to the \rulnt_‘x.lhlu tactical hombers. If
certain units (such as artillery) need cover
against enemy bombers, simply park them
over a formation and the bad guys will have
to blow the fighters away belore the unit can

be atacked. If, however, you find yoursell

playing on the short end of the air- superiori—
ty stick, keep your valuable units in covering
terrain. Don't end movement under enemy
bombers or your opponent can bomb you
twice in the coming turn. Be sure to watch
vour fuel consumption: it is unlikely that Go-
ering will welcome you back should you lose
a squ.ul of ME109s me rely because there is-
n'ta friendly airbase open within range.

Now is the time for all good herren 1o
don their Admiral hats, since naval units
often play a decisive role in PANZER GEN-
ERAL. For imstance, the side with naval su-
periority will be able to conduct [anking
amphibious maneuvers. ‘The side with the
bigger boats will also shell any coastal for-
mations into spatzle. With a range of five,
the battleships are particularly effective in
attacking what would otherwise be hard-
to-reach positions farther inland.

"The sicdle without capital ships (generally
the Germans) has litde recourse against
enemy coastal bombardment, unless he
can bomb the vessels from the air, or em-
ploy his submarines against them. In these
situations, discretion definitely becomes
the beter part of valor. 1f possible, keep
units in covering terrain and away [rom
the coast. Ila coastal city isn’t an objective,
then consider passing it by, rather than
draining supplies and reinforcements only
to run a gauntler of naval fire,

Now, Herr General, it's time o discover
how the puﬁlc pieces lit together. Consider
first a generic aty assault. If the cty is de-
fended by a lone, ver well emlemhul in-
fantry unit, the job is [airly simple. First, get
your tanks out of the way! They would he
dead meat in the city streets. Second, call
lor air support. In a perfect world, you
would have air superiority, plenty of air
support, and would have remembered to
park a tactical bomber squadron on top of
the city. Bomb the position and move on.

Next, bring in your level bombers to sup-
press most of the l:n‘grt's: remaining strength
points, Hopelully, yvou've plau(l .ullllt Ty
within range ol the city’s defenses. Fire it! B\'
now the delenders are getting weak and are
ripe for assault with your adjacent infantry.
Sucldenly, a hole appears in the enemy line,
the perfect spot lor the tanks we pulled back
into reserve. Led by arecon unit, they will go
on a sight-seeing tour as they exploit the en-
emy rear areas. Is warfare always this simple?
IF it were, any dumblop/ could be a military
leader. Real delenses very ofien have defen-
sive artillery, which can ruin the best-laid
plans of any Panzer General.

The best method of dealing with oppos-
ing artillery is hombing it into submission.
You can :m:u'k with }-'nm' own artillery, but
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they told you in tactics school, and you
may have to take a city or ather fortified
position the hard way. Be resigned to the
fact that it can and will get hlnnd\. If you
must assault numerous, well- ]Jn.pd:Ld de-
fenders, use the best infanury available—
lots ol them. Place the infantry two deep,
and throw in an assault gun baualion and
some artillery supporr. You'll just have to
accept the counter-hattery casnalties. The
first wave should attack, then fall back.
The second wave then moves forward and
assaults. While this approach can be ex-
pcmi\'e sometimes it's the only way to
gain an Ill‘l])(]l tant hex.

[[tm does this work in the grand scheme of
a4 scenario, mein (-L.ncml: For instance,
Husky, the invasion of Ttaly, is a challenging
defensive scenario when played [rom the
German side. The top priority is o evacuate
as many German mechanized units as possi-
ble. Use the Germans already trapped,
along with the Ialian units, 1o delay the Al-
licel advance. Move the rest of your forees 1o
Messina and across o Reggio,

Use the Italian [leet, and combined Axis
air power, to engage and defeat the Allied
amphibious task force headed for Naples.
This done, trn your attention to the de-
fense of the l||) ol the boot. Build lots of

ON AN EVEN KEEL Level bombers not only reduce enemy fortifications, they also cause the enemy to
lose prestige points hy hombing victory point hexes, as this flight of Do-17s demonstrates.

unless you have a range utl\-';mlugc, your
units will take some casualties [rom
counter-battery live. But what il your oppo-
nent has air superiority, or an anti-aircraft
hattalion bordering the artilleryz Call the
Navy (vet another "'()ll{l reason 1o keep that
Admiral’s hat dl{llllltl Herr General), If the
artillery you wish to attack is within range
ol your h:ullmhipw or cruisers, then attack
with i Il1l|}lllil|\’

Sometimes it just doesn’t pan out the way

JANUARY

air defense and anti-aireralt formations,
This is the only way 1o keep Allied air
power ofl your back, because any Axis air-
eraft which stray into southern [nI\ will be
eliminated. As a result, vou must wry 1o
keep your formations in covering terrain.
This will mitigate the devastating effect of
the Allies naval gunfire support.

11 it rains, it will ground the aireraft and
enable you to sortie 1o the south with the
Italian feet, harassing Allied units at-
tempting to force their way up the ltalian
peninsula. You should counterattack the
initial Allied crossing at Reggio, but tem-
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per your aggression with proper judg-
ment. As Allied combat power on the
peninsula builds, you will have to eventu-
ally withdraw. However, if you retreat
slowly, conserve your combat power and
get some bad weather, you should retain
the live cities needed for victory.

The invasion of Norway has long been
regarded as one of the models for modern,
joint combined arms warfare. Many gener-

als unfortunately find themselves short of

needed prestige when at the shores of Nor-
way. Even though resources are relatively
scarce, you should invest in JU8Ss, because
you need them to counter the British fleet.
Start the invasion by taking Oslo and the
nearby airfield with the south-eastern task
force, wppm'iing the attacks with one
heavy cruiser. Sail the rest of the [leet
northward. Suul the motorized units of the
south-western task-force up the Oslo-
Trondheim corriclor.

The paratroops, after assisting in the
capture of Oslo, should be dropped in the
vicinity of Lillehammer to pave the way
for the mechanized units. Use foot sol-
diers 1o capture the airfield at hex [18,24],

CHINK IN THE ARMOR This defense looks sound, but once the artillery support is
nullified by air and ground assaults, the infantry will be easy pickings for a timely

armored thrust.

then embark and head up the western
coast with escorting cruisers/destroyers.
The northern fleet should land its units
west of Trondheim as soon as possible and
retreat west. These sailors will fight later,
Harass the British heavy [leet units with
your submarines, but be careful to avoid
decisive engagements. You cannot hope 1o
defeat the entire British fleet before your
forees concentrate,

By midgame, the units that landed west
of Trondheim and the formations surging
north from Oslo should combine to the
southeast of Trondheim, The [eet units
will be grouped west of the tip of the Nor-
wegian land mass. Move the fleet east
along the northern coast, accompanied by
the JUSSs, and engage the British (leet.

Simultaneously, launch the attack on
Trondheim. With luck, the Brits will be
defeated in both battles. Re-deploy the re-
maining troop transports and paratroops
for a conclusive attack on Nasmos. This
strategy should give the Germans five
cities and the win, There never seems to
be enough time, but victory is possible for
a persevering Panzer General.

Another interesting variation on the five-
ancl-out theme is Berlin West. To emerge
victorious, the Germans must retain five
objectives in addition to Berlin. The future
American imported beer kings may at-
tempt the classic broad-front-trip-wire-
withdrawal defense or play a riskier game.
In the former delense, the Axis will try to
delend a continuous line from Amsterdam
to Freiburg, using his armored units to
counterattack local penetrations (however
slight). A real commander scoffs at that
type of attitnde—after all, what did it gain
the German army in real lile? Those with
[ire in their veins will counterattack in the
north;  the
Panzers will at-
tempt to cap-
re Einhoven
and Aachen.
Meanwhile,
back on the
southern
ranch, Ger-
man forces will
strive to delay
the American
juggernaut,

Here’s how:
the German
- armaor should
side step to the north. This will, conceiv-
ably, give them a significant advantage in
the vicinity of Aachen, Employ an airlilt 1o
join the three Berlin infantry units with
this assault [orce. Use some precious pres-
tige points to build a towed 105mm and
Wespe unit and keep the rest to replenish
the hurting units. Place them in the vicinity
ol Muenster. Concentrate those awesome
fly-boys (Me-262 et al) to support this
northern killer group. Far from a repeat of
history, Hitler's finest will rule the sky.

The rest is simple...in concept. The
killer kampferuppe should advance west
then wheel south, capturing Einhoven and
Aachen. In the sonth, use prestige points
to buy the cheap Wehrmacht infantry 1o
plug holes. Small, hard-hitting armored
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reserves should counterattack Allied suc-
cess stories. The Berlin Panther, Tiger 11,
and JadgTiger should head towards
Frankfurt o suike the inevitable Ameri-
can puncture there. If you're lucky, (and
doesn’t luck favor the bold?) this should
net you five cities and keep the Allies [rom
cven getting anywhere near Berlin.

1fy(>u itke ]Jlaymg W][h a Ioadecl deck, lead-
ing the Allies in the D-Day scenario is for
you. ‘They have the armed equivalent of a
silver spoon: Naval gunfire support, air
power, and overwhelming ground forces.
Unlortunately, they're missing St Lo, Caen,
and Cherbourg...which happen to be the
objectives needed for victory. Take your
time; with patience you can crush the Ger-
mans. Divide the Americans in 60/40 fash-
ion. The larger contingent advances to St

Lo, the other to Cherbourg. After the

Yanks are safely ashore, the fleet, from ap-
proximately Bayeux north, should steam to
Cherbourg. They can help neutralize the
ring of forts surrounding the city.

Allied air power can be most lethal; and
much to the delight of human-controlled
Allied commanders, the computer doesn’t
know it. That's right, the Nazis sally forth
with their meager Fwl90s as if this was
May 1940, and are easy prey for the supe-
rior numbers of Allied aireraft. After vou
have established your air superiority, use
the B25/26 and A26 units to soften up
strong points. The fighters should strafe
units, particularly the guys lrom the 21st
Panzer (you know, the armor east of Caen),
Be sure to capture French airlields quickly,
as your squadrons’ worst enemy is re-sup-
ply. It takes a long time to go back to Ing-
land (evidently, silicon pilots spend a
realistic amount of R&R time in bars).

Otherwise, the D-Day scenario is pretty
stre llbh[fum‘nd Use the allied weasury of
prestige points to buy artillery and armor,
Barrage and bombard the cities belore
committing your grunts and don’t miss a
chance to take out weakened enemy units.
Build some British Fireflies to handle the
215t Panzer and keep an eye on the calen-
dar. With practice, you should be able to
capture all three objectives by tirn eight.
If you have any tactical understanding at
all, this scenario is a lock. Il you lose, it's
time to start over with Poland. Panzer
GENERAL is only mastered through repeat-
ed play—so keep on blitzing until you see
the Tower of London (or the ruins of
Berlin) before you. &
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to this than new Microsoft: Golf 2.0.
This is the ulimate golf experience—right on your PC.And since you're playing in 0

the VWindows. operating system, it's as easy as it gets.You're at the famous Firestone
Country Club.There's a stiff breeze blowing right to left. Choose your club, set your
feet, take a few practice swings, breathe deeply and... whaaack! Drive that ball down
the fairway. Even the worst shot looks awesome with photorealistic trees, sparkling
warter, and luxury homes lining the course. On the green, a birdie brings enthusiastic
cheers. Par, and all you'll get is polite applause. (Don't you just hate that).

Sure, you could blame the course itself. But with Mauna Kea, Banff Springs, and
Pinehursts championship courses also available, you'll have plenty of chances to
redeem yourself.

So see your retailer today. And please, remave M"cmsoﬂq:
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tar Trail offers you everything yoﬁ’ve been missing in a true fantasy
role-playing experience... a rich and intricate world... detailed
characters... an epic quest fraught with danger...

The world of Arkania returns with incredible sound, speech and music,
spectacular graphics... and an experience you won't forget!

TooTEMPTING TO RESIST?

@ Graphically defailed automap with @ Smooth-scrolling 3D movement

zoom, move and edit capabilites ® [ntelligent keyword dialogue system

® Fully editable diory automatically

Jp i .
et oot Print option for diary

and character info
® Brilliant graphics, stunning o 2 evels of difficully

cnematics, incredible sound effects

ond digital spech foore o Ctene ==
. . . ENHANCED
@ Fully animated, phased-time, experienced players GRAPHICS & SPEECH

isometric 3D combat with improved
auto combat system

“3D scrolling animations and massive improvements on both the graphics and sound

Sronts now complement a game engine which the designers have redesigned in detail,

responding to virtually every criticism levied against [Blade of Destiny].”
~ Strategy Plus, Sepiember 1994

“Fans of Sir-tech’s Realms of Arkania series: Rejoice!”
— Hectronit Entertainment, September 1994

To order visit your local retailer
or call 1-800-447-1230




ADVENTURE/RPG

Surely You Jest!

[T ISN'T OFTEN

THAT ADVENTURE

GAMERS GET TO

play The Bad

Guy. Usually

they're out bashing

"Foozles” and righting

all of the wrongs that game

designers care to write. In fact, until now there

has only been one adventure or role-playing

game in which we had a chance to explore the

“evil” side, WizarDRY IV: THE RETURN OF WERD-

NA. In that Sir Tech oldie, we directed the evil

wizard on his quest to retrieve the stolen amulet.

However, at the end game, Werdna had the op-
portunity to redeem himself,

This is also the case for Malcom the misfit jester
in Westwood Studio’s KyRANDIA 8: MALCOLM'S
RevenGE, Kyranpia 3 picks up where the first
game, the LecEnD oF Kyranpia, left ofl. Having
been turned to stone by the game's hero, Maleolm
was left petrified, alandmg alone and forgotten in
the ulsllt.JunL heap. In l]u, animated mhndmuun

to the game, a stray lightning bolt hits the statue,
returning Malcolm to life and mischief.

As it turns out, Malcolm is just a poor, misun-
derstood jester. While it's true that he did usurp
the throne, steal an important magical doodad,
and petrify most of Kyrandia’s leading citizens
in the first game, no one seems to bear a grudge
against him for these little peccadilloes.

No, everyone is mad at him for killing (or

supposedly killing) the king and queen of

Kyrandia. Murder, after all, is serious business.
Much too serious for a jester. Of all the nasty

MALCOLM THE
TWISTED JESTER IS

BACK IN KYRANDIA

3,

BUT THIS TIME HE'S

things that Malcolm did, this wasn't one of [AUGHING WITH YOU,

them. Proving that to the citizenry, however, will
prove diflicult for a guy with his track record.
The game proper begins with Malcolm’s re-
vival in the junkyard. From there he makes his
way ofl'of Kyrandia (not a congenial place at the
moment), adventures on the Isle of Cats, entices
pirates to help him get revenge (which quickly

turns sour), escapes banishment to the Ends Of

The Earth, eludes the clutches of the tic-tac-toe-
crazed I-mh Queen of Limbo, pays a brief visit to
the fiery down-under, and fi-
nally returns to I\}mndm
for—we hope—his tri-
umphant vindication. All in

NOT AT YOU.

There must be some atmospheric interference in the old crystal ball. We're
getting so many mixed images from SSI's upcoming ThunderScape game
that they just can't possibly fit together. There are some “steampunk’ ele-
ments to the fantasy role-playing system which allow for steam-driven ve-
hicles like ThunderTrains and steam-powered flame throwers, hut there is
also the more traditional magic system. However, just when you think you
have it all figured out, you discover that there is a magical metal that al-
lows certain wizards to create gigantic metal golems.

The monsters in ThunderScape are all being rendered on SGI machines
and they have very unique looks. Not only that, but although the initial sto-
1y is a simple “Kill Foozle" romp, there is a rich background about how the
diaholical evil that pervades the new gaming universe is incredibly foul
and corrupt. You can definitely expect some dark and intriguing encoun-
ters in this game.

all, quite a lot to do for
someone who really wants
nothing more than to take a
peaceful nap in his own bed.
Game play is very simple;
this is definitely a “no frills”
interface. The main cursor is
a small arrow. Clicking that
on an object picks it up {l[ it
can be taken), or “uses” it
(pushes a button, moves an
item, etc.). Moving the cur-
to the edges of the
screen will turn it into a
large arrow, designating an
exit from that location (if
there is one). Moving the hy Scorpia

s0r
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cursor elsewhere and cicking causes Mal-
colm to walk to that spot if no obstacles
are in the way.

A drop screen is hidden at the botrom
of the display; moving the cursor down to
the bottom causes it to appcar. This

holds Malcolm's inventory (maximum ol

10 items), the game controls (save, re-
store, quit), and the mood meter (more
on this shortly).

Conversations are equally simple: you
just click the cursor on anyone in sight,
and conversation begins automatically.
There are no responses o choose; Mal-
colm and everyone else decide lor them-
selves what they will say. How these little
chats go depends on what mood Malcolm
15 in at the moment.

The mood meter has three settings:
nice, normal, and lying. In normal
mode, Malcolm is mainly honest, but
somewhat on the sarcastic and cynical
side (his typical personality). In nice
mode, he’s, well, nice, or at least pre-
tending to be that way. In lying mode,
warm butter wouldn't melt in his mouth.

Deciding what mode to be in is the
tricky part, as all three are necessary in
different sections of the game. Starting
a conversalion in nice mode may not
get you anywhere, while talking in lying
mode might get you someplace you'd
rather not be. It is usually a good idea
to save the game hefore starting up a
conversation with someone, just in case.

Malcoln doesn’t '
go it alone, either,
For most of the
game, he is accom-
panied by Gunther,
his  “bad” con-
science. As a youth,
Malcolm also had
Stewart, the “good”
conscience, but
Stewart was lost
somewhere along
the way, leaving
only Gunther to egg
Malcolm on to,
ummm, politically
incorrect activities.
(There were times
when I thought this
wasn’t such a bad
thing, after all; Stewart is such a goody
two-shoes I wished I could punch him out
on several occasions). Gunther pops up
every now and then with smart remarks,
cither snide comments when Malcolm
messes up, or kudos when Malcolm pulls

OUT WITH THE RUBBISH Poor Malcolm, his petrified form left to rot in the
kingdom's trash heap. But there's hope for our jester: a hurst of lightening will
bring him to life and put him on the road to redemption.

oll'something good (or bad, depending on
your viewpoint).

However, Stewart is not gone forever,
e makes a stunning reappearance for the
end game, at which point you (not Mal-
colm) get to choose which of the two to
keep around—or (if you're really masochis-
tic), you can opt to keep them both.

This is not mere window dressing.
What you decide here has an effect on
the rest of the game. As you may have
guessed, things will be a litde easier if you
have Stewart alone, a litde harder if you
take both, and dillicult should Gunther
be the sole companion. Choose wisely.

tion, Mal-
colm’s invento-
ry is usually
empty.

This is not
a cause for
alarm. If an
item is need-
ed somewhere
else along the
line, Malcolm
will keep it
with him.
Othenwise,
everything
necessary [or
solving the
puzzles in a
particular area
will be found
in that area. So you don’t have to worry
about leaving things behind, or that
you'll get to the end game and find you
missed something important at the be-
ginning,

I played the CD version, which requires
about 10 meg on the hard drive and has
full voice support (all dialogue and re-
marks are spoken). 'or those who may not
want their computers talking to them, or
who may not want speech late at night,
there is an option to trn ofl the voice and
have text boxes instead. The game also
has internal controls for adjusting the vol-
ume of music and special effects. Happily

« for Gravis Ultrasound (and Max)
owners, the Gravis cards arve fully
supported.

KYRANDIA 3 ran perfectly clean,
The game never crashed, locked up,
or exhibited any bizarre happen-
ings. Only one minor bug surfaced
in the game controls, and its not so
much a bug as an oversight. Mal-
colm can walk at either a slow or fast
pace; the default is “saunter.” Like-
wise, there is a “studio audience”
(inane laugh wack) that can be on or
ofl; the default is on. If you change
either or both of those settings, the
software doesn’t remember them

BOTH OF ME Freed from imprisonment in stone, Malcolm still bears the burden of
a bad conscience, personified in the chubby Gunther.

Like the second game in the Kyrandia
series, THE HAND OF FATE, KYRANDIA 3 is a
linear game. Malcolm progresses from

avea 1o area, each one having its own set of

objects and locations. Typically, items don'’t
travel with him; upon arviving ina new see-
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from session to session, and you
have to change them again cach
time you boot up the game,

The music, special effects, and
voices are good, but not cleanly recorded.
A static hiss was always present to a lesser
or greater degree throughout the game.
As atest, | booted a couple of other games
that support native Gravis sound, and
they did not have the background noise.
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MALCOLM'S
MANY PATHS
So how does Mar-
COLM'S REVENGE
work as an adven-
ture? There's the
rub. Westwood took
a lot of heat over
the first two games
being, for the most
part, too simple
and obvious, Deter-
mined to do better,
they swung the
pendulum the oth-
er way, and made
much in the game
rather obscure.
They also included
multiple solutions for many of the game's
puzzles.

On the one hand, that's good, as you
aren’t locked into the “only one way to do
things” syndrome. On the other hand,
matters can rapidly become confusing as
solution paths cross each other and you
aren’t sure what to do in the first place.

This is especially true of the opening

section, Malcolm’s objective is to get ol

Kyrandia while avoiding such unpleasant
stops as the jail cell, the rock quarry, the
chain gang, and the slave galley (as [ said
earlier, Kyrandia isn't a congenial place at
the moment). That's really all you need to
do, but there are five or six ways of escap-
ing, and it’s easy to become tangled up in
them, or find a way off and worry about
all the stuff you left behind unfinished.
Even worse, you might find part of a solu-
tion, and spend hours wandering around,

trying to come up with a use for a flask of

cream or a handful of sesame seeds.

The Isle of Cats, next stop on the tour,
has its own problems, First is the non-logi-
cal jungle maze. While it's not very large,
the jungle does have to be mapped, which
is tedious husiness requiring much pa-
tience, especially since you have to chop
your way through the underbrush in each
scene (the stuff’ grows back as soon as you
leave).

More serious is the cat altar. To do the
right thing there, it is vital to get into the
Hieroglyphics Room of the ruins at the
Dog Fort. This requires light in the first
room, and there’s only one way to get it
Some players will likely miss the solution,
just by going the “wrong” way first [rom
the Dog Fort, letting themselves in for
much frustration. Tt is difficult to explain
further without giving things away, so I'll

Bueller... Bueller...

. ) ..uqlﬂl’ . e
v _ RAeians S W v el B
FOR THE HALIBUT While strolling through Limbo, Malcolm stumbles upon a
school of fish (apparently, Ferris the Fish took the day off). This puzzle is
one of the more obscure paths to the nether world.

just remark that it's best to explore the en-

tire jungle before heading into the ruins.

Another negative aspect is the need for
repetitive actions. You find a lot of bones
in the jungle, and it's pretty obvious you
give them to the dog. The first time, he
buries a bone and uncovers a gem, Alter
that, things become monotonous. You
need more than one gem (six, actually)
and they are randomly distributed each
game. So you save the game, drop a bone
in a new location, and see what turns up.
If there’s nothing, restore and try a dif-

sluice. Unlortunately, you can only grab
one item each visit, again determined
randomly, and you don't even know
what it is you're looking for, which does
not make things any easier. My experi-
ence was, on average, four or five tries
belore the object turned up (it was
much the same il the game was saved
alter arriving on the heap and before
taking anything).

There are other instances like this, as
well. One you could live with, but muli-
ple sitnations merely drag out the game
while not adding anything to the pleasure
of solving a puzzle.

Still, Kyranpia 3 has several good
things going for it. The game is funny,
and Malcolm is a refreshingly different
character to lead through an advenwre.
Eric Randall, the voice of Malcolm, does
an excellent job, having just the right
sound and tone of voice.

The designers took care that yon would-
n't come Lo a dead end over missing some
necessary item during earlier play. This is
an important consicleration, especially in a
linear game, where there is no going back
except via a save position.

At a time when most of the indusury
seems to have “gone ollvwood,” with
everyone scrambling to get “big names”
for full motion video and voice-overs, and
pushing  the
edge for whiz-
bang graphics
and sound ef-
fects, it is nice 1o
see at least one
company is con-
cerned  about
content  over
gloss (not to say
that the graph-
ics aren’t pret-
ty). Westwood
may have erred
a little on the

AN UNREASONABLE REQUEST? The Voice of Reason, who resides in the town
hall, has a thing for fish cream sandwiches made of eel cream and sesame
seeds. 0f course, you've got to hunt down the ingredients for his snack.

ferent location (otherwise, you must go
into the jungle and collect more bones).
If a4 gem pops up, save and keep going,
Only trial and error works here, as there
is no pattern to the positions ol the gems.

Similarly, in Limbo you need a partic-
ular item to perform a Royal Seance. It
can be obtained only from the junk
heap, which is reached by riding the
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obscure side of
the puzzle-build-
ing equation,
but at least they
were listening 1o
the game players, and went for “toughing
up” instead of “dumbing down.”

Now il they can find the golden mean
between the extremes, their next product
should be really something. In the mean-
time, MALCOIM'S REVENGE is a refreshing
game in many ways, although lrustrating
in many others. Definitely not a game for
the beginning or impatient player. €
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GAME HINTS _

The Dark Sun
Unshrouded

Scorpia Offers [llumination on
DARK SUN: WAKE OF THE RAVAGER

ELL, HERE WE ARE IN THE HOL-

IDAY SEASON AGAIN. THE

CHRISTMAS TREE MONSTER 18

back in the corner, swishing

its tinsel and blinking its
lights, and Fred's shrunken head garland
is on the wall. For all that, the mood
around here isn't very lestive. It looks
pretty much like we're in lor another dis-
mal gaming Christmas, with many expect-
ed releases pushed back to January,
February, or “sometime in *95." Indeed,
the prospects seem rather dark at the mo-
ment, so you may as well take what com-
fort you can [rom tips on another dark
subject, DARK SUN: WAKE OF THE
RAVAGER.

If you have a team saved off from
the first Dark Sun game, SHATTERED
LaNDs, bring it over. The characters
will transler in with some ol their
good stufl'intact, such as EI's Drinker,
Dark Flame, Phrain’s Bow, the Living
Cloak, Ring of Insight, ete.

Armor doesn’t do quite as well, how-
ever, and you'll find much (though not
all) of the better pieces missing. Re-
gardless, you still come out ahead in
that department as opposed to starting
with a [resh team. In additon, levels
aren't lost in wansferring characters, and
that's another plus.

One word of warning when transler-
ring characters: don’t touch any of the
money bags until the game has actually
started at the gates of Tyr! Any money
put into the pool before then is apt to be
lost, and you'll end up with only the de-
lault amount of 5000 ceramic pieces.

If you're starting with a brand new
team, you want multi-class characters for
the most part. [ suggest at least two Fight-
er/Preservers, and a Fighter/Druid, with
the fourth perhaps a Gladiator, or maybe
another Fighter/Druid. Thieves don't

have much scope in this game, Clerics
aren't as good as Druids, and I didn’t
find Psionics all that useful.

Further, there appears to be a bug in
regard to the Fighter/Psionicist mix.
They all stopped gaining levels at 13/14,
even though they had the necessary stats
in both professions to go higher. All oth-
er multi-class and single-class characters
gained levels normally and maxed our at
15, so it's just that particular combination
that is not working right.

You don’t want a single-class Druid or
Preserver, because they can't wear armor,
and that makes them extremely vulnerable,
The same is true ol the Thri-Kreen; as be-
fore, there is almost nothing they can wear,
and this time around, it isn't worth having
one in the group (my wansferred Thri-
Kreen I7/Druid took plenty ol damage, 1
can tell you). The opposition in WAKE OF
THE RavaGER is high-level and hits hard;
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you want all the protection you can get.

That means, at character creation time,
you should max out the stats of everyone
in the party. You are going to need every
ounce of muscle, every hit point you can
muster up, and every point of AC reduc-
tion you can manage.

My own experience was that a team
composed of a Mul Gladiator, Mul
I/Druid, and two Half-EIf I'/Preservers
was a solid group. Half-Elves are slightly
better than Elves because the half-breeds
have better constitution and usually get
more hit points than the pure EIf. Hall-
Giants make good gladiators, but their
dex is poor. Then again, they have the

most hit points of anyone, and can ab-
sorb more damage than most.

Il you are playing with a transfer
team, or a team composed ol tanslers
and new characters, the default diflicul-
ty will be set to “hideous.” A team of all
brand new characters has a default of
“halanced.” Note that even if the tean
is all brand-new, the difficulty will go 1o
“hideous™ il you bring even one trans-
fer character into the party temporarily
during character creation.

Difficulty level alfects mainly how
many hit points the opponents have.

The easier the level, the easier it is 1o
kill off’ the monsters. Players who don't
want combats to drag on for too long may
want to set this to “easy” or “balanced.”
Rabid hack'n'slashers may prefer “hard”
or “hideous.”

Difficulty also affects the situation in
the volcano when you're alter the fire
ruby. The higher the difliculty, the less
time you have to get everything done. So
before descending, you may want to
make some adjustments,

Notaku is back, still looking for rare
and exotic ingredients. As before, he's an
optional part of the game; you don't have
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to take any of his quests. However, ac-
cepting these little errands will net you
experience points, money, and goodies;
they are also subtle indications of where
(o go next in the game. Notaku is also a
good person to sell excess equipment to,
as he will pay you lull price for the items.

Play begins at the gates ol T'yr, where
your party quickly becomes involved with
the Veiled Alliance, an underground
group of mages working lor the preserva-
tion and restoration ol Athas. 1t is best to
stay in the city until alter you've returned
from the p\nmld otherwise, you may
become caught up in all sorts ol side
quests and lose track of what's going on.

The Alliance has two ervands for you in
this section of the game: finding out what
the Templars are up to, and what the
Draxans are doing inside the pyramid.
Neither of these is especially difficult, as
you get plenty of direction. It's after
you've finished up the pyramid and sur-
vived the attack on Alliance HQ) that mat-

ters become more vague. Now you have

to find three elemental artifacts (the Al-
liance has the fourth), and where 10 go
and what 1o do is lelt pretty much up o
you, and there aren’t many signposts.

of them +5 and one +4). I preferred to
go alter the Hammer livst mysell; couldn’t
resist that neat armor! You may look at it
differently, but it doesn’t matter so long as
you get all the artifacts,

HAMMER OF PROMERE

Yes, it's in the mines, or actually, below
them. You have to talk o the overseer by
the NW gate to get the mine key (a char-
acter with high charisma can beat down
his price a bit).

Not much happens on the enuy level;
vour job is to get down to the lower tun-
nels as quickly as you can via the elevator.
This is where most people have some
trouble, as they aren’t sure what o do
down there, It's simple: you have to lind
(and kill) the group ol possessed miners
belore they wipe out everyone else. My
experience is that they don’t show up un-
til after you have reached Luckout Tun-
nels. Then you go back through the rest
of the lower |1\r:|*. and get them before
too many people die.

[t is only afier they're dead that the se-
cret door in the Old Digs opens (there is
no way to open it youwrsell). NOTE: II'you
have the carly release ol Rawvacer, there is a

Getting the artilacts can be done in
any order; all three sections are stand-
alone and don’t have an impact on each
other. They are also static; there is no
time limit,
and finish them right away, You can tuke
some time to explore around and do
some ol the side quests (becanse ol space
limitations, the side quests are not dis-
cussed in this article).

So, which item you want to try for first
is up to vou. The Fire Ruby quest nets you
some hefty experience points, The Lyre
OF The Winds quest gets you some good
experience and one (only one) +4 leather
breast plate. The Hammer ol Promere
provides good experience and the very
best armor in the game (three pieees, two

so you don't need to run ofl

bug that will keep you [rom going through
the secret door, even though it's open. You
must proceed divectly 1o Old Digs after
killing the miners; under no circumstances
sh(ml(l yout go hack up to the top level.

That |J1||11.,\ you to the Underdark,
where the Mind Flayers hang out. As you
probably guessed, they all have to be
trashed. Unlortmately, if vou have the
carly release, you're stuck with doing it
the hard way.

Cleaning the individual sections
(kitchen, lab, arena) isn't too tough; it's
the big battle in the room with the elder
brain that's the problem, There's a flask
ol poison gas in the lab that works on
flayers, but because of a bug in the game,
you can't use it. Ouch,
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The best way to handle the light is
good preparation beforehand. Just before
entering, cast a haste spell on the party.
Stoneskin and Improved Invisibility
shoulel also be cast on everyone. During
the fight, get the Flayers first, followe by
Inte ||ul Devourers, and leave the slaves
for last, 11" you have EI's Drinker, this is a
greal weapon to use against the Devour-
ers, as the sword will leech their hit points
even though the hit does one point of
damage. Be sure to destroy the Elder
Brain as soon as the fight is over, or more
Flayers will keep showing up.

Beyond this room is the cave with the
Hammer (and that neat armor); expect
to have a couple of fights before you can
take it. You will also need the hammer
equipped as a weapon to get out of the
Underdark.

LYRE OF THE WINDS

This requires some advance work. The
mangled tapestry in the secret room of
Alliance HQ has to be fixed, which can
only be done by Utella of the Jann living
in the desert, Once repaired, you can pul
it back where you got it from, use a cer-
tain item (found nearby) to activate i,
and step through to the Silt Sea area,

Now vou're in the land of the (more or
less) [viendly Giants, who have some prob-
lems of their own. A couple of them will be
solved as you go after the Lyre. Look
around [or the three items you need to lix
the skimmer, then use it to visit Keign. He
isn't going to help much, so you may as well
kill him as soon as passible so you can pass
through the tunnel to the mountains,

Here you can ignore the Giantess and
all that business dlmul the Mute. There
are switches all over the place that are
supposed to turn ofl the waps; 1 never
bothered with them. It's much simpler
and faster to make a Preserver the party
leader, then have him or her cast Minor
Globe ol Invulnerability. Alter that, just
waltz right up the path to the drakes.

Slow down as you near the top, and
then stop as soon as you hear the click,
Don’t move. Now shoot an arrow at any
convenient target, and watch as (for what-
ever strange reason) all the other drakes
gang up on and kill the one you just
poked with an arrow. Keep this up, and
soon there will be only one drake to deal
with (it is important not to move anvone
until only the single drake is left).

The ones (l(mn by the nest are smarter
and won't fall for this trick. Multiple fire-
balls are better to use here, followed by
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melee on whatever's left afier you run out
of spells. Be sure to pick up one drake
hide for the blacksmith, and one for No-
taku. Then jusl‘do the business at the
nest and you're done here (and don’t for-
get the Lyre!).

FIRE RUBY

You get here through the volcano tapes-
uy (there is something in the room that
will activate it). After some fights with the
Draxans, the Verini will let you into their
temple (do remember to save Prosser be-
fore entering). Before long, you'll be in-
vestigating a murder.

This can be tricky, since some clues are
dead ends. You certainly want to read Sor-
val's notes (in his room), and examine
carelully the statues in the south. Anything
you find should be shown to Nortemus.
After the temple has been sealed, have a
chat with Prosser (if for some reason you

didn’t save Prosser, look for Winter in- -

stead). This will set you on the right track.

Ulbin won't cooperate, however much
you try to manipulate the conversation.
You'll need Silvan’s (not Rhone’s) help
here. Save before vou go for the amulet.
Once you have it, events will move very

0 More Hassle.

Tired of fumbling with joystick cables behind your

joysticks than playing your
favorite games? You need a
hassle-free alternative: the =
Joyswitch™. At last you L
can jump from joystickto |
joystick, game to game, with
the speed and ease of turning a

switch. Connect up to four devices (ilight sticks, yokes,

computer? Are you spending more time changing

steering wheels, game pads, etc. ) and two sets of foot

quickly, and before you know it, you're
down in the volcano core after the ruby.
Plenty of Draxans are down here, too.

Most of this section is just a matter of

fighting, although there is the Stones
Maze you have to ligure out. I suggest
saving before you start on that, and mak-
ing careful notes as you go along, espe-
cially if you're in one of the more
difficult modes. Once you have the path
worked out, restore and go through it
again (remember, there IS a time limit
here, and the volcano will blow il you
aren’t [ast enough).

END GAME
In case you haven't figured it out before
now, the entrance to the Lord Warrior's
lair is in the house with the two Golems,
right next to Acar. You will of course have
to open the door behind the tapestry. Ele-
mentary, my dear Watson <grin>.

Kovar (the prisoner) can be helpful, in
spite of his arrogance. He can especially

help you with Jumah, who is in charge of

the Templars. It's better to talk to Jumah
than kill him.

When you make it to the Inner Sanc-
tum, the Lord Warrior teleports away,

| To order call: (714) 362-8698 or

leaving you to figure out how to activate
the portal (after you've dealt with his un-
dead minions). Well, there’s an interesting
sarcophagus on the left, and a room with
four element-type objects on the right, so
it shouldn't take you too long. Since
there's no going back, you may want to
save before stepping through the portal,

Now you're at the Temple of The Cos-
mos, where a Pyreen clues you in on
what's been happening there, and what
you need to get into the temple. After
that, it's the big one, and I do mean BIG.
You may want to lower the difficulty level
a notch or two bhefore entering. Good
luck, you'll need it.

Whew! That takes care of the tale for
this month. In the meantime, if you need
help with an adventure game, you can
reach me in the [nll{mmg ways:

On Delphi: Visit the GameSIG (Lm(lt.l
the Groups and Clubs menu).

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

By US Mail (enclose a sell-addressed,
stamped envelope if you live in the Unit-
ed States): Scorpia, PO Box 338, Gracie
Station, New York, NY 10028.

Until next time, happy adventuring! &
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Access Software’s Four CD Extravaganza,

UNDER A KILLING MOON

by Charles Ardai

UCH ANTICIPATED, MUCH DIS-
CUSSED, EXTRAVAGANTLY TOUT-
ED, AND RICHLY PRESOLD,
Access Software’s big Christ-
mas title, UNDER A KILLING
Maox, is as much a disappointment as it
is one of the year's more remarkable
achievements. IU's a virtuoso performance
both deserving ol and marred by the de-
signers’ pride in their accomplishment.
‘They know how good it is, but they seem
not to know how good it isn't.

KiLLinG Moo is served up on four
CDs, because, by God, there’s too much
game here (o fit on just one or two. In the
real world, the only thing that comes on
four CDs is a Puccini opera; in the world
of computer games, what comes on four
CDs is several hours of animation, audio,
and video, a super-saturated feast for
hungry gamers to gorge themselves on.

Almost every location in the game—
and there are many—is a fully built-out,
three-dimensional, photorealistic envi-
ronment that the player can explore with
complete freedom of movement. Every
word of text in the game is spoken out
loud, often by well-known movie actors.
To give you a clear picture ol the lengths

to which Access has gone to make
KiLLING MoON the game to end all
games, consider this: they hired no less
than James Earl Jones as the narrator.,
Since KiLLinGg Moon uses one ol the
world’s most fa-
mous voices for

its incidental nar-  Price: $99.95,

ration, it’s obvious ~ DOS CD-ROM
that no facet of = System
Requirements:

the game which
could be embroi-
dered, gilded, or
otherwise adorned
has been
lovked. You know
the little clock
icon that many
games put up on
the screen while a
new scene is being
loaded from the
disk? HHere it's a
lovingly rendered,
inch-high, wood-
grain grandfather clock with a gold pen-
dulum swinging back and forth.

I’s all terribly opulent, sumptuous al-
most to the point of decadence. Thrill-

IBM compatible
386-25Mhz, CD-
ROM, 4MB RAM,
2MB hard drive
space, SVGA
graphics, mouse;
supports most

over-

Protection: None

Salt Lake City, UT
(800) 800-4880
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Unpoer A KnLinc Moon

major sound cards; recommended 486 with
VESA local bus, 2X CD-ROM, 16MB RAM,
10MB hard drive space.

Designers: Chris Jones, Aaron Connors
Publisher: Access Software

seekers out to push their hardware to the
limit will go gaga over the visuals belore
they even leave the main character’s of-
fice, where the game begins. From your
[irst-person perspective, you can turn in
place or just turn your head or move in
any direction, cither by walking forward
or by walking sideways. You can look up,
you can look down, you can crouch or
crawl on your belly or stand on tiptoe.
You can look up or down while crouching
or crawling or standing on tiptoe. It's
enough to make a player accustomed to
the limited control offered by ordinary
games delirious.

But visuals are just visuals and controls
are just controls. Once you've spent the
hall hour it takes to learn how to do all the
things the game permits you to do and
marveling at the luscious presentation that
unfolds as a result, you'll want to get to the
meat of the game. As a wise philosopher
once said, “Where's the beef?” Alas, you'd
have better luck finding pork in Haifa
than beel in this game. KILLING MOON is
crammed to the gills with the sort of talent
you can buy, but all too obviously deficient
in the sort you cannot.

Actors can be had for the right price,
even actors with marquee value and fa-
miliar faces like Margot Kidder or Brian
Keith, The price probably isn’t even all
that high, since Hollywood hasn't exactly
been throwing roles at either ol them lor
the last few years. Gorgeous 3-D graphics
engines can be bought, too, and so can
nifty user interfaces.

What's harder to
come hy is good
acting, good direc-
tion, good wriling,
and good game de-
sign. These are
what KrLrLing
Moon lacks. To be
sure, it also has
some technical
weaknesses—Ior in-
stance, the matte
work that permits
Access Lo superim-
pose its actors on
the computer gen-
erated virtual sets is
less seamless than
in Origin’s WinG
Commanper  T11
(another four-CD extravaganza), but
these pale before the much more sub-
stantial weaknesses in the story the game
tells and the way it tells it. -
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THE MEN IN THE MOON

Tex Murphy, the tough, hard drinking,
chain smoking private eye who starred in
this series’ first two installments (Access’
MEAN STREETS and MARTIAN MEMORAN-
pUM), returns in KitLinG MooN to investi-
gate and foil an attempt by a lunatic
religious cult to destroy all life on Farth.
The cult has built a space station orbiting
the moon, to which they plan to escape
prior to loosing a genetically engineered
virus into the Earth’s atmosphere. Alter a
few hundred years on the station, they in-
tend to return to a newly edenic Earth,
cleansed of the moral and genetic impuri-
ties that make Tex's [uture San Francisco
resemble the set for Blade Runner. Need-
less to say, they've got Lo be stopped.

Along the way to cracking this big case,
Tex has to solve a handful of smaller cas-
es, each of which contains anywhere up 1o
a dozen puzzles of the sort you might ex-
pect: getting past barriers, navigating
conversations with other characters, even
identifying a criminal using a database in
the manner ol a Carmen Sandiego game.
(“He had bright green eyes and a tatoo
of an anchor,” one character tells Tex.
Back in his office, Tex turns on his com-
puter and chooses “green”
possible eye colors and
“anchor” from a list of
possible tattoos.)

The puzzles tend 1o be
neither difficult nor
clever; they are, lor the
most part, mechanical
exercises in doing the
obvious. A good example
is the matter of Tex’s fax
machine, which is bro-
ken when the game
starts. Replacing it ve-
quires one Lo [ind a pen-
cil, a stamp, and a
mailbox (all three are
where you'd expect to
find them); fill out and
mail a form; wait for the
return mail; and then go
to an electronics store,
find a fax machine, and buy it. Another
example, this time from the end of the

{D“elahn Todes Bpt.

game: Tex is locked in a room where, il

he looks around, he'll find some dry
leaves, a rake, a can of lighter fuid, a
stone, a piece of flint, and a smoke alarm.,
Can you guess what the solution is? There
are a lew puzzles that are more taxing
than the above, but what those puzzles tax
is less your creativity than your patience,

from a list ol

since they can only be solved by trial and
error. 1t would take a liner casuist than 1
1o make the correct choice between dia-

aren’t.

They're oll-the-rack, by-the-book

stull, One involves the thelt ol a bracelet
[rom a pawnshop in Tex's neighborhood;

[iRvERTaRY

lff:r'mu-m'im'

I LD GET M
0k, | con use Lhis. My nose hos started sagging lalely

... makes It hard 1o breathe. Now, whal kinda info ya
looking Tor, hmmm?

THE NOSE KNOWS Nuclear fallout has bred bizarre mutants,
including Beek Nariz, whose elephantine schnozz is a none-too-

subtle metaphor for his underworld knowledge.

logue options like “Casually investigative™
.'I|1(| Casually inquisitive.” And I defy any
player, however keen his intuition, 1o
solve on his first try either the dialogue
about security systems with the clectronics
store owner or ll]L' |-L’5H.‘il'iiillil)“ 'H_'{.Inl.’n(.'(_'

RFF(Ch Coit Tower O |
Oteifsortice |
cnanaier Ave. Oy

Clcolonars arfice

Wi

[

GUMSHOE GUIDE A helpful Travel option, overlaid on an actual
satellite photo of San Francisco, lets you quickly select and travel to
previously discovered locales.

where Tex has to bring a colleague out of

suspended animation, As far as 1 can tell,
the only way to get through these se-
quences is to systematically iy every op-
tion until you stumble across the
combination that works.

So the puzzles aven’t much fun, What
can you do? At least il the cases them-
selves were interesting, it might be possi-
hle to overlook this \hmlmmmg But they

134 COMPUTER GAMING WORLD = JANUARY 1995

bt hi

JI' T ) TEXT Fmdm

another mvolves accusa-
tions of nfidelity; yet an-
other involves a fake
countess who hires Tex
to locate a missing stat-
uette in the shape ol a
bird. There’s nothing
here you haven't seen a
hundred times before on
the Late, Late Show.

As for the hird stat-
nette, it's not your imagi-

?AIJXHJAR ¥ PANEL 1

nation if this bit wuu(ls
even more lamiliar than
the rest. It's a not-very-
subtle tp of the fedora to
The Maltese Falcon. The
game abounds with this
sort ol homage. (Anoth-
er: Tex's office is on
“Chandler Avenue.™) Un-
fortunately, the main thing references like
these accomplish is to remind players who
are lamiliar with the works being referred
to just how much worse KiLLING MOOX is,

It is the simplest thing in the world 10
plant references to classic hardboiled
novels in a story: what is hard is writing a
classic hardboiled story of your own. Au-
thors Chris Jones and Aaron Connors
never rise above the level of making gags
and sly references, though they show
signs of wanting to. With the plnl about
the cult and I|IL' crusade for genetic pull-
ty, they appear 1o be uying o tell a seri-
ous story, with serious threats and grim
implications. Yet every time the story
threatens to go in an interesting direc-
tion, they cut it of at the knees by throw-
ing in lame, inappropriate jokes and
cheap slapstick, such as scenes that in-
volve Tex falling over in his chair or
walking into \\'.1]]\ or getting captured by
villains who do Three Stooges-style eye-
poking schtick.

“T'his |||1.r1i~'cipli11tr1 willingness to sacri-
fice the story in order to sluk gugs in
where they don't be long is typical of ama-
teur writers, and it is (lLL‘p]} unsatisfying,
Jones and Connors seem to be lmpmg
that they can make a single game be both
a serious thriller and a goofy comedy,
both Crunarown and Deap Men Don™r
WeAR Pratn, and it just doesn’t work.
They should have paid more attention to
their sources: Hammett and Chandler
were able 1o m.'!kt' their books extremely
funny without ever undercutting their
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characters or their storylines. Il it is too
much to ask that the designers craft their
story as well as the old masters, at least
they could have listened to one of the
lines they gave James Earl Jones, taken
from a story by Edgar Allan Poe: “There
are matters of which no jest can be made.”

MOON SHOT

To go along with the bad writing—in
which category 1 include both the unin-
spired plotting and the embarrassing dia-
logue—KiLuing Moox  offers  an
abundance of bad acting. 1 have never
seen a professional production, either on
TV or in a movie or on stage, that
brought together so many performers
lacking in even the most rudimentary
command ol their cralt.

Starting with the lead role of Tex Mur-
phy, in which Chris |nnes (ves, the game’s
designer) had the unmitigated (lml/pdh
to cast himself, the acting is on par with
what you would find on public access tele-
vision or in a high school play. Shanon In-
gman’s performance as a Valley Girl
hooker struck me as particularly awful,

though singling her out may unfairly sug-

gest that she is worse
than Sandy Jensen, who
incompetently plays a
crime boss, or Monique
Lanier, who can barely
get her lines out as the
fake countess, or Doug
Vandegrift, who does an
annoying John Lovitz
impression (which may
be redundant) as an un-
derworld snitch, or Re-
becca Clay, who, when
she starts talking, just
makes you close your
eyes and pray for it to be
Over soon.,

What about the pros?
Russell Means, who in
happier times played
the title character in THE LAST OF THE
Monicans, here is inert as can be, stand-
ing like a lump with his hands at his
sides and doing nothing to bring his
character to life. Brian Keith seems to
wish he were Brian Dennchy since he
does Dennehy's patented grull and
weary routine, only not nearly as well.
Margot Kidder comes and goes in what
amounts to little more than a cameo, giv-
ing a broad, swaggering performance
that plays like an audition for Saturday

Night Live. James Earl Jones is James
Earl Jones—how can you go wrong with
a man who is able 1o make phonebook

inches away [rom the fiery explosion that
is about to engull the space station. Not
only is the graphic of Tex in front of the
fireball poorly done,
and not only is Chris
Jones unable to con-
vey the impression
that he is actually
running, but the dra-
matic conception is
screwy. It's fine to
have Indiana Jones
running away from a
huge boulder, as in
Raiders of the Lost Ark,
or to have the Millen-
nium Falcon high-
tailing it out of the
Death Star just ahead
of a reactor core ex-

DROP-DEAD GORGEDUS One of the more lavishly designed rooms shows
off Kiung Moon's extraordinarily high, 3-D-rendered graphic luster.

commercials sound sexy?z—but he is
wasted on minor bits of narration. It's
like hiring Rembrandt to paint your
house. There is one good actor in the
bunch: Mlt hml Bailey, who plays archvil-

[TIRVERTORY
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Lo
withoul it, don't plan on leaving,

YOU AIN'T NO SUPERMAN Margot Kidder's short but intoxicating role
as a barmaid teaches Tex the difference between shrewd
investigators and private dicks.

lain Lowell Percival, shines like a dia-
mond in a coal bin, Here, at last, is a
man who knows how to deliver lines!
Would that he'd had hetter lines to deliv-
er, but at least you don’t feel like trning
the sound ofl when he talks.

One good actor can't save the game,
however, and within minutes ol enjoying
Bailey's climactic soliloquy the player
finds himself at the g game's absolute
nadir as Tex runs (lu\\n a corridor, ratty
trencheoat flapping at his heels, unl\'

136 COMPUTER GAMING WORLD = JANUARY 1995

plosion, as in Relurn
of the Jedi, but you
can't mix the mwo. A
guy running away
from a nuclear explosion? No. Ull uh.
Back to the drawing board, Kids.

It's too bad that one more trip to the
drawing board is not an option, since
IKILLING MOON has much that would have
been worth salvaging. The game engine
is terrilic; if only there were better things
to see and do, it might well command the
player’s interest for more than the first
hall hour. Better actors could have been
hired, or a better director might have
been able to coax less horrible perfor-
mances out of these. A professional script
doctor could have worked wonders on
the dialogue, even with only a week or
two of work.

It would have been worth it. Now it's
too late, and UNDER A KILLING MOON is
far less than it might have been. To
which I can only say this: I hape this
game sticks in people’s minds as a monu-
ment to arrogant ])I'(“illl‘ll;')[it)ll. Heaven
save us from game designers so blinded
by their A|)I|II) to craft spect: acular tech-
|1|>|ng) that it makes them think they can
write and act, too. €

THE EDITORS SPEAK

UNDER A KILLING MOON
RATING 3¢ 2% 3t

PROS A revolutionary interface that
puts you inside the game world as no
adventure game ever has before.
€oNs The writing and the acting
don't measure up, by a long shot.



WIS SEY CONTIN Y E s

We have seen the future, and it’s not very pretty.

¢ *  No matter what you've done. No matter where you've been.

. No matter who you've crushed to get there. Nothing...can prepare you for this.
No, not Iragis. Rexxons. Releniléss, Al-controlled alien mercenaries with military capabilities far greater than that f ten thousand Third World
nations. And all of it—every bit of this deep space hell—takes place in o brilliant, hyper-realistic 3 universe 500 million miles into the future,

“Inferno is here. Heed the warning. A
I ] Oh, yes, this incredible lg'rm simu-

+

Superfast 3D graphics. Ultra-
sophisticated virtual worlds...
Gameplay so advanced, we're no
longer sure our programmers are
. from this earth!

lation is brought to you by the
*same R?Fh who dro L1]
| over the Persian Gulf

-
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{ defense systems,
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My Ship And
Welcome To It

Gain Priveleged Access To The E nterprise
In The STAR TREK INTERACTIVE TECHNICAL MANUAL

by Allen L. Greenberg

OLLOWERS OF THE ORIGINAL STAR
TREK SERIES MAY REMEMBER THE
1967 “TomMorrOw s
Yesterday” as the occasion when a
20th century U.S. Air Force Pilot
not only stepped aboard the Starship En-
terprise, but was also given a first-class
tour of its workings and facilities by Cap-
tain James 1. Kirk and his command

EPIsODE

crew. Most Star Trek fanatics would, of

course, gladly slice
olf their pnimcd
cars in order to be

offered a similar op- | Price: $69.95,

portunity. Taking | Windows CD-
advantage of 20th ggm' Mac CD-
t‘u‘nnn'y {:t.m‘lpll[(’.r <dem
technology and mul- Requirements:

timedia presenta- | |BM compatible

Star TReEx INTERACTIVE TECHNICAL

made staggering scientific advancements,
so that one trade paperback can barely
contain it all. Appropriately, the interac-
tive CD ROM version is [illed to its shiny-
silver brim with panoramic scenes,
computer animations, photos, schematic
drawings, movies, text and spoken narra-
Hon.

The manual is not a game, and game
players may, at fivst, feel slightly frustrat-
ed by the pro-
gram’s slow pace
when compared
to an action ad-
venture. Your
trek kicks ofl with
an 1l-minute
tour through the
ship, narrated by

tion, Simon and | 386-33Mhzor Jonathan Irakes
Schuster attempts to ~ better, 8MB speaking as First
provide an interac- RAM, VGA _ Officer William
A R graphics, Windows 3.1, double speed CD- - o
tive version of that ROM I'. Riker. lLess

tour in their CD
ROM, STAR TREK:
THE NEXT GENERA-
TION INTERACTIVE
TECHNICAL MANUAL.

Protection: None

New York, NY
(800) 983-5333

Star Trek technical manuals have, of

course, been available for many years,
Aside from providing convention-goers
with accurate schematics for their fully
[unctioning costume paraphernalia, they
have generally served as reference books
which prove that the pseudo-science and
techno-babble leatured in every Star Trek
episode actually enjoys some cohesive
and internally consistent structure. As the
Next Generation has grown in scope and
complexity, so has its fictional technology

Publisher: Simon & Schuster Interactive

than a quarter of

the screen is used
to display actual
[ootage ol the
Enterprise, while
the remainder is reserved for technical
information and the standard Next Gen-
eration computer-screen graphic display.
Riker's towr provides some personal ob-
servations by the first officer, and briefly
touches on each of the main sets available
[or your inspection. Once Riker disap-
pears, you're lelt alone with the Enter-
prise and your baby-boomer buddy, the
L‘mnplllt‘l‘.

It is to the exterior hull of the 1701D
that the program will first take you.
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@ Paramount Pictures

Here, you can see a wonderful, eye-
pleasing model of the ship at any angle.
While you can do so only [rom a lixed
distance, extensive menus and sub-
menus allow you to see close-up views ol
certain key features. Schematic diagrams
are also used to display some compo-
nents that are not easily seen on the
ship’s exterior. Like much of the infor-
mation that appears throughout the Star
Trek Technical Manuals, it is impossible
to tell il each item was lifted [rom one of
the many Star Trek episodes, or if it was
composed specifically for the trivia-hun-
gry minds of inquiring Trekkers who
have purchased the manual. However,
certain “behind the scene” pieces ol in-
[ormation serve to remind us that we are
still ralking about a 'I'V show.,

The Enterprise’s bridge, the captain’s
ready room, engineering, the trans-
porter room, sickbay, Ten Forward, the
observation lounge conference area, and
the holodeck are all available [or detailed
study. Using the holodeck, you will be
able to examine the interior of a shuttle-
craft, but most users will be magnetically
drawn to the living quarters ol Captain
Picard, Licutenant Commander Data,
Counselor Troy and Security Officer
Worl. Each room is home to several loca-
tions into which you can stick your pry-
ing nose. In Data’s room, you can peruse
his art work; in Troy's quarters, you can
free associate while staring at her medi-
tation candle; and in Worl's room, vou
can browse his spiritual icons. Each loca-
tion can be slowly panned all the way
around, as well as 45 degrees up or
down. You may also zoom in or out, so
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SHAREWARE

DROP STRAIGHT DOWN INTO THE MOST MIND-BENDING, STOMACH-CHURNING ACTION GAME EVER. IN
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that nearly every control panel and ven-
tilation duct, no matter how tiny, can be
inspected with a full-screen. The video is
generally quite good, and there are
some great sounds o be found, such as
the business-as-usual bleeps and clicks
heard on the bridge, and the familiar,
deep vibration of the massive machinery
down in engineering. '

Each technical arca contains its own
system of menued and sub-menued in-
formation which relate to the ship’s sys-
tems. The subjects are cross-indexed so
that those systems which relate to more
than one area of the ship may be fol-
lowed from one control center o the
next. The information is often present-
ed as schematic diagrams or as panels
ol hyper-text. Highlights Irom the text
are read aloud by Majel Barrent Rod-
denberry in what has arguably become
the most recognizable of her many-
faceted Star Trek roles, the voice of the
NCCI701D computer. Often, illustra-
tive video clips of the ship in action are
hidden amongst the text and drawings.
As you might expect, the various living
quarters contain
far less technical
data, but the com-
puter still offers
descriptions or ex-
planations of what-
ever personal items
vou might find
there.

The key to fully
enjoying the Inter-
active Technical
Manual is to seek
out and explore its
“hot spots.” These
are areas on the
graphic  screen
which, when select-
ed, will provide an
opportunity to study
that area in more
detail, or bring up a list of sub-headings
and related topics. Some very special hot
spots, generally located on one of the En-
terprise’s many control panels, react as
though you had actually pressed one of
the ship’s more important buttons, You
will be able to fire photon torpedoes as
well as set off a near-disaster down in en-
gineering. These Federation Easter eggs
are discovered by slowly moving the
mouse-driven cursor over the graphic
screen until the cursor transforms into a
different shape. Unfortunately, these

transformations can be shightly errvaric,
leaving vou to wonder whether some oth-
erworldly being might not be testing your
intelligence, if not your patience.

Many of the Enterprise’s control pan-
els can be isolated and enlarged lor close

STAR TREK ON TOUR Explore the Enterprise on your own, or take a tour
narrated by “Number One" himself, Commander Will Riker.

LASER LIGHT SHOW A number of Quicktime video clips illustrate various
tactical systems, including the Phasers and Photon torpedoes.

inspection. Because many ol these
screens made only the briefest of cameo
appearances during The Next Genera-
ton's seven year run, many ol the show’s
followers will enjoy this chance w get
know them better. Instruments and
equipment in sickbay, while possibly
somewhat intimiclating, are also particu-
larly fascinating. Many objects, through
some very impressive three dimensional
modeling techniques, may actually be
picked up and examined [rom any angle.
These include hand-held phasers and
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some of those flat data-screens that the
crew is always reading and handing
around 1o one another. You may also dis-
cover what an insignia communicator pin
looks like [rom behind.

The Interactive Technical Manual is
very sensitive 10
BCTIBNAL 4368 processor speed,
e Originally pro-
B s grammed I_m' the

TRANSPRRIER 200N ;\pple Macintosh,

TR oty it uses Apple’s

:;TE?{;;“"”“"‘“ QuickTime 2.0

£ quinie video playback

software in the

Windows version,
and  the  new
QuickTime VR
for the Mac. Al-
though it will run
on a 386 proces-
sor, owners of 486
or Pentium-based
computers will
certainly be in for
a smoother ride.
In any case, you
should be prepared for at least some slow

@ CAPTRIN

L AL COMMABNDER
1 COUMSELOR
SECURITY BEFICER

TOUR MODE

transitions between screens.

More than anything else, this program
has the feel of a giant, computerized col-
fee-table hook. While it is difficult 1o
imagine that Star Trek followers will be
able 1o resist the idea of a close-up tour
of the Enterprise, some may find that
the scope of the project was so ambitious
that no execution could possibly mea-
sure up to it. Others may find it a hollow
experience without the characters who
normally populate the beloved starship.
[t is unlikely, however, that any ol us will
receive an invitation to stare out from
Captain Picard’s window, or up at the
star-fillecl ceiling from Counselor Troy's
bed. There is certainly quite a bit here
that we won't ever lind in any other Star

Trek collectible, $

THE EDITORS SPEAK

STAR TREK INTERACTIVE
TECHNICAL MANUAL

RATING 2 3% Jf Jt

PROS Contains a wealth of Star
Trek trivia delivered in high quality
pictures and vicdeos,

€omMNs Moves slowly on most sys-
tems, and the interface has its strange
moments. The Enterprise can also be
a little lonely without its crew,
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Your Kids Wlifblsmer A Whole New Universe

As They Help Space Kids look-For Grandpa.

Introduce your children to all the wonder and makmg 1t as fun to watch as it is to play.

excitement of computers with SpaceKLds. Where's The challenging interactive cartoon lets

Grandpa? Follow lovable Zeedle and Deet as they children see and hear the outcome of their choic-

travel through outer space looking for their es. It's a game they'll want to play again and again.

Grandpa. The many fun-filled adventures will FREE SCREENIE!

entertain your children for hours. Every Spacekids package includes a special
SpaceKids has richly detailed graphics, full- offer for a free Screenie™ removable computer

screen animation, music and sound effects, screen frame and lots of SpaceKids stickers.

© 1994 MicroProse All Rights Reserved.
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Playskool Visions
And Psychedc

Dreams

Fisher-Price Meets Surrealism

in Electronic Arts’ RELENTLES.

by Charles Ardai

OME GAMES ARE GREAT BECAUSE OF
THEIR STRENGTHS, OTHERS IN SPITE
OF THEIR WEAKNESSES, RELENTLESS

is a fine example ol the latter.
Starting with an inappropriate title,
which describes neither the game’s sto-
ryline nor its gameplay, and a peculiar
surfeit of subtitles (where most games
have none, this one has two: “Twinsen's
Adventure” and “Little Big Adventure”),
RELENTLESS is a game with which no one
will have difficulty finding fault. The
slanted overhead perspective makes it

hard to maneu-

ver your charac-
ter around =
Price: $59.95

obstacles. The

DOS CD-ROM
game lacks a se-  gyciem
rious save-game  Requirements:
function, mean- = |BM compatible
ing that you | 486-25Mhz
have to replay | (66Mhz
most scenes nu- | leeommended),

) 7 4MB RAM

merous  rmes (8MB rec.),
before reaching  sVGA graphics,

an unspecilied
milestone point.
The music
sounds like
something lifted
from a TV west-
ern. The graph-
ics make 1t look
like you're wandering around a planet
built by Fisher-Price: rectangular plastic
blocks, conical plastic trees, stiff<jointed
plastic people.

The storyline is a bizarre blend ol trea-

compatible sound cards.
Protection: None

San Mateo, CA
(800) 245-4525

§

11MB hard drive space, CD-ROM (double
speed rec.); supports Sound Blaster and

Designers: Adeline Software
Publisher: Electronic Aris

cly kiddie-book pap and police state sci-
ence-fiction—"The Spheros, the Rabbi-
bunnies, the Quetches and the
Grobos...all lived in harmony until a
tyrant named Dr. FunFrock rearved his
ugly head...” There are clephants who
blast you with tennis balls shot from their
trunks and giant
deer that talk in tip-
sy Roger Rabbit voic-
es, but there are also
hooded, sadistic
bullyboys who back-
hand you across the
face il they catch you
breaking
prison and bayonet-
brandishing guards
who will run vou

a chance.

It's conlusing, all
right. The cutesy
graphics will make
serious gamers roll
their eyes, while the
game’s nasty streak
will make cautious parents think twice
before buying RELENTLESS [or little

Johnny or Mary Sue. Putt-Putt Goes To

Mars is ain't; it’'s more like Putt-Putt
Goes To Sing-Sing, with just enough
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out ol

through if given hall

Putt-Putt to [righten away some gamers
and enough Sing-Sing to scare off the
rest. Even the brave experimenters who
remain may take a look at the odd key-
board control scheme they have to learn
(<F3> puts you in “Aggressive” mode,
<I2> in “Athletic”) and bail while the
bailing is good.

Who's left? Reviewers, who have to see
these things through to the end. It's a
lucky thing, too, since we're the ones who
can let you know that in this case first im-
pressions are deceptive: once you famil-
larize yourself with the controls and the
milieu, RELENTLESS is & terrific game.

ALONE IN THE LIGHT

Gamers who have played I-Motion's
ALONE IN TuE Dark will probably be
among the first to lind RELENTLESS [amil-
iar. On the surface the two games may
appear to have little in common—ALONE
is a Gothic horror game derived from the
works of H.P. Lovecralt, featuring dy-
namically shilting camera angles and
origami-style graphics constructed out of
large polygons, while RELENTLESS is a col-
orful fantasy featuring credibly three-di-
mensional graphics and only a single,
over-the-shoulder camera angle. In prac-
tice, though, starting with the non-trivial
fact that both titles are of European ori-
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Best...
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gin, they have a number of similarities.

Keyboard control is surely one of the
most significant. You can put away your
mouse and joystick for this one: the cur-
sor keys are all you'll need, left and
right to turn your character in place,
forward and back to get him walking.
Shift activates your inventory while
pressing the space bar initiates whatever
action is appropriate to the situation
and mode you are in.

There are four of these “modes” for
vou to choose from, including “Normal”
(in which you can walk quickly and
search through things like chests, bar-
rels, and lockers), “Athletic” (in which
you can make great leaps), “Aggressive”

ferry that can help
him fill in the
blanks on  his
hologlobe.

Now that we've
gol Twinsen skulk-
ing about in dank
cellars and digging
up artifacts of an-
cient, unholy reli-
gions, the
resemblance to
ALONE IN THE DARK
is probably easier to
see. To make it sull
easier, a trip to the
“Advanced Options”

(in which you can lash out at friend and ~ menu allows you to  BAR BIZARRE The strange but marvelous graphics are on full display in
foe alike with vicious punches and turn  down the  this local pub. Twinsen must guestion the patroners about the

kicks), and “Discreet” (in which you can graphic detail a  whereabouts of his sweetie, whas been captured by the authorities.
crouch and erawl — :

and ereep about
and generally
make a great un-
noticed spectacle
of yoursell). "Ag-
gressive”  mode
comes in two fla-
vors, “Auto” and
“Manual,” but
since it's hard
enough to get your
character, a bob-
tailed  Quetch
named Twinsen,
lined up on the
correct angle with
his opponents to

land a punch, 1 ATTITUDE ADJUSTMENT Twinsen can take four different attitudes toward his

recommend steer-  world: Normal, Aggressive, Athletic, and Discreet.

ing clear of the
“Manual” option.

Twinsen starts out imprisoned in an
Asylum on Citadel Island, one ol the
primary land masses of an alien planet
called, for the sake ol Turther confu-
sion, “Twinsun.” If Twinsen knocks out
his guards and scurries up to the sec-
ond level, he can trade his prisoner’s
stripes for warder’s garb, recover his
ID card and hologlobe (a nifty map-
ping device that allows you to survey
the entire planet at a keystroke), and
sneak back to the outside world, Stow-
ing away in a load ol garbage will get
Twinsen carried past the trigger-happy
front gate guards. More sneaking will
get him to his home, a secret network
ol interconnected sewers, a buried
treasure linking Twinsen to a forbid-
den form of goddess worship, and a

notch and—voilal—
there are ALONE'S
polygons, only much
smaller and in
greater abundance.
That Twinsen, with
his flopping ponytail
and hippity-hop gait,
is made out of the
same origami
voodoo that hrm:ghi

us I-Motion's still

French detective and
triangular  hell-
hounds is perhaps
RELENTLESS's greatest
dLLUI]I])]IthlICIIl.
Incleed, the graph-
1cs N RELENTLESS
are, if anything,
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over-polished, with that waxy gloss that
super-refined computer "[rl]J]]lLb can
sometimes get. They are also weird: flu-
id animation makes up lor a lot, but I
was reminded of nothing so much as the
dated Slnp—nwtiun puppetry of TV spe-
cials like “Santa Claus 1s Coming To
Town” and “Rudolph The Red-Nosed
Reindeer.” On the whole, though, the
effect is an appealing one: you're
plopped down in a graphically rich envi-
ronment, supplemented here and there
by full-length animated sequences show-
ing us the various characters in close-up,
and the sense of being inside an alien
world is convincing.

Sound effects are undertaken with an
equal measure of vigor but considerably
less success, Twinsen's [oolsteps echo

OH, CRATE, A PUZZLE Twinsen's 0 will be put to the test with puzzles like

this one. He must figure out how to push crates through a maze in order
to line them up on the “Xs".
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his dreaded “Infanto Ray”, a weapon
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disc arcade classic, Space Ace plunges
you interintense, non-stop actior

The fate of Earth is in your,
< hands.

It 802-787-3033
Snurcnﬂ‘l'{z-_.:. .

Ave!, Units
Ontario Canad!




like coconut shells clunked together to
make horse sounds. His grunts and
groans while engaged in any strenuous
activity (such as walking with his fists
raised) sound dyspeptic. His voice
makes him sound like as much of a
doped-up Zen surfer dude as his bitchin’
‘do and his Zippy the Pinhead features
make him look. Meanwhile the other
characters all sound like amateurs trying
to do cartoon voices.

To huild up suspense, the sound eflects
man occasionally smashes cymbals in
your ear or plucks a bass string loudly.
The technique is, shall we say, somewhat
less successful at setting a mood than

ALONE IN THE DaRK's similarly used wolf

howls and creaking floorboards were.

One nice side to the soundtrack is that
if the English voices displease you, you
can re-install the game so that it speaks
French or German instead. Just wait tll
you hear the rabbibunnies squeaking at
you en Francais. If the game wasn’t surreal
enough before...

THE TWINSUN ALSO RISES
Successfully navigate the game's half-

dozen-or-so islands, some ol which con-
tain large, Ultima-worthy towns and

Fuitz. v

o

others of which are
no more than a lew
yards across, plus
the snowy Hamalayi
[ortress and a merci-
fully brief stay amid
the blasted vegeta-
tion of the White
Leaf Desert, and you
can save Twinsun
from its threatened
subjugation and/or
destruction. [Iail,
and...well, you really
can't fail, since the
game kindly restarts
itsell any time you
perish or get caught.

The Fact that each
time this happens
you get kicked back
to an earlier point in
the story and have to fight your way
through scenes you've already beaten
and really don’t want to go through
again is more than mildly annoying, but
less than unbearably so. RELENTLESS is
not the first excellent game to make this
mistake—Broderbund’s PriNCE OF PER-
s1a comes to mind—and I don't doubt

reborn.

he's 4 veal live wike
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CAVERN OF MYSTERIES Twinsen's quest will take him into the
underground, where an ancient goddess religion is struggling to be

that it won't be the last. There is proba-
bly a good technical reason why design-
ers design games this way, though this is
small comfort when you're banging your
head against the monitor and praying
that you've gone through the Temple of
Bu for the last time. Suggestion [or Re-
LENTLESS 11t let the player save the game
anywhere he wants to, even il it means
making sacrifices in other areas,

Oh, and ditch the title. A game like
this ought not to be saddled with either
the Doom-like overtones of “Relentless”
or the thumb-sucking sweetness ol
“Twinsen's Adventure.” RELENTLESS is
neither sweet nor relentless. It's tough
and tricky, expansive and intriguing,

conlusing and infuriating, not to men-

tion addictive as all get-out. Electronic
Arts could choose one of those adjec-
tives, or all ol them il they prefer—it’s
worth it, if'it helps snag players’ curiosity
long enough for them to realize thal
they are playing one ol the most enjoy-

able games ol the season. €

THE EDITORS SPEAK

RELENTLESS
RATING 3% o 3% 3¢

PROS Though it's surreal as can be,
the world looks great and feels real,
and you end up caring about your
poor little Quetch.

€oNS There’s only so much surreal-
ism a person can stomach—and
more user-lviendly gameplay might
have been nice.
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ere Dragons

Medieval Fantasy Opulence In The 3D-Studio World Of DRAGON LORE

hy Peter Olafson

IGH ART AND HIGH GAMEPLAY DO

NOT SUFFFR FACH OTHER GLADLY,

THEY ARE NOT FRIENDS SO MUCIHI AS

acquaintances who share a ride

to work. Oh, the one may some-

times spring lor the morning coffee. And

the other may occasionally hand over the

sports section without having read it first.

But when they get to the office, the cof-

fee drunk and the paper read, one’s the

hoss and one’s the drone and never the

twain shall meet (except perhaps after
hours in Doom).

Mindscape’s DRAGON LORE is at once

a demonstration of the new-found

promise of, and the enduring limita-

tions to, the al-

liance of game and : .
glamour.  This Price: $89.95

Lok g . s System
high-gloss lantasy ReHiearts!
adventure, created IBM compatible
by French develop- ' 486-33 DXor

er Cryo and Mind-  better, 4MB

scape's Lnglish  RAM, double-
division, couples a speed CD,
richly-appointed mouse;. |

; 'y\- i . supports Sound
environment to a Blaster

deceptively simple

games, DRaGoN LORE is also something
ol an empty suit. It's great girth con-
tains better than 1.2 gigabytes of data
spread across two CDs. Filled with deep
and affecting beauty, it has a certain or-
nate, mystiéal charm. But it lacks the
detail, and the level of interactivity, for
complete satisfaction. It's rather like
visiting a very large historical mansion:
Please lollow the yellow line on the
floor, and stay behind the velver ropes.

THE RITES OF SUCCESSION
As Werner Von Wallenrod, you become an
18-year-old farmer-in-the-making with a
great shock of red hair, something of an
attitude and an
outfit that appears
. to  have heen
made from a
tablecloth. Like so
many heroic
young men in
computer games,
Werner is not
quite what he
seems: He is in
line to become a

poing-and-click ad-

compatible sound cards.

Protection: None

Dragon Knight.

This is an exclu-

sive club, with

venture. It is a Designers:-'CWO i
558 game— Publisher: Mindscape
¢ Novato, CA

¥ I ;
th)u;:h ‘ l]l)l,. . (800) 234-3088
think, a great

one—whose basic puzzles and techno-
logical exoticism should please begin-
ners and whose open-endedness may
draw in more seasoned gamers.

And yet, like so many CD-ROM

only 12 living

members; and

while the prospective knight doesn’t re-

quire a sponsor (Werner’s natural father

being a Dragon Knight and all), the mem-
bership will put his admission to a vote.

The vote is an especially nice touch.
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It echoes MAsTERS OF ORION (with
which Dracon Lore otherwise has
nothing in common) in that it keeps
your eyes constantly on the end and on
the Big Picture, rather than simply
whatever colorful puzzle is belore you.
Adventures often aim for an epic
sweep, but wind up existing in fits and
starts, and anything that encourages a
world view should be embraced.
Essentially, what you're doing in DRAG-
ON Lorg, the [irst in a planned series of
games, is making a case for yourself and
influencing people by your actions. The
knights watch your progress and judge
your suitability on a scale ranging from
violence (you solve problems at sword
point) to wisdom (you work through
them inventively using your inventory).
You may view the scale at any time to

Jjudge your progress, and the puzzles

build in pleasant fashion. If Werner suc-
ceeds, he joins this elite fraternity, buys
some proper clothes, and we all get
around to the business of waiting for
DraGoN Lore I1. If he fails... well, it's not
quite clear, but it involves flames and
falling, and it doesn’t look like fun.

You'll quickly begin to get a sense of
where the balance of knightly opinion
lies, for you will occasionally cross paths
with other Dragon Knights, They appear
to wander about idly at fixed locations,
but evidently are keeping tabs on you
nevertheless. The knights are a varied
lot—ranging from samurai warriors, (o a
Kate Moss look-alike, to a blue woman
with Grace Jones eyebrows and KISS



makeup, to a drag-
on rider—but most
seem sociable
enough. You can
speak to them after
a fashion—it’s a
one-way street—
and they'll respond
in slow, sonorous
tones and tell you
something of their
orientation on the
Violence-Wisdom
axis. (Disconcert-
ingly, when they
finish speaking,
their lips continue
1o move—rather in
the fashion of old-
lashioned comput-
er-baseball outfielders whose legs
continue to cycle against the wall alter a
home mn).

Now, this will seem pleasant but pre-
dictable until you come upon a handful
ol enjoyable complications. One is that,
along with the rights to the title, you've
inherited your father's feuds. (There is
one Dragon Knight, Diakonov, that
does not love a Von Wallenrod either vi-
olent or wise.) And if you find the ring
ol a dead knight, Fujitomo, you can cast
its accompanying proxy in your favor.

Finally, as with the puzzles, all is not set
in stone. Once you learn who's for you
and against you, you can ellect the vote's
outcome by selectively killing olf those
likely to oppose you—an ethically-suspect
but nevertheless inspired touch designed
to encourage replays. The designers have
given the player some fire-breathing
room in DRAGON LORE, and that's more
than can be said for many of its do-it-this-
way-or-not-at-all predecessors,

So, after errands 1o retrieve a bowl
and cow for your adopted father (and
familiarizing yoursell with the game’s
basic mechanisms), you're off into a
wide 3D Studio world. Movement within
a given area is handled in increments,
rather in the fashion of Myst. This isn't
click-and-wait; these splendidly ren-
dered scenes dash by almost as quickly
as you can click the mouse, and since
you're within an environment (rather
than just looking at pictures of an envi-
ronment), it’s often enjoyable to look
around you before moving on.

When Werner moves between re-
gions (or simply through a portal),
vou're in for another treat. The hard

i, |

=i

THE MEDIEVAL MISS MANNERS APPROPRIATE BEHAVIOR SCALE With his
punk hairdo and leather garh, Werner certainly looks tough enough. But
the Dragon Knights are always watching, and if our hero plays too rough,
the game's ending is far less satisfying.

drive shivers briefly, the screen tele-
scopes Lo about two-thirds of its normal
size and oll" you go, whipping along to
the next area in a lirst-person (ree
scroll at positively gleetul speed.

If the house in "THE 71 GuesT had a
particularly expansive garden, it might
be a birt like this. The fly-by is a seam-
less and utterly beguiling experience
il an utterly non-interactive one—and
may well be what sells DRAGON LORE to
novice gamers. And even an experi-
enced gamer may take decided plea-
sure in being allowed to so travel. If the
whole game was like this, we might be-
gin to wonder who was actually playing
here—us or the computer—but these
bits are sensibly intercut with player-
controlled movement. Besides, as we'll
see the game is relatively spartan in
terms of obscure objects of desire, so
it's not like you're missing much.

MY BROWN EYES BLUE As if the dark skies and harsh landscape aren't

surreal enough, your all-blue opponent would make even Grace lones look A
; ) . X At

tame. Some of the visuals in Dracon Lore will have you wondering just who

was smoking parts of those mushroom trees.
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Beauty is not at issue here. DRAGON
Lore is gorgeous: a virtual art gallery,
The Mat countryside is ringed in inacces-
sible gray-green mountains. Mist always
seems to hang in the middle distance (a
shrewd move that allows the game (o
maintain atmosphere without preserv-
ing great depth of field) and the sky al-
ways promises a storm. There is an
abundant sense of being in a different
world, and a vague yet imminent sense
ol dread hangs over the proceedings.

But beauty is, as they say, only skin
deep, and once you get under DRAGON
Lore's skin, you'll find it does not give
you much room to simply explore or
much to find when it does. Anything
you don't strictly need isn't given the
time ol day here, and henee the scenery
Is Lo a greal extent non-interactive.

That may be in some measure a lunc-
tion of the labor-intensive quality of the
game’s graphics—the more elaborate
the look, the more time it 1akes 1o gen-
crate extra material—but it also makes
DracoN LORrE something ol a tease. The
books on the shelves up in that high
riverside tower? Out ol bounds, The
contents of the barrels in that witchy
trechouse? Mind vour own business.
Those interesting green beakers and
artsy furniture in the sprite’s woody
home? Not available 1o you, sir.

Sometimes you can’t even touch the
ground. Characters have a tendency to
look as though they are gliding over
surfaces rather than walking on them.
This is especially notable in third-per-
son perspective when Werner's fleeing a
giant stone ball (oh, please, can some-
one please invent a new dungeon trap
for computer games to rip off?) or pi-
loting a barge
across a lake.

And most of the
Dragon Knights'
abundant history
is in the documen-
tation, rather than
in the game. As
ALONE IN THE
Dark showed, it's
possible to create
a fast-moving ad-
venture and in-
clude all sorts of
extrancous but in-
teresting material.
times, the
game seems al-
most uninhabited.
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THE ROAD NOT TAKEN

DrAGON LORE can also be irritatingly
fussy about where it allows you to walk.
You're rarely permitted to take more
than one or two steps off the beaten path
without a clear purpose in sight, and of-
ten even those two steps lead nowhere,
Other times, the way belore you may ap-
pear clear, but you'll often need to detour
anyway o conform to the game’s internal
map. This becomes downright confound-
ing in places like the sprite village, where
you can appear to walk through build-
ings, but sometimes not through appar-
ently clear terrain.

Consider the Stonchenge-like archway
vou'll find carly in the game. It is
blocked by a spider’s web. In the real
world, you'd just walk around it, since it’s
out in the middle of nowhere. Well, you
can’t here. The game won't let you, even
though there's plenty of space around
the sides. Evidently, they really, really
want you to solve this puzzle. But then
why not position the archway at a narrow
pass, or at least conjure some magical
barrier as an excuse [or having to use it?

Dilliculties asicle, movement and com-
mancds are handled very nicely via the

mouse and a drag-
on-shaped cursor.
[ the dragon beck-
ons in a particular
direction, then you
can turn that way,
A right click on a
person starts a
one-sided chat,
while one in the
upper-left corner
opens a graphic in-
ventory, One draw-
back: The same
right-click com-
mand  used 1o
strike up a chat is
also used to sirike a
blow if you have a weapon readied.
Keeping a weapon at the ready is pretty
much SOP for gamers, and more than
once | found mysell inaclvertently redis-
tributing brains I just wanted to pick.

You can attack anybody—nice guys

included—and sometimes, ol course,
violence is called for. (Il you need an
item in a monster's inventory, you're
going Lo get it only over said monster’s
dead body.) Much like movement,

Hi! I’'m Glrlfnend Marla.
May I come live in your computer?

You won't believe your eyes (or ears) when
this new Girlfriend takes up residence in your
PC! She’s cute, she loves talking 1o you, and
she actually learns! Peek in on her as she poes
about her daily activities, eating, playing the
piano, watching TV or reading. And she's
really interactive: no archaic, limited mouse
menus - she responds (o anything you say!

This is the n:vnlutmlhu y artific m.‘ inrelligence
game everyone's tal
copy now! Rated G. so’ it's
too! $49.95. Voice output
postage. Other personalities
For adult titles cirele #2600
Credit Card Order Line:
(800) 324-A1VR

Add 54
.ll)](:. 100! ™

709 Lingco #106, Depr CGI0H, Richardson, TX 75081 USA (214)235-4999

Circle Keader Service #4.2
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I'VE GOT YOU UNDER MY SKIN The interface is non-intrusive and easy to
use, with all objects clearly labeled—if incredibly stylized.

combat here is seripted (the tactic de-
pending where you click on the screen),
but there are enough moves that it
doesn’t feel limiting.

The monsters themselves are a mixed
lot. The dogs look like buffalo. The scor-
pion resembles a lobster. The Dragon
Knights look rather like the mannequins
that museums often use 1o display his-
torical costumes. But they get better,
and you'll set l]um, opinions aside once
vou light a raspy, halberd-wielding
skeleton that goes down with a wonder-
[ul clatter of bones and armor. A giant
Venus {ly rap comes to horrifying, lung-
ing life when attacked, and so vigorously
does it defend isell, that it may take a
while to sort out that lighting’s not the
way to go here.

Dracox Lore is certainly a step for-
ward for CD-ROM adventure games.
There really is a game in llcw. d]]d a
lovely hm]\uu; game at that, But it's
step ‘taken while [ollowing the \ellm\
line on the lloor. The velvet ropes are
still in place; but now, at least, they're
swinging. €

THE EDITORS SPEAK

DRAGON LORE
RATING 3¢ 3% 3%

PROS 10 go along with the
tremendous graphics, the design-
ers have tried to go one step be-
yond the current state ol
“multimedia” storytelling by cre-
ating a richer world with more
meaningful game options.

€oNs Unfortunately, one step is
not enough. The world is still a bit
too empty and non-interactive.
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Rock: Em,
Sock ‘Em,

Robots

METAITECH: EARTH SIEGE Puts

The Earth On The Line

by Jeff James

FARLY A DECADE AGO, FASA Cor-
PORATION  RELEASED  BAT-
TLETECH, A FUTURISTIC PEN AND
paper game based on the mega-
meltdowns to bhe seen in
Japanime’s cyborgian cataclysms and ro-
botic ragnaroks. BATTLETECH immediate-
ly established a loyal and ardent
following of players. The FASA game pit-
ted players against each other in small
squads of piloted war machines, skir-
mishing on the war-
ravaged bauleflields of

the future for enough  Price: $59.95

MEeTALTECH: EnRTH SIEGE

CEFTON being two of the most notable re-
leases. With the major delay of Activi-
sion’s much-anticipated and olt-delayed
MECHWARRIOR 1], Dynamix’ new METAL-
TECH: EARTHSIEGE emerges as the front
runner in a soon o be competitive field.

A "TERMINATED"” PLOT

The story ol EarruSiece takes place a
few hundred years in the future, after
humanity has perfected computer-con-
trolled fight-
ing machines:
Cybrids. Due
to the advance
ol Cybrid
technology, a

territory to assure cach DOS CD;RUM
“house” of a tentative | 2nd 3:9 floppy
qace and sullicient Systen
peace and s Requirements:
salvageable parts o |BM compatible
keep their antiquated  386-33Mhz
BattleMechs running. (486
In the West, the idea  recommended),
4 MB RAM

ol anthropomorphic
“walking tanks™ has
been given credibility
by a number of
movies, most notahly
the huge Imperial
walkers in The Empire
Strikes Back and the
mallunctioning ED-
200 robot in the Robo-
Cop films. Several

(BMB rec.), VGA
graphics, 23 MB hard drive space and MS-
DOS 5.0; supports PAS, Sound Blaster,
and General MID| compatible sound cards.;
supports Thrustmaster WCS, FCS, and
rudder pedals.

Protection: None

Designers: David Selle, Mark Crowe
Publisher: Sierra/Dynamix

Bellevue, WA

(800) 757-7707

new arms race
ensues, even-
tually result-
ing in a global
nuclear holo-
caust. Even
before the ra-
dioactive ash
begins to ser-
tle, the Cy-
brids decide
that they'd be

better oll

without hu-
mans, so thev

attempts have already been made at
translating this sub-genre of science fic-
tion into a computer game, with Activi-
sion’s MECHWARRIOR and Infocom’s
BarreETecH: The CRESCENT HAWK'S IN-

trn on their creators and begin system-
atically destroying the scattered rem-
nants of the human race. As a member
ol the human resistance, you must
struggle to win back control of the
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Earth from the machines. Astute read-
ers will immediately recognize this story
as a near carbon-copy of the Termina-
tor lilms, with giant computer-con-
trolled fighting machines (Cybrids)
taking the place of human-sized com-
puter-controlled fighting machines
(Terminators). The setting works for
the game, but delinitely doesn’t win any
points for inventiveness or originality.

CYERID-BEASHING 101
FEARTHSIEGE 1s broken down into two
main modes of play: single mission and
career. Obviously, it’s a wise idea to get
plenty of practice playing single missions
before putting your HERCULAN
(HERC) fighting machine at risk in the
dangerous career game. The single mis-
sion games allow you to practice a wide
variety ol mission types, ranging [rom
[ast recon missions to bold assaults on
heavily-defended Cybrid bases. You're
given [ree reign as to what HERCs you
can take on your missions, and you're
also provided with a wealth of program
options to tailor the difficulty of single
mission games to match your skill level.
In the career mode, you're given com-
mand of a small, four-person squad of
HERCs. Consisting of 45 interconnected
missions, your ultimate goal in this mode
is to defeat the Cybrids and return con-
trol of the Earth to the human race.
Regardless of whether you choose the
career or the single mission play option,
all the action begins at your base, with
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your rotund HERC techni-
cian prominently in view. At
the base, you can choose
from the different HERC
types available. In the single
mission games, vou can
choose any of the nine avail-
able HERCs with which to
take on your mission. In ca-
reer mode, only a few light
HERCs are available at the
outset, with more powerful
HERC types being added as
the game progresses. Some
HERCs are ideally suited for
fast recon missions (such as
the Roadrunner and the
Outlaw), while others excel in defensive
(Patriot) and heavy strike (Samson,
Colossus) roles. Matching the correct
HERCs to your mission goals is an essen-
tial element of success and equipping the
right HERC with the correct weaponry is
also vital. Fortunately, a panoply of hi-
tech armaments are available, ranging
from the lowly (but elfective) autocannon
1o the deadly electron flux cannon, which
sprays your target with bolts of lightning.

ROCK 'EM, SOCK ‘EM, ROBOTS
Once you've started a mission, your view-
point shifts to the cockpit of your selected
HERC. Here, a battery of keyboard,
mouse or joystick commands allows you
to accelerate, arm weapons, track targets,
and view a detailed report on the status
of your system. Depending on the model
of your HERC, you can have up to nine
weapons available at once. Since your ve-
hicle has a limited supply of energy in its
“master energy pool,” you'll have 1o ef-
fectively manage your weaponry to maxi-
mize your chances for success. Crucial Lo
this endeavor is the concept of “liring
chains.” Instead of firing all your
weapons at once, thereby depleting your
energy reserves, you can assign certain
weapons to lire together in a sequence.
For example, you could have your missile
launchers in one chain lor long-distance
combat, while your autocannons and
lasers are on another chain designed for
close-in combat.

You'll have plenty of opportunities to
try out your tactics, as the Cybrids lield
an impressive number of fast and deadly
units. From flying landskimmers 1o
ground-pounding Cybrids, they are cer-
tainly the equal of your own HERCs.
That’s one reason you don’t operate solo.
You operate with up to three other

SHH...BE VERY, VERY QUIET Although this mech has maneuvered
right on top of the enemy, the graphics still offer a great deal
of detail.

friendly HERCs to help achieve cach ob-

jective. So, by using a briel list of com-

minds, you can order your comrades to
patrol designated waypoints, attack cer-
tain targets, protect you when you're un-
der fire, etc.

Although your fellow HERC-drivers
will usually follow your orders to the let-
ter, don't expect any miracles. Most

charge blindly into combat regardless of

the pilot’s skill level, gleefully marching

into their doom via a concentrated hail ol
enemy fire within the first few minutes ol

a mission. They frequently run between
you and the Cybrid you're shooting at or
expend all their ordnance (missiles and

LASER LIGHT SHOW Although it doesn't pack the greatest punch,
the lowly laser can severely damage a slow-moving mech,
especially when you pack a laser cannon in each arm.

cannon shells) within the first few min-
utes of a mission, Needless to say, keep-
ing constant tabs on what your cohorts
are doing is of vital importance,

To make matters worse, effectively
controlling your own HERC requires an
excessive amount ol practice. Even the
fastest HERCs seem a bit on the pokey
sicle, making most battles deteriorate into
toe-to-toe slugging matches where the
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last HERC standing becomes the default
victor, Trying to keep an eye on the tacti-
cal situation while keeping your HERC
moving, shields up, firing chains in or-
der, and enough evasive action to avoid
sudden death at the hands of the Cybrids
(who don't have to worry about things
like hand-eye-coordination) will keep
even an expert gamer's hands full.
Throw in the added burden of shepherd-
ing your dimwitted compatriots, and
you're destined to get blasted into a
smoking pile of HERC droppings. Mouse
and joystick controls alleviate this to
some extent, but not much. Some gamers
may relish the real-time challenge (as 1
did), while others will be simply over-
whelmed by information overload.

PRETTY PICTURES

Even if you are having trouble staying
alive in the EaruSieGE gameworld, the
stunning graphics and animation will at
least make you enjoy the scenery during
your brief stay there, Each HERC and
Cybrid vehicle is wrapped in a detailed
texture-mapped skin, replete with in-
signia and the patchwork-effect of over-
lapping armor plates. EARTHSIEGE uses
a modified version of the same game
engine employed in ACES OF THE PACIF-
1c and Aces OvEr EUROPE, [eaturing
very impressive animation and graphic
detail. A variety ol terrain
and weather effects are im-
plemented with flair, such
as units gradually appear-
ing out of thick curtains of
fog and moon-lit battle-
fields during night-time
missions. The eerie walk-
ing motion ol all the
HERCs is a joy to behold,
from the ostrich-like gait
of the Roadrunner to the
methodical plodding of
the Colossus. Music and
sound effects are used el-
fectively throughout the
game, including a satisfy-
ing elephantine stomp
when your HERC's heavy lootpad slams
into the ground. The game worked fine
when used with a Sound Blaster 16
sound card, although I did have some
trouble getting it to work with a Cre-
ative Labs AWE32 using general MIDI.
Dynamix reports that a patch is in the
works which will fix these and other
problems, and should be available as
you read this.
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HERCULEAN HEADACHES
Gorgeous graphics aside, EARTHSIEGE
sullers from a number of problems. The

single biggest problem is the difficulty of

the career missions. Unlike single mis-
sions, which offer a host ol playability
and configuration options, the career op-
tion is limited to one difficulty setting:
hard. About hall of the mis-
sions are ol average dilfi-
culty, while the other half
will even give experienced
gamers a chance to experi-
ence considerable amounts
of frustration. The problem
1s two-fold. First, some mis-
sions are impossible to
complete without losing
several HERCs to enemy
fire. This leaves the player
with an ever-dwindling
supply of units to face ever-
more dillicult missions, re-
sulting in the player
experiencing yet more fail-
ure and [rustration. Sec-
ondly, the game seems to take little heed
of failed missions. In its current state,
- gamers can play through the entire 45-
mission career game by aborting roughly
two-thirds of the missions, The only time
players may need to engage in combat is
for salvage (in order to build new HERCs

and repair damaged ones) and to com-
plete the paltry few “must-win” missions.
At worst, players who adopt this strategy
will receive a tongue-lashing by their CO
and will obtain new HERCs and weapon
types a mission or two later than normal.
"This combination of overly difficult mis-
sions and consequence-free mission fail-

WANDERING WINGMAN Unlike many action games, your
companions do follow orders—almost to a fault; be careful what
you ask of them, as they may not be capable of performing.

ures results in players skipping missions
in an cffort to get an “easy” one, bypass-
ing large portions of the career game in
the process. Any game which rewards
players for not playing has serious playa-
bility problems.

In addition to the career playability

Circle Reader Service #355
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problems, EARTHSIEGE is saddled with a
host of tiny, but irritating, glitches and
questionable design decisions. The turn-
ing radius and firing arc of most HERC
models is appalling, making an already
difficult game even more so. During the
career game one of your pilots may get
killed in action, only to be eventually res-
urrected, given a minor name change
(i.e., “Braxton” becomes “Braxton 1)
and inserted back into your squad.
You're also given the ability to change
the HERCs your pilots drive, but you
can't change the pilots available for each
mission. For example, in a mission in-
volving two HERCs the game selects the
other pilot for you, preventing you from
choosing him yourself. As is, rookie pilots
remain unskilled and expert pilots are
more likely to get killed in combat.

JUDGMENT DAY

Despite the aforementioned shortcom-
ings, FARTHSIEGE emerges as the best at-
tempt yet at creating a futuristic
simulation of giant armored combat; of
course, it’s also the only game of its kind
to come out in the last few years. The
stunning graphics and animation are
clearly a large step forward in the genre,
and the design team’s attempt at making
the HERCs as believable as possible is
clearly evident. A program patch is in the
works, and acditional Battlesets will be-
come available, hopefully alleviating the
chronic difficulty problems. EARTHSIEGE
has the potential to become a great
game, a potential unfortunately thwarted
by poor career-mode playability and a
number of other problems. Die-hard fans
of the genre may be able to overlook the
design flaws, although less-interested
gamers would be well-advised to wait for
the arrival of the promised program up-
dates before buying. &

THE EDITORS SPEAK

METALTECH: EARTHSIEGE
RATING 3% 2% 1/2

PROS Lye-popping graphics and
plenty of hi-tech ‘mech hardware
make Metaltech: EarthSiege the
biggest ‘bot on the hlock.

eonNs Of course, it’s currently the
only ‘bot on the block. The storyline
is not only derivative, but not at all
developed in the game. Overly diffi-
cult career missions (without difficul-
ty settings) and a host of irritating
design details.



This one you won't
want to miss.

It's been nearly three years in the making with a budget
we won't even falk about. It employed a team of over a
hundred people, including programmers, artists, musi-
cians and writers as well as Hollywood make-up and
special effects houses (we liked the flames in Backdraft™
so we hired the movie's special effects house to bring in
a little heat). As the creators of Wasteland™and The
Bard's Tale™, our goal was to produce a game every bit

as innovative and unique. We think you'll like the results.

Art and Stuff
Graphically, the
game is state-of-
the-art stunning
(we're a little

biased but check

out the screen-

We used a combination of live actors and computer
generated creatures with Silicon Graphics environments
and magical effects which were painstakingly rendered
down fo the finest crack, doorway and magical
lightning storm.

The Game's

the Thing

A combination of
traditional role
playing and
inferactive story-
telling, Stonekeep
mixes a detailed
storyline and character inferaction with puzzle-solving,
magic systems, character attributes and combat. It all
comes togather in a system that allows for quality story-
——=— telling combined
NETE | * with a powerful,
yet easy-to-use
control system
(intuitive without
being watered
down).

© 1994 Interplay Productions. Stonekeep is o trademark of Interplay Productions. All Rights Reserved.
The Bord's Tale ond Wostelond are trodemarks of Electronic Arts.

shots for yourself).

' stay up playing until

The Box, the Book and Story

The packaging is every bit as cool as the game.
Shipping in a special tombstone-shaped, hologram box,
the package starts you on your quest “through dark cor-
ridors, treacherous
sewers and subter-
ranean realms of
faeries, magick
and the living
dead.” (We had
to throw a bit of
marketing hype in &
here somewhere.) Along with the skeleton hologram
cover, you also get a limited edition, hard-bound
Stonekeep novella by Steve Jackson and David Pulver.

/. ., "By Gamers. For Gamers.”™ is
S~ lInterplay’s slogan and
i Stonekeep is the kind of game
we've always wanted to play.
It looks cool, sounds great and
tells a good story. It's one
of those games you'll

three in the morning
on a work night.
Basically, it's just a lot

of fun.

A CD-ROM, Role-Playing
Experience for IBM and Compatibles.

Circle Reader Service #175
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Metal Kombat

Time Warner Takes On Arcade
All Comers In RISE OF THE ROBOTS

by George Jones

C GAMERS WHO ENJOY COIN-

OP FIGHTING GAMES HAVEN"T HAD A

WHOLE LOT TO QUENCH THEIR

thirst for hand-to-hand vio-

lence. The PC conversion
of STREET FIGHTER 11 was pret-
ty rotten, and that of Mor-
TAL KOMBAT was fairly decent,
but there hasn't yet been a game this side
of cartridge systems that has landed a sol-
id punch and a creative round-house
kick.

It's no surprise, then, that RISE OF THE
RoBOTS has been eagerly awaited by fans
of the fight. Promising 3-D graphics that
would put most arcade games to shame,

there was no doubt that this STREET

FicHTER clone would look good, and
from preliminary indications, the
promised game play
would be cool too.

Alter much hype = Price: $49.95,

and anticipation, | DOS €D
Time Warner's fu-  System
turistic side-view | Requirements:
fichter is finally HblaupRis
e ?[ 486DX-33,
here. Frankly, AMB RAM,
couldn’t wait to = SVYGA graphics

(512K RAM or
greater, VESA
compatible),

wade into the fray,
metal limbs a-flyin’.

Rise oF THE RoBoTs

Ego virus. Her behav-
ioral programming has
become completely restructured so that
she derives a great deal of joy from de-
stroying things. As a consequence, she
has shut down the factory and has begun
to reprogram all the other robot workers
with her own Destruction/Joy program.
That's the storyline, such as it is. As the
ECO 35-2, a unique bio-mechanical cy-
borg with a human brain, you'll be facing
five of The Su-
pervisor’s most
powerful mecha-
nized mates. De-
feat the
them, and you’ll
face the Supervi-
sor herself in a
winner-take-all

[ive of

In the setup story
of RISE OF THE RoO-
poTs we [ind that
things are amiss at
the completely sell-
sufficient Electro-
corp manufacturing
complex in Metrop-
olis 4. Somehow the

CD-ROM; supports Sound Blaster
compatible sound cards
Protection: None

# of Players: 1-2 (same computer)
Designer: Sean Griffiths
Publisher: Time Warner Interactive
Milpitas, CA

(800) 482-7366

(roe showdown.
HD\EU I.l {] \ ‘I‘ :

LOOKS
GREAT, LESS
FILLING
Breaking with
tradition, RISE OF
THE Ropors'

high-resolution
graphics and ani-
mation look just

head robot, known simply as “The Super-
visor,” has been inlected with the wicked

as good during game play as during the
cinematic splash screens. The robots

158 COMPUTER GAMING WORLD « JANUARY 1995

were
rendered
using 3-D Stupio, so all of them exist in
a true three-dimensional environment
and can be rotated or lit from Vi]‘lll’d“}-‘
any angle. This means that cach of the
six deadly enemies move smoothly and
realistically as they try to turn the little
Cyborg into a tin can. It also means that
computer gamers can use this game to
quiet cartridge game devotees, who ar-
gue that the PC will never be as good an
arcade platform because it can’t combine
fast action, large, attractive graphics, and
entertaining game play, Well...two out of
three ain't bad.

Action enthusiasts jazzed by the sharp
look of RISE OF THE RoBoTS may be dis-
appointed once they actually start play-
ing the game. For some reason, the
duwnth decided to mmpl( I(Iv turn
lllul backs on the successful fulmulcl
used by legendary games such as MORTAL
KOMBAT, STREET FIGHTER, and even
Karare, Caamp. While you have some of
the usual range of motions, moving left
and right, jumping, and ducking, fighters
can't lip over each other, and can per-
form only 6 kinds of attacks. So, not only
must you fight the whole time from one
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YOUR MOTHER WAS A CIVILIAN While not as powerful as most of your other
enemies, The Military will drill your ECO 35 android into oblivion in double-
quick time.

side of the screen, but you have a mini-
mal repertoire ol ways to inllict pain
upon your opponents. The fact that there
is only one attack button is to blame here.
IU's too bad that "Time Warner didn’t use
the arcade standard: one button for
punch and one button for Kick, with
blocking accomplished by moving the
Jjoystick away [rom your opponent.
While the one-button system does |
make the game easier to play
when using t]ur keyboard, it's un-
necessarily frustrating lor players ex-
pecting real coin-op action to go with
the coin-op style graphics. _ -
Rist oF T11E RoBo'TS does have some 5 "N
fine moments. Each robotic oppo- /(
nent has a unique war-cry, and the |
sounds in general are well-done.
The rich ray-traced environment
is filled with sparks and metal /
flakes flying from cach blow, /
and the sereen jolts with /
every leap ol the lighters.
Your various enemies
even seem 1o possess
sullicient artificial in-
telligence 1o figure out
your fighting strategies, and tailor their
own strategies accordingly, Which brings
me to another of my complaints: the
special moves ol each robot are entively
too difficult to figure out. The game
manual lists which buttons to press, but keep bashing away. When |
gives no indication of the timing neces- | i was fimally successful, it was one
sary. Alter getting my bolts loosened a | & of the happiest moments in my
few times, 1 figured out that the key isto gaming life, ranking right up there
perform the required actions in cach se- — with when T finally beat Jordan Mech-
quence quickly, Now, P'mcall Tor a good  ner’s KaRATERA.
challenge, but the docs should at least The other game play options include
prepare vou properly for the reflex-in-  mraining and two-player modes. The lat-
tensive task at hand. ter is the most fun, since you can pick any

i, ROBOT
Lven after you figurve ont the interface
controls, the enemies in Risk oF 11 Ro-
soTs will provide you with worthy compe-
tition. With the exception ol The Loader,
a converted lorklilt, expect a few losses
belore you to learn how to beat your oth-
er four adversaries on your way to the
top. The fighting arena is so small (the
width of one screen), and the enemy ro-
hots so big, that it is veally hard 10
heat tinheaps with long reaches
" * like The Crusher. The special
B moves are key during these
fights—il vou can’t perform
them, vou're not going 10
beat anyone. Alter losing

y The Crusher 15 or 20

times in a row, you'll be

tempted 1o perform your
own special attack: the en-
raged head-butt to the monitor
maneuver.

When you [inally defeat the
Fearsome Five, then you'll veally
know futility at the hands of The
Supervisor. This nightmare is
able o morph into various shapes,
guaranteed to have you howling
in agony time alter time afrer
time. There doesn’t seem 1o be
any simple way to defleat this

Terminator 2 clone, so you jusl

-
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BUILDER AND DESTROYER The Builder, a powerful robot designed for
construction, may not be very bright, but his punches land with the force
of a wrecking ball.

ol five robots (The Supervisor is ofl Timits
to humans), and duke it out with a
[riend. The raining mode is also a fun
way to blow ofl some quick steam, al-
though a little frustrating in that il you
don’t choose The Cyborg as your h'fhlm'
vou have to fight against him. This
means that you can never fight as The
Military versus a computer controlled
Sentry. However, there is one very good
thing about the raining mode: you'll feel
a whole lot better about vour hand-eye
coordination alter you unmercilessly
thrash the Cyborg with the lowliest robot
ol all, The Loader.

I really want o like Rise or 1ie Ro-
BOTS, (l{'\pilL‘ its [Taws. With its graphics,
it could have casily become the kind of
game that rivals other games in its class.
But there are just too many limitng as-
pects to this game for it to hold gamers’
attention for very long, the saving grace
being the two-player mode (but that, of
course, requiring a [riend willing to play),
Although Rise oF e Rosots is gor-
geous, very gorgeous, it doesn’t have
quite the riveting arcade action needed
to stand in the same ring as others in the
genre, ¥

THE EDITORS SPEAK

RISE OF THE ROBOTS
RATING 3% 2% 3% 3% 3% 1/2

PROS Hot graphics that would
warm even the heart of a robot.
conNs Limited moves, limited space
in which o light—just plain limited in
its gameplay. Fans of fighting games
will only be impressed with the
graphics for so long.
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Lean Down
On Your Steel
Knees And Play

Accolade’s CYCLEMANIA

Takes A 160mph Turn Toward Digitized Raceways

by Gordon Goble

“Get your motor runnin’,

head out on the highway.

lookin’ for adventure

and whatever cows come my way.”

AWG TRIVIA TIME: NAME THE
WRITER OF THAT CLASSIC GOS8 BIKER
ANTHEM, "Bory To B Win.” I
you said Mars Bonlire (yes, that's
really his name), you are correct,
and you spend entirely too much time
reading record cov-
ers. So drop that old
vinyl and grab your

tion of motoreycle racing, and while
some work better than others, surely the
highlight of the package must be the
courses themselves.

[n a move that is sure to have reper-
cussions throughout the race sim com-
munity, Accolade has created in

CYCLEMANIA one of the [irst products of

this nature to use real-life background
video footage within the gaming experi-
ence. A last-moving film crew collected
video footage
from flive dis-
tinctly different

leathers, hLLdmL one
greal American insti-
tution, the computer,
has hopped on that
other great American
institution, the mo-
toreycle, in Acco-
lade’s CyCLEMANIA.
And, yes, cows (hors-
s, too, for that mat-
ter) are lair game,
While CycLEMANIA
won't let you flash a
digital, one-fingered,
Dennis  Hopper
salute while perched
cockily aboard your

Price: $59.95, DOS CD ROM
System :
Requirements:
IBM compatible
386DX-33Mhz
or better, 4AMB
RAM, 1.5MB
hard drive
space, 2X or
faster CD-ROM,
SVGA graphics;
supports Pro Audio Spectrum 16, AudioTrix
Pro, and SoundBlasler compatible sound
cards.

Protection: None

Designer: Ronnie Yaron

Publisher: Accolade, Inc.

San Jose, CA

(800) 245-7744

areas ol Ameri-
can roadway—
[rom desert to
forest—and

that footage was
used to build
the game. So
much emphasis
has been placed
on the actual
racing environ-
ment that Cy-
CLEMANIA's CD
lormat became
a necessity, not
merely a matter
ol convenience.

chopper, it will let you pilot a very fast
racing bike against a number ol comput-
er opponents over a variety of highway
courses, There are a bunch ol intriguing
clements to this CD-based, semi-simula-

While each track isn’t particularly
lengthy, nor are there hundreds from

which to choose, they are real, even il

the motoreyeles and ohstacles (farm ani-
mals, cars, trucks and low-flying aireraft)

JANUARY 1995 « COMPUTER GAMING WORLD

animated. In

are the case of
CYCLEMANIA, more storage space is
usurped by race tracks than is available
on a typical hard drive,

MEGCA BIKES

ON MECABYTES

So what does 400 megabytes of digi-
tized roads and scenery do for a game?
Well, it must lirst be noted that the ac-
tion does not [ly by in what is common-
ly termed "high resolution.” That
means a pixelated, mushy look to the
road and background; in other words,
don't expect to find yourself in the
middle of a finely detailed movie. But
at the same time, the very idea and in-
clusion of real footage versus an artist's
rendition is an innovation that lends a
certain sense of credibility, and overall
it feels and looks prety cool. CyCLEMA-
N1a does not approach the clarity of,
say, the high-res version of NASCAR,
yet it is the next natural step in the
evolution of vehicle sims and may send
a bevy of racing soltware designers in
search of the nearest camera crew for
their next project.

In actual 5(1mtpld\ CYCLEMANIA is 2
curious mix of racing simulation and
arcade-type [ree-for-all, and stands
somewhere in between, not quite sure
of where to go. Certainly, dodging
assorted hazards such as static cows,
galloping horses, and Sunday drivers
while raveling in excess of 150 mph is




an amusing and hair-
raising pastime. Yet while
oil spills may throw a little
wobble into your day, and
inappropriate contact with
other obstacles will launch
you viciously from your
bike to the ground, cows
don’t explode, cars don't
veer tragically off the road,
cops don’t attempt to halt
your  progress, and -
generally all that good stull
one might expect from a
slam-bang arcade-type
affair just aren’t there. At
the same time, while ride
and bike mechanics are
quite good, the wacky
nature of the program and
lack of serious attention to realism
squashes any long-term interest for
fervent simulation devotees. One can't
help but feel that with a little more
work in one direction or the other,
Cyeremania could have been ceither a
superb cross-country, smash-em-up
adventure, or a great full-bore
simulation. As it is, CYCLEMANIA blends
a strong sensation of two-wheeled speed
and knee-scraping intensity with the
wacky, joystick jamming action of a
coin-op arcade machine.

The plm'{‘l"‘\' view of the proceedings
is interesting. Although cockpit controls
mold across th bottom of the screen in
authentic Fashion, the view is not hrsi-
person. The gameplayer’s digital per-
sona is seen from behind, merely as one

¢ into 1
nigh performance
exnaysr systems

_ in RU\W

I\D
1]

Aan

] -
- .
7%

fas- :narnea pro gresm'e
| suspension

Pl L T

FOLLOWING A FAST CROWD Roaring down a realistic track at 160 mph will raise
your heart rate, but trailing your own hike governs the excitement.

of the half-dozen competitors that show
up for cach event, Therelore, the entire
screen does not tlt from side to side as
vou wind through hairy left-right
switchbacks, although your on-screen
representation does. Furthermore, this
behind-the-racer point of view hrings
something to CycreEMANIA that real rac-
ers never experience—their own image
being blocked by trailing riders, and
that can be annoying during its rare oc-
CUITENCES.

WHEN THE RUBBER
LEAVES THE ROAD
As previously mentioned, five tracks
make up the CycLEMANIA world, each
different in its topography and de-

mands. The tighter the wrack, the
tichter  the
racing, and

the tougher it
15 Lo scool
around those

Five.posirion rebound.

damping adjustment

Soft compound, nigh
traction tires.

EVERYBODY NEEDS PERFORMANCE Win enough races and you can head to the
[:ynlemama Shop for bolt-on upgrades or a shift-hot engine.

slow-moving
debutantes in
their VW con-
vertible,
Harry in his
moving truck.
Too much
speed through
a tight corner,
and you’'ll be
first skidding
cross-roac,
then picking
yourself
the roadside
marbles. Al-
though crash-

or

| uparadee }dn':nn :nnfm.‘..

| Higher rev. capability.
| Polished and porred
| eyl. heads
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olf

es are never initially fatal,
each time vou go head-
over-heels your overall
health will be adversely
alTected, and too many
accidents will bring the
body bag boys—your day
is over. Yet, some bump-
ing is not only condoned,
but encouraged. Nudging
an opponent just hard
enough to send them fly-
ing off their trusty steed
will actually score big
bonus  points. But
prospective Cyvelemaniacs
won't ever [eel the ecstasy
of victory without learn-
ing the tlllitl-. way to the
linish line. and that in-
volves deprogramming from traditional
four-wheeled convevances.

As any Hell's Angel will tell you, rid-
ing a motoreyele is not the same as dri-
ving a  car. Acceleration  and
deceleration is instantancous, carving a
corner involves an entirely dilferent ap-
proach, and bikes can [it places cars
won't. All this translates well to the Cy-
CLEMANIA environment, and an attentive
pupil will end up with both an im-
proved technique and better times. Top
finishers score more points and win
more money, and this permits one to
purchase various high-performance
equipment such as racing slicks, im-
proved exhaust systems, and more pow-
erful powerplants for use in luture
races. The more you win, the more stull
you can get, and ‘the more stull you get,
the more you can win—ancl that's im-
portant in lhu [ull CyCLEMANIA season of
live races.

Finding victory in the beginner's level
ol Cycremania s at first difficult, b
becomes quite commonplace with a lit-
tle familiarity. Fortunately, the skill lev-
el ol opponents can be raised, as well as
the amount ol realism injected into
one’s own ride. Racing the Fast crowd
with a more realistic m‘ulunv 1s not a
walk in the park (choosing a manual
franny, for istance, not only involves
constant gear selection but the proba-
bility of overheating). Unlortunately, a
season championship, even at extreme
levels of difficulty, rates no on-screen
celebration other than a dull standings
board with a “#1" beside your name,
and that will undoubtedly be seen by
some as an oversight.
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EXPERIENCE THE POWER

Or ApvanceD WAVETABLE SOUND TECHNOLOGY

Experience the power of studio-quality music and heart-pounding special effects from your PC games and music programs with UltraSound MAX™.

The newest wavetable PC sound card from Advanced Gravis, UltraSound MAX comes with over 5.6 megabytes of real instrument recordings to produce
32 voices of incredibly realistic music—light years from the tinny sound pumped out by FM cards, Hear the difference right away with DOOM™ and Epic
Pinball™ (both included). Enjoy sensational wavetable and digital sound with hundreds of popular applications that already support UltraSound. The MAX
will also give you great sound with most games and applications written for Sound Blaster™, MT-32, General MIDI, and Windows™.

Record or playback in 16-bit stereo at 48kHz (surpassing CD quality). Explore over 15 megabytes of bonus software. Offering you the greatest flexibility,
the MAX uses a unique, RAM-based wavetable system. Imagine creating new instruments bounded only by your imagination. With MAX it’s for real,

UltraSound MAX is the most complete, powerful, and affordable sound card you can buy. Advan.ced
For more information, or to find out how to obtain the UliraSound Experience CD-ROM demo, G M V's
call (800)663-8558, (604)431-5020 or fax (604)431-5155. Circle Reader Sarvice #283 ™
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WIIIPEOUT! Obstacles like these tires will flip you road-rash over tea
kettle. It takes several wipeouts hefore you're dead meat, so get back in
that race!

ANIMATION, CARNAGE

the player in the
mood for the up-
coming carnage.
Audio 1s elfective

both on and olf

the track, complete
with funky musical
score. The sound-
rack also includes
sampled motorcy-
cle and
squeeling  tires,
which lend audio
realism to the rac-
ing. The sound is
definitely a winner.

On a losing
note, CYCLEMANIA
does not permit re-

roars

particular game. Being CD-based, Cy-
CLEMANIA involves the usual lengthy
game loading process (even on the
mandatory double-speed drive), yet the
action flowed almost seamlessly on my
486-33 testing machine.

CycremaNia offers a smart depiction
of the racing bike experience in a semi-
realistic and enjoyable arena. For a
quick thrill, it excels, and certainly the
inclusion of real video is one giant leap
forward. But depending on the individ-
ual, the game play may quickly wear
thin, like Taiwanese brake pads, and Cy-
cLEmanta may slide off the hard drive
like a fast squid on black ice. %

THE EDITORS SPEAK

CYCLEMANIA

AND OTHER CHROME

Off the track, CycrEMania excels, with
beautiful 3-D animations lending sup-
port to the otherwise mundane chores
of track selection, bike selection (a CBR
Q00RR, FZR 1000, or GSXR 1100),
parts purchases at the “Cyclemania
Shop,” and menuing. Accolade has even
thoughtlully included footage of several
horrilic real-life racing accidents to get

plays, and believe me, when you emerge
unscathed from some up close-and-per-
sonal action involving a hall dozen
bikes, two trucks, a car, a cow, and a
frigging tower of tires someone dumped
on the roadside, you'll wish you could
see it again and again. Nor does CycLe-
MANIA support printing of any kind
(there'll be no hard copy gloating here),
or head-to-head competition, which
would have made a hot option in this

RATING 3% 3 3%

PROS Use ol video footage for the
courses is a unique approach. Hot ac-
tion at high speeds for the action fan.
comNs Not a simulation and not the
greatest action game, and so may not
rev the engines of some gamers. Lim-
ited life on the replay warranty.
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ONLY $1.50 PER DISK

* Doom * Multi-Dimensional = Another Plonetond = Tetris 3D

* Duke Hukem 2 Thei Me with No Beer « Flight Simulators

o Eternam e Goteworld = Roadwars 2000 « Kiloblaster

: 1l-lu1!m:.reen Harry e gi?:l!g{:ﬁ::oiziky’, * Mojor Stryker o Executioners
emmings Uno = Mystery Manor * Stratsys

* Kung Fu Lovie « Spear of Destiny * Hotkey + Hugo's Whodonit

* Jill of the JUT[I]'Q = Megatron * Wofenstein 3D * Boschall

* Redhook’s Revenge  » Blake Stone « Golactix PLUS Many,

* 3D Chess = Monster Bosh * Bio Menace Many More

FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS
Now you Can Have Your Own GIRLFRIEND . . . P

.+ . @ SENSUOUS Woman hvinqafn our computer!
GIRLFRIEND s the first VIRTUAL WOMAN, You con wolch her, folk 1o her, otk her questions ond relute fo'her. Over 100 oduel YGA
phategraphs allaw you 1o see yeur girlfriend os you otk her o weor different oullits, ond guide her inta different ecfivities. As @ frue
artificial intelligence progrom GIRLFRIEND storts with o 3000 word vocobulary and actunlly groves the more you use it. She will remember
out iome, your birthday, and your likes end dislikes, GIRLFRIEND requires 7-10 MB of free space. We offer the ADULT VERSION cantnining

different gis, LISA ond SUZY ot 0 special price of only $69. lieg. price 5120) NEW! Voice Kit $29.
Stimulating Games from Europe! - Imported exclusively by S Software
P#TRIS s the sophisticated version of the populor black gome. You reveal stimululing pictures ond movies while contrelling the
falling bloks. ORDER SG4

P=PIPE s the sophisticated version of the Windows hit - Pipe for Windaws - but t'nu don't need Windows fo run it - you citempl to
build o pipeline while expasing pittures and movies — MANY EXCITING LEVELS. ORDER SGS
MOZAIK allows you to reassemble the most exciting women on earth - over 45 celebriries In this super figsaw gome - use mouse o

keyboud. ORDER
___ Price: $35 each or order our SUPER GAME PACK at $89 for all 3
On CD-ROM: NEURODANCERS - Interactive mevie uad gome - navigate theough the NeureHET in search of the NUERODARCERS. ORDER €D 86
On CD-ROM: 3D DREAMGIRLS - See 30 imoges of the 1op glomour madels ~ Z00M and PAN feature — includes model stotisties and
wontatl infomration. ORDER €D 59
On CD-ROM: SCISSORS AND STONES - Imeractive mavie ond high wiakes gome of chance. ORDER €D 89

CD-ROM PRICES: $59 Each or SUPER BUNDLE: 3 for $149
Our FREE CATALOG includes many more ADULT games, movies and pictures on both DISKS and CD-ROM
ADD 54 5/H » 3.5" Or FOREIGN ORDERS ADD 52/DISK » IN PAADD TAX = MUST STATE AGE OVER 21 YEARS.
VISA/MC Orders Only: 800-243-1515 Ext. 600UG / 24 HRS / 7 DAYS
FAX (215) 997-2571 = Or CK/MO fo:SeXXy Software, P.0.Box 220, Dept 600UG, Hatfield, PA 19440
Circle Reacdler Service #291

/TOP SHAREWARE GAMES |

Games, Ultilities, Fonts,
Applications, Gifs

Shareware for Windows & Dos
Suitable for all family members

100's of games including Doom and over 15 from Apogee
(Mystic Towers, Rise of the Triads, Hocus Pocus,
Wolfenstein 3D, Raptor, Duke Nukem II, Monster Bash,
Blake Stone, etc.)

600 + Megs of the best shareware available on one CD. It's
your's FREE. All you pay is $6.95 non refundable shipping
& handling. Please mail your request to the address below.
Send your Check, Money Order, (payable to SOME Inc.)
Visa or Mastercard Number including the Expiry date.
Please enclose your signature for credit card orders. Please
include a description of your computer hardware.

Sorry no phone orders or CODs. Allow 6 - 8 weeks deliver

SOME Inc., Dept. CGW,
P.O. Box 1858, Ferndale, WA 98248-1858

Circle Reader Service #357



PO BOX 234 DEPT 10186 ROCHESTER VT 05767

MG and Discover accepled. Checks held 4 weeks. Money Orders under $200
same as cash, COD $8, Dalectives replaced with same product. Most items shipped
same day, Shipping limes may vary. Price/availability may change. Call for details
OVERNIGHT SHIPPING Iin US $4 par arder. Mail lo Canada, PR, HI, AK, APD,
FPO . §4 per order, Worldwide airmall $6 per item. Handling $2 per shipment.
Hardware orders may require additional shipping charges. All sales final.

CHIPS &BITS e

7-3033 Source 10186

Call 800-699-4263 Fax 802-

‘SHARP ELEC-
TRONIC ORGA-
NIZER YO-620'
The smallest elec-
tronic arganizer
with terminal capa-
bilities. Offers Cal-
- endar, Anniversary
; S e and Scheduler,
i ,..,' e Alall  customizable Tele-

= =  phonelists, Qulline
function, Memo

function, 10 digit calculator, clip & paste, daily alarms
(7). and many other features. You can connect to on-
line services to send or receive E-Mail, check stock

‘SHARP ELEC-
TRONIC ORGA-
NIZER YO-110’
This revolutionary
electronic orga-
nizer has crealed a
whole new cat-
egory of informa-
tion management,
The Sharp YO-110
oflers extraordi-

E % nary value and
nractlcallly IncludesTe!aphone Calendar, Schedule,
Memo and Expense functions keep your business and
personal information at your fingertips. The YO-110

‘FRANKLIN DIGITAL BOOK SYSTEM DBS-2' The
revolutionary new way to access a world of informa-
tion. Stores up to 2 digital books, each cantaining up

prices and make travel arrangements.

$279

‘SHARP WIZARD
0Z-9520" is a
Pocket Communi-
cator that is light-
weight, compact
and has built-in fax
software. Offers in-
tegrated Filing, a
Telephone func-
tion, a Calendar, a
Notebook, a
Scrapbook. De-

signed with a Graphical User Interface with a louch
sensitive display, it makes entering and accessing data
easy. Features connectivity to E-Mail and printing to
astandard PC printer using infrared lechnology. $439

‘FRANKLIN LANGUAGE MASTER DICTIONARY
LM-2200' Contains over 274,000 definitions. Provides
over 496,000 synonyms for 40,000 words. Includes
an SAT word list to help practice for the exam.  $79

to 20 megabytes of compressed information.

$149

SHARPELECTRONIC
ORcanizeRs [l ' ORGANZERS " wERBMASTER

Sharp Wiz OZ 9500 $339
Sharp Wiz OZ 9520 $439
Shrp W OZ 9520 Ix §539
Sharp YO 100 Orgn 549
Sharp YO 110 Orgn  £59
Sharp YO 300 Orgn 589
Sharp YO 310 Orgn  $99
Sharp YO 600 Orgn $189
Sharp YO 610 Orgn $229
Sharp YO 620 Orgn $279

SHARP COMPUTER
LINK
Shrp CE 390 PC Lk Sit/

Chbl (YO200,YO0310) $89
Sharp OZ 892 IBM

Organizer Link §109
Sharp OZ 895 Maclnish
Qrganizer Link $109
Sharp OZ 990D PG Link
Software DOS 574
Sharp OZ 990W PG Link
Software WIN 574
Sharp OZ 993 Macintsh
Link Software 574

MEMORY CARDS

Shrp OZ 780 M. 32K $54
Sharp OZ 781 Memory
Card 64K §79
Sharp OZ 782 Memory
Card 128K (8000) $109
Sharp OZ 783 Memory
Crd 256K (8600)  $139
Sharp OZ 784 Memory
Card 512K (96800) $209

Voice Organiz 5200 $159
Voice Org Ex. 5500 $179
VCR Voice Programr $69

SHARPSOFTWARE
CARDS

Sharp OZ 701A Time
Management Card ~ $95
Sharp OZ 8801
Spreadsheet Card  S169
Sharp OZ 8B02 Fax
Modem Card 409
Sharp OZ 8D01A Amer
Heritge Dictionry Crd$169
Sharp OZ 902 Basic
Prgrm Crd (9000 srs)$229

Sharp CE 132T Level
Converter 579
Sharp CE 137T Lvl
Converter PGiMacLnk/Fax
Modem S84
Sharp CE 220T Cable ZQ/
EL Transfer 834
Sharp CE 300L Dubbing
Cable 524
Sharp CE 315L Dubbing
Cable Organizers 569
Sharp CE 350X Organizer
Modem 5149
Shrp CE 50P Pmitr  $129
Shrp CE 76BC Bt Pk $29
Shrp CE IR1 Wriss Printr
Interface (9000 srs) $119
Sharp CE IR2 Wireless

Interface IBMPC $89
Sharp EA 11E AC Adaptor
(9600 series) $5
Sharp OZ 899CC Lealher
Case (8000 series) $29
Sharp OZ A90A1 Leather
Case (9000 series) $34

FRANKLINLAN-
GUAGE MASTER

Franklin French Professor
FP-850 5109
Franklin Language Master
+ Math LM-2020 584
Frankin Lg. LM-2200 $79
Franklin Language Master
LM-3500 5119
Franklin Pocket French
Professor FP-615  §79
Franklin Pocket Spanish
Master DBE-110 564
Franklin Pocket Spanish
Master SM-515 §79
Franklin Spanish Master
SM-550 5119
Franklin Speaking French
Professor FP-610  $209
Franklin Speak German
Professor GP-620 5209
Franklin Speak Language
Master LM-4200 5149
Franklin Speak Language
Master LM-6000  $229
Franklin Spkng Language
Mstr Sp LM-6000SE $499
Franklin Speak Spanish
Masler SM-1000  $149

Franklin Desklop WrdMstr
WH-1055 856
Franklin Nx C Pckt Rgt's

Thesaurus NCT-102 $36
Franklin Pckt Language

Master LM-2015 556
Franklin Pocket WrdMster
WM-1015 544

FRANKLIN BIBLE

Franklin International
Version Bible NIV-30 $94
Franklin King James
Version Bible KJ-31 $94

FRANKLINSPELLING

Franklin Elementary
Spelling Ace ES-90 544
Franklin Webslr's Pocket
Spell Crret NCS-101 529
Franklin Pockel Spelling

Ace §-100 $36
Franklin Spelling Ace Plus
BP-105 539

Frnkin Spll Ace SA-9B538

FRANKLIN
ENTERTAINMENT

Franklin Bartender's
Guide BTG-400 564
Franklin Big Leag. Bsball
Encyclopedia HR-94 $56
Franklin Crossword
Puzzle Solver CW-50 $54
Franklin Scrabble Players

Circle Reacler Service #340

is small enough to fit into your shirt pocket, 859

‘SHARP ELEC-
TRONIC ORGA-
NIZER YO-310' is
the smallest Shamp
Organizer with the
capability to link to
an |IBM PC. So
compacl, il can
slip right into your
shirt pocket. It pro-
vides valuable
lunctions like To

Do and Expense Trad-:lng Features Time Manage-
ment, Data Base Management, and Note Taking. Al-
lows you 1o edit and manage your data on a com-
puter while providing backup for security. 599

FRANKLINLANGUAGE
Dictionary SCR-30 554
Franklin Parker's Wine
Guide WNG-400 374
Franklin Betty Crocker's
Cookbook BCC-400 $64
Franklin Pckt Crossword
Puzzle Saolver CW-40 546
Franklin Pocket
Horoscopes AST-110 544
Franklin Pocket Movie
Guide FLX-110 544
Franklin Pocket Word
Games WG-15 536

DIGITAL BOOK
SYSTEMS

Franklin Digital Book
System 2 DBS-2-1
Franklin Digital Book
System 2D DBS-2D 5169
Franklin Digital Book
System DBS-2 5149
Franklin All-Time Baseball
Manager DBS IC-110 529
Franklin Bartender’s
Guide DBS IC-130  S49
Franklin Big Lg. Baseball
Encycl. DBS IC-129  $49
Franklin Columbia
Encyclpd DBS IC-114 874
Franklin Game Gallery
DBSIC-115 529
Franklin Harrison’s
Principles of Internal
Medicine DBS IC-113 $99
Franklin Int'l Version Bible
DBS IC-121 £56

5199

DIGITAL BOOK
SYSTEMS

Franklin King James Ver.
Bible DBSIC-1189 S56
Franklin Medical Digital Bk
System 2 DBS-2-3 8179
Franklin Medical Digital Bk
System 3 DBS-2-4 8179
Franklin Medical Digital BK
System 4 DBS-2-5 $179
Franklin Medical Digital Bk
System DBS-2-2 5199
Franklin Medical Letter
Handbook Adverse Drug
Intractns DBS IC-104 599
Franklin Merck Manual
DBSIC-118 5129
Franklin Merriam-Webster
Advanced Dictionary DBS
IC-116 574
Franklin Merriam-Webster
Dictnry+ DBS IC-101 549
Franklin Official Scrbl Plyr
Dictnary DBS IC-108 $44
Franklin Wine Buyer's Gd
DBS IC-120 $56
Franklin Personal
Organizr DBS IC-107 S99
Franklin Speaking French
Professr DBS 1C-123 §59
Franklin Speak German
Professr DBS IC-124 $59
Franklin Speak Spanish
Master DBS IC-122 $58
Franklin Video Companion
DBS IC-102 $59
Franklin Washington Univ.
Man. Medical Therpeutics
DBS IC-105 $99

JAN CGW GAD



lay with thousands of gamers on the

Information Super Highway and lose
yourself in the graphic adventures

and traditional games offered on the

Multi-Player Games Network.
MPG-NET gives you something you just R I_ n W I D E N H E

can't find on a floppy disk...another

human mind. Whether you like fantasy
role-playing, 3D action, war simulation or R M AT I N
card games, MPG-NET offers games )

24 hours a day, seven days a week with

: : )

_ - : , f. ;

* Warlords of the Apocalypse &S

War Room
Oy

ACCESS
THROUGH
INTERNET
FOR ONLY
$200

per hour




In December 1994, MPG-NET goes
all graphic! No more text menus. No
headaches trying to log on, It's never
been easier to be on-line!

Here’s what else you’ll find:

« Electronic Bulletin Boards filled
with the |atest adventure reports and
discussions by gamers from all over
the world!

« Electronic Mail-send and receive
messages with all your friends and
plan when to meet and play your
favorite game!

'MPG-Net News

» Download files from our database
and read the latest in gaming news,
updates and stories from other
members. It's as easy as visiting
your hometown library!

» The Persona Creation Room-lets you
generate a face to' match your on-line
personality!

» Conference' Rooms-have real-time
conversations with people all over the
world and see more than just their
words, you'll get a chance to see what
they look like!

i 1884 MPG-NET, Inc. Multl-player

Drakkar Corp. EmpirelBUilderisa .
trademark of Mayfalr Games, Inc.
Operation Market-Garden and Star
Crulser are trademarks ol GDW

(_“D‘Z Games, Inc. Fiefquest and Warlords'
- c

of the Apocalypse are trad Ks of
the Dreamers Gulld. All other brand
Tho and product names are trademarks or
Drenmers tegistered trademarks of thelr
Guild respective holders.

R L

Persona -Er:; T?E;;; 5 .| uﬁ ﬂil

e

Games Nelwork and MPG-NET.are. = |
service marks of MPG-NET, Inc. The |
Kingdom of Drakkar {8 a trademark of

* More games than you've ever seen
hefore!

MPG-NET can be accessed with a local
phone call from over 600 cities in the
USA and 40 nations worldwide. All you
need is a modem, a phone line and a
computer to join the fun! Call our 800
number from 9am to 8pm Eastern time
on weekdays to receive our free starter kit.

MPG-NET-twenty four hours a day,
seven days a week, bringing you games
that will take you out of this world!

Call now; 1-800-GET-GAME.

__

ik
ek

=

-

Your Multi-Player Games Network*

1-800-GET-GAME

Circle Reader Service #250 ;
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F1ghtmg For The

Prince’s

Crown

[nm'play 's Swashbuckl ing BLACKTHORNE
Challenges PRINCE OF PERSIA’s Rule

by Charles Ardai
ORDAN MECHNER'S SUPERLATIVE
PriNCE OF PERSIA GAMES FROM

BRODERBUND HAVE HAD A LOT OF IMI-
tators but have never yet been im-
proved upon. The best of the
imitators, s‘uch as Disney’s ALADDIN or
SSI's FLASHBACK, at least offer imaginative
settings and top-notch animation: the
worst seem to think that merely having a
character leaping, climbing, and fighting
his way across a multi-screen playing field
is enough to make a game a best-seller.
What both the better and worse pre-
tenders to the throne overlook is that it is
not the basic game type that makes

PRINCE OF PERSIA 50

good—after all, the

format dates back  Price: No SRP

at least to Activi-  System

sion’s PrrFaLL I on F;hqnui"eme"tt_;
SvIOQ ; compatible

the .-\laI'.I \ (._%!un S orphigher,

even the ||]l,llt.f(llh1)|_\' 2MB RAM. VGA

(Tuid and lifelike  grappics;

animation, though
this has deservedly
won kudos from
one and all. (In-
credibly fluid and
lifelike animation
was not enough to
save Epyx’ [Mpossi-
BLE MissioN 2 from
the bargain tables.
On the other hand,
its absence didn't hurt the sales of classics
like JuspMan and LODERUNNER.)

No, what really makes PRINCE OF PER-
sia stand out is that Jorcdan Mechner is a
diabolically clever puzzle constructor who
builds his castles, caverns, and dungeons
the way a master watchmaker makes

supports Ad Lib
Gold, Sound
Blaster Pro and
compatibles,

Protection: None

Irving, CA
(800) 969-GAME

Roland MT-32/SCC-1 and Pro-Audio
Spectrum sound cards

Designer: Ronald Miller
Publisher: Interplay Productions

watches, placing every tiny gear just so,
and then setling everything in motion in
such a way that not a movement is wasted

and not a spring, wire, or screw is out of

place. Every screen in PRINCE OF PERSIA
(and even more so in its sequel) is a devi-
ous trap, whose clutches the player must
escape by being as resourceful and inge-
nious as the author. There is no way o
go through PRINCE OF PERSIA “on auto-
matic.” It is a demanding—and eminent-
Iy satislying—game.

Interplay’s BIACKTHORNE is the latest
pretender to come along. How satisfying
is this one? How demanding?

Well, on the
surface it seems Lo
have a lot of the
right elements.
The graphics are
a liule crude, bul
that befits the ul-
tra-modern, ultra-
violent  setting
Interplay has cho-
sen for the story.
The animation is
just short of “in-
credibly fuid and
lifelike,” but it's
certainly not bad.
Your character
climbs ladders the
way a  person
would; he runs with a convincing, loping
gait; and when he unholsters his gun
and fires it backhanded at foes behind
him he does it as well as Arnie did in T2.

The settings are a bit odd, with four

levels to go through in each of an under-
ground mine, a treetop dwelling, a sand
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fortress, and the castle ol the demonic
Sarlag, but the settings in PRINCE OF PER-
s1a were rather ml(l too. The npllllll"
animation is a bit suff and the storviine is
overwrought—but so are the opening an-
imation and storyline of PrRINCE OF
Prrsia. Your character in BIACKTHORNE 15
even a prinee,

The ultimate clincher would seem to
be the gameplay, which is smooth, last,
and brutal. Maybe occasionally too bru-
tal—such as when you discover that you
not only can shoot the chained ]mmnu-.
you have come 1o save but sometimes
must o so o get them out of your way—
but seldom oflensively so.

All in all, a promising beginning.

So how satistying is BLACKTHORNE?
How demanding? In a word, not.

What makes BLACKTHORNE s0 t‘l(-r;il'l}‘. S0
obviously, so definitively a lesser game
than PRINCE OF PERSIAZ It has no imagina-
tion. No artistry, No panache. Il PRINCE OF
Prrsia is a Porsche on the Autobahn,
BLACKTHORNE is a Tinkertoy car putt-
putting around in somebody’s h\m=r room.

THORNE IN YOUR SIDE

BIACKTHORNE 1s a videogame, plain and
simple. The lirst dead giveaway you come
across is that it contains no way for you to
save your games. Instead, you can jump
to any level you want by entering, at the
start of a game, the four-letter password
entrusted to you when you completed the
preceding level, ‘There is nothing inher-
ently terrible about this arrangement, but
when T saw that BIACKTHORNE used it, it
felt like a slap in the face. This is the sort
of thing you expect to see in a Nintendo
cartridge game, not a PC title from a top



Just when you thought
you were over Tetris’

Alexey
¥ Pa jitnov
\ dares

Teator of for
; inumhn“

The Russian master who created Tetris now introduces
BreakThru—one of a series of great new puzzle games.
Think fast! Constantly cascading bricks keep you on
your toes as you tear down wall after wall. Bombs fall
. your way and huge sections of the wall blow apart.
e But watch out! Pesky spiders, annoying soda
cans and obnoxious boulders are out to make
3 8 life rough. Knock them out of action so you can
f f break through to the next wall,
Race to beat the clock, raising your score as
you raze the walls. Test your skill in six cities,
each with its own music and scenery. Challenging
two-player options prove your prowess against
friends. Four different skill levels and time limits mean
\. the entire family can play.
BreakThru: so much fun you might not want to stop
playing—or you may never be able to!

Super NES?, Game Boy"
Game Gear” &

Spectrum
HoloByte

THE PUZZLE PEOPLE
2490 Mariner Square Loop, Alameda, CA 94501

Viisit your local retailer or call 24 hours:
1-800-695-GAME (USA and Canada).

Circle Reader Service #224



firm like Interplay.

The second dead giveaway is the level of

violence in the game, Sure, Doom is blood-
ier than any title Nintendo will ever allow
on its platform, but by and large when you
find a game that asks you to spend more
than half your time shooting bad guys who
pop up across the sereen and start blasting
away al you, you know you are in a
videogame, not a computer game.

PRINCE OF PERSIA, for all its swashbuck-
ling battles, permitted and rewarded mo-
ments of quiet contemplation. Mechner
forced you to wrack your brain. Brack-
FHORNE, on the other hand, doesn't par-
ticularly require you to have a brain, just
a trigger finger and enough common
sense to know that when you see a key-
hole on one screen and a key on the
next, they probably go together.

That brings us to the third and most
significant of the dead giveaways: the
maze of interconnected levels in Brack-
rHORNE, linked by all the usual ledges,
ladders, elevators, chasms, doors, and
hidden passageways, is hardly a maze at
all. For the first several levels, it is literally
not a maze: there is only
one path the player can
possibly follow and if he
survives all the combat
encounters along this
path, he wins. But even in
subsequent levels, where
the map of possible paths
diverges somewhat, it is
simple to test out all the
paths, choose the right
one, and reach the goal.

Most importantly, even
the more complex levels
don't have any particular
cleverness to them. The
paths are just paths, lead-
ing this way and that; there is no evi-
dence that they were constructed to give
the player the greatest possible difliculty
in getting through to the goal. In fact,
there is a good deal of evidence to the
contrary.

This is not to say that the game is casy,
but where it is hard it is hard only be-
cause ol combat. Initially, vou have to
fight a cadre of pig-headed soldiers who
lcmL like the Gamorrean guards [rom
Jabba the Hutt's lair in Retwrn of the Jedi.
They are relatively casy to take out since
they always pause alter shooting oll a
round or wo, giving you a chance 1o
come out of concealment and plant a
shotgun blast between their eyes. Soon

thereafter, though, you come across di-
nosauroid slavemasters with long, deadly
whips who can only be killed by a homb
blast; human assassins who, like you,
have unlimited ammunition and never

HOVER ROMB

A BACK-HANDED SPLAT Prince Blackthorn has got some pretty
smooth moves. Here, he’s wasted a bad guy without even looking.

pause to reload; and other, even deadlier
enemies. In the end, you have to go toe-
to-toe with Sarlac, a demon who can not
only shoot lightning bolts at you bhut also
teleport from one side ol the screen to

ROCKY TOO In the later levels, our hero must deal with hard-core
baddies, like this stoned heast with rock for brains.

the other, so that you can neither hit him
nor escape him easily.

So, the game is not simple, and there
are plenty of players who will have a hard
time making it to the end simply because
their shoot-"em-up skills are rusty, atro-
phied, or otherwise inadequate. But the
game is also not very mentally challenging,

Even those bits in the game thai
briefly look as though they might require
some cleverness don't, For instance,
when [ saw waterfalls on a couple of the
mine screens, it occurred to me that one
of these might conceal a passageway. Be-
fore T could test this hy |)<Jl||(.s|.s. a help-
ful prisoner |1 |maacd whispered
something like, “Check out the water-
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falls. They often hide seeret passage-
ways.” Later, | lhnll;,}hl o 0y re-using a
key for one bridge in another br l(llf(' '
keyhole; sure c:mu;.,h. before T had illc
chance, a helpfui prisoner passed me the

g tip that any bridge (nulrl
be n|}ctdlcd by any kev.
shot him.,

A MAN FOR
NO SEASONS
I have nothing against
hints, you understand,
but for heaven’s sake,
there is such a thing as
subtlety. The designers of
BLACKTHORNE evidently
have so litlle confidence
in the abilities of their au-
dience that they feel com-
pelled o offer the
solutions to their puz-
zles—such as they are—on a silver platter.

What they accomplish, ironically, is to
make their game less appealing rather
than more so, except possibly to novice
gamers who want a primer to prepare
them for the tougher challenges other
games will offer, or maybe puzele-shy
gamers who really just want to splatter
some gore across their monitors, I'm not
even sure about those; the former would
end up happier with PRINCE OF PERSIA
and the excellent hint book available
from Prima Publishing, the latter with
Doom or WOLFENSTEIN 3-D or some oth-
er title of that ilk.

So who is BLACKTHORNE going Lo
please? I'd put my money on “nobody,”
not because it is unspeakably horrible—it
isn'tl—but because it is weak enough to be
over-looked, particularly when better
choices are so readily available.

One of these days, I'm sure someone is
going to top Mechner at his game...but
not this time, not with this game. %

THE EDITORS SPEAK

BLACKTHORNE
RATING 2% 2%

PROS It's big, it's tough, it’s loud,
it's violent, and it's easy —ifl that's
what you're looking for.

CONS [t has the |)l‘l\\ll but it does-
't have much brains, Might impress
those with cartridge game sensibili-
ties, but it will send most PC gamers
on a quest for more interesting chal-
lenges.



SOME

DREAM

OF A

PERFECT

GAME.

THE REST

OF US

JUST

BUY IT.

So, you want a perfect game. Get Hardball 4. Get cutting-edge graphics that are incredibly real.
We're talking about wake-the-neighbors-and-call-your-friends kind of real. Get stat compilatian

that would make any sports bureau envious. Get all 28 stadiums with different altitude, field, and
wind conditions. Throw in an add-on disk with over 700 major league players. And yau've got a

masterful gem that compelled Computer Entertainment News to label it One of 1994's Ten Best I-I H H“ HH LL 4

Games. Now, to get a perfect game you don't have to be in the zone. Just the right software store,

Hardball 4 is @ | rademark of Accolade, Inc €189, Accolade is an official icensee of tha Major League Baseball Players Associacion. EMLUBRA MSA. The Sport Accelada kaga and Spart Accolade are trademarks of Accolade. Inc. AB rights resenved

s Donedinr Cosesiomes MID0 -
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Lortress

OfS ﬂlytude

Battling Goof-Ball Characters (mm’ Game Mfr/)anfrs)
In THE FORTRESS OF DR. RADIAKI

by Mark Clarkson

HE DATE 18 May 8, 1963, axD THE
WORLD IS TEETERING ON ‘THE BRINK.
A MANIAG IS THREATENING “NUCREAR
destluction” on a global scale un-
less paid $1 billion in cash. The
ransom notes are anonymous, but all
signs point to Dr.
Nikko Radiaki,
household appliance

Price: $59.95

magnate and ab-  CD-ROM and
bler in nuclear 3-5" floppy
physics. Radioactive :yste.m :
equirements:
waste has I‘)ccn‘ de- IBM compatible
tected leaking from  386.33Mhz
his private island.  (486-33 or
And what about his  faster
name: Dr. Radiakiz ~ recommended),
Radia-tion. Radia-ki. 8 MBIRAM, CD-

Need [ say more?

Unable to come
up with the cash in a
timely fashion, the
U.N. turns to you:
Special Agent Mack
Banner. You must
infilirate Dr. Radiaki's
island fortress, con-
front the diabolical
doctor himsell, and destroy his world-
wrecking machine by any means neces-
sary.

You turn down the UN Secretary Gen-
eral’s oller of a captured alien spaceerali
to deliver you to the island, opting in-
stead to be greased up and shot naked
from the torpedo wbe of a submarine,
armed with only a corked basehall bat.
And your wits,

You are reacdy to enter THE FORTRESS
ofF Dr. Rapiakl, the new [irst person
shooter [rom Merit Software. Unlike

other sound cards
Protection: None

Joel Manners

Dallas, TX
(800) 238-4277

THeE ForTrESss OF Dr. RADIAK]

ROM, 1 MB hard drive space, VGA
graphics, mouse recommended; supports
Sound Blaster, AWE 32, Pro Audio
Spectrum 16, Roland Sound Canvas and

Designer: G.P. Austin, Edwin Herrell, and

Publisher: Merit Studios

most ol the procession of WolfenDoom
3D clones, DR. RADIAKI promises you a
few laughs as you hack, bash, and blasi
your way Ilnnugh the game. (Well, okay,
that splatter sound in Doos always
makes me chuckle, but this is different.)

DRr.  RADIAKI
gets ol to a good
start. There's a
wacky story, a
wacky  villain
(horribly  de-
formed as the re-
sult of his sloppy
nuclear science),
wacky monsters,
and a brave but
wacky hero who
lives in a belfry

CELE TORT RSSO F

%‘- ﬁDMKI

clean between
levels.
But a good

start isn't enough.
It's relatively easy
to make people
laugh for a liule
while. Tt's much
harder to keep them laughing lor a dozen
or more levels of play.

THE CAST OF CHARACTERS
Maost of Dr. Rapiakt’s humor comes
from its characters, In keeping with the
times, the first foes you encounter aren’t
Nazis or space aliens, they're cigar
smoking, [atigue-clad, pistol- firi ing Cas-
tro-ites who ery “-Ay! -Mi cabeza!” (Ow!
My head!) as you bludgeon them to
death with your bat.

Make your way through the Cubans,
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and licks himsell

and soon you'll face mutant rat-men, nin-

jas, storm troopers, killer tanks, toaster-

headed robots and more—il there's a
theme here, it eludes me. You never
know what's going to show up around the
next corner. And that's OK.

Fach character has a tagline or two to
throw out when you kill them or they kill
you: a whiny “Owwwwww!” or some fa-
mous last words (*Rosebud....”). Defeated
ninjas, lamenting their shame, fall on
their own swords. Much of this dialogue
is in Spanish, Japanese or Russian. While
this is entively in character, I'm afraid it
means the jokes, il any, are lost on me.

NO JOVY

IN THE FORTRESS TONIGHT
You move through Tue FORTRESS OF DR.
RADIAKI using either your keyboard or
your mouse—it doesn’t support a joy-
stick. Kevboard movement uses the arrow
keys and a few others (the scheme is an-
noyingly different from the Doowm key
commands). You don’t have Hitl(:\\-‘;lys
“strafing” movement, which makes pop-
ping out from behind walls a bit tricky.

I olten found it impossible to aim a
weapon precisely using the keyboard.
The increments of movement were just
too large: the gun would swing between
live degrees too [ar lelt and live degrees
too lar right.

Dr. Raprakr also offers a unique mouse
interface. To move, vou hold down a
mouse button and push the mouse a litde
ways in the direction you want to travel.
You will continue moving in the same di-
rection, at the same speed, without any
further mouse movement. To stop, let up
on the mouse button. You can run down



MIRAGE TECHNOLOGIES PRESENTS
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OF THE ROBOT S
Where nothing is human, mercy is a foreign concept. At Electrocorp,
the largest manufacturer of military and industrial robots, there are
no humans. And when an evil virus infects, the robots begin their
grisly uprising. There is only one way to end the rampant evil: send
in an eliminator. You are selected. You are the Cyborg. You must

destroy six robots, each equipped with more superior battie skills
than the next. When the robots rise, there can be no mercy.

N

Ultimate in 3-D graphics
and animation

First game with film-quality,
controllable graphics

TIME WARNER
INTERACTIVE

Visit your local retailer, or call 800-482-3766 to order.

@ 1994 Time Warmer Inter




SEEING STARS Agent Mack Banner squares off with one of Dr. Radiaki's

eclectic disciples: a star chucking ninja.

a long hallway without running ofl the
end ol your mouse pad.

The mouse interface also provides a
much finer degree of control than does
the keyboard interface. 1 could always
aim my weapons where I wanted to, and
could almost manage o move sideways.
I would have used the mouse exclusive-
ly, but couldn’t get it to fire the
weapons properly.

The levels of Dr. Rapiakt's [oriress are
strewn with useful items for you to pick
up: ammunition, keys, and drug-lilled sy-
ringes the size of your leg to help ease
the pain of your wounds, You'll also find
an wray of weapons ranging [rom Samu-
rai swords to machine guns and grenade
launchers. Some weapons, such as the
machine gun and the flame thrower,
hold a lmited amount of ammo. When
it's used up, you've got o slap in another
clip, or screw on another canister of jel-
lied gasoline. This is a nice touch; it adds
a bit of fumbling and confusion as you
run backwards at full speed, dodging
swords and bullets.

A MAP TO NOWHERE
The automap in Tie ForTrRESS OF DR
RADIAKI is almost, but not quite, com-
pletely useless. I could write an entire re-
view dertailing how much I didn't Tike it.
The automap's usclessness hinges on
two cunningly designed and seemingly
innocent devices: One, the map records
not what you've seen, but where you've
stood; and two, the zoom is fixed, and
the map is always centered on you.
Imagine that you step briefly into a
room, see that it is empty, and step back
out. When you look at the map you will
sce, not the entire room, but only that
tiny space near the door where you actu-

ally set foor. When
you look at the
map later, you'll
have lorgotten
whether that door
leads to a small,
empty room or a
huge. unexplored
area. The mazes in
Dr. RabpIAKD are
filled with wrong
turns, dead ends
and little nooks
and alcoves that
contain nothing
and go nowhere.
The rooms have
narrow, oddly-
shaped corners. But leave any spot un-
trodden and you'll eventually feel
compelled 10 return and make swre you
haven't missed something important.
The only cure is to meticulously pace out

LIZARD X-ING Mack Banner didn't slow down for a lizard pedestrian, and

now he’s got to pay the price.

every dead end, every alcove, and the in-
terior of every room in the entire level.

To make matters worse, the map is
always centered on your current loca-
tion and zoomed in far enough that it
shows less than a quarter of the level at
a given time. You cannot zoom out to
see the entire explored area, nor can
vou scroll the map around. I you want
to consult the map for a different part
ol the maze, your only recourse is to
walk there [ivst, then look at the map.
And, given Rapiakr’s maze-like layout,
the route to that dillerent area is often
long and convoluted. It may leave the
visible portion of the map at one point
and re-enter it at another. As vou move,
your destination may disappear oll-
screen, leaving vou unsure ol which
trns to take.
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The levels seem laid out to capitalize
on the automap's failings. The two work
in concert to make finding vour way
around as frustrating and difficult as pos-
sible. I can hear the design meeting now:
“How can we make the game more chal-
lenging without a lot of additional pro-
gramming?” “I know. Let's give them a
map they can’t use.”

I found it maddening.

THE VERDICT

The monsters in DR. RADIAKI are nicely
rendered, although some look better
than others. But those who've gotten
used to 3D environments with elevators,
stairs, and pits to leap into will find Rapi-
AKI's 2D layout a little dull.

The FORTRESS OF DR. RADIAKI was a
great idea, but one that was not followed
through. There’s too little wackiness, and
too much time spent trudging through
mazes, wishing for a map that worked.
And as RaDpIakl
doesn’t offer any-
thing original aside
from that wacki-
ness, I'd pass on it,
unless you're a
Doos-a-like-aholic
looking to collect a
complete set.

Mitsumi  CD-
ROM owners
beware: THE

FORTRESS OF DR,
Raniakl would not
run from my CD
drive, a Mitsumi
double-spin. Mer-
it's technical sup-
port told me that the problems between
Dr. Rapiakr and Mitsumi double-spin
drives are common but limited to those
models and, in fact, the game ran fine
on a number of non-Mitsumi drives. &

THE EDITORS SPEAK

THE FORTRESS OF DR. RADIAKI

RATING 3t 3%

PROS Clossy graphics and some
funny ticbits,

€onNs Other than the rampant silli-
ness, DR, RADIAKI adds very litte to
the 3-D action game pack, The
automap is useless, and the level de-
signs are uninteresting.
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REVIEW

For Sail By Owner

A Spuriky Little Flyer Catches Another Thermal In GLIDER PRO

by Eden Maxwell
E'VE ALL MADE PAPER
AIRPLANES, AND WE ALL
DAVDREAM, BUT JOHN

Calhoun seems to have
fixated on the two. Cal-
houn released a charming little share-
ware program named GLIDER in 1987
which, you could say, has been catching
thermals ever since.
a litle paper airplane that had'to catch
heat thermals and bursts ofZair to stay
alolt and navigate lhmu}_,h a small,
spare house. lc\\ would ||_a\c predicted
it, but the game evolvéd into a cult
phenomenon with tips, tr icks, and cus-
tomized maze-like houg.u posted on-
line by loyal fans. '-'j

Lager to improve upon the game
and release a commergi: il version,
Calhoun developed an d“ -new GLID-
ER 4.0 [or both \Iaunl()\[t dm’l Win-
dows. This time players |Jf,)lllt$(\ their
paper drones through an cerie old
mansion that had about 60 rooms of
an increasingly diabolical, non-vio-
lent nature. There were staircases
leading up and down, dank basement
chambers, and secret passageways ca-
pable ol warping the glider to unex-
pected locations. By _eatching
updrafts the glider. _could stay aloft,
pickup "Boms |Jmn|s. or extra gliders,
and try o avoid flying obstacles or
electrical sources that could shred it
into conletti.

Building on this successful blueprint,
GLIDER Pro takes up residence in

Slumberland, a townhouse complex of

270-plus rooms interconnected by
open spaces, blue skies, and court-
yards, some still dripping with laundry
hung out to dry. And so the spunky lit-
tle flyer with an attitude continues its
acrodynamic saga with enhanced (lying
environments, a powerlul new Room
Editor, and a wwo-player game mode.

GLIDER PRO aces can now escape out
of windows, pop out of chimneys and

Players contrettéd

mailboxes (bewitching portals to
strange places), [ly over meadows and
rooftops, and even venture to lairs
deep underground. Catching up-
cralts lrom a variety ol clever out-
door sources such as a barbecue
is one way to stay aloft. In addition
to making it through the entire house
(hiihy, the objective is to collect six elu-
sive stars;possess the Magic Star Wand,
then experience the surprise ending—

your spouse leaves you on grounds of

mgicu \

Belore gliding off to ;_Jnn newcom-
ers would do “’:F” to visit the small
Demo House, which serves as a sell-
running demo ¢xplaining the objec-
tives, and a learning tool for

understanding ﬂll;' principles of play. »

n’

THE SOUND

OF ONE WI“G FIJIFPI“G

The game l,_)t'glm-. with a fleet of three
g]ltl(‘_l “the first hovers over a floor
vent in/ the entrance foyer, which you
must traverse 1o get (o the next room.

_Since paper planes don’t have engines,

overcoming grav-
ity and maneu-
vering your crafi

Price: $49.95,

from one location Mac3.5¢

= System
to another is the Requirements:
Zen-like balanc-  Mac Plus or
ing act that  greater, 256
makes the action  coloror 16

shades of grey;
System 7.0 or
greater;
supporis

insicdiously addic-
tive without being
manic.
Fortunately,

Slumberland has
extensive duct
work [or central
air-conditioning
and heating—the
bill for which should pay lor the con-
tracror's kids u:llt,gt education. By
catching rising air and gaining altitude
from Sll‘lltglhl”\ placed Noor vents,

Protection: None

Salinas, CA
(408) 484-9228
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System 7.5, and Power Mac native mode.

Designer: John Calhoun
Publisher: Casady & Greene, Inc.

gliders can ther nm[ surl’

across rooms. Other means of glider
support includg hot air from candles
(don’t get too ¢lose!) and energy batter-
ies found along the way that provide

stand-by 1Lﬁhn power. There's often
more lhdﬁ one way o soar llunugh i
roonte and only a few rooms require
theSpeed of battery power,

Gliders, in either standard mode or
under battery assist, can move [or-
ward and backward. But power isn't
everything., A subtle reverse stall is
olten critical in reaching a battery, o
obtaining a jar ol rubber bands—
ammo for shooting down enemy glid-
ers, balloons, and swirling ‘copters.
Your path is full of obstacles as you
progress. Benign
household ob-
jeets suddenly be-
come a threat to
the pilot of a pa-

per airplane.
Shelves, tables,
the floor or
ground, even
personal comput-
ers can cause
vour craft’s un-
timely demise.
Avoid  contact

with deadly elec-
tric wall sockets,
flying toast, pa-
per shredders, jumping fish, and oth-
er dangers too humorously gruesome
to mention. Explore everything, even
areas that appear to be dead ends;
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you may lind bonus points, an extra
glider, or an invisible transporter
that zaps you to another part of the
surrealistic estate.

Cocky pilots can use rubber bands to
tip over grease bottles (whose slippery
purpose will become clear to you) or

trip electric switches [rom a distance. It

you see a box of aluminum foil lying
around, grab it; this new bonus arma-
ment sheaths your glider in a thin skin
that protects it from crumpling
mishaps for a limited number of close
encounters.

To remain airborne, players must
develop a knack for graceful control,
precise timing, and going with the air
flow, which becomes increasingly com-
pliull'e(l as gamers reach more difficult
rooms. Judging just how close you can
come to an object is eritical in side-
stepping tjossihle disaster, earning
honus points for making the top ten all
time high score, or picking up defense
mechanisms. _

Electric switches are oltén linked to
powering up floor or ceiling vents-that
will get you across a room, or whisk you
oll to another part of the house. Some
switches must be activated with a delt
touch of the glider to engage a blower
vent, or turning on a light in a dark
room before a glider is lost to the lloor,
or some other doomsday household
item. Using your wits is always impor-
tant. For example, finesse may be the
ace up your sleeve for getting past a
dreaded paper shredder without loil
protection or shutting off that pesky
electric switch. Or, you may fly into an
invisible transporter and magically end
up in a tree house.

w Gemo  Options

TEhidprd  [Sunchronieiiy

ics of light, you are lree
to concentrate on select-
ing which objects—obsta-
cles, enemies, and

R ]

* A500

BOUNCING BOGIES Flying the glider is a careful trapeze act of
maintaining lift from sources like floor vents, avoiding obstacles
like these basketballs, and then sailing to the next room, in this

case through the ceiling vent.

glider movement is achieved by key-
board control keys. More precise direc-
tional handling is possible using a
Gravis Game Pacl.

GO EDIT YOUR ROOM

Griper Pro includes a comprehensive
Room Fditor tial allows players to de-
sign a house [ull o rooms of their own.
The editor deserves a review in its own
right, but welll touch on a few high-
lights to get you going. Creating a
house is simple, butcreating a “great”
house requires an artisaii's touch.

Since constructing a new house from
scratch may seem daunting for the Be-
ginner, users will find a file called
Empty House. This house was specially
designed with all the air vents and
blowers positioned to propel your glid-
er across each room. By eliminating
the need to figure out the aerodynam-

w Geme Options

SYNCHRONIZED
GLIDER TEAMS
GLIDER 'RO supports two-

Glider s

"Vos, Bub 1he Extro Glider?

w2 % A400

player games, which re-
quire players to form a
two-glider team, flying
side-by-side through
Slumberland. l)("\l“lldlttl
keys at opposite cndx ol
the keyboard allow simul-
tancous [lights. Keep in
mind, however, one play-
er cannot go upstairs
while one goes down-
stairs—players  must
agree on which room to
explore next.
Regardless ol mode,

surface has b

'|
.'
R

R

sty
& ima)
B FTG L

GLIDER GREASE Gliders are destroyed on landing, unless the

een greased. The folded paper is an extra glider

honus, but don't hit the switch, or you'll be blown away.
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prizes—you want to in-
clude in cach of the
rooms. The type of envi-
ronment you create is
limited only by your cre-
ativity.

The Room Editor con-
tains a Tools Window
with a pop-up menu ol
object types such
prizes, clutter, blowers,
furniture, switches, light-
ing, enemies, transport,
and applhances—a com-
prehensive list to satisfy
the most demanding inte-
rior decorator.

A single house can contain no more
than 8,192 rooms with a maximum ol
24 objects per room, which will keep
vou busy for years. Besicdes rooms, a
house lile contains mformation about
the high score for that
house and rhe
saved

il

game, if
In
this way,
high
scores lor
your own house
design have nothing
to dawith the scores
for Slumberland. When
quitting in the middle of
Slumberland, the state of

the game is saved automati-

cally. GLiper Pro saves only

one game per house, so il you had pre-
viously quit Slumberland and resumed,
you overwrite that saved game,

anv.

CONSTRUCTION TIPS

Sure, you can go crazy and drop all
sorts ol things in rooms. It’s easy 1o
make a hard room. and it's even casier
to make a room that's impossible to get
across, My tip lor the budding custom
house builder: create a house that
starts out easy and gets progressively
more difficult with more than one path
through it; rooms should have more
than one solution, and the house
should look ordered and not oo chaot-
ic. Creating a balanced series of glider-
defying rooms exposes the genius
behind this unique, whimsical game,



THIS OPPONENT IS PROGRAMMED
TO BE CHALLENGING.

Hhisme Wardsfo P Your
[ungg Ouvt.

If you think you’re good at games, then let’s have some be a mercenary who's looking for a few good friends.
real fun. When you’re online with GEnie® Multi-Player © With GEnie, the possibilities are endless, the people
Games, you're playing real people, in real time. Some are terrific, and even the prices are competitive. So put
of the best players around the some new life into your joystick,
world. O Splash a bandit in Air Call 1-800-638-9636 and sign on. We'll see just how
Warrior®, and you've just taken TDD 1-800-238-9172 good you are. U To sign up online,
out eight other guys, who'll be back gunning for you. turn your modem on and dial 1-800-638-8369 or in
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% Game Opllons

THROUGH THE LODKING GLASS Some rooms have normal mirrors,
this one does not. Fly in front of it and the room reverses, leaving

all your controls s-d-r-a-w-k-c-a-b.

The graphic details are attractive, es-
pecially in 256 colors. Each sereen is so
nicely rendered that players may leel
they're inside a fine illustration come
to life. For example, the shadow ol the
elider along its flight path and the
glider reflected in mirrors add a sense
ol three-dimensional realism. More im-
portantly, the ambiance of the house
gives the distinet impression that some-

Hardware

LCS-7260 2X 5125
Mitsumi 2X 5129
Sony CDU-55E 2X 5135
Panasoniv 2X S149
NEC 510 3X Int. 5295
Plextor 4X Int. 5460
16 it SU/MSs
comp. SD ed.

aft 10 vol 1 502
5ft 10 vol 2 532
Alien Leg, 5

Armored Fist
Battle Isle 2200 533
Battledrome B

Bnth Steel Sky 544
BioForge 549

5 B3

54545

one actually lives there—
which i1s what transforms
Calhoun’s programming
code into magic. This old
house, many parts still
under construction, has
all the elements ol life—
leaking water, plus other
well done mood-altering
sound cffects that con-
tribute to the game's ec-
centric spirit, including a
telephone ringing some-
where in the house. Who
could be calling?

Larger monitors allow
players to see more than
one room al a time, or
view upstairs and down-
stairs simultaneously; the
wide three-room letterbox panorama
option works extremely well. Look for
scanned photos of Calhoun and the
other house builders who helped raise
Slumberland.

Incidentally, the house builders cred-
ited for helping create Slumberland
came [rom three GLIDER [ans who im-
pressed Calhoun with the creative
dwellings they uploaded to America

VERTRONIX INC. presents the best values in

230 Plaza Professional Bldg,, El Cerrito CA 94530, 9-6 M-Sat. 1-800-478-0217 (orders only) Visa, MC. checks, MO's
(510) 527-4699 (questions?) (510) 527-4690 (lax orders)

GAMES (€D, 3.5)

Hand of Fate  S41.41
Hardball 4 538.38
Harpoon Il 5 44
Harrier JJ 5 48
King Maker 5 M
Knights Xent  S44.44
Lab of Time 846

Lode Runner 537,41

Dragon Lore 537

Arena: Elder Se & 39
Dragsphere 54040
Empire Del 527,27
Evasive Act s 3B
F-14 Fleet 550.50
Falcon Gd 857

FIFA succor 539,39

Perl. Gen. 2 5
PGA 486
Phantasmag
Ravenloft
Sam & Max
Shanghai 2 ~ 8 26
SM Coloniz
Sim City 2k

Online. America Online members can
also check under the New Game Sce-
nario section lor custom houses (GLID-
ErR and GLIDER Pro) created by fans,
plus a template file called “Glider Fold-
ing Instruction 2,” courtesy of Cal-
houn, for making a (lying model of
GLIDER.

Computers were supposed to elimi-
nate society’s glut of wasted paper. Iron-
ically, GLIDER PrO is about a piece of
artfully folded, computer-generated pa-
per that continues to maintain its per-
manent crease as one of the most
original, non-violent action games yet
conceived for the personal computer. €

THE EDITORS SPEAK

GLIDER PRO
RATING 3% 3% 3% 3%

PROS A unique flight of gaming
fancy that mixes the need for reflexes
with the need for rellection. The cus-
tom “house” builder allows for end-
less experimentation and replay.
€oNs None, except that the game's
style might not be every gamer’s cup
of tea.

ENTERTAINMENT!

35 Theme Park 541,39
Third Reich s a6
Lltima 8 54242
Ultima FFi3 546
Under Killing Mn 859
Un-Roughness 95 S38.38
US Nawy Fighters S48
WC Armada - 84646

849
S48

55656
4343

54848
54545

WO 553
Wings ol Glory 845
Woll 53838
WollPack 530,26
WWII Pack 845
Wrath of Gods 843
Xcom 544,39
Zorro 53848

16 bit SB/PAS

wW/AT bus Cdint, - 5109
Hwatl sprakers 5 15
24 wall deluxe e

Bloodnet S549.44
Body Count 54040
Cap. Punishment S38.35
Caesar’s Palace 5§ 25
Corridor 7 838,29
Crystal Caliburns 35
Dark Legions  S37.37
Delta-v 54242
Desert Strike 847

Lords of Mid 548
Mast ol Mag. 842,40
Metal & Lace S 33
Metaltech:E 54646
Myst 548
NHL hock95 538
Noctropolist 546

S48
544,44
SHH¥
547
54837
83737
54949
553
8565

Freddy P. $30.30
Front Lines & 57
FPS Baseb 54848
FPS Foot95 54848
Gab Knight 842,39
Geekwad $23.23
Gobllins 2 $21,21
Gobllins Q3 821,21 Op. Crusad 5 39 TrX

Grand. Fleet S38.38 Outpost S44.44 The Llth hr

ADULT CDS (must be over 18)

536
541
529
5249
524
529
530
s30
532

SpQuest An
SSNSeawoll
Star Trek TNG
Stonekeep
Subwar 2050
SHL Hoboken
Syst Shock

828
529
829
533
832
532
524

S04
528
Sinlully Yours 529
Sizzle $20
Southern Beauties 832
Strip Poker 522
Superstars of Porn 8§24
824 NovaZord s41  Surfer Girls 529
529 Orient XXXpress 528 Sweel Dreams 534

FREE SHIPPING! on all orders over $100 (contin. US)

Overnight. 2-day. or other shipping — call!  CA residents add sales tax

520
828
530

The Maxx
CID Brothel
Vision
Weckend at Ern. 8249
Wicked Whispers sS4l
Wormen on Wheels 534

s531
559
827
529
s17
827
529
530
=4

532
529
526
s30
§20
529
529

LA Lust

Main St USA
Married Woman
Massive Melons
Nasty Nurses
Nasty Amaleurs
Night Trips

Penthouse Int.
Sex

Sexual Obsession
Adult Movie Alm.
All Breauties
Amateur Mod 2
Arctic Habes
3are Truth

Hest ol Dig XTC
Big Town
Rodaeious Beauts

Busty Dabes 2
CA Beaulies

CA Daydreamer
Camp DD
Centerfolds
Digital Seduction
Dirty Adult Cart.
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Grad. from FU
Group Therapy
Hol Pies
Indiscretions
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REVIEW

A Spot of Tee

A Desktop Putter

Takes A Threesome To The Greens

by Peter Scisco

TS ONE WEEK FROM THANKSGIVING AS |

WRITE ‘11115, HERE IN NORTH CAROLI-

NA, A BRIGHT BLUE SKY IS PAINTED

faintly with wisps of high clouds. The

temperature hovers near 60 degrees.
[ just need to think of a way to sneak out
of the house before my wife asks me to
rake the three tons of leaves 've let fall
for the last month. And 1 have to avoid
answering the phone so 1 don’t get
caught by one of those CGI editors
looking for the article I promised. 11|
can just make it down to the marker, |
can call one ol my pals [rom there and
maybe get in nine holes before anybody
notices I'm gone.

The best plans, of course, are quickly
laid to rest. But not all is lost. On my PC
I've got a trio of golf games, the latest in
a long line of lunch time entertainment
lor around the office or evening while-
aways at home.

Computer goll games are the perfect
arcade tonic for twitch-resistant gamers
setiling comfortably into their gaming
golden years. They're simple games, real-

Microsorr GoLr 2.0

Price: $49.95,
3.5" Floppy
System
Requirements:
1BM
compatible
386 or better,
SVGA graphics,
10MB hard
disk space,
Windows 3.1;
supports Sound Blaster compatible sound
cards.

it of Players: 1-4

Protection: None

Designer: Access Software

Publisher: Microsoft

Redmond, WA

(800) 583-0040

ly, blending a token amount of strategy
with only the most rudimentary reflex mo-
tions. There's no hard thinking involved.
Sure, you have to avoid dl{)pl)lllL{ an egg
into the beach. You'd like to keep the ball
in the short stufl'and bring in high on the
green. But face it—it’s not rocket science.
You don’t have to mount, man, focus, and
direct a team ol instant relay cameras to
catch every stroke. No 3-D heads-up dis-
play. No draft. No trades. No chalk-
boards. No threc-on-three  with
color-changing sneakers. No backdoor.
No outside corners.

Instead, there's a kind of exaciness.
You peer into the virtual panorama cast
Upon your computer screen, aim your
shot, and then tap, tap, tap the mouse
button (or the spacebar). Sure, you need
to keep an eye on the wind gauge. You
need to take enough club to fly the
bunkers. You need to read the slope. But
in the end it’s tap, tap, tap.

With this exactness comes a [rustra-
tion unique to golll The best player can
shank one into the woods or blow a
two-loot putt. The lucky player can
sink a 30-yard chip. Irom those ex-
tremes, you have to approach the nexi
shot as if it's the only shot in the game.
Because there are no teams 1o manage,
and little action, golf games do best
when they can successlully imitate this
concentrated experience. For half an
hour, vou should feel rhe frustration
and occasional joy (or at least approxi-
mate the memory ol it) you leel during
a round ol 18 holes. So let's tee these
three up and see how far they drive.

SOMETHING BORROWED,
NOTHING NEW

Il you've pla)'cd LiNks 386 Pro, then
you've played Microsorr Govr 2.0. Or,
to he more exact, }’\‘.)II‘VE seen the same
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graphic quality that you get in this ver-
sion from the boys and girls in Red-
mond, WA, Originally, Microsort GoLr
lagged behind Links 386 Pro, the DOS
game from Access Software. MICROSOFI
Govr 1.0 put the original Links inside
Windows, but couldn’t touch the visual
quality in the Lings 386 Pro game. With
its push-buttons, radio buttons, pop-up
and drop-down menus, LINKS 386 Pro,
looked better than anything running un-
der Windows. Still does.

Playing catch up is never prerty, but
after a great gnashing of teeth Microsolt
has for the moment drawn even with its
DOS inspiration. (I Access recovers
f[rom publishing UNDER A KILLING
Moon, we could see a 486CD version—
runs better on a Pentium—Dby fall.) So if
you want a Windows goll game, this is
the best game in town.

Microsorr Govr 2.0 puts you on the
tee at Firestone Country C IuI) built 60
years ago by Harvey Firestone for his
emplovees. The South Course, which is
the course played in this game, was re-

PGA Tour GoLr 486

Price: $59.95,

DOS CD-ROM PG A?OUR
System —
Requirements:

IBM

compatible

386-40Mhz or
better, 8MB
RAM, SVGA
graphics,
13MB hard
disk space, CD-ROM drive; supports
Sound Blaster compatible sound cards.
it of Players: 1-4

Protection: None

Designer: Steve Cartwright

Publisher: Electronic Arts

San Mateo, CA

(415) 571-7171




designed in 1959 by
Robert Trent Jones. His
influence turned an
easygoing duffers day-
dream into a first-class
PGA challenge course.
The most famous hole,
number 16, is a 3-par,
625-yard undulating
areen monster that will
suck up more shots than
a driving range scooper.

Plapas: Petet Siciieo

And it plays just as long w " O S ALl Do |82 3, 00 a3 v B Wit
] - : : B
on the computer. (i )crums T tutealliCR O 0 Rl R He - Wins] e
(] ot ) & o |1 e sz
To us credit, and with W5 yords 1o e 277 pds Score: +1

a leg up on the other two
games reviewed here,
Microsort Gorr 2,0 will
also use any ol the
Links386 Pro Super VGA Champion
Courses (the ones in the white boxes)
that Access releases about four times a
year. The game also comes with a con-
verter for the older Links386 Pro cours-
es. Neither of the other two games
played for this article come close to
matching the number ol courses avail-
able [or Microsorr Gorr 2.0,

So how does it play? A lot like Mi-
CrOSOFT GoLF 1.0, to tell the vuth., The
plaver’s perspective puts you about 30 feet
behind the animated golfer. You can aim
the shot using the mouse to move a red
and white pole along the fairway. The
pole is mostly a directional marker, even
though it also provides distance informa-
tion. You can use those measurements (o
avoid obstacles and to help you choose the
right club—just in case you don’t trust
your caddie wizard (and you shouldn’t).

Shots are governed by a circular swing
meter, with 100-percent power at the

Picrure PErRFEcT GOLF

Price: $79.95,
DOS CD-ROM
System
Requirements:
IBM
compatible
386-40Mhz or
better, 8MB
RAM, SVGA
graphics,
13MB hard
disk space, CD-ROM drive; supports
Sound Blaster compatible audio devices.
# of Players: 1-4

Protection: Mone

Designers: Tom Farrell, Randy Hujar, Gary
Skiba

Publisher: Lyrig International

Cheshire, CT

(800) 433-4464

SPLIT SCREEN Microsort Gotr 2.0, the Windows version of Links 386
Pro, misses some of the detail in the layout.

12:00 mark and a sraight hit at the 6:00
mark. Go over the 12:00 mark, and vou
had better nail the bottom line, or you
can count on picking your ball out of the
trees or fishing it out of the water.

The display, as mentioned previously,
adopts the LINKSSS6 Pro graphics to the
Windows environment. But, unlike the
DOS version, you don't get much control
over the layout of your display. Links386
Pro version allowed for more clarvity than
its Windows olfspring, even on I4-inch
and 15-inch monitors.

Statistics lor each course, and cumula-
tive stats for each player, are recorded for
printing, browsing, or hiding. You can
also record your performance and save it
as a file to send 1o a friend, who can then
load your player on his or her machine
and play against your performance. Like-
wise, you can replay and save those great,
and not so great shots to watch over and
over again,

All of this is very familiar, and Mi-
CROSOFT Gorr 2.0 brings nothing new to
the table except the fact

A86DX/2 50 with 8MB of RAM—und
wished for something much bigger and
faster. 1 found the swing meter and ani-
mation somewhat erratic, which makes it
hard 1o he exact. And that made it hard
to keep my score down,

I can hardly imagine why someone
would want to play this version of the
game rather than its DOS cousin. Com-
puter newcomers who have adopted Win-
dows as a prelerred interface will
welcome the improved graphics and the
familiar Windows controls, but I miss the
detail and performance that defline
LINKSAS6 PrO.

MICROSOFT GOLF
RATING

1 T 1

ON THE TOUR

[ have always enjoyed PGA Tour GoLr on
the Sega Genesis (1 will now duck as old
goll balls are hurled in my general direc-
tion), but never found it as fun to play on
the PC as LINKS or even Accolade’s Jack
NICKLAUS series, But | take it all back.
This latest edition—PGA Tour GoLr
486—gets rid ol the cartoon characters
and coloring-book look, and replaces
them with realistic graphics that equal
anything the competition has to offer.

But it's not just the representation of
trees, greens, and sky that makes PGA
Tour Gorr 486 look so good. The game
has also been redesigned from the play-
er's perspective. The hokey sliding bar
used to govern the swing action in previ-
ous versions, for example, is replaced by
a graceful arc that encircles the golfer
like the halo of Saint Mulligan himself.
Aiming vour shot means adjusting a
graceful golden tajectory that ends in a

that it plays within Win-
dows. If you're trying to
get in a round in be-
tween the hours you're
supposed to be crunch-
ing numbers lor the
[ourth-quarter carnings
report, that's useful. But
you better make sure you |

Playes Hama
Peler Scizco
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socketed into your moth- o
crhoard. The manual
says it will run in 4MB ol
RAM, but you can forget
that noise. I played it on
my regular machine—a

JANUARY 1995 » COMPUTER GAMING WORLD

STATISTICALLY SPEAKING One of the best features of Microsort Gotr
2.0 is the comprehensive stats for player and courses.
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CELEBRATE THE TRADITION

*True Modem Play withi€hatmode = _ Ity G =R <All NFL leﬁmsfrom 1961"
*Season replaysoplion RN G W VOUr ow ¢ : '___ g 7 d\’midb}c

Visit your local softwareretailer or contact 't Micro Spor(s directly at 1-800-937-7737
Micro Sports, Incorporated - .

One Northgate Park, Suite 103

Chattanooga, TN 37415

The game chosen by * USA Today * for the past eight
years o determine their Super Bowl winner.

AR e Ty



*True modem play with Chat Mode
*Licensed by over 80 college universities, in their official jerseys

*Create your own league or use preset leagues from all major conferences
*Largest football fields ever created with university logos
*Play by yourself or with friends

*Season replays in less than one hour

*League leaders maintained for each conference

*Multiple formations with substitutions and injuries
*Complete statistical printout capabilities

*Simulated National Championship at the end of the season

8" s
?ﬂ. A
MIGRO SPORTS

‘(ililmk,\‘n-:n i3

Visit your local software retailer or contact Micro Sports directly at 1-800-937-7737
Micro Sports, Incorporated

One Northgate Park, Suite 103
Chattanooga, TN 37415

Pro version used by ""USA Today" ta pick its Super Bowl
- ™ winner for last eight years.
Circle Reader Service #304
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definite arrow. Move the
mouse lorward, back,
left, or right and both the
arrow and the swing me-
ter adjusts for distance
and direction.

Like MicrosorT GOLF
2.0, you can also adjust
each of your shots for
those tough situations,
But instead of filling out
a dialog box and making
adjustments in a window,
PGA Tour 486 lets you
use the mouse to control
how you hit the ball.
Hold the right mouse
button and move forward
or back to put topspin or
backspin on the ball; or, move the mouse
to the right or left to spin the ball for a
fade or draw. Despite the fact that T was
using a mouse, I found this design to be
closer to the experience ol a real game,
and a little easier than when I'm standing
on the [airway.

You don't have as many add-on courses
to choose from in this game, but the main
program cloes include three championship
courses: TPC at Summerlin (host to the
Las Vegas Invitational); TPC at River
Highlands (home of the Canon Greater

B

P. SCISCO: (+4)

CALH | 85 To pins A yes | 2EEL et

fiet Toe ;
e S e o s T B e T

1S THAT WAYNE NEWTON Hope you like the clothes and the
gender—they're the only choice you get in PGA Tour Gotr 486.

Hartford Open); and TPC at Sawgrass, the
Florida course that's the site of The Players
Championship. Each of the courses is lush-
ly detailed in its on-screen display. There's
plenty of depth and perspective, which en-
hances the experience.

One of the features 1 have always
liked about PGA Tour GoLF is the
Tournament mode, in which you and up
to four other players can compete with
nine actual professionals, [f you're not
up to that, you can shoot 18 holes, or
play the [ront or back nine, just as you

just right. Less skilled levels

can in Microsort Gorr 2.0, Also like its
Windows counterpart, PGA Tour keeps
track of your stats, including your hand-
icap. But it goes one better than Mi-
CROSOFT GOLF 2.0 in allowing martch
and skins play in addition to the tourna-
ment mode.

Playing on the Pro level here can be a
humiliating experience. The swing meter
moves with lightning speed, and you
have to be on your toes to get the snap
Novice and
Amateur—are more forgiving and offer
the beginner an introduction to the
game. You can practice any hole on any
of the three courses, but there isn't a sep-
arate driving range or putting green.

The hirst several times I played the
game, | was annoyed at the length ol
time it took for the screen redraws.
From a tee shot to a second shot from
the fairway, measured [rom swing to
swing, it took almost 30 seconds to set
up. Measured from the point immedi-
ately following your shot, when you
press “Continue,” the count came Lo
about § seconds. You can speed up
these times by turning ofl the Snap
Around view, which is a reverse view
that takes over alter you hit the ball.
Since there’s no way to see a reverse
view at the same time you see the main

Bcsidalel o

Our new Casino game’s so lifelike about the only thing
you won't experience are the free drinks from Bunny here.




view (unlike MICROSOFT GOLF 2.0) some
players may want to keep it on—but be
prepared to pay in terms of time.

There are other prices to pay for what
could have been the finest goll game
ever. The most blatant is the lack of a fe-
male golfer. There's no reason why a
player shouldn't be able to stick with his
or her gender when teeing up a golf
game, Beyond that extreme missing
piece, there isn't much in the way of cus-
tomizing your player, either. You'll he a
brown-headed guy in a pink Polo shirt
and a pair of white Dockers. It’s not an
outfit you'll ever find me wearing, but
then again you'll never see me playing

: courses that T get in this game.

sion, u])rhlerl with photo-real-

aphics, better controls, and an ap-

pealing visual design, put new life back

into the PGA Tour title. I'd tee this one
up any time.

PGA TOUR GOLF 486
mne T OOO® ¢

PRETTY AS A PICTURE

Here’s a different looking bit ol green
il][.()gtflllt’_’tl'. Picrure PERFECT GOLF uses
thousands of photographs—not digi-

 LAS VEGAS

'._-.:.\v;rAr-‘a\A.r

ROUND 1

B o o
S

position. From my expe-
: .@*T‘—’= ; rience, it seems accurate

il enough. All possible lies
o~ ¥ are accounted for—even
those you wish you'd nev-
er found.

The photography,
even if it gives an accu-
rate and totally realistic
portrait of the course, has
one disadvantage over
the digitized courses used

LAS VEAS

R e iR e o

NOT MY BEST DAY At least I wasn't in the cellar during early play of

the first round.

tized video footage—to supply a view
of the Nicklaus-designed (with Pete
Dye as architect) Harbour Town Golf
Links. The course is a true links, a sea-
side course that, unlike others that the
long-ball-hitting Nicklaus designed,
stresses accuracy and the approach
over the big drive.

The nse of photographs not only gives
the game a different look, but it also
speeds play. Your computer doesn’t have
to redraw screens; it merely rakes your lie
and dumps in the photograph from that

in Microsort Gorr 2.0
and PGA Tour Gorr
486: the perspective is
flattened. The illusion of
depth is lost, so that it
looks like your ball is trav-
eling across a photo-
graph. For some players, this may detract
from the game’s realism. Personally, 1
don't think it affects play, even though 1
do believe that many of the photographs
lack enough contrast to maintain the
golfing illusion.

Another visual difference that should
be noted is the player's perspective. Pic-

TURE PERFECT GOLF doesn’t use animat-

ed gollers, In fact, you can't see the ball
at all when you address it. Your position
is at the lie; when you swing, the ball
emerges [rom your feet to fly, il you've

We're working on it.

CD-ROM. To order call (305)373-7700

around. New Casino Tournament of Champions. In The Next Move™ Series.
It will definitely quench your thirst for excitement, if nothing else. Available on IBM
* (800)468-7226 = BBS(305)374-6872

Casino Tournament of Champions, The Next Move Series and Capstone are trademarks of IntraCorp. Inc. All ocher trademarks acknowledged.

It has more games, more features, and more authentic action than any other Casino simulation

P

Capstone™
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done your job cor-
rectly, toward the
pin. This [irst-per-
son perspective
works well with an
optional infrared
golf club accessory
(available from
Sports  Sciences
and available from
the publisher), a
hall-club that
your swing infor-
mation to the com-
puter for those
electronic duffers
who don't want to
play with the
mous¢  or  key-

UNRETOUCHED PHOTOS Get a look at the real Harbour Town Golf Links with
the photographic layout in Picture PerrecT GoLr.
board.

The swing meter

in this game is exactly like that in MI-  green are available for practice sessions.

in requiring the player to choose the
number of Mulligans he or she will be
allowed in the game.

With only one course, erure Per-
FECT GoLrF lacks the depth and chal-
lenge of the other two games discussed
here. The publisher plans to release a
new course CD-ROM every three-to-
four months.

PICTURE PERFECT GOLF
RATING whes

THE 19TH HOLE

» games share similar
f(_'._-lllllL'.\', \\}m_h makes it difficult to distin-
guish the advantages of one over anoth-
er. None of them has a course designer,
for example, which throws some comput-
er golfers into spasms of agony. All of

CrROSOFT GoLF 2.0, a circle with 12:00
representing 100-percent power and
6:00 representing perfect snap. Preset
swings for straight, draw, fade, and
punch shots add to your arsenal, but you
don’t have as [ine a control over your
shot as you do in the other two games re-

viewed here. A driving range and putling

Wind and break (on the green) are,
like the other two games reviewed here,
represented by a dial on the game dash-
board. Also standard is the nlml infor-
mation—distance to pin, player’s name
and score, and the hole's par rating. All
three games allow Gimmies and Mulli-
gans, but PicTure Periect Gotr differs

them allow you to pract :1]!|mugh
PGA Tour GoLr 486 doesn't have a dri-
ving range or putting green. All of them
keep stats, ofler replay, and provide an
alternoon of non-serious entertainment,
But for my money, PGA Tour Govr 4186
takes the day. &

Download a free games preview,

Be one of the first to preview Capstone’s Next Move™ garmes including Casino Tournament of Champions, Ultimate Backgarmmon
and Anyone For Cards? Its free through America On-Line, keyword "Capstone”: Software Creations BBS (508) 365-2359, 2400 Baud »
(308) 368-7139, US. Robotics = (508) 365-9352, 14.4-28.8K; or simply call our BBS at (305)374-6872.

or get The Next Move™ preview CD for $1.95,

May we suggest you take a test drive before you purchase gaming-simulation software. Visit your local software retailer while
supplies last. Included with the IBM CD is a coupon good for $10 off the price of Capstone’s Casino Tournament of Champions.

and get a chance to win a free trip to Las Vegas.

Don't forget to enter Capstone’s "Make The Next Move
display for details,

" Sweepstakes." You could win a trip to Las Vegas, See store

Capstone™
Casino Tournament
of Champions

Ultimate
Backgammon

BridgeMaster
1impionship Edition

Grandmaster
Championship Chess

Anyone For Cards?

All titles, The Next Move Series and Capstone are trademarks of IntraCorp, Inc. All other trademarks acknewledged.

To enter send a 3 X 5" card with your name and address to: Capstone’s “Make The Mexr Move™ Sweepstakes,” P.O. Box 4058,

Marblehead, MA 01947. All entries must be postmarked by March 31,1995, No purchase necessary. Void where prohibited by law,
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“| can’t shake him!” Cries your wing man
as the MiG matches his every move.

Fearlessly, you push the ThrustMaster. F-16 TQS~
throttle forward and your Falcon roars to the
rescue.

F-16 FLCS.

The force of acceleration slams you into the
ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS~ trackball.

Your other hand tightens around the ThrustMaster. F-16
FLCSw~ stick as you maneuver behind your enemy.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips
through his ship - sending him down in flames.

Unlimited Programmability F-16 TQS

Unparalleled Performance
Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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Wrrnour Quies-
TION,
SIMULATIONS ARE
the most complex
picces of con-
sumer software
aroundl. Not only
d are they difficuli
to create, with their sophisticated llight model-
ing and graphic magic, but they're ditficult to
use. Procucts such as FLici SiMuraror 3.0 and
FALCON 3.0 require many hours of simulated
flight time to fully appreciate their depth.

Fortunately, it scems that simulation flyers,
like nawre, abhor a vacuum—in this case, a vac-
uum ol knowledge. In on-line lorums and in
special interest publications, sim jocks have
banded together to share in their ignorance and
swap battle-tested wisdom. These special inter-
est groups (S1Gs) provide training, information,
and resources, and bring people ogether to
share in their common obsession.

Flight sim SI1Gs take on many different forms.

FLIGIIT

ON THE RADAR

CGW informants indicate that Domark's Conrirmeo KL (formerly Dog-
FIGHT) has been confirmed dead. The project has been canceled.

However, Domark has announced a new title, FLying NIGHTMARES
2000, a sequel to their popular PowerMac title, FLying NighTMARES. Un-
like the original, Fuying NiciTmaRes 2000 will be available on DOS ma-
chines, and much like Domark's AV-8B Harricr AssauLt, the action will
focus on a combined arms invasion of a small region, most likely an
island in the Carihbean famous for its dictatorial government. Players
will lead Harriers, Cobra helicopters, and LAV-25 personnel carriers
in the invasion, jumping from vehicle to vehicle in real time. The sim
will support four, possibly six, players on an IPX network, and two
players on a 28.8 modem connection. It has been Domark's style to
support cutting-edge graphic accelerator cards (they supported the S3
chip in previous releases), and we wouldn't be surprised if they con-
tinue that trend with newer graphic acceleration technology.

Across the nation, groups of players come to-
gether 1o form “clectronic lighter squadrons,”
providing training and partners for network
and modem play. Almost every on-line service
has some sort of [light simulation forum or bul-
letin board. Several groups have started newslet-
rers and mini-magazines catering to their
charter. Other groups connect via Internet e-
miail and newsgroups. There are dozens, mavhe
hundreds, of these organizations our there. This
month I'm going to give you the Bogey's dope
on a lew ol my favorites. By no means is this
coverage exhaustive; I'm simply going to discuss
a handful of groups that I find to be the most ef-
ficient, informative and useful.

MICROWINGS

First, for the non-combat flight sim fan we have
‘The International Association for Aerospace
Simulations. More commonly known as Micro-
Wings afier the name of their magazine, mem-

bership in this group offers 1) a free copy of

Microsoft's AIRCRAFI' AND SCENERY DESIGNER or
Mallard's FLIGHT SIMULATOR
5.0 Scenery Urcrape for the
Mac to the first 2,000 mem-
bers; 2) a free CompuServe
sign-up kit; 3) discounts on
Thrustmaster, BAO, and
Sublogic products; 1) a mem-
ber database to help locate
modem-play partners in your
city, area code, or around the
world; 5) a subscription to
their black-and-white, bi-
monthly, 42-page magazine,
MicralWings. Fach month Mi-
crolWings offers lessons and in-
structions  written  hy
experienced pilots on every-
thing from crosswind landings
to 1FR navigation. Member-
ship is a bit pricey at S50 per
year, but provides excellent
instructional information for
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A FLIGHT SIM
MENTOR? CHECK
OUT THESE
SPECIAL INTEREST
GROUPS (SIGS)

FOR SIM FANS.

hy Tom “KC” Basham
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general aviation fans., Combat vets be-
ware: MicroWings caters only to non-com-
bat simulations, such as I'S 4.0, FS 5.0,
and AR Traxsrorr Pieor. For more in-
formation, contact MicroWings, Ine. ar
(214) 324-1406.

INTERCEPT

Sccond up, we have ntereept, a journal
dedicated to combat [light simulation.
Published bi-monthly by SIMCAP (as in,
Simulation Combat Air Pawrol), each is-
sue focuses on a single, newly released
combat flight sim. However, the bi-
monthly schedule bends as software de-
livery slides. If the focus product misses
its release by a month or two, the corre-
sponding Intercept issue slides also. As a
result, subscriptions are for a set number
of issues rather than a time period. Six
issues ol this 32-page, black-and-white
magazine costs $20, with each issue ship-
ping as a major new combat flight simu-
lator ships. The magazine includes
tactics and strategy columns applicable
to the featured product, briefings on the
aircraft and weapons modeled in the
product, news, and “readers forums”
where readers share tips, tactics and sto-
vies. Intercept may be best known for its
head-to-head tournaments. Seventy-two
simulation pilots recently flew FALCON
3.0, M1G-29, and HORNET In tourna-
ments across North America. Serious
prizes were awarded to finalists, culmi-
nating with the grand prize: a day at the
US Fighter Squadron in St. Paul, Min-
nesota, donated by Spectrum HoloByte.
US Fighter Squadron, in the fine tradi-
tion of Sky Warriors and Air Combat
USA, lets you fly real doglights in real
aireraft under the watchful eye of mili-
tary salety pilots! Intercepl’s competitions
are held fairly regularly and are open to
subscribers only. For more information,
contact SIMCAP at (918) 358-3520.

A FORUM FOR FLYERS

For CompuServe members, 1 highly rec-
ommend the Flight Simulation Forum on-
line (GO FSFORUM). Although not a
newsletter or “club” per se, FSFORUM of-
fers a wide variety of services and informa-
tion. The forum is divided into sections on
scenery design, air traflic control, general
aviation, historical air combat, modern air
combat, hardware, and space combat, just
to name a few. Fach section is stocked with
experts always willing to help other users
through difficult times. Experts range
[rom programmers pumping out FALCON
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3.0 utilities to military pilots (including
several WWIT veterans) to certified [light
instructors. FSFORUM’s libraries contain
over 2,000 files including help files, patch-
es, game hacks, and custom-built aireralt
and scenery files for Microsort Frici
SIMULATOR.

INTERNET ENGAGEMENTS

Il you have Internet e-mail access, there
are numerous “mailing lists” you might
find interesting. While there is a count-
less number of Internet mailing lists,
there are three stand-outs for flight sim-
ulation fans.

I) The Farcon 3.0 mailing list. Sub-
scribe by sending e-mail to majordo-
mo@onion.rain.com with the following
text: subscribe falcon3

The Farcon 3.0 list is dedicated to Fai -
coN 3.0, M1G-29, and HorxNer. Discus-
sions vary widely, but include how to
solve various hardware/soltware conllicts,
tactics, bug reports, how things work in
real lile, and other related topics.

2) The Hitech-Sim mailing list is simi-
lar to the Farcon 3.0 list, but widens the
focus. All graphics-based, "first person”
simulations are fair game for discussion
on this list. Subseribe by sending email to
majordomo@onion.rain.com with the
[ollowing text: subscribe hitech-sim

3) For SVGA AR Warrior fans there's
the 666th-etal mailing list. This list is pop-
ulated with veteran, novice, and in-be-
tween AIR WARRIOR pilots discussing every
aspect of on-line and ofl-line AIR WARRIOR
play. Information on patches and revisions
can be found here, as well as a thorough
[tp site filled with Air WarriOR-related
files, patches, maps, etc. Additionally, this
list serves as the basis for an AR WaRRIOR
laclder competition played through Inter-
net links instead of the GEnie arena or di-
rect phone calls. Join by sending e-mail 1o
Ilslptmfltx ple.mit edu with lI]L' [ollow-
ing text: subseribe 666th-ctal,

Be warned, this list has heavy wallic
and will fill your mailbox daily! The list is
available in “digest” format, but even so,
the traffic is heavy enough that I typically
receive three or four digests per day.

These leads barely scraich the surface
of the resources available out there. If you
know of other user groups, electronic
flight squadrons, BBSs, or Internet
groups that provide accurate information
and helpful services, leel free to drop a
note to my CompuServe account
[73760,1251] or write the magazine
ATTN: Bogey's Bar & Grill.
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REVIEW

Pul]ing Punc

ARMORED FIST Packs A Mean Graphic Jab,

But A Weak Realisim Hook

by Patrick C. Miller

HE TURBINE ENGINE IN YOUR 'T-80
STRAINS AS THE TANK GRINDS I'TS
WAY 1O THE TOPM OF A RIDGE LINE
littered with the smoking hulks
ol American tanks you destroyed
minutes ago. Just as your tank crests the
ridge, a panicked shout from your Russ-
ian gunner rings in your headphones.
“Meessle! Meessle! Meessle!™ The gun-
ner quickly swings the turret to the
right, spotting an American inlantry
Illfhmu;r vehicle barely visible in a :ncL\
crag below. The TOW anti-tank missile

it launched wo sec-
Armorep FIST

onds ago is oo
close. Just as your  Price: $69.95,

finger squeezes the 2052 pRand
in‘m;.;; ‘U'lgge"" 4 System
thunderous explo- Requirements:

sion rocks vour
tank and a red blur
is the last thing you

IBM compatible
386 or better,
4MB RAM, VGA

see as you slump in graphics, mouse;
o supports Sound

vour seat.

/ Blaster

Life, as they say, is
short, then you die.
Nowhere is this
more true than in
ARMORED FIST, a sim-
ulation [rom NovaL-
ogic that captures
the lethal intensity of
armored combar in
the 90s. [ ARMORED FIST, as in real ar-
mored combat, il it can be seen, it can be
hit. I it can be hit, it can be killed. Ar-
MORED FIST exposes you to the threats that
predominate on tockay’s battlefields: attack
helicopters bristling with guns, missiles
and rockets, murderous salvoes from mul-
tiple-launch rocket artillery, tank-crip-
pling mine fields, precision-guided
long-range anti-tank weapons and deadly
high-velocity tank gun rounds.

Protection: None
Stewart Kosoy

Calabasas, CA
(818) 878-0325

compalible cards for speech/sound effects,
Roland, Adlib, Sound Blaster for music

Designers: David Seelholzer, John Garcia,

Publisher: Novalogic

HAVE GUN, WILL TRAVEL

The Cold War is over, but thanks to Ar-
MORED FIsT you can climb into the com-
mander’s seat of four different armored
fighting vehicles to wage war in various
hot spots around the world. You can op-
erate the American-macde M-1A2 Abrams
main battle tank (MBT) and the M-3
Bradley infanuy fighting vehicle (IFV) or
the Russian-made T-80 MBT and the
BMP-2 1FV. Noval.ogic's reputation for
creating realistic 3-D wo s with its Vox-
el Space graphics, the game’s unique box
t](_hlgll (shaped
like a tank hull),
and the superb
graphic anima-
tion, music and
sound cduring the
game’s introduc-
tion make you
itch to begin
combat. Noval.-
ogic does such a
good
building expecta-
tions lor Ar-
MORED 17181 that
what you antici-
pate seems a far

cry from what
you get.
Armor  ali-

cionacos hoping for a more up-to-date
replacement for M-1 "TANK PLATOON (re-
leased by MicroProse hack in 1989) will
he disappointed by ARMORED Fists lack
of realism in certain areas. Others hop-
ing to feast upon ARMORED Fist's visual
delights will be disappointed to find that
the Voxel Space graphics which provid-
ed breathtaking scenery in COMANCHE, a
helicopter simulator, don't produce the
same spectacular results when they're
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brought down to carth. Stll, even
though Armoren Fist might not be
everything expected, within its limited
scope, it can provide interesting, chal-
lenging and, yes, even enjoyable game
play, provided you can tolerate the
blocky graphics, stick with it long
enough to become accustomed to some
ol'its irritating features, and think of it as
more of a game than a simulation.

Althongh NovaLogic has sacrificed re-
alism for playability, ARMORED FIST is
more than a shoot-"em-up action game.
Players must devise sound strategies and
use proper tactics to have any hope of
success, Those Familiar with the vehicles
portrayed and modern armor tactics will
adapt more casily o the game. For the
novice, however, the manual is ol little
help. While it does an adequate job of
explaining the mechanics ol game play,
it places more emphasis on grand strate-
gy rather than providing useful informa-
tion on weapon characteristics and
battlefield tactics.

The game comes in both floppy disk
and CD-ROM versions. The CD version
can be installed using hetween 2 and 6
megabytes of hard drive space and in-
cludes sensational animated combat se-
quences at the conclusion ol cach
mission. (Mere eye candy, to be sure,
but oh, how sweet it is!) The CD also in-
cludes an additional set of voice audio
liles providing higher quality sound.
Because NovaLogic tried to design AR-
MORED FIST to be morve user [rviendly
than Comanche, it's less likely llml
vou'll need to modify system files or
create a boot disk to run the game, On
the 486DX2/66 system on which the
game was reviewed, it installed easily,
exhibited no strange behavior, and
played very smoothly.
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MISSION IMPROEBABLE

Game play is straightforward, giving you
the option of selecting individual, cam-
paign or player-created missions. When
selecting either a mission or a campaign,
you can choose between Eastern (former
Soviet) or Western (American) equip-
ment. The campaign mode shows a map
of the world area where you're fighting
and the specilic locations ol the cam-
paign’s seven battles, Campaigns includ-
ed are India versus Pakistan, Iran versus
Saudi Arabia, a civil war on Cyprus, Syria

GOALS REMHINING

THE MARGINS OF REALISM The viewport on this M-1A2 portrays units so
crudely that only the Tactical Map (lower left) can identify them without

increased magnification.
versus Turkey, Armenia versus Azerbai-
jan and the Ukraine versus Byelarus. The
basic premise is that a “Multi Lateral
Force™ using Western equipment has
been deployed to cach of these conllicts.

After selecting a mission, you receive
your orders and go into batte, which can
sometimes begin with the alarming sud-
denness ol enemy rounds impacting on
your vehicle. A wise move immediately af-
ter the mission loads is to press the Ls-
cape key followed by FI. This takes you
to the Command and Control Vehicle
(CCV) sereen and pauses the game, al-
lowing you to view a detailed map of the
battlefield where you can inspect the
units under your command, see how and
where they're deployed, and determine
what their movement orders are. Plung-
ing directly into bautle without first re-
viewing this information can lead to a
quick, humiliating defeat.

Ofien you'll find that while you're kick-

ing butt and taking names on one part of

the battlefield in your personal vehicle,
the rest of your force is off licking its own
wounds, leaving you alone against over-
whelming odds, Periodically switching to
the CCV map helps you keep tabs on

both your units and those of the enemy.
You'll frequently find it advantageous to
move to a dillerent vehicle on another
part of the batlefield, where your divine
intervention can turn the tide,

TANKS FOR THE MEMORIES
The real fun comes when you take con-
trol of a tank or IFV, assuming the duties
ol commander, driver and gunner. For-
tunately, you get quite a bit of help from
your virtual crew, who spot and identify
enemy units, lock on to targets, automati-
cally reload your
weapons, and keep
you verbally in-
formed of gunnery
results and other
events on the bat-
tlefield. In Anr-
MORED FisT, it's
easy to suspend re-
ality when you're
tearing along a
dusty desert [loor
in an M-I, careen-
ing past charred,
smoking  wrecks
with your sights
locked on a T-80 as
its turret swivels 1o
engage you. Your
main gun thunders, a near miss kicks up
a geyser of dirt next to the T-80, and you
begin counting the seconds until another
round is loaded, all the while trying to ig-
nore the roar of artillery exploding
around you, the crash of rounds impact-
ing on your armor, and a crew member's
frenzied shouts of “Hind! Hind! Hind!”
In modern tank combat, he who fires
first usually wins, and ARMORED FisT ad-
mirably reflects this
fact. Using the
auto-targeting lea-
ture, you can
quickly lTock onto
new targets and get
off that critical lirst
shot, The disad-
vantage of this is
that there's no casy
way to break the
lock or switch to a
more threatening
target. Occasionally
you'll find ynurs{-rll'
in the awkward po-
sition ol having
vour gun locked on
a satellite
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while a nearby enemy tank is blazing
away at you, lorcing you to lirst destroy
the dish and then pray that you're still
alive by the time you can return fire. The
only way around this is to avoid using
auto-largeting, a solution that leaves you
with World War 11 style gunnery, ]mtdl\*
ideal when your opponents are using
modern lire control systems.

Don’t be looled by the presence of
IFVs because inlantry is completely ab-
sent on this bautlefield (as are buildings
and roads). In addition to their anto can-
nons and anti-tank missiles, Bradleys
and BMPs carry Stinger and Gremlin
surlace-to-air missiles—the best defense
against enemy helicopters. In an odd de-
cision intended to reflect the older de-
sign of the BMP, NovaLogic excluded
the overhead map display from this vehi-
cle (as if BMP commanders don't carry
maps), making it difficult to navigate or
command [rom this IFV.

Air and artillery support are crucial to
minimizing losses and winning consis-
tently. Air suppeort is usually less effective
than artillery because gunships can be
shot down or will return to base when
they're taking fire. Helicopters fly
“kamikaze” missions straight to their as-
signed targets to pummel them from
point-blank range, which does little to
improve their survivability.

Hits on vehicles cause a variety of
damage, ranging from insignificant to
catastrophic. Usually the [irst thing to
go is the vehicle’s night vision, a real
bummer during missions alter dark.
Tracks can be blown off by mines or en-
emy hits, and engines can be knocked
out. As unrealistic as it may seem, il a
vehicle can survive long enough, rack

SAY GODDNIGHT, GORKY Using laser-assisted targeting, the M-1A2 reaches
out and crushes someone with a depleted uranium Armor Piercing Sahot
round.
dish -
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TOW T0 TOE A TOW missile fired from this Bradley sends a Soviet BMP 2
crew in search of a different party.

and engine damage can be repaired
during the battle.

TARGET DESTROYED

Missions end abruptly when time ex-
pires, you destroy a preset number of
targets, or your force is destroyed. You
then review your battle statistics, receive
a performance rating, collect experi-
ence points (the manual gives no clue as
to how these are awarded or what they
mean), and examine your won-lost

record. In cam-
paign mode, some
missions must be
completed before
others can be
played.  Other
than that, the out-
comes of your bat-
tles have no elleat
on your overall
campaign or the
subsequent perfor-
mance of your
units.

ARMORED Fist1's
mission editor is
one of its strongest
points, giving you
the ability to modify existing missions or
create new ones. Unfortunately, you're
limited to the terrain maps that come
with the game, only our vehicle types, a
maximum of 16 vehicles per side, and a
small number of terrain elements. As a
result, efforts to reconstruct historical bat-
tles from such conflicts as Desert Storm
end up looking and playing like typical
ARMORED FIST missions.

When all is said and done, ARMORED

Fist falls short of being either the kind of

tactical simulation for which grognards
grudgingly reserve their respect or the
graphically stunning action game ad-
mired by those who prefer that genre.
That's too bad, because within its limited
scope, ARMORED FIST is capable ol creat-
ing an exciting sensory experience as well
as presenting players with challenging
tactical problems. If you're not too hung
up on realism or graphics, you're in the
market for a game that’s relatively easy to
learn and quick to play, and if the sights
and sounds of modern armored combat
appeal to you, ARMORED FIsT could be
your front-row ticket to the fight. &

THE EDITORS SPEAK

ARMORED FIST
RATING 3 3% 3¢

PROS Great graphics in general,
with realistic terrain, visual effects,
and animated sequences. The scenar-
ios and mission editor will yield much
short, fast, and explosive gameplay.
€ONS The game is limited in scope
and lacking in realism. Definitely not
a game for those who worship at the
altar of Simulation.
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“VIFITUAL UTOPIA!” @&
Marc Dultz, STRATEGY PLUS

HOW IT WORKS

A 100 watt subwoofer built into the base generates
low frequency sound that resonates through the
wave chamber hidden inside the chair. Thus you not
only hear but FEEL your simulation. Paired with your
amplifier, the ThunderSeat makes your favorite flight
sim as realistic as it can be without a motion
simulator!

“A DOUBLE MUST-HAVE.
Anyone who plays computer
games will want this
AMAZING CHAIR!"
Mare Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the
punch of the afterburner!”
Ed Dille, ELECTRONIC GAMES

OPTIONAL SIDE CONSOLES
nut your favorite joystick controls and mouse at a
convenient position. Add a keyboard holder and you
have the perfect setup for both flight simulation
and office work.

Shake Rattie and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1+ 800 » 8-THUNDER

ThunderSeat Technologies
6330 Arizona Circle = Los Angeles, CA 90045
310 = 410-0022 FAX: 310 » 410-1569
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You get 600 real NHLPA stars, real 1994 stats andreal play-by-play from Al Michaels — e 'r'y'thing buts
the dull ache in your jaw when the novocaine wears off. For PC, Sega™ Genesis” and SNES systems.
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REVIEW .

The Fleet Sails

Into New Theaters

FLEET DEFENDER GOLD CD Boasts Two New Theaters,
A Mission Builder, And Multimedia Glitz

by Tom “KC” Basham

OU'VE PROBABLY HEARD THIS BE-

FORE: AS SOFTWARE GROWS IN SIZE,

CD-ROMS BECOME INCREASINGLY

more attractive to game publish-

ers as a distribution media over
floppy disks. No exception 1o the rule,
MicroProse has not only adopted CDs,
they've made good use ol the 600
megabytes on FLEET DEFENDER GOLD's
(Gorp) disc. GoLb consists ol three com-
ponents: 1) The latest update of Freer
DerenpER including two additional the-
aters (Indian Ocean and Korean Penin-
sula), 2) 1 multimedia introduction to the
game including an animated tutorial,
and 3) a multi-media presentation on
naval aviation, No prior version of Frrer
DEFENDER is required; GoLD contains all
components necessary to install and run
the simulation.

Freer DerenpER GoOLD

Price: $57.95;
lower price
available for

owners of the -
original FLEET -
DEFENDER -
System =
Requirements: ”

IBM compatible 2
386-33 (486 o &
recommended),

4MB RAM, SVGA graphics, CD-ROM,
Windows 3.1, mouse, joystick; supports Ad
Lib, Roland, Sound Blaster sound cards
Protection: None

Publisher: MicroProse

Hunt Valley, MD

(800) 879-PLAY

EXPANDING THE
SQUADRONS
Multimedia gloss aside, FLEET
DereNpER Torms the core of
this product. The CD-ROM
includes the latest version of
the F-14 Tomeat simulation
including a mission builder
and two new theaters of ac-
tion, Each new theater, Indi-
an Ocean and the Korean
Peninsula, contains three new
campaigns. Except for the
mission builder and new the-
aters, the basic game operates identi-
cally to the disk-based versions of the
software. The new theaters, generally
referred to as “Pacilic Theaters” com-
pared to the earlier “Atlantic Theaters,”
are appropriately staffed by I'-14
squadrons assigned to the Pacific fleet.
F-14s bear appropriate West Coast
markings and are assigned (o appro-
priate Pacific-based aircraft carriers.
Unfortunately, other aircraft, such as
A-6s and F/A-18s bear Atlantic

squadron markings regardless of

which theater vou're flying in.

While the new theaters add new chal-
lenges, the mission builder provides
potentially limitless adventures. Users
may create missions in any of the three
Atlantic theaters and two Pacific the-
aters, with the only constraints being a
maximum ol 70 objects (such as ships
and aircraft) and 60 ground targets. Al-
though very [lexible, the mission
builder's interface is rather clumsy. For
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exam-

ple, when adding objects to a scenario
you must page through a long list con-
taining all available aircraft and ship
types. The menu lists a handful of items
to choose [rom and a “more” button.
You can move [orward in the list by
pressing the “more” button, but you can-
not move backwards. If you accidentally
pass the desired object, you must either
exit and re-enter the menu or cycle
through the rest of the list back to the
starting point. Despite a less-than-per-
fect interface, the mission builder is quite
powerful, allowing you to create missions
on par with the most complex ones in-
cluded in the various campaigns. The 36
waypoint commands include “crash this
object at the specified waypoint” (useful
for missiles), “jam communications”
(causing enemies o jam E-2 to F-14
datalinks), and “drop paratroopers.”



NARRATED COCKPIT TOUR
Gorp includes a fairly lengthy, two-part,
multimedia tutorial which runs under
Windows 3.1. The first part, the cockpit
tour, audibly describes every switch, indi-
cator, and display in the cockpit, includ-
ing indicators notl described in the
documentation. When you click on a par-
ticular object, the narrator explains what
the object does and when you might need
to use it. For example, click on the “Colli-
sion Indicator” located beneath the HUD
and the narrator tells you the purpose of
this light: it illuminates when your air-
craft is on a collision intercept course
with a radar-locked target. If you can't
find what a particular indicator does, just
fire up the cockpit rour!
The second half of the wtorial teaches
actual flight operations including arm-
ing weapons, take offs, searching for
targets, defensive Lactics, radar
locking and engaging targets,
basic fighter maneuvers, and
carrier landings. Most of
the sections, especially
the landings section,
are reasonably detailed
but definitely geared
toward the novice user,
The basic fighter ma-
neuver section is very
brief and gives only a
cursory description of
break turns, merges
(called “early turns”), the
split-S, scissoring, the Immel-
mann, and the loop.

MULTIMEDIA

PRESENTATIONS

The rest of the CD-ROM contains various
multimedia presentations. In 1984, two
Libyan MiG-23s challenged two US Navy

MED SEA PATROLS Missions can he created in the Atlantic or
Pacific theaters with up to 70 objects (such as ships and aircraft)

and 60 ground targets.

F-14s operating over international
waters in the Gulf of Sidra. The F-
14s engaged and subsequently
splashed both MiGs. The majority
of the recording from the cockpit
voice recorders are included on
GoLp along with a written transcript
and glossary to help listeners un-
derstand what is being said, Gun
and HUD camera footage from the
last few moments of flight (showing
the hit on one of the MiG-28s) ap-
pear as the engagement nears con-
clusion. Military aviation buffs will
definitely find this part of the pack-
age interesting. I did notice some
intermittent bugs with the text dis-

F14 Cockpit Tour

“THE CANDPY IS AJAR" The narrated cockpit tour
describes controls and displays, including the
mysterious Collision lamp.

play. A bar moves along the text
display highlighting the text being spo-
ken. Sometimes, the text display would

Flight Dock Glips

CLIPPED ‘WINGS' The “Flight Deck"” video gives insight into
naval aviation with excellent footage of carrier operations

and interviews with pilots.
hecome garbled and multiple pages
would overlap, making it difficult to read.
The voice, however, performed flawlessly.
Finally, GoLp includes most of the Avia-
tion Week & Space 1 erhnm’m’r\' video tape:
“Flight Deck."” This excel-
lent video explores every
aspect ol modern carrier
aviation spanning the
makeup ol carrier air
wings, hand signals, color
codes for flight deck work-
ers’ uniforms, landings,
and adverse weather oper-
ations. The latter tells a
particularly harrowing tale
of a landing made in ex-
tremely bad weather. The
CD-ROM includes most,
but not all, of the video.
The video contains excel-

——  lent footage of carrier oper-
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ations and interesting interviews with pi-
lots, a landing systems oflicer (LSO), and
an air boss. Anyone who enjoys
“Wings” on the Discovery Chan-
nel will thoroughly enjoy this
video.

Additionally, as an advertising
campaign, the CD-ROM includes
the introduction from six other
Aviation Wecek videos. Although
the clips last only a couple of
minutes each and are clearly
meant to pique your curiosity,
each still contains some great
footage ranging from SR-71 op-
erations to Gulf War actions. Mi-
croProse’s tactic of attaching
advertising to their software has
always annoyed me, but in this
case I find the advertisements
——— very enjoyable o watch.

Wherher you already own FLEET DE-
FENDER o1 dl{.JllSI now ILIllg [ht‘. ]Jlllllgl‘.‘.
FLEET DEFENDER GOLD is an enjoyable
package for any fan of naval aviation. If
you didn’t like the original, floppy-based
FLeEr DereNDER, however, you will find
little of interest in GoLb except the video
clips (which can be purchased on VHS
Lape separately). €

THE EDITORS SPEAK

FLEET DEFENDER GOLD
RATING 3¢ 3% 3% 3

PROS Mission builder and new sce-
narios breathe new, extended life into
a good sim. Cockpit walkthru is great
for new pilots, while the video addi-
tions will be enjoyed by all.

€oNs Mission builder interface is
crude.




OR MANY YEARS NOW, THE WORLD
WAR I FLIGHT SIM SKIES HAVE BEEN
RULED BY ONE GAME: RED BARON
FROM DYNAMIX. A DESIGN AND
programming masterpiece, RED
BARON was powered by a realistic flight
model that helped propel it all the way
into the CGW Hall of Fame. The one
gripe shared by many Barox aficiona-
dos was that the graphics could have

heen better.

N{l\\' a new coin-
tender has broken
Price: $69.95

out ol the clouds,

one that could ace ~DPOSCDor 3.5"
out the BARON at its :’é :tsir:ements:
own game. Named g\ compatible
Dawn PaTrROL after  386-25Mhz or
the movie, it has  better, 3 MB
been developed by~ RAM, VGA or
Rowan, the British ~ SVGA (1 MB
company that pre- ;gddgrﬁmcs'

viously gave us

drive space (floppy), 2 MB hard drive space

REVIEW

a smorgasbord of single missions and pi-
lot careers, it presents the history of aeri-
al war in WWI in the form of an
interactive book whose pages literally
come alive. I'm avoiding the term “multi-
media” intentionally; i's been so prosti-
tuted that, like a stained blanket, it covers
too wide a variety ol things.

STILL LIFE WITH TRIPES

AND PURPLE ALEATROSSES

The second out-
standing feature
of DawN PaTrOL
is its graphies.
Never in your life
have you seen

such  bheautiful
planes.  Every

plane and bit of
landscape is im-
age-mapped, and

it shows, Al-

REACH FOR THE  (CD), CD-ROM; supports Sound Blaster though there are
SKIES, compatible sound cards; supports no individual
Dawn PatroL isa  Thrustmaster rudder pedals. clouds and no

game that stands  Protection: None

out in two respects.
One is the concept
behind the game.
Instead of offering

Germantown, MD
(800) 216-9706

Designers: Rowan Software
Publisher: Empire Software

glare effect, DAWN
PATROL is one ol
the nicest-looking
historical flight
sims ever done.
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The game comes beautifully packaged,
and the hox contains not only the manual,
disks, and technical supplement, but also a
classy book about the First War’s infamous
ace, Manfred von Richtofen. Tt's a nice
twist on the tendency to stuff ahbreviated
histories into manuals. All in all, you get
the feel of a meticulously finished product.

Installation involves choosing between
the VGA version, the SVGA version, or
installing both; this last option allows you
to view the book in SVGA while flying
and fighting in VGA. The game’s techni-
cal supplement states you'll need a
DX2/66 or a Pentium 66 to get a good
frame rate while flying in SVGA. 1f you
do have the good fortune to own one of
those, and your video card is not featured
in the setup options, you might still have
problems. You'll have to create a boot
disk with custom CONFIG.SYS and AU-
TOEXEC.BAT files, and this can be
tricky; a computer whiz friend of mine
could not get the game to run for three
hours, even though he had run other
games in SVGA without any problems on
the same system,

T'hat sounds like bad news for the ma-
jority of gamers, so let me add quickly
that the VGA version is pretty good, too,
and should work smoothly on practically



every 486. ‘The wily Brits have devised a
way to avoid choppy frames once things
get very busy on the screen: an optional
feature maintains frame rate by automati-
cally adjusting the width of the window.
The combination of the WWI looks—
struts and wires all over the place, gaudy
German paint scheme—with the beauti-
ful graphics is entrancing. It's always grat-
ifying to shoot at a nice target, but
pumping bullets into a purple-winged Al-
batros with a flecked fusclage is especially
captivating. The ground is quite well
done, too, although ground targets from
close up leave a little to be desired. This
is where all the frustrated aesthetes
among the REp BArON veterans will really
get off, and this could be one reason why
Dawn PaTroL could become the most
popular WWI [light sim among newcom-
ers to the genre,

VIRTUAL COCKPIT A L'ANGCLAISE
Dawn PatroL also features a British take
on the virtual cockpit concept, which
made its debut ecarlier in MicroProse’s
1942: Paciric AIk War. You hit the ap-
propriate button to padlock the view on
your target, and then attempt to bring
your guns into the picture, too.

As in 1942, this entails certain visual
sacrifices. The parts of your own plane
that come into view will remind you of
those good old days when you played
BLue Max on a
286. A press release
states that the guys
at Rowan use this
mode exclusively to
fly and fight. Being
both an aesthete
and a homicidal
maniac who likes to
shoot down as
many planes as
possible, T did not
use it much.

The emphasis on
the visual aspects of
the game is under-
scored by a multi-
tude of commands
giving you dillerent views of different air-
craft. Many ol those commands are two-
key combinations, and using them in a
fluid sequence calls for a monkey-like
dexterity which 1, for one, do not possess.
I can see, however, the rationale behind
developing such an elaborate system of
different views—anyone running Dawn
Parror in SVGA will spend hours staring

droning, hanking, slow-speed samba, with a Nieuport in the foreground.

at the aircraft from various angles, mouth
slightly open.

IS IT A SOPWITH

OR A SPITFIRE?

DawN PaTROL's pursuit of visual perfec-
tion comes at a cost: its flight model is
relentlessly optimistic. There is the op-
tion of setting your airplane’s engine to
“normal” and “super.” It's unnecessary,
because even at the “normal,” or sup-
posedly authentic setting, a Spad 7 feels
more or less like a Mustang in Acks
Ovir EUrOPE—except it has a little
more power, and doesn’t spin out. I've

Ui duo O Rounds

3 ki ‘B

information is displayed at top.

spent 20 minutes trying to tip a Camel
into an uncontrolled spin with no suc-
cess. This feature will cause lips to curl
with contempt among the serious sim pi-
lots, but I suspect that it will prove im-
mensely popular with many others,
particularly those who are relative new-
comers to the genre. The engines also
turn miraculously powerful when autopi-
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CURSE OF THE ALBATROS A Sopwith Camel closes within firing range of the
garish Albatros D3. The beautiful cockpit is mostly for looks, since flight

lot is switched on—a damaged Ein-
dekker will climb at an angle approach-
ing the vertical at a steady 46 mph.

The cockpit interior is nicely ren-
dered, devoid of any instruments apart
from two dials giving airspeed and en-
gine revs. Altitude is displayed else-
where, on the information bar across
the top of the window, so the cockpit is
there mainly for decorative purposes.
Right where the inclinometer should be,
it features two mysterious silver switch-
es: one switch indicates whether the
magic autopilot is on, and the other
confirms it will actually fire the guns for
vou. As silly as it
sounds, it makes

the graphics: many
players will enjoy
missions flown ex-
clusively on au-
topilot while
flipping through
the various views.

In addition to
engine settings,
adjustable options
include joystick
sensitivity. Therein
lies a warning: all
the 13 planes you
can fly are curious-
ly devoid of per-
sonalities. Yes, a Fokker DVII is faster
and more powerful than a Tripe, a
Camel can wirn while standing still, the
fast Albatross turns poorly but climbs
well, and so on. However, all ol them are
ridiculously easy to fly, and react to con-
trols pretty much as you indicated you'd
like them to on the options screen.

e

THE SOUND OF GUNS
Finally, there is the issue of what vou
hear while you're doing all this flying.
Apart from magnificent-sounding ma-
chine guns, sound effects are rather
poor—at least on AdLib and Sound
Blaster cards. Hits, whether scored by
you or on you, are indicated by arcade-
style noises, and the same slight silliness
is present in most other sounds. The
engine was almost totally silent on both
AdLib and Sound Blaster, while ack-ack
fire made me jump in my seat. For
some historical background, here’s a
quote from Billy Bishop’s memoirs in
Winged Warfare:
“The German shrapnel shells are
nearly always mixed with high explosive.

sense because of

"
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THIS SPAD'S HAD IT The incredible smoking finale to a Spad 7's short
career. As you can see, the bit-mapped aircraft detail is phenomenal.

They are very noisy, but most of the time
your engine is making such clatter the
explosive efforts to wing you in flight go
entirely unnoticed.”
I think that is one factor that was sim-
ply overlooked, given the game’s serious
approach to historical accuracy.

DOGMEAT SANDWICHES

While flying a plane in DawN PATROL is
easy, fighting isn't. The AT is really well
done, and even veteran pilots will be
truly tested. The enemy planes work in
teams; for instance, if you're alone,
they'll sandwich you from above and be-
low, and make firing passes from oppo-
site directions. You'll see some startling
things happen, too. DawN PATROL is the
first sim in which I witnessed a phenom-
enon often described by real veterans: a
plane following another following an-
other following another, all locked in a
chain of death, each firing at the one in
front. Other details include balloons
hurriedly winched down when attacked,
and opponents who sometimes dive out
of the fight and run for home, as they
olten did, without contesting you to the
bitter end.

While aerial gunnery is childishly casy
(except when flying the Nieuport with its
overwing gun), shooting down some-
thing isn't because you have to hit it
many, many times. Damaged aircralt
stream white smoke and limp visibly;
upon achieving a kill, you are often re-
warded with spectacular sights—wings
coming apart, etc.—accompanied by tell-
tale black smoke.

As mentioned, Dawn PaTrol, takes a
bold step away [rom the format adopted
by most historical flight sims, and pre-
sents what in effect is a set of 150 single

nie Uideo

1992rL

missions. Having a marked preference
for fighting in the career mode, 1 was
rather suspicious of this. To my pleasant
surprise, DawN PatroL has proved to be
very replayable.

This is possible thanks to the fact that
you can modify the number and types of
aircralt involved in almost every mission.
Nearly every mission can be flown for ei-
ther the Germans or the Allies, and on
many “repeat” missions (I told you, the
Al is good) you'll find the enemy appear-
ing from a different direction than they
did previously, sometimes lower, some-
times higher, There's always a lactor of
unpredictability thrown in, and the pos-
sibility that a mission you thought you'd
mastered will master you instead.

Changing the number of planes or
their types makes a big difference: you'll
find yourself replaying the same mission
over and over again, seeing how three
Spads would stack up against four Alba-
trosses, then five Fokkers, and so on. OF
course, the key enjoyment is seeing all
those different, beautiful airplanes.

The game does contain an attempt to
mirror the pilot career option present
i most sims. Since DAWN PATROL's for-
mat is that ol an interactive book, it
quite logically asks you to write eight
new pilot biographies, where each page
would describe how a mission was
fought. The challenge supposedly is to
create the most engaging and fascinat-
ing biography possible in the course of
eight missions.

I'm afraid this is one novel concept
that didn’t quite work. There are only
eight missions for each pilot, and you
fly the same missions over and over
again. Depending on the outcome, you
see a page [ with text that attempts to

WATCH WHERE YOU'RE GOING, DUMBKOPF! Nervy pilots playing chicken
might lose their wings in more ways than one.

fgoils

a T ae win il
Oun Hounds 100 Fuol

[1] 4 - [0

sum up the experience. The effect is
not only feeble and repetitive, but
sometimes ludicrous. On one occasion,
fighting as the great Guyenemer, |
found mysell very badly damaged. |
landed quickly in a nearby field (land-
ing is always a snap in DawN Parrot,
even with no engine) and waited anx-
iously for the Fokker's bullets 1o start
thudding into my Nieuport. The
Fokker circled and [lew away, and 1
found mysell reading that the great
Guyenemer, seeing that his opponent’s
guns had jammed, gallantly spared his
life, waved and flew away.

The copy on DAwn PATROL’S box sleeve
promises “the acronautical experience of
a lifetime.” It also asks you to forget all
other flight sims, because DAWN PATROI
tests your {lying skills to the full. I would
not agree with either of the above. Dawn
ParroL is the visual experience of a life-
time, not an aeronautical one: and it 1ests
not your flying, but your dogfighting
skills—an entirely different ability,
though of course related.

All in all, Dawn Parror offers a lot of
flying time lor the money in a very
unique format. As they say about movies,

this one has to be seen. 4

THE EDITORS SPEAK

DAWN PATROL
RATING 3% 3% 3¢ 1/2

PROS Sumptuous graphics, good
doglighting Al, and a novel approach
to its structure. DAWN PaTroL will de-
liver many hours of fun, unless...
€ONS ...you require a realistic flight
maoxlel from your sims, in which case
you might think twice about your buy.

Circle Reader Service #361
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HOW DOES IT FEEL TO DRIVE
THE FASTEST STOCH<CARS ON EARTH?

TAKE A TEST DRIVE!

For a free demo, see below*

/ / / m 1 ' !ts pure " No wonder NASGAR:
brute force. #1 motarsport. .

*—;;u 57 -«-—* 700 horse- And now Papyrus introduces
power monst ' that.can blast you past NASCAR RACING. A simulation o)

200 MPH.in a couple of heartbeats. Or put you real, you'll think you need a roll cage.
against the wall in a careless instant.

he;offu_a_.' licensed NASCAR simulation. You'll race on 9 different NASCAR-sanationed tracks. Drive the world’s han‘e _
ag inst.top NASCAR drivers. They.may blow you off the track at first. But practice, practice, practice. You'll start m

HSugpension
Gears
Options
Done

‘Kuock-down gorgeous” " _The real look. Papyrus' exclu-  The real feel. We've duplicated . Realistic danger. Hit a wall
CD-ROM. [hat's what BG. "  sive 3-D Super Texture" technology  real-car behavior— everything from " and. you'llknow it. Sparks shower;

amer sald.about our erisp, clear — gives: you TV-like realism — on speed to engine setup, tire condition,  parts fly off, wham! You may be
SVGA g.'apmcs (Sept. '94) Looks everything from cars to terrain to  fuel load, and more. able'to go on, or it may mean back
50 real you can almost smell. “lrack-side billboards. Even the paint  Plus, you control spoiler angles,  to the garage. By the way, It's one
ummg n.-'bber i . Jobs and decals are authentic — tire types, camber, gear ratios, thing running solo — but racing
plus, you ean custorn-paint your suspension stiffness, you name it.  in a crowded field, you need eyes
*For a free demo disk: car your way. The combinations are endless.  on the front, sides and bhack of

Call 1-800-836-1802 (85,95 for shipping And so is the fascination. your head.

and handling). Or, download a demao : ;

from Papyrus' BES (617-576-7472), ;

from CompuServe (GO PAPYRUS), bt I S s o -

or from Intemet (ftp.std.com). Availahle In stores In November - just in time for Christmas!
Visit your lacal retailer. Or call 1-800-836-1802

Syst if : cn uou Verslom**
ystem Reguirements: A o gHi6 COEIoR ot
\mm 3!5 JANMHz ur gmalur 4MB RAM, MS-DOS 5.0 o
. later, VIGA, hard diiva Wil BMB free v Jde
* Mot mafor s6URd edrds supparied : :vlgnrl f e S0 ¢ From the perfectionists who brought you lndycar'ﬂaalny

| p\:m shesuim, Anfual scrns may vary. NASCAR & A registered trademath of the Nationai St0ck . X | el s Fapyus’ "phenomenal” IndyCar Racing has won almost every
g, e nm:m mmm&; liososad b MASCARL Papyrus 15 8 registered trademar of eatertaie vine, C major award in the business. Guess whal will win this year.
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Ciwtce of armament and explosives
for air strikes, Including armor
; IBi"Glﬂg, hlgh explosives, and the
aeadly incendiary.
£ scal accuracy nvateckby no

Xis or Eﬂled forces

alion insignias

multimedia offers

and dynamic game lay.

, killed, and wounde%;wl aso
Band against

is the first in a new series from
| TPW involves eight differént
) 5. Ea ' grar embudles the actual, units, specific landing sites,
e and battalio =11 CEntars on tactical level oparatiuns of airborne warfare
N ndng ht ‘scenarios include Arnhem, Maleme,
Saint Marie "_- , 4nd the what if scenario Folkestone, the
airborne portio H invade England). Each scenario is succinctly
described me, date, and a map of the operation.
TPW embodies the real feel and challenge of airborne
ming experiengs; gs opposed to just a Tactical Wargame, ?.L‘ff.a!.,v,-

"
Copyright 1984 Q.Q.P. All rights reserved. "
IBMis a trademark of International » »
¥, . Business Machines.,

Quantum Quality Productions, Ine

The Pure Wargame,
Q@R with each vol

[




And A H
New Year

~
IN SPITE OF THE EXPECTED FLACK =T,
['VE TAKEN OVER LAST MONTH'S
“WINDOWS FOR WARGAMING”
column, I'm still smiling. With the
smell of pine still wafting throngh
the house, the lire burning in the
fireplace, my life’s mate smiling at
me from over her monitor, and a |
shell full of great computer and
hoard wargames, how could 1 not
be a happy man? The fact is, 1994 has been a great
year for strategy and wargames. Sure, game com-
panies have been hcmght and sold; sure, “New
Hollywood™ is looming over computer gaming
and, sure, on-line services and communities are
arowing and changing faster than my 9-year old
son, However uncertain the “hig picture” of gam-
ing may be, the grass looks pretty green (under all
that snow) in our niche ol the gaming market.
Looking back on 1994, I recall a crazed bit of

G-2

s MOOing. By MOO, of course, |
i mean Master or Orion, the space
strategy game from MicroProse
that has earned plenty ol kudos
from gamers. So popular is this
game that MicroProse has signed
the SimTex team to do the MasTER
OF OrioN DELuxE (MOOD) sequel
for 1995. It's going to be a major
revamp from stem to stern (see the
G2 file for more info) and will he one 1o warch
for the coming year,

I had a lot of fun with QQP's MERCHANT PRINCE
this year, as did our Editor-in-Chiel, Johnny Wil-
son. The back stabbing and political intrigue re-
quired in that game ensured that my diplomacy
vs. compuler opponents stayed sharp in 1994,
However, il'l see one more (luctuation in the price
of silk, I'm liquidating. There is just something
nice about games that can keep you discovering
maps and engaging in commerce until all hours
ol the morning. The recently released TRANS-
PORT Tycoon from Micro-
Prose promises to uphold this
time-honored genre of eco-

* Arsenal Publishing has got a line on two new Civil War games,
One features operational level coverage of the Gettyshurg campaign,
while the other is (brace yourself) a first-person action game that puts
you right in the middle of a Civil War battle. Don't look for these in
1985, but preliminary work has already begun on filling the Civil War
gap.

* Civil War historians/gamers are awaiting the re-release of
Adanac's Roap From Sumrer To Appomattox (RFSTA). Chief programmer,
cook, and bottle washer Frank Hunter is about finished with this major
2.0 release. Of particular note to computer wargamers is the news
that Frank and Scott Hamilton of HPS Simulations are forming a co-op

to market and distribute their respective lines of computer wargames.

There is even a rumor that the brothers Lapkoff of Incredible Simula-
tions (Derenp THE Atamo!) will soon be joining this union. It's nice to see
small wargame companies working together to increase their clout

(continued on page 210)

nomic empire building, so a-
building I will go.

Avalon Hill forged a couple
of fine additions to my gaming
shelf for 1994, The boardgame
cum computer game ol KinG-
MAKER kept me distracted for

some time. | even dusted ofl

my boardgame version and
pushed the pieces around. |
still wish that this fine muli-
player boardgame had ap-
peared as a multi-playe
computer game,

OPERATION CRUSADER,
Atomic's blast, raised the level
of what a computer game with
a boardgame feel can be. Best
of all, Crusaper landed well

STRATEGY/WARGAMES

Pppy

A WARGAMER SITS

BACK, CRACKS

SOME CHESTNUTS,

AND RELIVES

THE YEAR IN
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with both Macintosh and IBM versions
that can be played by e-mail, which I think
will be a bright star in our hobby's future.

[ was pretty enamored ol 88G’s War-
Lorps I1, but T nearly jumped for joy
when the Warrornps 1 CONSTRUCTION
Krr arrived. As a staunch power-to-the-
players partisan, I was delighted to see
the many creative scenarios developed by
gamers on the various on-line networks, 1
was particularly lucky to play some sce-
narios hased upon the Tolkien liction be-
fore the networks pulled them for
possible infringements on the estate’s
rights. Next year promises an increase in
user power tools, when White Wolf Pro-
ductions unveils their next iteration of
Empire (whatever they decide to call it).
Any strategy gamer with a designing itch
is likely to have a lot of fun creating
wargames with its tools,

We're all pleased when good things
happen to good people, and so it was for
me this year when I saw my friend and co-
editor Terry Coleman get game-lock over
ROMANCE OF THE "T'HREE KINGDOMS TTI
from Koei. He even orders Mongolian
beef at our favorite Chinese restaurant
now. My wish for 1995 is that Koei keep
their fingers on the key-

QOQP's PErFECT GENERAL 1,
Tue PURE WARGAME and
BaTTLES IN Timi. Tt looks
like the East Coast elves will
be kept busy for our war
and strategy gaming plea-
sure.

While others raved over
X-Cosm and Doowm 1, T was
checking out TAxks! and
TIGERS ON THE PrOWL. I'm
plensud to see tactical ar-
mored enthusiasts (they c;-lll
themselves “metal heads™ i
my gaming group) get \\Iml
they wanted this year, especially with the
entry of TacOps 1o the field, Were expect-
mg llu Windows version ol this Macintosh
release in the spring of this year. While 1
liked these armored warfare games, [ really
got a severe case of game lock over SSI's
PANZER GENERAL. | frnl so involved that 1
bugged the author of the upconing strate-
ay gmrlr. I Dille, into allowing me to co-
author his book and contribute all of my
ideas. So much for how I spent my Sum-
mer vacation.... Kudos to 8SI for adding a
play-by -email feature, T'll be Icml\mrr 1o
take on challengers among this mhlmn 5

Mala

hoards of the IBM gaming
market and not go com-
pletely cartridge. Terry also
got into S8G’s CARRIERS A1
War Il and loved those
1930s scenarios. It's always a
good sign when a [ellow
gamer hoots and hollers as
events unlold while playing
a game; you know he's being
pulled in and having fun.

Electronic Arts surprised
me this year. Not with their
update of NHL Hockey,
one of my lavorite action
games, but with POWERPOK-
er. Truthfully, I'm afraid 10
install it on my computer at
home. The siren call of those rattling
chips would kill my productivity there.
Even though the Al isn’t quite in my
playing league, POWERPOKER is so well
done T can’t help but play it with a quick
ALT-TAB in Windows.

Although T was disappointed with Im-
pression’s DETROIT, their D-Day and
LORDS OF THE REALM were more to my lik-
ing. Their line up for next year looks
even better. Impressions’ FRONT LINES is
another power-to-the-player wargame
that I'm greatly anticipating, as I am

RREE
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EMPIRE IN PROGRESS White Wolf's next Empire game will have a
host of scenario creation tools. Note that the graphics are
being improved for the final release.

readers via Ziff-Davis’ new Interchange
network in 1995 (my address there is
AlanEmirich, by the way).

Big splashes were made at sea with the
likes of QQP's THE GranpesT FLEET and
Three-Sixty's Harroox [ Both games
have developed strong lollowings, and
sequel products for both games are likely
to follow in 1995, Games that made a
smaller splash in sales (because they were
Macintosh releases) but a big splash with
me in 1991 inclucled Deadly Games’ U-
BOAT and M4 (the later is now available
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Suda Baw,

Crete 20 May 1941

THE PURE WARGAME Like the airborne troops it features, this one
should be dropping in on us in the near future.

in Windows, while the former will have a
sequel published in 1995). Also, I'Licin
COMMANDER stormed onto my Mac and
hooked me quickly. I'm glacl that Avalon
Hill will have a Windows version ol
FrcT CoMManpir 2.0, with its tactical
air battles, to help keep my IBM warm
this winter.

While I entered 1994 MOOing, I'm
leaving it MOMing, if you will. Micro-
Prose’s Master OF MacGIc has heen keep-
ing my hard drive light blinking
considerably of late, While the initial re-
lease had an egregious number ol bugs
in it, I couldn't stop playing it. Fortunate-
ly, the patches came fairly quickly. Tt ve-
minded me ol the initial release of
Harroon or Farcon 3.0 in that regard—
a great game worth waiting lor.

Good things appear to he in the stars
for 1995. T'll probably be playing SSG's

Tue Last Brrzeriic these cold winter

eves. It always amazes me how Roger
Keating and company find new ways to
outdo themselves, Let the good times
(and the panzers) roll, 1 say.

One thing that pleases me in particu-
lar, though, is the ever strengthening
bridge between board gaming and com-
puter gaming. With 1994°s darling collec-
table card game MaGiC: THE GATHERING
off to computer land at MicroProse, and
SiMCr1y ofl' to collectable card game land
at Mayfair Games, | know that these are

just the thin end of the wedge.

What I'm looking forward to most ol
all is AIbE DE Camr v2.0. Between all ol
the new features and having every game
in the new Gamelix boardgame maga-
zine to freely use in ADC format, I'm
looking forward to a lot of PBEM gam-
ing next year, Yes, I'm really pleased
with how 1994 shaped up, and 1995
looks very promising indeed. Unfurl the
maps, people. We've got a lot ol cam-
paigning to do. 4
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Ever wanted to sail into the sunset?
Visit ports of call known only to
grizzled 18th century sea captains?

Then let our unique first-person
perspective and stunning 3-D
graphics put the wind in your sails!
Swashbuckle away as you trade
goods, vanquish enemy ships and
create routes to riches. Take time to
gUSSiP il] IUC(’JI taverns, re I')ﬂir'
cannonball damage, and stoke up
your crew'’s morale. (A little rum,
perhaps?)

Chart your progress with our
authentic navigational aids, and
revel in a world long gone: Where
fortunes are fercely defended, and
only skill stands between you and
the deep blue sea!

Features:

Variety of goods to trade and
passengers to carry.

Command a crew of soldiers, sailors
and apprentices.

Defend against pirates and enemy
men-o’-war.

Buy and enhance ships from

several models.

Highly intuitive interface.

Dynamic pricing and political models.
Strong replayability.

Travel the world in vearch of riches Vistt exotic porls on many continents Lngage enemy ohips in realiotic sea combat
Im '
© Impressions Software, Inc. 222 Third Street, Cambridge, MA 02142 IBM PC Screenshots may vary
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GZ (continued from page207)

and make their products more accessible to
us all. Okay, Frank, hurry up with RFSTA so
that you can start down THE Roap From
MaRenGo T0 WATERLOD.

* Speaking of HPS Simulations, Scott
Hamilton is in “deep research mode” find-
ing the throw weights and degrees of ar-
mor sloping for equipment used on the
Western Front during WWII. His still un-
named companion game to TIGERS ON THE
Prowt will feature evolutionary improve-
ments and should be out during the first
quarter of 1895.

* Not to be topped by HPS, Jim
DeGoey of Arsenal is firing back with
Panzers East. It will use a slightly
larger scale for tactical warfare
(more akin to the Avalon Hill
hoardgame PanzerBLitz) and can he
thought of as a WWII version of
TacOps. Rev up the engines, hoys,
we'll be taking a fateful steppe!

* Aipe pE Camp modules from sup-
porting hoard game companies con-
tinue to be announced. Command
magazine (805-546-9596) has an-
nounced that four of their games
(Lion oF EHiopia, Cortes, ANTIETAM, and
CzecH *38) are now available for ADC.
All are on a single disk for $10. ADC
version 2.0 is already under devel-
opment and new features are being
slowly added and tested, with the re-
leased version probably availahble in
the second quarter of 1995.

* 1If you would like to sample the
latest wares of RAW Entertainment,
specifically their Rise oF THE WesT and Bravo,
Romeo, DeLta games don't look at your local
software store. RAW Entertainment's games
are only available directly from the compa-
ny. Call them at (713) 286-2386.

* News abounds at SimTex software,
which spent a lot of time fixing bugs in their
premature release of Master oF Macic. With
MOM safely to bed, the details are starting
to take shape for MasTer oF ORION DELUXE
(MOOD). Its slated to be SVGA and CD-ROM
only, with multi-player capabilities (net-
work, modem and email). As development

continues, M0OD is shaping up to be a new
game in its own right, borrowing some of
the successful aspects of MO0, but taking
them a good deal heyond what a mere “en-
hanced version” might offer.

* Galactic overlords will note that
Changeling Software's Pax Imperia for MS-
DOS should be out by the time you read this.
The long delay in releasing the IBM version
was due to the addition of features from the
latest Macintosh version.

* The ‘'mech game from New World
Computing (via SimTex) is coming along
nicely. Each player is an aspiring leader

VIVA L'EMPERESS! You'll meet the most interesting opponents in
LirrLe Wans, like Napoloien, the commander who looks like Grace
Jones with a Napolean complex.

of a “house” (a /a Dune), trying to secure
their position in their house and The Coun-
cil in order to eventually ascend the
galactic throne. Designer Steve Barcia
says he was greatly influenced hy the pa-
per games Space OPErA and SPACE MASTER.
There will be 3-D, real time, strategic bat-
tles on planets where ‘mechs invade, but
the emphasis will be on the individual
‘mech pilots. Like knights of old, Killing
them off reduces the overall security of
the empire that all players belong to, so
care must be taken with their lives. This
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game will feature multi-player play by
email (although scenarios for modem-
playable, real time battles is still a possi-
hility). The bottom line is, this game is
going to he very grand in scope.

* Game designer Andrew Visscher
phoned in and mentioned that Tue Perrect
General 2 will be using the AWE 32 sound
card in new and exciting ways. Also, mo-
dem play is currently being tested, although
play-by-email has heen ruled out. A sce-
nario builder is not likely to be released
with the final version of the game, but might
he made available in a follow-up disk.

* New life for Maxis' SimCiTy is
in the cards. Mayfair Games is do-
ing a collectable trading card
game based on the simulation of
city building and management. It
will play hoth solitaire and multi-
player, hoth cooperative and cut-
throat. In competitive multi-player
play, one player can be the Mayor
while all players can control votes
on the city council. You want to
play a card to rezone an area? It
has to go to a vote in council. You
don't like the way a vote went,
play a disaster card on one of
your opponents. Look for this in
game stores during the first quar-
ter of 1995.

* When H.G. Wells wrote the
first set of miniatures rules for his
toy soldiers and cannons, he enti-
tled it “Little Wars.” Now, Jeff Jo-
hannigman of Starjammer Studios
(his latest venture) has taken that
title and applied it to what he de-
scribes as “SIMCiTy with toy soldiers.” Play
is similar to SynpicaTe in that there are 40
sections of the world to conguer and eight
computer opponents to challenge, such as
Napoloien (shown at left). Each opponent
has a very distinct personality and style of
game play in this post-apocalyptic game.
Steve Beeman (Savace EmpiRe and WiNG
Commanper Il for Origin) is the lead pro-
grammer and promises to deliver a FAST
Windows product for us all to enjoy. Mi-
croProse should be releasing LitTLe Wars
sometime in the second half of 1995. &:
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The Tramn Of Gain

Avalon Hill Celebrates The Machine Of Capitalism In 1830

by Johnny L. Wilson

RANK NORRIS, AUTHOR OF SUCH

MUCKRAKING CLASSICS aS The Oc-

TOPUS AND THE Prr, EITHER WOULD

HAVE BEEN delighted with or horri-

fied by 1830, Avalon Hill's faithful
translation ol the popular boardgame on
the history ol U.S. railroads. 1830 nei-
ther celebrates the role of railroads in
settling the American frontier nor recog-
nizes the railroad companies’ impact
upon urban planning. (The North,
South, East, West grid structure in many
Micdwestern and Western cities is credited
to railroacl expansion and real estate bro-
kerage by rail companies.) Nor does
1830 emphasize the impact of rail service
on the overall economy. Rather, 1830
celebrates the ruthless busi-
ness practices ol the rail-
roads and relishes the
cconomic manipulation
that once made railroad
stocks and bonds the high-
flying equivalents of today’s
telecommunications sector (Le. that
which makes you get rich or go broke
quickly).

Because your success or failure depends
as much on how you juggle the game’s
volatile stock market as on the structure ol
your rail system, you may have many

J.P. MORGAN, WHERE HAVE YOU GONE? The silicon robber barans
are such bloodthirsty competitors that you may wish for an
arbiter—a nice change from the mediocre Al in many recent
strategy games.

rounds where you feel like Matthias Balel-
win. founder ol the lamous Baldwin Loco-
motive Works. Alter being unpaid for a
steam engine he had constructed called
Old Dronsides, he vowed in 1852 that Old
Iromsides would he his last locomotive. 1t ob-
viously wasn't, and no matter how badly
you are trounced by the very capable rob-
ber barons, who serve as artificial oppo-
nents, you'll lind yoursell coming back for
more. 1830 not only captures the adrena-
line rush of trying to ontwit your oppo-
nents with technological advancement
timed to hurt them the most and the [re-
netic thrill of dumping their rail compa-
ny's stock onto the market, but it vividly
captures the excess ol an
era ol amoral ethic and
economic excess in a
manner that i1s both en-
tertaining and enlight-
ening. Gamers will feel
like they control “that
greal monster, iron-hearted, re-
lentless, infinitely powerful.”

THE AUCTION

The game beoins, as does the history of
o o P,

U.S. railroading, with the small private
companies on the cast coast, The game’s
title, 1830, comes from the fact that the
Baltimore & Ohio was
chartered in 1829 and first
carriecd revenue trallic on
January 7, 1830. Although
the original route was only
13 miles (from Baltimore
to Elli-cott’s Mills, the
modern Ellicott City), it
set the pace for the expan-
sion of North American
rails. Other private com-
panies included at the
start are the: Camden &
Amboy (which began run-
ning a Planet-style loco-
motive called Jolm Bull in
1831); the Delaware &
Hudson (the intended an-
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thracite coal carrier which actually
ran the [irst steam engine in the
U.S., the Stowrvidge Lion. in 1829,
but not for long); the Mohawk &
Hudson (which commissioned a
steamn engine [rom John B, Jervis’
named Lxperiment, later known as
Brother Jonathan, in 1832): the
Schuylkill Valley (a small Pennsylva-
mia line in the coal counny): and the
Champlain & St. Lawrence (which was
chartered in 1835 to run between
Laprairie and St. John, Quebec; its first
train van on July 21, 1836).
Players bid lor the ownership ol these
foundational lines which have revenue
potential and special advantages propor-
tional to their initial asking price. For ex-
ample, owners of the C&SL and D&H
may 1 track independent of their ma-

jor lines' operations; the M&H owner can

glean 10% ol the NYC when it goes
public; the C&A operator gets 10% of
the Pennsylvania Railroad when it
opens; and the B&O founder gets the
President’s Certificate to the B&O
without having to pay any addition-
al fees. Be aware, though, that the ar-
tilicial Fisks and Vanderbilts are
extremely ellicient at melding
these private companies into
the major lines.

Of course, the real ac-
tion bhegins when




players be-
gin to cre-
public
corporations.

dle

where
you'll first discov-
er how diabolical
the artilicial oppo-
nents actually are.
They are extremely
good at gaining control
ol other companics while

Here's

your stock to depress the
price. Unfortunately, they
usually dump this
stock just when

vou gel 60%
control ol a
company and

can’t buy back
any of the dilut-
ed stock. You
can’t fight back

by buying

hack

dumping just enough ol

stock with the railroad's treasury, so they
often get away with il

OPERATIONS
Once the inirial stock purchasing phase is
completed, the game follows the
boardgame’s rhythm of one-to-three oper-
ating phases, followed by a stock market
phase. Animated sequences announce
changes in the ground
rules due to new engines
causing ohsolescence of
older locomotives and the
game progresses until one
player goes bankrupt or
the bank is emptier than a
failing bank in 1929 or a
poorly run savings and
loan in the 1980s.
Purchasing 50% of a
company's stock automati-
cally makes you the presi-
dent. For those companies
in which vou serve as pres-
ident, you have full con-
trol of the corporation lor
purposes ol laying rrack
(the computer indicates
which hexes are cligible for new track
picces, a great simplifi-
cation over what is usu-
ally the longest part of
the move in the
hoardgame version);
purchasing trains ancl
placing stations. As in
the boardgame, station
placement can be criti-
cal, since one railroad
can stiff-arm another
out ol solid revenue by
using station tiles to
block profuable routes,

YOURHOLDINGS
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Such activity i1s vaguely rem-
iniscent of the late-19th centu-
1y practice of building parallel
lines and undercutting fares.
In 1885, for example, the
Pennsylvania Railroad appar-
ently established the West
Shore Railroad parallel 1o ex-
isting New York Central
trackage. The Pennsylvania
used 1t as a loss-leader 1o un-
dercut the NYC until J. Pier-
pont Morgan, the famous
banker, became an arbiter of
the dispute and hammered
out an armistice.

The bad news is that there
is no .. Morgan to protect

you Irom the artificial opponents in
1830, The good news is that the compu-
er will run your trains for you at the most
optimal level, once you establish the con-
liguration ol your lines and the types of
rolling stock available. Considering all
the possibilities for running your trains,
this game makes things a lot easier than
the board game. Even better news is that

IHITIAL OF FERING BANK

TRRATAAR T gye] |
L3 A L s £

S0 MANY CHOICES, SO LITTLE MONEY It isn’t exactly the Home
Shopping Railroad Network, hut much of the strategy in 1830
comes from wheeling and dealing on the stock market, and
deciding which initial offerings to bid highly for.

those who consider this delault proce-
dure to be “cheating” can toggle it off
and figure it out for themselves.

Once you operate the trains, you are
conlronted with a choice: does the corpo-
ration keep all of the revenue or pay it all
out in dividends? Obviously, the game
poses a more clear-cut choice than a real
corporation, since it is an all or nothing
choice. Fortunately, however, there are
multiple operating rounds as the game
progresses. By mid-game, you can pay
out dividends on one round, keep all the
money on another round, and pay out
dividends on another. This will add to
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the corporation’s treasure, while also
profiting sharcholders and causing the
stock price to increase.

THE STOCK MARKET
Since the game is won by
having 1he most \\tallh
(money in hand plus the
aggregate value of your
sharcholdings) when ¢i-
ther one player goes bank-
rupt or the bank busts, it is
important to be able to
protect your stock value at
all times. When players
sell stock certificates, the
stock is affected adversely
for every 10% of the cor-
poration sold. So, you want
L0 give your opponents as
little reason as possible to
sell stocks in which you
have major holdings.
Paying dividends has a two-fold value. It
increases the money in your pocket,
makes your opponents feel slightly more
pleased with their investment, and insures
that the stock will be positively affected
prior to the next opening of the stock
market. Fven il the artificial robber barons

| _GAY L_llifi

do decide to oflload some ol their hold-
ml_,b. you can weather a 10-30% sell-ofl; as-
suming you have paid dividends during
one-to-three of the operating rounds held
prior 1o the stock market opening.

[HIETORT AU 700K

L TRAINE

G0 WEST, YOUNG MAN As rail lines spread in often bewildering
patterns around the map, the program helps speed play
immensely by indicating areas where new track may be laid.

The big problem occurs when you are a
minority stockholder in a corporation and
the majority shareholder decides to dump
his shares. Although he will most likely pay
out dividends during each operating round
(after all, if he is dumping his shares, that
money is going to serve him better in his

own pocket than in that of the railroad’s
treasury), selling off all of his holdings
could hit you lm three negative moves
(30% 1o 1:%.1(.]1 parity with liu. last turn’s
price and 30% worth of negative hits).

THE OCTOPUS
I'you have too many experiences like
that, you may find yoursell agreeing with
IFrank Norris' protagonist in The Octopus:
“They swindle a nation of one hundred
million and call it Financiering; they levy
a blackmail and call it Commerce; they
corrupt a legislature and call it Politics;
they bribe a judge and call it Law; they
hire blacklegs to carry out their plans and
call it Organization; they prostitute the
honour of a State and call it Competition.
And this is America.”

As I said at the beginning ol this article,
[ don’t know il Frank Norris would like
1830 or not, but he would sure feel like
they got the historical feel of the blood-
thirsty competition right, even at the Fasy
level of difficulty. I know [ like 1830. The
computer version of the game plays [aster
and I don't have to wait to play the game
until I attend a game convention where
there are other enthusiasts. Now, I can be
arobber baron on my own time. &
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The Infinity Machine works with virtually ANY game.

Qur easy to use interface allows you to edit or freeze
almost any game feature - such as lives, gold, or energy - in
real time. Our slow-molion mode lets you breeze through the tough
spots like no tomarrow! What are you waiting for? Start living today!

N 34 95115. e

« MONROE, MICHIGAN 48161

Its patented pivoting tray keeps your joystick from slrdlng £
allows you to adjust its angle for maximum comfort. With your
flight controls positioned low and close, you'll be able to rest
bacl comfortably into your seat for a TRUE COCKPIT FEEL.

The PCS turns your keyboard into a cockpit control panel allowing
you to easily access the keys without having to take your eyes off
the action. Clamps to any desk or tabletop.

@ ORDER TOLL FREE

£ 1:800-686-2523

cutside the US coll (S03)686-1809

Or send check or money order for $24.95 +

$5.00 (§6.00 cn for shipping and handling to:
HOME BASE PRODUCTS

3025 Timberline Dr.
Eugene, OR 97405
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The Ultimate Flight Experience

Introducing the total Flight Simulator adventures from BAO

BAO Publishing, developers of Microsoft® Flight Simulator™ presents the
ultimate flight simulation experience with BAO's Europe 1, Las Vegas Scenery,
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available,

Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago’s
O'Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and
surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics

all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air.
All this and more is possible with BAO. File your flight plan today and start your adventure.

"A sure bet for
computer pilots
wiho demand
realistic scenery”
—Greg Harris,
Editor of
Full Throttle

Challenge your skills with a fly-by of Hoover
Darn anel other fumous Las Vegas landmarks.

Las Viegas Scenery offers you startling, realistic,
3D-level detail of Las Vegas and the surrounding
desert. The scenery combines actual satellite
images with special aerial and ground-base
photography to faithfully recreate more than 4,000 square miles of the
Nevada landscape. Tour scenic Lake Mead, the famous Vegas “Strip” or
catch a stunning view of Hoover Dam, one of the man-made wonders of
the world. You set the itinerary.

An casy-to-use (windows-based) aircraft
factory lets you design your own plane,

Flight Simulator Flight Shop puts the tools in
your hands. You build, customize and paint
) vour own planes and a flight dynamics editor

Share your designs with other flight enthusiasts through BBS's such as
CompuServe®. Create your own flight plan and send il to the built-in
Flight Service Station (FSS) and then hop in your flight simulator
airplane for an ATC controlled flight.

Europe I includes over 100 airports with
taxiways, moving objects, unique buildings
and approach lights.

Europe 1 lets you explore from the air the scenic
countries of Germany, Austria, Switzerland and

s s ot e o by b

the Netherlands. You'll discover beautiful cities

like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads,
walerways, lakes, cities, the Alps and landmarks are realistically recreated
including all IFR/VFR airports. Experience Europe from your own cockpit.

"Best of Show*
at C.LS.
—Awarded by
Game Bytes
Magazine

You'll calmly chorevgraph the movement of
incoming and outgoing air traffic high
above Chicago's O'Hare airport.

With Tower the responsibility is all yours! As
a tower controller, thousands of passengers

e ——-

allows you to specify the flying characteristics.

will rely on your ability to make split-second
decisions, You'll handle realistic aircraft takeoffs, landings and ground
movements through a 360 degree panable window view. Based on FAA
and Transport Canada’s professional training simulation software,
Tower puts you in the middle of all the action.

See your local retailer or call:

(217)356-0188

for more information

1994 Bruce Artwick Organization, Lil, Microsoft is a registered trademaik of Microsoft Corporation. Flight Simulator is a trademark of Brace Arewick. Frrope | was designed for BAO by Alting Software under
Ticense, and produiced by the Broice Artwick Organization, Lid, Tower is o tradesak of Aviation Simulations, D, a juint venture of Wesson tnfernational, Inc. and Bruce Artwick Organization, Ltd.
CompuServe s o registered trademark of CompuServe, I, BAG is o trademark of Brice Artwick Organization, Lid. AN vights reserved. Printed in the US.A.
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SSDs PANZER GENERAL

by Terry Lee Coleman

I' HAS BEEN A SURPRISINGLY FERTILE

YEAR FOR GOOD WARGAMES, FROM THE

FLUIDITY OF OPERATION CRUSADER TO

the playability and dvpih ol LORDS OF

riE REALM to the s addictive
qualities of X-Com (yes, I know that tech-
nically it's a strategy game, but why be
picky?), several recent designs have been
both clever and entertaining.

Now Panzer GENERAL shows up to
crash the wargaming party, swaggering
through the door
with a bit ol an atti-
tude. Despite its la-
miliar WWII
l"umpc;m thearre

sheer

Price: $64.95
(3.5" floppy
and CD-ROM)

setting, it is in many  System

ways an atypical SSI raea“ifeme“;;e
st compati

:‘l‘llll 1 (‘llln Lu 1 : }II : )::11 I: ltl'l— S0 JoMI

R : (486-33

tailed orders ol bat- récommended);

ile, ('l)l'l'l]'l“t'}lll‘(' 4 MB RAM,

supply rules, or ar-
cane combat routines
anywhere evident.
While the various
combat arms do in-
teract, they do so
without cumbersome
mechanics or mulu-
ple phases in the se-
quence of |}|'l\'. In
fact, the g
casy Lo ]}l‘l_\ that vou could almost figure
it out without ever consulting the docu-
mentation. For wareamers who lack time,
most of the scenarios can be linished in
an evening's play versus the computer,
and the game works very well via e-mail
for two pl,mu All of which is a good
thing, because as much as T enjoy playing
Paciric WAR (my favorite 881 game to this

cards.
Protection: Mone

Sunnyvale, CA
(408) 737-6800

game 15 50

e EETVERR TR

er Reich Stuff

s Through Wargame Boundaries

1MB SVGA video card, CD-ROM,
uncompressed hard drive; supports Sound
Blaster, Waveblaster and compatible sound

# of Players: 1-2 (e-mail and "hotseat")
Designers: SS!| Special Projects Group,
including Joel Billings and Chuck Kroegel
Publisher: Strategic Simulations, Inc.

point), the average life span ol a human
being does not permit more than a few
games ol Gary Grigsby's magniom opus.

HEMNCRIDS, LIES

AND VIDEOTAPE

I own a lot of books on WWII, and like
MOsk wargamens, know a lot more about
the various commanders than 1 co about
the politicians currently in Washington.
Still, when I visualize Frwin Rommel (al-
though 1 have
numerons pho-

tographs ol

for some
reason, i's
James Mason’s
face that ap-
pears, his voice
emerging [rom
WWII hilms seen
in my youth, Sil-
ly? lulmps but
it 15 these images

him),

that PANZER
GENERAL evokes.
e opening

sereen draws you
in with black-
and-white videos
ol archival WWII
1'(ml;|gr, super-
imposed over a
corgeons SVGA backdrop ol Europe.
Martial music resounds with just the right
mixture of style and bombast (you'll nev-
er again question how much you spent
on your wavetable sound card), and the
digitized explosions of combat echo
strong and true. Sure it's corny, but it's
darned ellective in setting the tone.,

The 38 scenarios may he played singly,
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for those who must get their panzer-push-
ing in quickly. Kursk has lots of tanks, and
the desert battles in North Africa will
keep any gamer happy for qum' some
time. But Im going the campaigns would
be a huge mistake, because they are such
fun that even non-wargamers are likely 1o
fincd themselves hooked.

Campaigns may be started in 1941 (in
either the eastern or western theatre), in
1943 (east or west), or in 1939 with the
invasion of Poland. As you prepare for a
campaign, you are briefed by a member
ol the German general stall. His digitized
voice is obviously American, but the Ger-
man accent doesn’t sound hokey at all,
and adds immensely to the I't‘(-‘linlr that
you really might be the next Rmmml or

Gudertan. 'l ||L' real secret of Panzier GEN-
ERAL'S success lies in its role-playing as-
pects, as it allows you to carve out a
career in the Wehrmacht while simulta-
neously helping to conquer the world.

And conquer you must—ancl quirkl:«.',
for the general staft has set a demanding
timet: |hl{' for you. If you fail to meet thc
required deadlines, disaster could strike
your career, not (o mention your nation.
I Poland is not conquered t|lIILL|\. then
England and France will have time to
garner suflicient force to invade Ger-
many; and upon your cars will fall the
most ill-fated message for any would-be
Panzer General: “Your services are no
longer required.”

PRESTIGE,

PROMOTION AND POLITICS
Should you win, you will be asked to per-
form more miraculous military feats for
the Fatherland. After Poland, you must
subjugate Norway, then France and the



© ™ COMING SOON QN CD-ROM FOR MAC ANDPC




w o 3 go@ T8 £ ~<@0*Q a0

A PANZER FREAK'S DREAM Tank aficionados could hardly be
disappointed with the variety of high-powered weaponry, as shown
here by an armored column advancing on Kursk.

Low Countries in 1940. If you finish
ahead ol schedule, then you will have a
chance to invade England and avoid a
draining two-front war. The more normal
path takes you on a whirlwind tour of Eu-
rope, through the Balkans and into Rus-
sia, or perhaps the North African Desert.
The surprising thing is that the campaign
timetables are more than passingly histor-
ical. Germany’s lightning campaigns
through Europe were based on what they

perceived as political and
military realities. Rather
than allowing the player
the benefit of historical
hindsight, Panz RAL
makes you view the world
from the uncertain per-
spective of 1939.

Central to the play of

'ANZER GENERAL is a most
clever mechanic, prestige
points, which you expend
for a variety ol uselul
things. Il'you want extra air
power, for instance, the top
brass back home have to
believe you're doing a good
enough job to merit the al-
location of such precious
resources. A squadron of Me-109s costs
328 prestige. When you consider that con-
quering Poland only nets you some 750
prestige points, it forces you to decide
whether the bargain-basement Wehrma-
cht infanuy (only 60 prestige) might be
more benelicial to you in the long run.

Every unit has ratings for movement,
attack and deflense versus soft or hard
targets, range, ammunition carried,
and so forth, all of which are endemic

to the type of unit. Where individual
units differ is in their experience level.
Each time a unit engages in combat, its
experience increases, which makes it
more elfective in combat. Appropriately
for WWII combat, units that fire first
generally do more damage to the oppo-
nent, within the boundaries of what
that unit could do in real life. The basic
initiative of each unit type is augment-
ed by the experience level, and then
the computer adds a randomizer (rolls
a die). Whichever unit has the highest
total goes first, with simultaneous fire in
a tie situation. Normally, units have a
maximum value of 10, which can be in-
creased with elite replacements or low-
ered according to the firepower of the
opposing unit.

Once ]()SS{:H ooceur, lIlL' l‘)lll}" \\’i‘l}" Lo re-
place units is to use up those precious
bits of hard-earned prestige. Similarly, if
a unit runs out ol ammo or fuel...you
guessed it. There’s no Wartime Credit
Union on the Eastern front, so the only
way to rack up more prestige is to im-
press the big guys back home. Much of
the game finds your forces frantically at-
tempting to capture cities and kill enemy
units, the more the merrier. Without a




lot of complex rules,

aoth OF10%9:

vehicle is a lumbering be-
A=

PANZER GENERAL thus fills
the player with a sense of’
urgency lacking im a lot of
wargames.

As one might expect,
rapid conquest is much
more difficult than it
sounds—one ol the rea-
sons why PANZER GENERAL
1s such a good game. In-
emy units are hidden
from view until you move
within sighting range of
them, which makes recon
units with their ability to
see four hexes rather
valuable. Engineers are a
must to effect river cross-
ings, and woe be the tank
commander in the Russ-
ian steppes without
enough anti-tank guns.
The Al is quite elfective, even on the
medium setting, and is surprisingly
adept ar wiping out your damaged units
with aggressive play. And while comput-
er opponent “cheats” are common these

days, I can attest alter many hours ol

play that if there are any Al cheats, at

AIR SUPERIORITY 101 One of the best lessons taught by Panzer General is that any
successful blitzkrieg requires control of the air.

lcast they aren't blatant.

While most players will be fascinated at
first with the more high-tech (and expen-
sive) specialized units, PANZER GENERAL
has a number of interesting rules for the
mainstays of the WWII battlefield, tanks.
The popular image of the WWII armored

hemoth of [rightening
firepower—which is fine
for 1944, but not the be-
ginning ol the war. Most
people are unaware that
the French and British
fielded superior tanks to
those of the Germans in
the early period of the
war. In PANZER GENERAL,
the designers thanklully
didn’t stress fun so much
that they lelt out the histo-
ry. Panzer | and II tanks
are basically WWI tanks
with a tad more spunk,
more useful against ene-
my infantry than tanks.
Artillery on both sides
moves painstakingly slow-
Iy and has limited range,
which increases as the war
goes on. Bombers are notoriously ineffec-
tive until they earn experience, and so
forth. Newer and more elficient unit
types become available for purchase dur-
ing the period that they were historically

ilable. Thus, a beginning Panzer Gen-
eral will soon find that those silly-looking

e
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Polish cavalry are not quite as out of

place as they seem, which is a tribute 1o
the focus of the design.

Another clever design element is that
new units, when built, are added to the
core element, and move with you from
scenario to scenario in the campaign.
Certain units, such as infantry, may be
built with transportation (trucks or hall-
tracks), so that they
move faster than a warm
slug; but il you pass up
the chance to buy trans-
portation, your men will
be foot-sloggers forever.
Units which air trans-
port from one airfield to
another must leave their
ground transport behind
as well, a remarkable
touch of realism for such
a simple game. A lot of
the strategy in PANZER
GENERAL comes from se-
lecting which of the
dizzying numbers of
units will be your “go-to”
guys as you move from
scenario Lo scenario.
Imagine what a system
like this could do for a
Civil War game, where
you would have to
choose between aug-
menting the Stonewall Jackson brigade,
or buying those newfangled rifled can-
non.

EXCUSE ME, BUT THERE'S

SAND ON YOUR NARWVIK

The campaign rewards players in sever-
al ways. First, there is the obvious satis-
faction of winning a particular scenario.
I you narrowly lose a battle farther on
in the campaign, the “plot” of the game
branches a la WiNG COMMANDER, and
your career is still alive because ol past
glories. As units gain experience, they
are awarded with battle honors, and you
may even increase their combai

strength points above the usual limit of

10, if their morale is high enough. The
individuality of each unit is accentuated
by the fact that you can name the units
yoursell, This is fortunate since, in an
attempt to make the game more mar-
ketable, SSI left out SS units. With the
naming facility, sticklers for accuracy
can put those units back in, at least in
name if not in power. Or you can have
“Kelly’s Heroes,” or “Val's Vikings”™ or

whatever suits your fancy.

Considering its lighter approach,
some gamers might worry about the ac-
curacy ol the orders ol battle. Actually, |
have less problem with Panzer
GeNERAL's order of bautle than most
wargames. After the first scenario, it is
essentially simulating “what-if” seenar-
i0s, as everything that happens stems

SEIZE THE INITIATIVE! These French defenders (lower right) discover to their dismay
that a fortified position avails them little versus the more experienced Wehrmacht
infantry, who get to fire first.

[rom your actions in previous engage-
ments. Does this invalidate the histori-
cal lessons that PANZER GENERAL
teaches? Not really, because the game
design models the effect ol actions on a
campaign level, rather than setting out
to slavishly recreate the conditions of a
particular battle. In a very broad sense,
it shows the difficulty of staging WWII
campaigns, and rewards those players
who can both think on their feet and
engage in long-range planning. No one
who has attempted to take Norway by
amphibious assault, or bring about the
IFall of France with inferior German ar-
mor, will be anything but impressed
with how the real-life panzer generals
pulled it off.

Those armchair strategists who live
for a challenge will find a joy which
comes with only a few select games.
Clever, [resh and innovative, PANZER
GENERAL is probably the most addictive
game since Civiizanon. Of course, like
anything these days, PANZER GENERAL
isn't perfect. It's a bit irvitating that the
documentation, while adequate, isn’t
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more detailed concerning weather ef-
feets and the like. While T understand
the decision to have enemy units setting
up the same way every time you play a
particular scenario, there’s a part of me
that wishes for more randomness. Lven
though I found the game 1o be remark-
ably bug-free, there is still a small per-
centage ol users who have experienced
trouble with their sound
cards. Still, all ol these
quibbles pale next to the
tremendous amount of
play value in the design.
In the end, Panzer GEN-
ERAL may only give a nod
Lo history, but it's a rever-
ent nod. Anyone who
plays the game will come
away with a basic under-
standing ol why cach sce-
nario turned out as it did
(or as it may have), with
the implication that, al-
most without realizing i,
they have learned some-
thing about WWII as well.
Uhl'm'lulmlvly, there
will be those who dismiss
PaNzER GENERAL as being
suitable only for novice
wargamers, due to its lack
of complexity and only
passing historicity. Well,
it's their loss. Sure, the design falls
heavily on the side ol playability, but it
cdoes so with such style and balance that
even the most cynical of gamers will
find themselves swept away. If playing
this game means [ have to surrender
my official grognard license and go o
wargaming purgatory, I will gladly go—
as long as 1 can take my copy ol PANZER
GENERAL with me. Maybe then I'd have
time to get through that Seelowe sce-
nario.... €
THE EDITORS SPEAK

PANZER GENERAL
RATING 3¢ 3¢ 3% 3% 3¢

PROS Great scenarios with a unique
and compelling campaign device (not
Just a wargame, but an adventure). Ele-
gant combined arms, logistics, and ex-
perience rules are easy to learn, and
will play until the panzers come home.
€oNSs Those requiring great histor-
ical insights from their wargames may
find it lacking—but they'll have fun
while they complain!
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Are Alien Beaches
Made Of Green

Cheese?

Science Fiction Wargaming With Accolade’s BATTLE ISLE 2200 =

by Martin E. Cirulis

WIHILE BACK [ WROTE SOMETHING
ABOUT THE BLANDNESS OF SCIENCE
FIcTION WARGAMES, ESPECIALLY
when it comes to the scenarios.
For some reason, game designers
generally feel the need o present future
wars as utterly balanced affairs, in which
both sides start equally on an even play-
ing field; oo bad reality has so ravely re-
Mected this situation. Wars are usually
desperate struggles lor
one side, mainly be-

cause you have to be  “pp $50.95,

somewhat psychotic to  pgs ¢p-RoM
pick a fight with some- = System

body you think has a = Requirements:
fair chance of knocking | 1BM compatible
you silly. After all, Hitler 386-33Mhz or
started with Czechoslo- g‘ﬁ: r'64MMBB
vakia and Poland, not  pag Idri\.re
France and Britain. | space, CD-

While SF action games
like WING COMMANDER
have acknowledged the
drama ol real life, SF
wargames seem to be
afraid of giving the
player a hard time. For-
tunately, Accolade has
imported from Europe one of the few ex-
ceptions, a sequel called BATTLE ISLE
2200. While this game has its [Taws, stulti-
fying fairness is not one of them.

ROM; supports

San Jose, CA

ALIENS NEVER ASK FIRST

The premise for BatrLe IsLe 2200 in-
volves some desperate aliens (who hap-
pen to look just like you and me—Star
Trek xenobiology rearing its mundane
head yet again) I-:itlmlppi:lg you from
your comfortable job—probably as a

Barne IsLe 2200

Sound Blaster compatible sound cards.
Players: 1-5 (e-mail, modem and network) gy &
Protection: None
Designers: Blue Byte
Publisher: Accolade

(800) 245-7744

CPA, il your clothes and hair are any
clue—and whisking you to their embat-
tled world Chromos. It seems, in addition
to the blight ol a terrible name, their
world is in the grip of a desperate war be-
tween the forces of a fascist Al called Ti-
tan-Net and the valiant, outnumbered
forces of fascist giant brains called The

ROOM, who rule the Island empire of

Drulla. You are hailed as the master
strategist des-

tined to save

life, such as 1t
is; they give
you complete

their military.
That'll teach
you ta fill out
those reader’s
surveys in the
Imt'k ol Strate-
7 Taclics.
Fortunately
for your deli-
cately-devel-
oped world
sensibilities,
war on Chromos is fought only by robotic
units who don’t bleed, run away or re-
quire telegrams home.

Il this premise were only so much
chrome on Chromos, it would be worth a
short laugh and then lorgotten. But Ba1-
TLE IsLE 2200 is played out through a se-
ries of linked campaigns in which a kind
of behind-the-scenes storyline develops
through your communication device, and
various persons of note on Chromos call
to pass along tips, threats and current
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their way of

control ol

events. It seems that even shouting “Glo-
1y to the ROOM!” at the end ol every of-
licial communiqué isn't enough for some
of the citizens of Drulla, and there is in-
nlquv aplenty as you discover all is not
what it seems...and how hard it is to ad-
vance and watch your back at the same
time.

THE ARTICLES OF WAR
Despite the back-of-the-box hype, Bat-
TLE Isce 2200 is a fairly standard
wargame in its mechanics. The view is
top down, but scale is pretty much left to
imagination. Key facilities are represent-
ed by single buildings amidst the wilder-
ness, though port facilities usually
provide enough asphalt for some high-
casnalty (()lnl}rll‘\ You point and LluL
your way through movement and attacks.
Your units ]tf;i.\t litle tracks on the ter-
rain, but with square edges they would
make fine counters in a board game.
Iach unit represents a group of vehicles,
usually ten, that are gradually destroyed
thnmq combuat, 1u||u1ng IIIL[JU\\LI but

lIIIIll'Tt‘{!)lIIUI(L When the last vehicle
is destroyed, the icon is gone lorever, so
wise commanders will withdraw heavily
damaged units to facilities capable of ve-
placing lost machines. The downside of
this is that a point of unit experience is
lost for every new vehicle.

Combat is resolved in a single ex-
change ol simultaneous fire between at-

tacker and target, modified by the
traditional aspects ol lirepower, armor,
terrain and experience. The chrome here
is that after you indicate your target and
weapon of choice (most units carry mulii-
ple weapon systems), you are presented
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naval simulation ever
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@@y@ b Harpoon CLASSIC CD is ready to give you
i’g:@ S hundreds of hours of naval warfare enjoyment.
A Alliance Interactive Software has updated and
combined all the original HARPOON products,
added caol new features such as, alr-to-alr refuel
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with a panoramic view ol the combat ren-
dered i filled-polygon graphics, Each
individual lighting machine is represent-
ed in a litde square formation, firing its
little guns and either surviving or explod-
ing into satisfying small chunks. It's an
effect that is more cute than awe-inspir-
ing, but it does liven up a process that is
essentially a roll ol the dice and a look at
a results table.

The campaign is represented by a se-
ries of battles, each getting progressively
harder, which must he won in order o
advance, a la Porvrovs, Unfortunately,
this may wear a little thin to wargamers
who are used to some other result of fail-
ure than simple repetition. Victory condi-
tions almost always involve taking one or
more towns, factories or enemy head-
quarters. Once you get [arther into the
game, you begin to realize that there is
usually a “trick” to achieving your ends.
Your opponent is usually far stronger
than you in numbers. So time must be
spent exploring the maphoard (revealed
via your units’ scanning ranges) looking
for a hidden opportunity, which will
hopefully deliver a quick victory while the
foe is occupied elsewhere with your lew
heavy units. Since only three unit types
are capable of capturing a structure, care
must be taken to keep these key units sale
while blasting a path to your objective.
Your computer opponent is highly skilled
in going after the specific units you need

ORAGONHE .'j...», oo oY e

CHOPPER STRIKE! These filled-polygon ‘copters may look blocky, but they

pack quite a punch, with mobility to boot.

est is kept alive over a very long time,
even when judged by the tough stan-
dards ol wargamers.

oA TOUGH ROOM

Unfortunately, the biggest problem with
Barrie Isee 2200 can be summed up in
one word: Frustration. To begin with, the
software is pretty finicky, and unless you
are running the very latest in DOS (6.22),
CD-ROM drivers, and memory man-
agers, you better save every other turn,
One must follow the setup modifications
to the letter or the crashes oceur oo ol-
ten to actually play the game. These kind
ol boot-disk gymnastics will turn ol

to sausfy your victo-
1y conditions,

The real meat of
the game is in the
huge array of unit
types. Over 50 dif-
ferent tvpes of
units are available,
a lew of them un-
known even to the
documentation,
and you must learn
how best to use
them on the [ly.
There are even a
handlul ol non-
combat units dedi-
cated to transport
or the construction
ol roads, rails and
[ortilications. Learning how to exploit
the strengths and weaknesses of all these
vehicles will test the mettle of even expe-
rienced wargamers, And since new kinds
ol units are introduced gradually from
one scenario to another, a player's inter-

WHERE'S THE CHECKERED FLAG? It seems that these recon buggies are
lined up for the Indy 500, but your opponent won't be laughing when those
surface-to-surface missiles find their targets.

many players, especially when the payolt
is not a visual smorgashord or a non-stop
action pulse-pounder,

Although the play by e-mail and mo-
dem link systems give good results for
multi-player games, the networking suite
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Is very primitive
and disappointing.
The implementa-
tion places network
games out of reach
for the casual play-
er; the soltware re-
quires a dedicared
Novell or LANtas-
tic server in order
to run. Though
multi-computer
households are be-
coming more com-
mon, it is doubtful
that most people
have enough com-
puters in their
house to have one
Just dedicated to shuttling info packets
around. Tt would have been nice 1o see a
litle more work put into the network sys-
tem, as the huge variety of weapons and
tactics available make human opponents
real nail-biters o play against.

This is not o say the computer is a
push-over, though. While it is no more a
brain-surgeon than any other wargame
Al the computer has read your victory
conditions well and is an expert at de-
stroying vour ability to achieve them—
sometimes before you know them
voursell. It is not atypical to spend two
hours lighting over a map, only to discov-
er the last building to be captured lies
over a river that can only be crossed by
the hovercraft that the computer obliter-
ated in the second wrn. Other computer
talents lie in the realm of the cheap shot,
specilically in sneaking a unit behind your
lines to capture a structure full of your
units under repair. Since anything in a
structure becomes the property of the
capturing player, this can mean an explo-
sion ol enemy units in your hackfield,
units that used to be your tactical reserve,

As I pointed out earlier, most scenarios
have a trick of some kind: a building full
ol new weapons to be captured, an unde-
fended backway to the victory condition,
cte. The frustrating part is that each sce-
nario can take up to four hours to com-
plete and usually you don’t get the idea
until halfivay through, at best. While the
game is enjoyable, slogging through an- |
other two-hour repeat of the action just
to do things right is not an inspiring
idea. Most gamers might be tempted to
let the game sit for a day or so, until they
have built up the enthusiasm to try again.
Many players will find themselves saving

Bl STING



THE NEW STRATEGY GAME T
DIHEI{ENT EVERY TIME YOU PLAY

omlnus is a new genre of strategic war
1.,;1111:. A real time simulation that blends the
best elements of fantasy role playing and
hand to hand combat, Dominus allows you to
stand back and run the war from above, or grab
a weapon and join the fray. So you can [ight
the way you want. And with
7 difficulty levels, Dominus is
fun for first-time players and
war game veterans alike. Defend
your domain from invading
clans by deploying monsters,
casting spells, setting traps,
capluring your enemies and
interrogating them in the dungeon. Then
combine your

helpless prison-
ers with vyour
hideous monsters
o create your
own morce (e
powerful |
hybrids.

Each ol your decisions causes diflerem

strategies and reactions in your enemies,

so every game |

is unigue. Grab
your sword and
leap into Dominus.

It's a cut above, a
step beyond, and
a world apart.
Are you ready
for Dominus?
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Quoting the Quotes

k%% *THE GRANDEST FLEET¥**%
"The Grandest Fleet is a fun game,
and one that should live a good long
life on many gamer's hard drives."
-M. Evan Brooks, Computer Gaming World

"This game is infinitely playable"
-Paul Hyman, Computer Shopper

",..it's relatively easy to get into,
thanks to a well-desigmed interface.
And once you are into it, you'll have
a hard time stopping."”

-William R. Trotter, PC Gamer

"This is what great gaming is all
about. "
-M. Evan Brooks, Computer Gaming World

"The Grandest Fleet is a fascinating
little world of its own, and ome
definitely worth exploring.”

Dennis Lynch, Chicago Tribune

k%% *BRIDGE OLYPIAD****
"OQP's reputation for producing top-
notch strategy games gets another
boost with Bridge Olympiad - another
winner"

Joe Novicki, PC Gamer

**SOLITAIRE'S JOURNEY**

"If I were stranded on a desert
island with a laptop and a crate of
NiCad batteries and were allowed only
one game, Solitaire's Journey would
be my pick."

-Carol Hartman, PCM

"It is impossible to count the hours
that will be spent on such a quick,
clean, playable diversion as
Solitaire's Journey.'"

-Alan Emrich, CGW

Quantum Quality Productions
495 Highway 202,
Flemington, N.J. 08822
(908)788-2799

Circle Reader Service #179

226 COMPUTER GAMING WORLD = JANUARY 1995

multiple versions of a scenario, as if they were plaving a role-
playing game where every misstep has to be re-taken. Now, to
be fair, you can still ring out a victory the hard way, but even
should you have the military skill to defeat your opponent
head-on, a built-in time limit makes this unlikely and even
more frustrating. Nothing is worse than spending an evening
crushing the computer, only to have the time limit go ofl'when
you are literally a move away [rom victory. And since failure
means repetition, one’s enthusiasm wanes quickly.

Hatearolo gicol Section:

Hmwﬁ clatd todoy ond tomorrow. |

Freshianoufoll con be erpected in
low lying arcos,

TODAY LOOKS LIKE SUNSHINE AND COLORFUL EXPLOSIONS Weather reports,
delivered hy a fetching female Drullan meteorologist, help you decide
whether it's time to go picnicking in enemy territory.

While the linked scenarios and nested storyline are a very
nice touch lor a wargame, the adoption of this Porurous-in-
spired “try, try again” system really defeats any sense of per-
ceived realism. Anything involving a storyline must be branched
for success and failure, or the player begins to ignore what is
happening in the game because, obviously, his actions have no
elfect on the outcome of things—and a nice touch becomes a
slide show. It's not like the Allies got to reset Dieppe until they
got it right.

A THREE-HOUR TOUR

Barrie Isee 2200 is an odd duck of a wargame. While it is intu-
itive and simple enough to be enjoyed by the casual combatant,
it hias enough variety and subtlety to keep most grognards hap-
py and snarling. Conversely, the subject matter and strategic el-
ements are probably a little fufly for the serious wargamer, but
the battles themselves require a commitment of time and con-
centration that will daunt the weekend warrior.,

This may not he the definitive SIF wargame, but it is a step in the
right direction. Il you
like variety, a prety
tough fight from a
computer opponent,
nice pictures ol ex-
ploding polygons
and are lucky enough
to have the perfect
CONFIG.SYS, then
you might consicder a
trip to Chroma lor a
long tour of duty. €

THE EDITORS SPEAK

BATTLE ISLE 2200
RATING 2% 3% 2% 3% 2% 1/2

PRrRoS Challenging play and a wide
variety of weapons,

CoONS Frustrating design elements:
"tricks" to scenario "solutions," time
limits, and a linear campaign system
that forces you to win cach scenario
before you can proceed.




r:%d]ﬂ_\nsed the su'atggles and led the forces in the fight for Europe during WWII. Now it's your turn to play
' general giving orders to your best commanders in KOEI's exciting new video game BPERATION EURCPE.

' Take charge of the Allies as they prepare to liberate Europe or lead the
ruthless Axis in its push for: global domination. Victory can be yours in the
War in Africa, the famous tank battles at Kursk, Battle of the Bulge, Battle
for Normandy and the Fight for Berlin.

Along the way, assassinate enemy commanders using Special Forces, have
engineers destroy bridges and lay mines, sabotage supply lines and drop

AS COMMANDER, POSITION
YOUR REGIMENTS FOR VICTORY!

Sl e it ENGAGE YOUR ENEMY
paratroop units into occupied cities. INSIDE CITY LIMITS!
OperatioN Europe FroM KOEI! With this gang, the world will never be the same again!

&% Relive historical WWII battles in six separate scenarios

J &% Select your commanding officers from a list of historical e = z
figures that include Patton, Rommel and Montgomery T (I TR

&% Sahotage supply lines to enemy cities by hombing bridges PITENTIAL
__ &% Eliminate enemy commanders using Special Forces units

AVAILABLE FOR PC, BNES & SEGA. &% One or two player excitement

KOEI Games are available for all systems in

retail outlets nationwide! If you can't find the
KOQE! product you are looking for, call us at
415-348-0500 (9am to Spm FST).

Onling Support offered on CompuServe: GOVIDPUB, Sect. 4

SUPER NINTENDD KOEI Corparation, 1350 Bayshore Hwy., Suite 540, Burlingame, CA 94010
TN

Operation Europe is a trademark of KOEI Corporation, Nintendo, Nintendo Entertainment System, Sega, Sega Genesis d
and the efficial seals are trademarks of Nintendo of America and Sega of America, GENESIS
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War CrimeIn
Real Time

An Age-Old Hatred Lives On In Blizzard’s
WARCRAFT: ORCS & HUMANS

by Chris Lombardi

Where have all the humans gone?
Gone to Ore meat everyone.
Where have all the Inomans gone?
— 6th Century lolksong

ILL 1T EVER END, THIS BLOOD
FEUD BETWEEN ORCS AND Hu-
MANS? EVER SINCE THE GREAT
historical chronicler, J.R.R.
Tolkien, stepped through a
fantasy wormhole into the land ol Middle
Earth and recorded the horrendous wars
that rocked that land,
we've heard nothing
but more reports of

Price: $45-50

WarcrarT: Orecs & Humans

What we have in Blizzard Entertain-
ment’s WARCRAFI: ORCS & HUMANS, is ex-
actly that—a pretty good game set in the

Tolkienesque mythos. This slick, real-

time strategy game recounts a war be-
tween i human kingdom and an orcish
invasion lorce in an area called the Bor-
derlands. The game tries its hardest to
avoid partisanship in its retelling ol the
tale, and so the game gives each side in
the conflict equal time. The single player
game is plaved through 20 or so scenar-
ios, hall of
which can be
fought from
the  human
sicde, hall from
the ore. Even
the manual
shares  this

cruelty and bloodshed,  — (cD-ROM),

Is there nothing we  $40-45 (3.5"
can do? Il only we floppy)
could get the U.N. in- Syssent
volved, perhaps they Reduirsments;
; » Periaps they gy compatible
could negotiate a  385.20Mhz,

cease-five, Beuer yet, il
we could send Jimmy
Carter on a diplomatic
mission through space
and time, he might re-
turn with the asswance
that all would be well.

Alas, all of these
measures wonld be

4MB RAM, VGA
graphics, 13
hard drive
space (average), CD-ROM, mouse; supports
most major sound cards.

Protection: None

# of Players: 1-2 (modem, network)
Publisher: Blizzard Entertainment

Irvine, CA

(800) 953-SNOW

clean division,
with the hu-
man
on one side of
a split-format
hook, and the
ore on the flip
sicle.

If Blizzard

account

stopped dead by the
harrier between our world and the other.
As meticulous a reporter as Mr. Tolkien
was, he was negligent in detailing the
means by which he accessed that alter-
nate world, Are we lelt to despair?
Perhaps not. I, by a refocusing ol the
eve, we change our view of the matter, we
might be able to find good in an ugly sit-
uation. One benelit, and the one closest
to our hearts, is that the wars between
Orcs and Humans have given us many a
good computer game.

borrowed gen-
erously [rom
the accounts of Tolkien for its story and
setting, they performed a perfect bit of
creative larceny when it came down o
the game mechanics and play, Replace
the overhead graphics of ores and hu-
mans with Atreides and Harkonnen, sub-
stitnte WARGRAFT's resources (timber and
gold) with Spice, and rename the various
buildings that you must construct in a
simplified Syt Criy style, and you have
Westwood Studio’s DUNE 2.
The similarities are more than skin

228 COMPUTER GAMING WORLD « JANUARY 1995

deep. As in DUNE 2, the scenarios are con-
structed linearly: you must complete one
belore going to the next, and the diflicul-
ty crescendos with each passing scenario.
At the beginning ol a scenario you've giv-
en an objective, usually to lay waste 1o the
opponent’s town, Starting with the barest
makings ol a town (usually a town hall
andl a few farms), you must build up your
plot ol land into a well-oiled war machine
capable of out-producing and out-re-
searching the opponent. From an over-
head perspective, you build roads, place
buildings, and muster new units, all fi-
nanced by peasants who must seek out
timber from forests and gold from mines.
Il vou've plaved Dune 2, you could proba-
bly ger hallway through the game without
looking at the game manual. It's a good
thing for Blizzard that there's no prece-
dent for “look and feel” lawsuits in com-
puter entertainment.

All ol these tasks must be done now,
which is the thrilling part of real time
games. While you're moving each unit 1o
explore the blackened unknown of the
map, you should also be ereating peasants
and putting them to their wood or gold
harvesting tasks, Of course, o support
new peasants, you've got to have farms,
which must be built by the same peasants
you just ordered to the mines. Meanwhile,
your exploring soldiers have probably run
across a small group ol enemy woops, so
you must quickly scroll over to the light
and make sure your troops are properly
dealing with the threar (they don't do very
well on their own). If your troops have a
poor showing, you may have a few ugly in-
vaders pouring into your town attacking
vour buildings and killing off vour peas-
ants. More troops are required, so bar-
racks must be built, which requires more



cm:ering the ENTIRE Eastern Front from 1939-45, Tigers On The Prowl includes a detailed database of hundreds

of fighting vehicles, weapons, and force structures for the Axis, Allied and Soviet forces. Likewise, combat is
resolved by precise calculations of armor thickness and round penetration at the instant of impact.

It also features morale, hidden movement, communications, airstrikes, night fighting, forest fires. and much

more. Designed for all levels of wargamers, Tigers On The Prowl includes 5 scenarios, a flexible sce-

nario builder, and three levels of complexity. Orders are given to platoons or sections, with a

maximum of a supported combat brigade on

each side. Can be played solitaire against

the computer, or by two players - either

face to face or by mail/e-mail. Tigers

"{ h On The Prowl can use maps and

VISA/MC: CALL

(408) 554-8381

Dealer Inquiries
Welcome

symbols created with Aide De Requires VGA.

e Camp. Tigers On The Prowl! 9 zzew:’:i Rj’:'_ "
A e T : is as real as you can get j;ace Mo:;e D;,-o al.
e e . with ing there. - et
HPS Simulations thoutbeing For IBM and compatibles.
P.0. Box 3245

Santa Clara, CA 95055-3245
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CHARGE OF THE ORC BRIGADE As this orc scenario opens, a frontier town is
under attack by vile human troops. The orcs must save the town and

launch a counter-attack.

peasants, more trees, more gold, more
time—ol which there's never enough.

The panicked pace rarely leaves room
for a dull moment. WARCRAFT is a game
ol split-second decisions, a mad-cash jug-
gling of resources and demands, that re-
quires you to be both long-term planner
and octopedal micro-manager with a
quick but steady mouse hand. If you like
to calmly contemplate your next move
and carefully add up combat factors be-
fore launching your next attack, or if you
can’t manage the carpal calisthenics 1o
right and left mouse click in rapid succes-
sion, you can forget about WARCRAFT.

I you can handle the pace, WARCRAFI
will show you a good time. The scenarios
are structured such that the game slowly
doles out new buildings that produce new
unit types that have new abilities, so
there's always a “carrot ol coolness™ con-
stantly dangling before your nose. While
you start with basic grunts and archers,
and a handful of basic buildings, vou'll
soon lind that the human can build stables
(kennels for the ores) that produce mount-
ed knights (or wolf-riding raiders). A tim-
ber mill and a blacksmith will allow you to
build catapults, in addition to improving
the quality of your basic weapons. Then
come churches/temples that produce

t'l(51'i('ﬂfm:cl‘nlyt(.‘.'-i that can cast a variety ol

helpful spells, and towers that produce
conjurers/warlocks who weave a death-
dealing web of offensive magic.

There is a fundamental parity between
the units and buildings ol the orcs and
the humans, but there are some differ-
ences that make for interesting play.
While some of these difterences are sub-
tle (the human archers have a slightly
greater missile range than the ore spear-

MERNU

stand a chance.

men, lor instance), others are great. The
two races have a completely different set
ol spells. While the human cleric can heal
injured warriors and make units invisible,
the orce 11{:('11:{}"!1: can raise the dead and
bestow unholy armor on its compatriots;
and while the human conjurer can call
down a nasty rain of fire on his enemies,
the ore warlock can call up a cloud of poi-
son that drifts throngh the human's
lands, injuring peasants and damaging
their abodes. Both conjurers and war-
locks can summon creatures [rom other
planes, but the warlock’s demon has
slightly more strength than the conjurer’s
water elemental, but the water clemental
has greater range with its attack.

Between the real time play and the in-
teresting mixture (but basic balance of) the
opposing units, it seems we've gol a great
a game designed for an

game here
ebbing and flowing contest of tactical and
strategic wits. There's room in this game
lor tricky feints,
misdirection, and
devious combined-
arms tactics, Unlor-
tunately,

WaRCRAFT's artificial
intelligence (Al
doesn’t quite live up
to the design. Com-
puter Als in gener-
al, and WarCrarT's
in particular, don't
do “ebb and (Tow”
very well, and cer-
tainly very few, if
any, can be said to
have much “wits.”
It's tough enough to
give Al direction,

MENLI

both sides.
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CORRIDOR OF DEATH The humans have set up a formidable defense at a
strategic choke-point. With their piecemeal attack style, the orcs don't

much less the capability for “misdircc-
tion.” So, with a nod of acknowledgment
to the fact that programming a good Al is
extremely diflicult, especially in a game as
free-flowing as WARCRAFT, it must be said
that Warcrart's Al is precictable at best,
and very gullible at worst.

On the predictable end, the AT's overall
strategic approach scems to be the same for
sach scenario. The computer has a group
ol units that it uses to attack at the begin-
ning of a scenario, giving the player some
early headaches. I'rom that point on, it
sends a steady stream of small groups, usu-
ally just enough to weaken the human play-
er's delensive line, but rarely enough to
cause serious trouble. Meanwhile, it keeps a
small defensive cluster at its town. The hu-
man plaver's strategy, then, is to weather
the initial attack, set up a defense for the
steady stream of small threats, and then
amass enough troops 1o take out the com-
puter’s relatively small home delense. For

AT

PEE ON THE PEONS Human knights race to save a group of gold-bearing
peasants that are under attack. Peasants are a favorite target for
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USED IBM GAMES
COMPLETE & VIRUS FREE:

WITH THE ORIGINAL BOX,
DOCUMENTATION AND
DISKS
Game Title Price
1542 PALIFIC AR WaAR wn
BB ATTACH SUF B
A-TRAIN 15
A0 TANK KILLER 1.5 12
AJZ0 AR BUS-EURDFEAN 2
ACES OF PACIFIC MISSION 10
ALES OF THE PACIFIC 15
ACES OVER EURDPE 25
ADSD COLL: HERDESTURAG ]
ADY OF WILLIE BEAMISH 12
AR WAHRIDHR SWGA 19
AIRBOANE RARGER 5
ALIEN LEGACY 2
ALONE IN THE DARK 16
ALONE IN THE DARK 2 19
ALTERED DESTINY 12
BUSH AT SORINOR 19
T ART OF WAR "
APEA BASEBALL 10
APBA BASEBALL - Wil 15
ARCHON ULTHA 25
ATAC 10
AWAHD WIKNING WAR GAMES 32
BALANCE OF POWER 9
BARD'S TALE CONST SET ]
BATTLE BUGS 29
BATILE CHESS 9
BATILES OF DESTINY a
BEAT THE HOUSE 5]
BETHAYAL AT KRONDOR 22
Bl BUSINESS 7
BIRDS OF PREY 15
BLARE STORE: ALIENS 19
BLOODSTONE 15
BLUE & GRAY 14
BLUE FORCE: NEXT OF KIN 2
BODY BLIWS 15
BRIX "
BUZZ ALDRIN HACE SPACE w
CAESAR 12
CAMPAIGN 13
CAMPAIGN 2 25
CAR & DRIVER 2
CARRIER STRIKE 15
CARRIERS AT WAR 15
CARRIERS AT WAR 2 az
CASTLE OF DR BRAIN 15
CASTLES -
CASTLES 2 7
GO0 - IRON HELIX 30
GO - 7TH GUEST 32
GO - ADV OF WILLIE BEAMISH 19
GO - AEGIS GUARDIAN FLEET 3
GO - AL-OADIM GENIE CURSE 29
GO - ALONE IN THE DARK 29
G- CASTLES 2 k]
O - CORMDOR 7 28
CO - CRITICAL PATH 22
0 - DARK LEGIONS 32
CO - DARKSEED L]
£ - DAY OF THE TENTACLE 23
€0 - DRACULA UNLEASHED )
€0 - DRAGONSHPERE )
CO-DUNE Fi
£ - DUKGEON HACR a2
GO - EMPIRE DELUXE MASTER 36
01 - ERIC THE UNREADY 22
L0 - FRONT PAGE BASEBALL ]
G- GATEWAY 2 24
CO - GEERWAD 2
- GETTYSHURG INTERADT 29
CO - GOBLIING UUEST 3 26
G0 - GRANDEST FLEET k1)
GO - GREAT NAVAL BATILES 2
GO0 - HELL CARL 2
GO - HORDE 27
LD - INCA 15
CD-INCA 2 19
CD - JONES IN THE FAST LARE 14
CD- JOURNEYMAN PROUECT 22
CD - JURASSIC PARK 2
CO - JUTLARD ]
CO - KINGS QUEST & 18
CO - KING'S QUEST & 15
CO - LABRYINTH OF TIME 25
GO - MAD DOG 2 23
CO - MIGHT & MAGIC: WOALD 38
GO - MILLENNILIN ALCTION 34
Gl - MYST 38
GO - KOMAD 23
GO - GUTPOST a2
CO - POLICE QUEST 4 31
CO - QUANTUM GATE - WIN 25
CD - RAVENLOFT 35
C0 - REBEL ASSAULT n
CD - RED BARON k1
CD - RETURN TO ZORK 5
CO - SAM & MAX HIT THE ROAD 34
€D - SHADOW CASTER 26
CO - STAR TREK 25TH ANNIV - 34
€0 TR &
CO « ULTIMA B PAGAN 32

GO - ULTIMATE FOOTRALL 35
GO - VEGAS GAMES DELUXE 2
CD - WOLFPACK 2
€O - X-COM UFO DEFENSE 4
GO -OUARANTINE »
CHALLENGE OF 5 REALMS 12
CHAMBER SCI MUTANT PREIS 12
CHESS MANIAC S BlLLION %
CIViLIZATION 26
CLASH OF STEEL 27
COASTER ]

CODE RAME: ICEMAN 9

COHORT 2 15
COLONEL'S BEOUEST 1n
COLONGZATION 36
COMPAKION OF XANTH 2
CONAN 1]
CONFLIGT: MIDDLE EAST A

CONQUERED KINGDOMS 15
CONGUEST OF JAPAN 1w
CORRIDOA 7 19
COUNTOOWN A1)
COVERT ACTION 5

CON 3.0 SCEN I HDANET

CONAT

FIELDS OF GLOAY

FIFA INTERNAT'L SOCCER

FIGHT |

FLAMES OF FREEDOM

FLASHBALK

FLEET DEFENDER

FLIGHT 8iM 4.0

FLIGHT SIM 4: AIRCRAFT

FLIGHT SIM 4: JAPAN

FLIGHT SIM 4: SOUND

FLIGHT SIM TOOLKIT

FLIGHT SIMULATOR 5.0

FORMULA ONE

FOUNTAIN OF DREAMS

FOUR CRYSTALS OF TRAZERE
FREDDY PHARKAS FRONTIER
FREEDC

FRONT PAGE BASERALL
FRONT PAGE FOOTRALL

OTRALL PRO
2

GAMES WINTER GHALLENGE
GATEWAY 2 HOMEWDRLD
GATEWAY SAVAGE FRONTIER
GENGHIS KHAN 2

GLOBAL GONOUEST
GOALIING 1 - VGA
GOBLIING 2

GODS

GRANDIEST FLEET

KNDWLEDGE ADVENTURE 18 POLICE DUEST 4
NSPIRACY 15 POPULOLS
L 3 POPULOUS 2

LAFFER LI £ 1] POWER HITS: MOVIES
LANDS OF LORE 15 POWERMONGER
LEATHER GODDESSES 2 2 PRINCE OF PERSIA
LEGACY: REALM OF TERROA 19 PRINGE OF PERSIA 2
LEGEND OF KYRANDIA 12 PRIVATEER
LEGENDS OF VALOR fi PRIVATEER SPEECH PACK
LEISURE SUIT LARRY 3 15 PRIVATEER: RIGHTEOUS FIRE
LEISURE SUIT LARRY 5 15 PRO LEAGUE BASEBALL
LEISURE SUIT | ARRY & 25 FRO TENNIS TOUR
LEMMINGS 15 PROTOSTAR
LINKS 386 FRO 25 OUEST FOR GLORY 1 - EGA
LINKS DISK HYATT 7 OUEST FOR GLORY 1 - VGA
LINKS GO F " OUEST FOR GLORY 3 - VGA
LOAD OF THE RIKGS 15 GUEST FOR GLORY 4: SHADOW
LA OF THE RINGS 2 i RAGS TO RICHES
LOADS OF THE REALM n RAILROAD TYCOON DELUXE
LOST ADMIRAL 10 REALMS
LOST FILES OF SHERLOCK H W AEALMS OF ARKANINA
LOSTINLA 15 RED CAYSTAL
LOSTIN TINE 9 RED LIGHTNING
LOSTVIKINGS 1 RENEGADE LEGION INTERC

JCAS ARTS AR COMBAT 16 HETURAN OF THE PHANTOM

CONALAND 15 RETUAN TO ZOAK

M-1 TANK PLATOON 7 REX NEBULAR COSMIC GEN
MEADDEN FOOTHALL § 5 RINGWORLD
MAAELSTROM 16 RISE OF THE DRAGON
MAGIC CANDLE 2 9 (11
MAGIC CANDLE 3 1 ROAD & THACK GRAND PRIX
MAGNETIC SCROLLS BUKDLE 12 ROCKETEER
MANTIS EXP FIGHTER a9 FORMANCE 3 OF KINGDOMS 3
MAATTIAN DREARS 9 ROME: PATHWAY TO POWER

MARTIAN MEMORANDUR

SAK & MAX: HIT THE ROAD

Most ilems ﬂirpgd

WE PAY CASH FOR USED GAMES

We want your current used games

1-800-377-8578

tall for outhorization before shipping or
FAX lst for cwrrent quates o 605-334-8766

In Conuda, call 605-339-2060

WE SELL USED GAMES

All games are tested & IBM disks virus checked
games ore i origingl box with original documentation
Call for current fitle availibility ..

\ WE ACCEPT ONLY
o VIsA/MasterCord/Discover =
‘= Mongy Orders/Cashiers Check
ot il arsitybelre g 0.

. 55 UPS/S9 2nd Day Ai
wmfmﬁﬁ:nﬂnmﬁmsﬁmhn i

GAMER'S GOLD 1008 W. 411 Street # Sioux Falls © South Dokota = 57105

" [BM GAMES

Got Something To Sell?
Follow these Easy Steps
1. Prepare a list of the games you are selling, Call, fax, o
mail your list t» GAMER’S GOLD,

2. GAMER'S GOLD will quote the current buying
priees & issue an sutharization number far your shipment.
Gaomes will not be accepted without an authorization no,
Frive quotes ore geod for 14 duys,

3. Pack gomes in box, White autherization no. clearly an
cutiida of box. Mail 1o GAMER’S GOLD. Save your
suthorizofion no. We con't answer questions chout your
shipment without your number|

4, I you would like to use your meney or credit fo purchase
", | gomes, include o “wish list” of fitles you are interested in.

5, Your chack will uiually be mailed within 10-14 working
days of receiving your gomes. Some “wish list" gome
credits may take slightly langer to hill

Gomos will be checked for viruses & completeness.
Gomes must be complete with all disks, printed maierials,
& in original box. Incamplete gamas will bo returned ot

your expense.

CRIME WAVE

CAISIS IN THE KAEMLIN
CADSSWIRE

CYBER EMPIRES

CYBER RACE

D-DAY BEGINNING OF END
D-GENERATION
DAEMONSGATE

DAGGER OF AMON RA
DARK CENTURY

OARK HEART OF LUKALL
DARK OUEEN OF KAYNN
OARKSEED

DARKSPYRE

DAVID WOLF: SECRET AGENT
DAY OF THE VIPER

DEATH KNIGHTS OF KRYNN
DELTA V

DETROIT

DISCIPLES OF STEEL
DISCOVER STEPS COLUBUS
DOOM

nooM 2

DRACULA - BRAM STORE
DRAGON STRIKE
DRAGONS OF FLAME
DRAKKHEN
DUNE 2
DUNGEON HACK
EARTH INVASION -
EIGHT BALL DELUXE

EL FISH

ELITE PLUS

ELVIAA 2

EMPIRE DELUXE

EMPIRE DELUXE - Wil
ERIC THE UNREADY
EVASIVE ACTION

EYE UF THE BEHULDER 2
EYE OF THE BEHOLDER 3
F10TA STEALTH FIGHTER
F15 STRIKE EAGLE 2

F15 STHIKE EAGLE 3
FALCON 3D

FALCON 3.0 SCEN 1 FGHT TIG
FALCON 30 SCEN 2 M1

Wit

GAEAT NAVAL BAT ADMIAAL
GREAT NAVAL BATTLES
GAEAT NAVAL BATTLES 2
GREENS

GUNSHIP 2000 VGA

HAND OF FATE

HARD NOVA

HARDBALL 3

HARDIBALL 3 DIAMOND COLL
HARE RAISING HAVOG

HARPOON CHALLGR PACK
HARRIER ASSALLT
HARRIER SUPER-WGA
HEAVEN & FARTH

HEIRS T0 THE THRONE
HEXK

HIGH COMMAND

HORDE

HOVER FORCE

HOYLES BOCK OF GAMES
HUMANS

INCA

INCAZ

IRDY CAR RACING

INDY JOKES LAST CAUSADE
IRON CROSS

IELE OF THE DEAD

JACK NICKLAUS CD 1

JACK NICKLAUS GREATEST 18
JACK NICKLAUS SIGNATURE
JAMES BOND STEALTH
JEQPARDY

JETFIGHTER 2.0

JIMNY CONNORS PRO TEN
JUMP JET

KILLING CLOUD
KING'S DUEST 2« EGA
HING'S QUEST 3 - EGA
HING'S DUEST 4 - EGA
KING'S OUEST 5- VGA
KING'S OUEST G- VGA
KINGMAKER

HNIGHTS OF THE SKY

MASTER OF DRIDN 3 SAVAGE LMPIRE
MATRIX CUBED 5 SEA ROGUE
MAXIMUM OVERKILL 4 SEA WOLE
MEDIEVAL LORDS i il
MEGAFDRTRESS &
MEGATRAVELLER 2 n
FT GOLF - WiN 16 ETW S OF LUFT
ECTRUM - HOL) i TINEL WORLDS
3 15 SERF TITY
17 SEVEN CITIES OF GOLD
15 SHADDW CASTER
MIKE DITHA 7 SHADDW OF YSERBIUS
ML FBOTEALL 3 SHADDWLANDS
MLFOOTBALL 2 B SHUTTLE
MONKEY ISLAND 1 B SIEGE
MONKEY 1SLAND 2 19 SIEGE & SWORD
MONOPOLY i SIERAA AWARD WINNERS
MOGNREASE L]} SILPHEED
MORTAL KOMBAT 22 SINECITY
NFL 94 21 SINCITY - WIN
NiL COACHES' CLUB 19 SIMCITY 2000
NEL PRO LEAGUE FB 91 £} SIM CITY GRAPHICS SET
NFLVIDED FODTRALL q SIM CITY TERRAIN EDITOR
KHL HOCKEY 94 25 SIMLIFE
T SIMFARM
NOVAS - VGA 5 SIMON THE SORCERER
NUCLEAR WAR 5 SORCERIAN
OaimuS T SPACE 1880
OPERATION 13 SPACE HULK
GUT OF THIS 14 SPACE T1-VGEA
OVERLORD B SPACE OUEST 2- EGA
PAGIFIC STRIKE 25 SPACE OUEST 3
PAGIFIG STRIKE SPEECH PACK 10 SPACE QUEST 4
PACIFIG WAR 4 SPALE QUEST 5
PATRIOT B SPALE ROGUE
PATTON STRIKES BACK & SPACEWRECKED
PEPPER'S ADVENTURE INTM 15 SPEAR OF DESTINY
PGA TOUR GOLF (] SPECIAL FORCES
PGA TOUR GOLF « WiN 19 SPECTH
PIRATES B SPEEDBALL 2
PIRATES GOLD 2 SPELLCASTING 100
“PLANES, TRAINS, & AUTO" i) SPELLCASTING 201
PLANET SOLCER n SPELLCASTING 301
PLANET'S EDGE 10 SPELLCRAFT ASPECT OF VAL
POLICE OUEST 2 9 SPELLJAMMER: PIRATES
POLICE QUEST 3 15 STAR CONTROL 2

STARFLEET1

STARFLEET2

STAR LEGIONS

STAR TREX 25TH ANNIVERS

STAR TREK: JUDGEMENT

STAR WARS CHESS

STARSHIP: COMMAND ADV

STELLART

STORMOVIK

STREET FIGHTER 2

STRIKE COMMANDER

STRIKE SOUAD

STRONGHOLD

STUNT ISLAND

SUBWAR 2050

SUMMOKING

SUPER SLOTS

SYNDICATE

SYNDICATE: AMERICAN REV

TAKE-A-BREAK PINBALL

TANAKS CONST SET 2

TASK FORCE 1842

TENNIS CUP

TEAMINATOR 2: ARGADE

TERMINATOR 2029

TEAMINATOR RAMPAGE

TEST DRIVE 2

TEST DRIVE 3

134

THE PROPHEGY

THEIR FINEST HOUR

THEME PARK

THEXDER 1

THEXDER 2

THUNDER HAWK

TIE FIGHTER

TIME QUEST

TONY LARUSSA 1 NL ST

TONY LARUSSA 2 °93 PLAYER

TONY LARUSSA 2 FANT

TONY LARUSSA BRSEBALL

TONY LAHUSSA ULT B8

2 '92 PLAYER

2ALNL

0: LIMITED EDITION

5~ WARRIORS OF DES.

ULTINA 6 - FALSE PROPHET

ULTIRA 7- BLACK GATE

ULTING 7.5 SERPENT ISLE

ULTINGA 7.5 SERPENT ISLE

ULTING 7: COMPLETE

ULTIMGA B: PAGAN

ULTING 8: SPEECH PACK

ULTINGA UNDERWORLD 2

ULTRABOTS SANCTION EART

UNNATURAL SELECTION

UNKECESSARY ROUGHNESS

UToRIA

' FOR VICTORY: UTAH BEACH

W FOR VICTORY. VICTORY PAK

VEIL OF DARKNESS

WALLS OF Rl

VAR IN RUSSIA

WARLORDS

WARLORDS 2

WAXWORKS

WAYNE GRETZXY HOCKEY

WAYNE GRETZKY HOCHEY 3

WEAVER BASEBALL 2

WESTERN FRONT

WHEN TWO WORLDS WAR

WHERE [N AMERICA'S PAST

WHERE IN WORLD CARMEN

WING COM 2 SPEC OF3

V/ING COM 2 SPEECH PACK

WING COMMANDER 1

WING COMMANDER 1 DELUKE

WING COMMANDER 2

WING COMMANDER 2 DLX

ViNG COMMANDER ACADEMY

COMMANDER ARMADA

WIZARDRY & COSMIC FORGE

WIZARDRY 7 CRUSADERS

WIZARDRY TRILOGY 2

WOLFENSTEIN 3D

WOLFPACK

WORLD CIRCUIT

WORLD TOUR TENNIS

WORLD WAR 2. BATTLES

VWW2; AIR FORCE COMMAND
1Y

XAWING

XAYING B-WING

XAVING IMPERIAL PURSUIT
YEAGER'S AIR COMBAT

Prices & availability subject
to change. Call Toll Free for
current titles and those ot
listed-we've got lots more!

All Used Games are com-
plete & virus free with

ariginal box, documentation

& disks. System com-

patibility fs not guaranteed,
All sales are final-defective
games replaced with same
title. Free shipping (Regular
Ground) in the continental
USA on orders over $150.
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PURPLE PAIN An orc warlock has snuck up to a human town and

cast several poison cloud spells. The clouds have a
of killing peasants and ruining paint jobs.

the human with any sort of natural intelli-
gence (NI), most of the scenarios are a walk
in the park, especially if the NI can master
a few tricks to take advantage of the Al's
tactical weaknesses.

To deal with the Al's inability to match
the NI wit-for-wit in an even fight, the de-
signers have used a device about which 1
have mixed feelings: they've designed
“puzzles” into the scenarios. Each scenario
seems to have a “trick” that you must figure
out, and there’s usually only one basic ap-
proach to the solution. For example, in one
of the human scenarios you must rescue a

group of peasants being held
in a compound. Since you
aren’t given any other peas-
ants or money at the begin-
ning of the scenario, you must
rescue the peasants before you
can generate money and build
more troops. Once you find
the compound and the “cor-
rect” path to the compound,
then you must figure out how
many troops it will take to
spring the prisoners and get
them back safely, while de-
fending your home town
against the huge orc army that
is programmed to attack im-
mediately after you've breached the prison
walls, This whole affair is a tial and error
process requiring you restart the scenario a
half dozen times before you figure it out.

On the one hand, 1 like this device be-
cause it in part makes up for the AT's weak-
ness, and the designers use it to tell a story,
and tell it well. Each scenario is a chapter
in the story of the war (introduced with
voice-over speech and a cool animation
where a 3D landscape morphs out of a 2D
map), and the scenarios are designed to re-
flect the story. In one ore scenario, lor ex-
ample, an orc town is under siege. You

nasty habit

Fuitz. ..

a

he's 4 prim

6 0ouha

start with a group of units some distance
[rom the town, and you must race over, re-
lieve the siege, and then use the buildings
that you save as a platform upon which to
build your war machine. On the other
hand, once you've figured out the trick to a
scenario, the challenge is gone. So, Wag-
CRAFT is not a game that you would play
over and over again.

These criticisms crumble into so much
moot dust once you get another human on
the other end of a network or modem.
WARCRAFT has a remarkably clean and easy
interface for both two-player network and
modem play, and a number of customizing
options allowing you to choose the map
and starting unit mix of both players. In
less than a minute after installing the game
on the CGW network, my orc hordes were
thrusting their scythe of death through
wave after wave ol humans controlled by a
fellow editor. Here is where WARCRAFT re-
ally comes alive! Fast-paced, fun, and flexi-
ble enough to support a wide variety of
tactics, WARCRAFT ranks up there with such
classic two-player slug-fests as CoMMAND
HQ and Grosal. CONQUEST.

When the final body count is tallied,
and the streets have been scrubbed clean
ol orc and human blood, the recommen-
dation is this: if you enjoy frantic, real time
games, and if you don’t mind a linear
structure in your strategic challenges,
WARCRAFT is a good buy. While the Al is
no Einstein and the “puzzle-based” struc-
ture of the scenarios won't make for much
replay, you'll still get a good 30+ hours of
moderately demanding play. In the mean-
time, start a campaign to convince a natur-
al intelligence (a gaming buddy) either to
buy a modem or stay alter work and play
WARCRAFT head to head. For while the his-
tory of the Orc and Humans is one of
tremendous bloodshed and cruelty, noth-
ing in this world or any other can match
the ferocity and unrelenting bitterness (all
in fun, of course) of two humans locked in
mortal gaming combat.

THE EDITORS SPEAK

WARCRAFT: ORCS AND HUMANS
RATING 2t ¢ 3t 3

PROS lixciting real-time game
play and a terrific suite of two-player
options,

€oNS The Al is dull and the “puz-
zle based” scenarios do not encour-
age single-player replay.
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‘WE THE PEOPLE’ American Minutemen have just
fired the shot heard 'round the world. Join the war for
independance with this historical game that lets you
lead the fledgling forces of the Continental Army. $28

BOARDGAMES
ANCIENT

lexander at Tyre s$18
lexander's Generals $33

nclents $25
atlles of Alexander  $33
aesar $38
reat Bit Julius Caesar $34
nperator £21

nperium Romanum Il $29
eloponnesian War ~ $29
PQR: Bit Roman Rpbl $33
iege of Jerusalem 827

| Against Rome $27
BOARDGAMES
AMERICAN REVOL.
776 522
ive Me Liberty $25
far of 1812 g22

BOARDGAMES
CIVIL WAR
A62: Civil War Qud Gm$23
363 American Civil War$28
House Divided 520
cross Fiva Aprils $23
obby Lee: Civil War  $37
rolher Against Brother $33
ampaigns of Civil War $21
hancellorsville: Vietry $34
ivil War Classies $23
mbrace Angry Wind ~ §24

ettysburg 315
uns of Cedar Creek $32
allowed Ground 42

ere Come the Rebels $23
ne Takes Command  $22
se Vs, Grant $16
ongsireel’s Assaull  $25
ississipi Fortrass ge2
oads to Gettysburg ~ $24
lonewall Jcksn's Way §27
he War for the Union  $32
hunder at Crossroads $27

‘WARHAMMER 40,000' It's an enlira hobby sup-
ported with a huge range of supplements, boxed sets
and blister packs of plastic and pewter miniatures.
Includes hundreds of different models. s49

BOARDGAMES

Global Survival $34
Stock Market 519
Stocks & Bonds 519

BOARDGAMES
FANTASY

Advanced Heroguest  $42
Battle Mastars 2

Dragon Quest §19
Dragon Strike foxck ]
Dungeon 818
Hero Quest $29

HQ Pk 1/Kellar's Keep $10
HQ Pk 2/Rtm Witch Lrd $10

Iron Dragon s25
Magic Realm 523
Sindbad $33
Titan $23
Xanth $21
BOARDGAMES
LEISURE/FAMILY
Acrjuire $19
Alibi $12
Assassin S§18
By Hook or Crook s18
Candidate §19
Circus Maximus s11
Class Struggle §19
Dinosaurs of Lost Wrld $15
Gangsters $23
Hexagony 51
Image 10
Legends of Robin Hd 811
Moonstar $12
Quest for Ideal Mate  $15
Shark 525
Spices of the World $18
T.V. Wars $12
Tycoon 315
Tyranno Ex $23
Uncle Hppy's Train Gm $13
Ward Power §15

'GETTYSBURG' The most studied, talked about, and
debated American Civil War battle ever! You deter-
mine which generals were good, which made conlro-
versial moves & who were simply bad tacticians. $15

OVERNIGHT SHIPPING in US $4 per ordar.

FPO 54 per order. Worldwide airmall S
vare orders may requira additional s

‘CIVILIZATION' A
game for 2 to 7
players that traces
the history of man.
Not considered a
‘war game", mili-
tary conguest
plays & secondary
role to the develop-
ment of ong's civi-
lization from within,
Trade and the dis-
covery and use of
such skills as metal
working, pottery,
and religion are es-
sentlal to advanc-
ing civilization, $29

‘HISTORY OF THE WORLD' traces the progress of
mankind from the dawn of civilization to the threshold
of the modem era. Each player commands 7 empires,
vies with armies & build monuments o their glory, $27

PO BOX 234 DEPT 10175 ROCHESTER VT 05767

Visa, MC and Discover accepled. Checks held 4 weeks. Money L‘rders under 5200
same ascash, COD 88, Deleg
same day. Shipping limes may vary, Pnca'a VETE Y

product. Most items shipped

lor details.

ail (o
r ftem. Handling

'WAFIHJ\M MER' Enter ma world niWamarmner, the
labletop fantasy batllegame in which you and your
opponent coptrol mighty armies. You maneuver and
attack with massed ranks of troops. $48

BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES
MEDIEVAL RAILROAD STRATEGY WORLD WAR 2

Age of Chivalry 10r2 pa §27

Black Prince $25
Henry V g28
Ironsides 828
The Crusades Il 328

BOARDGAMES
MODERN

2nd-7th Fleet each$23-$27
Attack Sub (Card Bsd) $19

Back fo Irag $18
Central America §23
Firepower s23
Flashpoint: Golan §29
Flight Leader 21
Gull Strike 29
Harpoon $25

HExp./Sth Atlantic War 310
Harpoon, Naval Review $14
IDF (Israeli Defnce Fre) $29
Modm Nav Bt 2 or 3ea $19

Nato $15
Tac Alr $19
BOARDGAMES
NAPOLEONIC
Auslerlitz $30
Battles of Waterloo $33
Empires in Arms 827

La Bataille d'aurstaedt $30
LB de Mnt St. Jean Dix $62
La Batallle de Wavre  $25
Napoleon at Austerlitz  $20
Napoleon on Danube  $19
Napoleon's Ballles 823
NB Exp. Kil 1 or 2 each 812
Napoln's Leipzig Cpgn 525
Napoln/Walrloo Cpgn $30
Napolns Laler Batlles 525
War & Peace $23
War to the Death $21
Wollington's Victory 316
Wooden Shps & Irn Mn §18

1830: Rirds & Rbr Brns $20
1870

Australian Rails &M
British Rails 821
Empire Builder $28
Eurorails $25
Exprass (Card Game) 311
Nippon Rails $21
Nerth American Rails ~ $21
Rail Baron §19
BOARDGAMES
SCIENCE FICTION
Alpha Omega 519
Blood Berets §29
Cosmic Encountar $29

CE Exp./More Cosmic  $29
Federation & Empire  $38
FE ExpJ/Carrier War  $17
FE Exp./Special Oprins  $9
Space Marine (Epc Scl) $49
SM/Armies of Imprium  $25

SM/Battles 521
SM/Renegades §25
Star Fleet Batt Advned  $25
Star Fleet Batlles $25

SFB Cadet Trng Manual §7
8FB Capl. Log B-16ea  $9
SFB Module each  $5-815
Starrce Terra (Crd Gm) 819

Stellar Conquest 319
BOARDGAMES
SPORTS
Bowl Bound $15
Foatball Strategy §12
Pay Dirt $19
Regatta $19

Statis Pro Basketball 524
Statis Pro Tms Bsball $19
Title Bout 519
Warld Cup FB (Soccer) 538
Wrasslin®

Cireley Reaelor Sorvieo #3429

Advanced Civilization $23
Blackbeard 27
Brilannia $19
Civilization $29
C Mod.Wastern Ex. Kt 8
Daluxe Diplomacy 842

Diplomacy 819
Enemy in Sight s12
Feudal $18

Guerilla (Card Based) 319
History of the World 527

Kingmaker §19
Maharaja 523
Pax Britannica §18

Aepublic of Rome $29
Supremcy Mega-Manl $25
Supremacy Mega-Map $25
Supr Resource Deck 2 $13
Supr Revisd Rules (5/92)84
Suprmey Spiml ea. $17-825
Supremacy, 3rd Ed.  S42
Viceroys 325
We the People 329

BOARDGAMES
WORLD WAR 2

1944: The Second Frat $32
A Line In the Sand $25
Advancd Squad Leader $38
Arika s21
Air Force 523
AF Med./Dauntless 8§15
Allied Commdr of WW2 $12
Ambush (Card Based) $27
Axis & Allies s29
A& A Plastic Minles 25
ALAWW2Exp 2 s21
A& A:Wrld at War Dix §15
Breakoul: Mormandy — $23
Campaign to Stalingrad $29

D-Day $16
France 1944 s$12
G.D."40: Bt for Stonne $30
Hitler's War $15

Luftwatfe $23
Midway $19
Naval War (Card Bsd) $12
Operation Crusader  $29
Run Silent, Run Deep $28

Salvo 2 $23
Sink the Bismarck §23
Spitfire &22
Squad Leader g23
SL Module  each $19-828
Third Reich $19

Turning Pnt Stalingrad $19
Up Front (Card Game) $18
Up Front Module (Card)$12
Victory in Normandy ~ $13
WestFront: War in Euro $49

BOARDGAMES
VIETNAM/KOREA

Crisis in Korea $29
Frozen Chosin $25
Platoon §15
Silver Bayonelte 817
The Korean War g18
Vietnam g18
BOARDGAMES
WORLD WAR 1
Aces High $24
Aces High Amer Aces  $24
Knights of the Air $19
Landships 827
Lawrnce Arabia, 2nd EdS20
Richtofen's War $19
BOARDGAMES
WAR GENERAL
Battle of Alma s28

Cpgns Frederick Great 524
Kolin:Fredrick's Frst Dft $34

Lion ol the North $29
Sands of War 529
JAN CGW BG
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CDU-558 Ineernal alone. . ..o 5189 Sound Blaster 16 Basic Value. . .
TOSHI BA with 16 bit SC51 2/ (*D .. .. 2841 8255 Sound Blaster Defuxo Valuo - L8685
;r‘", with Sound Blasier SCS1 2/ ASI. . $350 1 §410 Sound Blaster Pro Defuxe Value 585
3501 Quad Speed Intermal alone .. ... 3319 CULSSEDT Internal with IDE interface. . . $159 SW;I‘-? Izl:.slgr wimuu. cD... g:gg
with 16 bit SCS1 2/ CD unh co ST 1§88 T e Bk s, . L8 $173 with adv. signal processing.
with Sound Blasier SCSI 24 A5, $5107 8540 o ot Sound Biasler 16 SCSI2 . $169
TE Q C with adv. signal processing. . .. 5188
MITSUMI - Sound Blaster AWES2 / Valua Editon, ... $265/ §21
Super Quad 4X Inteenal alone. .. ..., . $329
EX001D) Internal alone. . oo $139 with Sound Blaster 16 MCD [ ASP, $464 1 $498 ‘“
with Sound Blaser 16 \!( [” \Q]’ S 4 .f $308 with Entaniq Saundscape. . $508 ol
with Ensonig Soundscape. . v vvvnranes $353 with Sound Blasier AWE 3 L5504 Pm Ao £ 16 .. &
Premium 3D SCSI-2 . ... 5145
Add only $79 to a purchase above Premum 0 SCSI21C0. s

M[DiAMAGiC

ISP-16 Audio Board .
Telemetry 32

and get these 9 titles!

. 578
. 5280
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MODEMS

& HOURS FREE
with th purchasa of any modoml

*With the purchase of ANY CD-ROM Drive ar Upgrade Kit from ComputAbility

* Offer good at time of purchase anfy!
"Prices good with the Purchasa of any CD ROM Drive mﬁm Kit (at time a!_;m:clmsu anly) bu, 3for $57 or 5 for $95 Mer: g0 fr A
Plesse Note: All drives are new ”d 2 ‘Ham#‘mm . WWMIJ 4000 lcons Dark Sun: Shatiered Lands Mad Dog McCree Solar System
CHINON @PLE\TGR 500 Trua Type Fonls Dichonary & Language Mario is Missing Deluxe DOS  Sound Effects Library
7000 Clip At Images Dinosaur MM Encye Mavis foe Space & Astron
538 Incermalalome. ... oooiiiinniiaains $215  3028i Internal dlone .. .. §250 ih Gusst Eeo Quest Mayo Tor Wirkdows Space Shuttle MPC
with 16 bit SCSI 2/ CD only $3107 3281 with 16 bie SCS1 2/ Ll) unl\ v 5354 8325 Afion Logio Encyclopedia of Sound Mega Race Sta Wars Chess MPC
with Sound Blastes SCSI 2/ ASP. . §406 / $436 with Sound Blaster SCS1 2 1 ASP. . $443 / $480 Animals! SanDiego 260 Eyo of the Beholder Triagy Menzeberranzan (ADAD) Unimats Domain
535 External alone . L %389 5028 Extermal alone, oo oeiae vona 9333 JAuthur's Teacher Trouble Family Doclors Merriam Wetister Dicl, for Kids  US Atlas MM MPC 5.0
with 16 bic SC5I 2 onl [ f S!I'JI 15425 with 16 bie SCSI 2/ CD anly. . .. Sl't.r 1841 Audubon Birds Famasy Fost Mixed up Mothor Gooso US History
with Sound Blaster SC 121 a\SI . 8563/ 8593 with Sound Blaster SCS1 2/ ASP. . $559 1 $569 Begthaven's 5th Great Ctis of tho Word V.1 82 Monkey Island US Presidents
525 Incenal along, . uvenenenennns $155 A Plex IMB Internalalone. .vovaren 403 Carmen World Daluxe Guinnoss Bk of Records 94 MPC - Nationa! Geographic Mammals — USA Wars - Desen Storm
with 16 hie SCS1 2/ C [) only, ... §250 / 5214 with 16 big SCS1 27 CD only. . .. $500 / 3471 CD Game Pak Jots and Props Qceans Delow MPG Wake of Ihe Ravager
with Sowd Blager SCS1 2/ ASP., $346. 376 with Sond Blastr SCSI 2 ASP. . $596 / $620 €0 ROM Chatenge Pk (9 gamas) Just Grandsma & Mo Peter and fhe Woll Wargame Busdie
4 Plex 1MB External alone . 8515 Cipart Warehouse Kings Quast 5 Pieture Atlas of the Wodd Winter Spars
NEC with 16 i SCS1 2/ CD anly .. 86171 5581 | G R by ings Ouest iyeatin i
2V Incernal lone (with IDE interface, Microsofe 2700 f‘"."fd Bluster SCS1 2/ ASP... $719 1 $749 Cyelones Kodak Phato €D Access Retum 1o ork World Atlas MM MPC
Encarta ‘94 MM Encyclopedia & coupon for 2 l!’.';‘jm\._ls"““‘f aloge e o eo eicq ] 5)‘:J
2 FREE upgrade to Encarts '95) el Tv L 16t SCSE 2/ CDY anly.. .., $134/ $425 ; 3 ‘ ; T
P b e $36y _ vith Sound Blasier SCSI 2/ ASP. . $550 / 580 N 2. R L=l T
with 16 bic SCSI 27 CD only ... $464 1 Sipg 4 Mrx 256K Euienmalalane .o 6169 SOUND CARDS TURTLE BEACH
with Sound Blaster SCS1 2 1 ASP, . $553 1§53 With 16 b SCS1 2/ CDonly ... $571 /8535 S MultiSound Monteray ...
X B 4l e v with Sound Blaster SCSI 2 [ ASP. . 5673 / §703 e Maui Wavelable Synl.ll&.‘. zer Upgmw
il 16 bi SCS1 2/ CD oy 85541 5518 . CR -.AT[V._ Wave for Windows 2.0 .
with Sound Blaster SCSI 2/ ASP. . $663  $693 _S ONY 3 EREpsE L (with the purcahse of any sound cﬂmF

Audio Advantage PCMCIA - FREE DEL
QUAD Btudio ......e0 I
Monte Catlo f Tropez . ...ooovvviinniand

ER
ADS AUDIO ROCKATHE/ProCD .. ....... £65/879
Advanced Gravis

UltraSound / UllraSound Max . .. .......5129/5189

DSP DigiSpeech Porable Sound + ... ...00000 3145
itech

SoundMan 16/ SoundMan Wave §77/5182
MS Sound System 2.0 with Board, . veee e 3199
Roland

§C-7 Sound Canvas Module . sevsess 5208

SCOD-10 Seund Canvas Daughtar Board 5159

$CD-15 Sound Canvas Daughter Board. ....... 5209

RAP-10 Sound Produer . ..o cvivevieriansss 3249
Orehid

Gamawave 32 / Soundwave 32 . 8145 /8210
Ensonig Soundscapo. . .. 5170
Ensoniq Soundscaps DB Dauqmer Board $05

DMOW

VIDEO BOARDS

LE115/3115
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m——

Toohwork's Mulrimedia Encyclopedsa, Mavis Beacon Teaches Typing 3.0 MPC, Animals MPC, Megaltace.
CardShop Plus CD, Uhimate Domsain, Chesmarter 4000 Turbo, US Atlas 4.0 MPC, World Atlas 4.0 MPC

SUPER BUNDLES?

14410t DOSorWinint JEx, ....o0v.e.. . 598/8119
with Veice Int / Ext . . ; .8118/35139
Zoom 14.4 PKTEX 8179

V.Fast Class 208 Inl, [ Ext.. ..
Zoom 144w/ RPI

; $|l5r$1ﬁa

PC Int. /EX Exl. ... 575/ $109
3 o P 14.4 PCMCIA Coll-ready,
rescriptions - FREE DELIVERY . §185
Jor Learning @ sl A SIEBRA V.34 Faxhlodem
Bundle Flying Ace Role Playing Adventure IL/EM. o000y $185/ 5215
Aces Over Europe Gabriel Knight y
BodyWorks 3.0 P - ) 9 \ gy supra corporation
‘ Aces Over the Pacific Leisure Suit Larry 6 SupraFaxhModem Intemal 24/96 . §53
Dinosaur Museum 10 Tank Kill Supea 2400 Extamal . ..., 568
Pk A0 Tank Killer Police Ciigga SupraFaxdiodem 1441, Class 1 only, Ex1 DOSWin . 125
AP 549 Red Baron 539 ® 549 SupraFaxModem V.32 bis, with FaxSoftware

0OSWindows Intemal / External
SupraFaxhModem 288i Int. / 288 Ext.. .
Supra Express 144 with APL. . ...ooooioin. .. 883
Supra Express 144 Plus Int/ Ext

(lkRohotics

CD ROM DRIVES & KITS... s b i e G

‘“ TURTLE BEACH Sportster 14.4 with Fax Int, /Ext .. 595/5115
i Montersy Upgrads Kit . .ovvveennnnns e Sportster 26,8 Inl, /Ext ... .., ... 52051 $219
#2100 DeNpea Muumecia i ... . B CREATIVE Sportster V.34 288 Int/ Ext ., .§219/5235
MV400 Rana Dave Intemal .. - b8y Spartstor 14.4 PCMCIA, Free Defivery .......... 5185
MV 2100 Farrily Dok ..., . - Geme Blaster CD 16 Upgiodo K Kit. $365 Sportster V.34 PCMGIA, Freo Dalivary . .. ... .. §368
MY 2100 Jupar Daluss. . - Digital Edge 3X Uparads Kit . , WorldPort Fax/Dat 14.4 POMCIA, Frea Del 5109
Y4100 PO DO 5 pm Ormni 3K/ Ol - NEW .. Courier V.32 Terbo Wilh Fax Int (Ext . ... $329 1 $349
MEDIAMAGIC E\";c";\i":f:“;mae;ag.-::-:: e - [ LI R
1SPIBLight ... . : g:zg Sound Blaster MM Office InvEx, ... $519/$599 eV, Dl S0 I BN ocvsaie
1SP16 Sound System ... 295 Digtal School House - NEWL .. ... 5269 T\
dutainment CO 16 Int  Ext - NEW! $309 ) $515 @ MOTOROLA
NEC PRTS Powet 14.4 PGMCIA Callutar Modam, FD $235
2V Deluxe - 2Vi intemal dbi spd drve with IDE FREE CardShap Plus Enhanced Lifetyte 14.4 PCMCIA DataFax Modam, FD . 519-:
intortace, Creative Labs sound card, speakers, [ure CO ROM Version with the purchase Litestyle Cellutar Upgrade . . . 569
Microsolt En\.arr.a MM Encyclcoedua, Myst of any Creative Labs Upgrade Kit' CELLect 14.4 Fortable Ccl'u a| r.'a.‘.cm - 5285
and Sim Ciy. . veer..§265 | "Ofer 0ood thu 13195 - aod at tme of purchase taly FasTas Il 1.4 kbps Int/Ext. .. ....... 811575135

Please reference this codo
whan ordering by phone or fax,

K=491

NEW LOWER PRICES! |m|

Pro, IMBISA/VLB .........

Stealth 24 1SA [ VLB

Stealth 321SA/ VLR 2MD .. ..
Stealth 64 2MB FCI/ VLB ..
Stealth 64 4MB PCI/ VLB
Viper VLB 2MA | PCI 2MB
Video Star ( Video Star Pro

MATROX
Matrox MGA 2MB: 1SA / VLB / PCI

Graphics Pro Turbo
4MB 15A or VLB or “is
PGl vvees. . 5569 (NS

ATl Graphics Wonder Mach ISA or VLI
AMiUtra Pro2 MB IBAor VLB, .. ..
ATI Uttra Pro EISA 2MB . .. Jiited
ATI Uitra Pro Turbo 2MB 1SA ot \'LB or PGI

Win Turb 2MB PClor VLB or 154 |
Graphics Expression 2MB: ISA T VLB /

L1585 f 8155,

. 8508 /3419 / 3365

OGXE, 1280 x 1024 NI, SVGA:
LVL 10, IMBISAIVLB .. ...vvvnens
LVL 11, 2MB ISA/ VLB . . .., 334975348
LVL 12, 3 MB ISA/ VLB ... 8020 1 8426
LVL 14, AMBISA/VLB . .............. 85628/ 862C

... 9229 7 5245

GXEGS PCI1MB [ 2MB L5175/ 5245
GXEGIVLBIMB/ZMB. . ......vvnnnn 5175 [ G248
GXEE4 Pro PCI . Bl d bt i .+ 3355
‘L

2EMOVIE 1MB [ with Sound . ... $179" 1 §29%
928MOVIE 2MB / with Sound. . . ... 5209 / 5400
PCIMOVIE 2M8 with Sound - NEW! 539

* Please specily ISA or VLB

Hrs (CST): M-F 8am - 8pm, Sat. 9am:- 5pm * Tech Info 1pm - 5pm (414) 357-8181 » Fax (414) 35
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Doom 11
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)anng.oF. v A B L T

dark Legion more levels, more
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eal A Meal |

| demons o barle,

Jelta 5 .

:nrhﬂ;l Atventurg 30 more weapons, excitement and a whole new
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ungeon Hack . ¢ ultimate action game. Rared # 1y all the erirics!

gle Eye Mysterie: Londan
th Siage .

uest: The Search for Celus .
5PN Basebal . . .

PN Godl Tom Kite .

ven More Incredible Machines.
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cb $45 PC $44 95

§ Jump Raven ... ol
8 Jurassic Park 2.0 o Win.
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Knights fo Xentar.
Labyrinthof Time .......ooveinn
LandsofLore ...........

Lawn Mower Man
Legendof Oz ...........
Lefsure Suit Larry TP
Leisure Suit Larry Collection . .
LDl e
Lode Runner........ooveiiais
Lard of the Rings. :
LOBL BB oo v v b mies s e pimas
Lost In Time , e
Lost Treasures of Infucnm AP,
Maddog Meree . . vovviininininninnaa
Maniac Mansion 2 (Day of the Tenl.acle: ...... 29
Maniac Sports . . . e

Mario is Missing Deluxe. .
Mechamander
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Might & H:u;c World of Xeen .
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TOP 30 DISK BASED GAMES
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pothall Pro 95 Pacific Strike. .

Best Software Supplier in ‘94!

NOTE: We do not sell xxx-rated CD ROMs so please don't call for them.
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ke s, At fthi Woll Pack . . v 29
SCJSUI'I. e e aug ter and excitement of this World GHCUT . -
clmmins adventure World Cup Inte:aclwe ol | |
AR, ; ; Wrath of the Gods..........., .36 ENEE.
game with your entire family. $52 WG G Gt o s o ‘\,‘;..
3 RN < v 3V B b AT 22
| MS Dangerous Creatures el | Zomo. . .36

| Nascar Racing. ...

| Pacilic Strike wih Speech Pack.

| PGA Tour Gol 486 ,
o Phantasmagoria ......,.

Quantum ("ne- 2 45
o Quantum Gate 2. Vorlex Windows. . .45 [ CH pRODUCTs
B Quest for Glory 4, .44 B Virtual Pilot

Rebel Assault . e Thrustmaster Pro thm Control Stick. .., . ... s118
Red Shilt for Windows. .47 Flight Control Stick . ....575
Renaissanca Mastar 11, 49 FURKIan PedaIsD s oy At AN S e Mg
Retum to Ringworld. . .43

Relum to Zork. . . .. 4T

Rise of the Robols, , 46 i

Rufl's Bong . . =i Since 1982 I

Sam & Max Hil the Road. 2

Shadew Caster .. 4 Om pu 1 1

Shadow of the Comel . ..39 _— l e
EL’;"'E;L; ] --ﬂ Consumer Electronics
Statar & Chianlia Go C'Jmpmgng_ SRR . P, Box 17832 MH\N’!UI(&G W 5321?
Space Adventure 3 .

Space Hutk......... r.,«.,u « 2 duy delivery, Niewt doy evernight espers peulable
Space Cuest 4 .. (xu 1 cxera charge
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Star Crusader Take 2 .........
Star Trek 25th Anniversary
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iy, Star Wars Chess. ... .. ;
K'ng 5 Star Wars Trlagy. . . .3
Stonekeep. .. ..... 45
QIIESI VII Terminator Chess . . .35
Telns Gold ....... -1
The best-selling Theme Park ............ v 39
deatliets s Tony LaRussa Basei:all . %

Ultima 1M .........
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Undersea Adventute . ..
US Navy Fighters .
USA Wars: Desart Stom w/Coaltion Command 35
War Planes: Modern Fighting Alrceralt for Win. . . 42

ofall time retwms
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spectacular
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throigh breathtaking, e i
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Where In World Carmen Sandiego Deluxe. . . .. 85
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tale of mother and daughter caught in a world of Wing Commandar Wlima VI,

MS Flight Simulator 5.1,

MS Goll Championship P nenurst
M8 Office 4.2 Standard NT forWin .. .
MS Ulimate Robot . ...oovvvnviniiieienns B

INPUT DEV!CES
LOGITECH

Dexxa Serial Mouse
Mouseman Cordless 11
Trackman || Combo. . :
Trackman VOyager . . ... oiuoaeeeioies

| KENSINGTON

Expert Mouse .., .

MICROSOFT

M

Normandy . ......
Oceans Below.
Qregon Trail ...
OUEPOSE s ot vnanrcumsangine s v nrswes

Palrician .

PrayHbmInCHn soevais ' MS Serial MOUSD 2.0, v vveevievreiss S5
Police Questd. ... deesiaes o
Prehistoria MS Home Mouse, .., .

Psychotren .

Quest for Glory 6
Raiden ...
Ravenlol. ..

40 [N CH-Flight Stick Pro ..
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tate, Dovermement & '\_L\\]n‘.“!
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WANTL]

Looking lor a Patton to play against your Rommel? Need some fresh meat for network
Doom-fests? On the hunt for a gamer's bulletin board system in your arca? Well, you
might find what you need on CGW's White I’:lgt' Il you'd like to place your own ad,
FAX [714-283-3444] or cmail (Prodigy
[EXPT40B], CompuServe 1;67(;5,5322]. The Sierra Newwork at [Box 1048], GEnie or
America On-Line at [CGW]). Generally, we run them only once, so send another each

send us a posteard, CGW Poll card, letter,

month you want your name listed.

L'\(Illlpk'*a to write your own. However,
* Provide at least one telephone number. Do not forget the area code and mention
whether the number is Home, Work or Modem.

* Include your city and state so that people who call you will know what time zone

you are in and recognize it when they see it on their phone bill.

The ads themselves should serve as reasonable

Computer Gaming World magazine also appears as its own Forum on
CompuServe’s ZiffNet. To access our editors and writers on-line, just
G0 GAME WORLD. Topics include: Hey Editor!, Opponents Wanted, The
Hardware Zone, Online Gaming and many more. Join us, won't you?

BULLETIN BOARDS

The Crossroads BBS in
Redmond, Va Is looking for
players to play games like
Empire DeLuxe, Spectre VR
and 4-Player Doowm! Our
system works as a hub, al-
lowing network games to
be played against other lay-
ers while online. We also
have UseNet news and a
huge file area, running ma-
jor BBS with 5 lines, Call
(206) BH2-3542 24 hours
a day.

Those interested in purchas-
ing VGA PLaNETS should
contact designer Tim Wise-
man at P.O, Box 204, North
Fork, CA 93643, or call his
BBS at (209) B77-4921.
The cost of a registered ver-
sion of the game is $15.
28,800 bps madness! Join
the Modem Gladiators Fo-
rum on Maverick’s Quodte-
gitur BBS. On-line games
include TrapEwars 2002,
Rep Dascan, Mines oF GoRe
30, Saratoaa Raceway and
more. Huge selection of
Doowm files, game editors,
and add-ons, plus flight sim
patches, cheats hints and
editors for hundreds of oth-
er games. RIP comptible
VGA online menus—FREE
access 24 hours a day, 7
days a week. Fresno, CA
(209) 233-7835.

The Gamers Proving Ground
BBS—(215) 248-2319—is
dedicated to connecting

modem gamers and gamers
in general; together for the
thrill of victory, Our On-Line
Modem Database is contin-
ually updated with gamers
seehing head-to-head oppo-
nents for SEawoLr, LExi-
canss, Doow and others. We
also feature tournaments,
contests and prize give-
aways. So if you're looking
to “reach out and crush”
someone, or just looking for
a BBS where you have a say
and everyone is a winner,
then call us in Philadel-
phia—we have 2 nodes and
speeds up to 14.4

Game Palace BBS is the
largest Doow BBS around!
Over 1300 WADS and 260+
megs of Doowm files on-line,
with 30 different Doom file
areas and 9 Doom confer-
ences. Mirror of popular fip
site, Offical id Software di
tribution site and official
site to many popular WADS,
including ALIENS-TC, TriNI-
Tv, ForesT and more. Sever-
al CDs offer shareware files
at 14,400 24 hours/ 7days,
(305) 587-4258,

The Modem CONNECTion
BBS al (404) 591-9/62,
flies at 28800bps and
serves as the comm center
for Atlanta's 404th Cyber-
Space Fighter Wing, Flight-
line. Any and all
serial/modem/network

games are played and pro-
vided for by utility files and
international messages.
Monthly local network

meets for Doom, FaLcon,
Armaoa, ete,, with many on-
going paming ladders post-
ed.

The Main Streel BBS
(515) 628-3101—Multin-
ode BBS (3 lines) offering
TradeWars 2002, Legend of
the Red Dragon, Real-Time
Chess, space Quest 2112,
Xeno-Quest, Planets TEOS
and many others. Also
shareware game releases
withover 50,000 files,

Check out New Zalem at
(713) 360-1794. It's gol
tons of files and some on-
line doors like Legend of
the Red Dragon, TW2002,
SRE, and BRE and il needs
callers like you to play
them.

MegaComm BBS al (703)
829-BIG1, has been open
since 4/94 and is the
fastest growing BBS in cen-
tral VA! We sponscor the
Phoenix Wargamers' Guild
and the Adventurer's Guild
& Archeological Sociely
gaming clubs; have RPGA
an-hine events, WARHAMMER
Fantasy Batiies scenarios,
and PBM board games. We
have a wide selection of
games in both solo and mul-
ti-player mode for members
and visitors alike, including
Menchant Prince, VGA
PLANETS, DiFLomacy, MacHi-
AVELLY, EmPire DELuxE and
Doom among many others,
The only on-line BBS that is
a game, we give free on-ling
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"MepgaCredits” to each new

on-line user.

Located in Fairfax Station
VA, 8th Wonder BBS—node
1: (703) 6A9-H414. 50 on-
line doors, world message
exchange and SkyNet Inter-
national (10,000 messages
updated daily). Over one gi-
pabyte of files available for
download. Running TnBBS
5.1, 24 hours/ 7days, sup-
porting 2400-14400 baud
callers.

Alaska Image Scanning at
(907) 338-0451 is a new
BBS in Anchorage, AK offer-
ing mfo on having pho-
topraphs scanned. We also
have a large Doom file area

(100 mepa and growing!) as |

well as other games and
files. carrying Software Cre-
ations Mel with conferences
for Apopee and id Software!
Full access on the fhirst call,
with support up to 28.8,
open 24 hours/7days weekly.

The Underground BBS is the
ultimate plac3e for players
to meet and have fun! Over
50 online games including
Barren Evite, TW 2002,
LEGEND OF THE RED DracoN
and more, with a Usuarer
tourney for either new or ad-
vanced players! Our very
large file base has a number
of Doom external levels, and
our message base allows you
to talk to other gamers
around the world. Call us in
Diamond Bar, CA at (909)
861-65901, up lo 28.8k

baud. Mention CGW when
you call,

Prowler's Palace BBS at
(916) 7B8-1624 is logking
for new members, 2400-
28800 bps, 2+ gigabyles of
on-ling games, CO-ROM on-
line. Now runming WWIV
net. SYSop Fred
Williamson.

Byle lo Excellence is a Red-
ding, CA BBS looking for
new members, EII’II:.r dEEESS
to Internet, VirtualNel,
UseMel and ExcellentMet,
along with a number of
games such as TRADEWARS,
LOD, and Bre. There is also
an on-line CD with many
more games to choose from,
Speeds up to 14,4, just call
(916) 223-4900 for a bar-
rel of fun!

OPPONENTS WANTED BY
AREA CODE

| am looking for opponents
in the Seattle/Bellevue, WA
area for medem play of Fav-
con 3.0, Stawour and other
games, Call Patrick at (206)
451-B206.

I'm interested in playing
FRONT PAGE SPORTS FOOTBALL
Pro with anyone in the Dal
las area, If interested,
please contact Chris al
(214) 418-7197.

Seeking fans of the pames
Mankey Isianp 2, PoLice
CuesT: OPEN Season, and
Disney's Coaster to share
hints, scores and thoughts
on the game. Please write
David Landers at 3780
Morth Sunnyfield Drive,
Copley, OH 44321, or call
at (216) 666-4766.

Local Doom or Doowm 1l vic-
tims wanted for Deathmatch
2.0, | am the best Doowm
marine. Karl Kindt, Webster
Groves, MO, (314) 968-
4005

Opponents wanted for Doom
1l, either Deathmatch or co-
operative, on Iocal modems
in Alberta, Canada. Call
Scott Rodger at (403) 464.-
5468 for more info.

Local opponent wanted for
play by modem of WoRLo
Circurr, FPS Fooreaw, Oe-
EraTIoN CRUSADER, Doom and
Doow 11, or any other game
by modem! Contact Jason at
(514) 487-3229, EST,
Montreal, Canada. Feel fres
lo leave a message.,

Looking for managers to
compete in our PURSUE THE
PENNANT play-by-mail base-
ball league. Call Bill H, at
({516) B25-0057 before 8
PM EST, or write PBF Coor-
dinator, P.O. Box 260171,
Bellerose, NY 11426,

| am the best Doow player
on earth; face me if you
dare! Phoenix AZ, (602)
935-9714

| am looking for people in
the Madison, W| area to
play FaLcon 3.0, Wacky
WHEELS  and  Seawolr
apainst. | would be glad to
play people from tarther
away if you make the call,
Scott Finley, (608) 222-
6319, Prodigy: JCNB42C,
Internet:
scott@warzone.com

Opponents wanted for (707)
area code games ol Doos,
Doom 11, FaLcon, MIG, or
Hormer, Justin Landskron,
Santa Rosa, CA, (707) 824.
8956, 2400, 9600 or 14.4
baud.

Seeking opponents in the
PA (717) area code. Con-
tact Aaron in Chambersburg
at (717} 263-8B467 or
through the Internet: Third-
Bro@aol.com. | am interest-
ed in Doom or Doom ||
deathmatch or cooperative
games via 14.4 or 9600
baud.

Wanted: Doom Deathmatch
opponent in the Jlack-
sonville, FL area, Call after
5 PM, (904) 388-7408.
Ask for Tom S.

Seeking a modem opponent
for the McAlaster, OK area.
Please call Kevin before 2
PM at (918) 423-5637. |
have a 2400 baud modem,
and | play any type of game.

- THE NETWORKS

The following are voice contacl numbers for the
various on-line network services that connect
gamers, Call them for more information.

America On-Line: (800) 827-6364

CompuServe Information Service: (800) 848-8990

274-2814
GEnie: (800) 638-9636

' Novalink (formally Digital Dreams) Network: (800)

The ImagiNation Network: (200) IMAGIN-1
‘Multi-Player Games Network: (800) GET-GAME
National Videotex (NVtel): (800) 336-9096

| Prodigy: (800) 822-6922 x556

USA Today Sports Network: (800) 826-9688



VIRTUAL VEGAS INC.
WELCOMES YOU TO THE
FUTURE OF CASIND
GAMING ENTERTAIN-
MENT. COME TO
VIRTUAL VEGAS AND
WANDER THROUGH A
STUNNING CYBER-
CasiNO WHILE
HBEAUTIFUL BLACKJACK
DEALERS BECKON YOU
TO THE TABLES. YOUR
GODAL: WIN BIG. HER
GODAL: STEAL YOUR
HEART AMND EMPTY
YOUR WALLET! THE
MORE YOU PLAY THE

MORE PLAYFUL IT GETS!

WRITTEN BY THE
EDITORS OF NATIONAL
LAMPOON MAGAZINE
AND PACKED WITH 600
MEGS OF STUNNING 3D-
RENDERED GRAPHICS,
QRuickTiIME™ VIDEO AND
VOICE RECOGNITION
TEEHNDLDEY, VIRTUAL
VEGAS IS THE FUTURE
OF CASING GAMING,
AND THE FUTURE OF

ENTERTAINMENT.

$29.95
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© ViRTUAL VEGAS INC.
DISTRIBUTED BY
ELECTROMEDIA INC:
(210) 315-3606

AVAILABLE AT YOUR
LOCAL RETAILER DR CALL:

COMPUTER EXPRESS
(800) 228-7449
MissionN CONTROL
(800) 999-7595
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Lite Games From Miller:
All The Flavor,

Half The

by Chuck Miller

JUST FINISHED WATCHING CYBERMA-
NIA ‘04 LIVE ON TBS, WHICH DIDNI
QUITE LIVE UP TO I'IS BILI ING AS
“The Ultimate Gamers Awards.”
I'm sure many hard-core gamers
were rlis.ippmnlul by \\lld[ they
saw. At the very least, this gala
event may have conlirmed
suspicions that Hollywood's
involvement with interac-
tive gaming would reduce it
to its lowest common de-
nominator. Don’t get me
wrong; the event was pro-
fessionally handled and fea-
tured some prominent
personalities from both the
acting and gaming commu-
nities. However, it did not
showcase our industry in
the best light. The empha-
sis was delinitely on the
video game scene; award
categories were a mixed lot
at best (SUPER STREET
Fiourer and RETURN TO
ZORK in the same category,
for example); and much of the best in
computer gaming never made it on

screen (with the notable exceptions ol

Doom, Myst, 7th Guest, and a few oth-
er key titles).

So, what does Cybermania ‘94 have to
do with shareware gaming? Well, in all
honesty, 1 have seen a lot of shareware
games with greater play value and more
entertainment than some of the “games”
that were nominated for awards in this

CRYSTRAL
NOVR
124,200

‘Splat’

Hollywood production.

Alright, I've spoken my peace, and
this isn’t supposed to be a forum lor air-
ing grievances, so let’s turn to the nomi-
nees for this issue's shareware winners.

This month we duke it out with Epic

MegaGames' ONE MusT Fall: 2007 and

ROBOT BRAWN Huge robots battle it out with Ninja-style attacks in ONe Must FaLL.
The great graphics are also gore-free.

take a spin in Apogee’s WACKY WHEELS.
Both of these games deserve a moment
in the spulllglll whether Hollywood ever
acknowledges them or not, and both of-
fer excellent gaming without blood,
body parts and gratuitous violence.

ROCK 'EM SOCK '‘EM ROBOTS

If games like Streer Fiourer T and
MoRrTAL COMBAT taste great (o you but
you want less gore, try a taste ol ONE
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MusT FarL: 2097 (OMF) from Epic
MegaGames. OMF, as you have sur-
mised by this point, is a one-on-one
combat cocktail with a sci-fi twist, The
game warps you to the future as the “pi-
lot™ ol a 90-foot-tall robot which, oddly
enough, can jump, punch and kick like
a Ninja. 'The round’s over
when you or your oppo-
nent winds up sitting
amidst a scrap heap.
There are, however, sev-
eral key features and a de-
sign philosophy that sets
this offering apart from
the “blood baths” of the
video game alternatives.
Rendered in an art
style similar to Japanese
anime, OMF’'s “non-vio-
lent” action is more akin
to World Championship
Wrestling than down-and-
dirty street fighting. The
combatants are shiny, an-
imated robots capable ol
tracitional fighting
moves, which makes the game look like
a low resolution Rise or 1HE RoBots (a
high-res CD-ROM game reviewed in
this issuc). The tone between opponents
is more that of [riendly jibes than
bloody threats, and is further
by the animated graphic style.
Players choose [rom among ten |1|Iuls
and cleven different ‘bots to Imlllt' it oul
in five arenas. There is even a tourna-
ment mode with predetermined combi-

soltened
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GEN HAROWARE GEN ROLE PLAYING

4 Way Play Adaplor 529
6 Bitn Arcad Pwr Stk £38
& Button Contral Pd $15
F-16 Wirlss Cnwl P 539
Fighter Stick 529
Game Gun CD 336
Genesis Activator ~ $59
GEN CD Bkup RAM 549
GENCD Sys 2CD 5229
GEN CDX Sys $399
GEM Sysim 2 core 588
GEN Sysim Sonle 25129
GEN Sya/Lion King 5139
Genesis Team Player$19
Remute Arcade Pad $19
SG Pro Pag 2 519

3 Ninjas Kick Bk CD 552
AX 101 CD S44
Addm Family Values $86
Aoro the Acrobt 2 GASE2

Battletech GA

Dark Ward CD MA13 S-ta
Dungenn Mastar CD S44
Exite 24
Eye of Beholdor CD S48
Lord of the Rings ~ £58
Lunar 2 CD $
Might & Magied  $59
New Honzons GA  S62
Phantasy Star 4 582
Revngr of Vngne CD 844
Shadow Aun MA-13 $40
Shining Force 2 GA  $66
Vay CD MA-13 S48

GENESIS SHOOTERS

Battle Frenzy €D 844
Contra Hard Corps $49
Crime Patrol CD 349
Exo Squad $52
Keio Fly Squdm €D $46
Laothal Enforers 2 GD $44

Anira ar CD 556  LIn Enfre wign MA17366
Aladdin GA 346 Mad Dg McCre 2 CD 549
Afign Trilogy CD 552  Rebel Assaull 3D CD 8§39
Aura &79 Krow 340
Baby Boam 49 Soul Swar CD a4
Beavis & Dutt-Head $54  Star Stike 2000 GO 556
BlackThome $49  Surgical Stiko CD 352
Boogemman MA-13 848 Total Carnage CD 852
Bubsy 2 GA 549 Urban Strike MA-13 552
Cadillc & Dinosrs CD 348 View Point GA 556
Chuck Rock 2 520 Zoro Tolorance 552

Corpse Killer CD 852
Dark Soed GO MA13 552
Daath of Superman 552
Demalition Man CD 554
Dracula Unlpashd CDE30
Dragons Lair CD £40
Dragons Lalr2C0 $52
Dynamite Headdy 549
EarthWorm Jim GA 566
Ecco Dolphin CD 882
Flashback CD $46
Franknstn/Dracla CD $52
Gri Crc Myst wilMcky 558
Homs Imp £54

Al Unser Jr Racing 846
Battle Crp COD MA13 544
Daytona USA 579
ESPN SpeedWorld 558
Frmula 1 GP CD GA $46
Mario Andrti Racing  £49
Megaracae GO a4
Midnight Raiders CD $52
Monstor Truck Wars $52
o GA £56

Hurricanes £52
Incredinie Hulk 554
Incredible Toons CD 549
lichy & Scratchy 543
Iron Helix CD GA 849
Junglo Book GA £56
Jurassic Prk Apg Ed $54
Kamen Rider Zo CD $244
Lawnmuwar Man CD $44
Lion King GA 564
| oadstar GO £49
Mansn Hidn Sis CD 549
Mickey Manla or CD 558
Out this World CD $48
Pitfall GA 61
Powar Rangers GA 552
Hise Drgn CD MA1T 546
Seocky Doo 52
Shadow of Atints GO 552
Shadow of Bs12 CD 556
Skuliaggers Revenge $52
Sonic the Hedghog 4 $59
Space Ace CD &52
Sparkstar S
Spidy: Max Camage 556
Star Trk Mxl Gen CD $64
Star Tri:Dp Space 9 556
Sytvestar & Tety GA 554

The Punisher 356
Tha Tick 554
Tinhead GA 852
Vixings 2 546

Who Sht Jon Rck CDS48
Young Indy Jns CD $46

Arf of Fighting MA13 352
Clayfighter 852
Oragon:Bruce Lon  S58
Elernal Chmp MA13 529
Fatal Fury Spec CD S48
Final Fight CD 2
Ring of Monsters 2 554
Mortal Kbt CD MA17 824
Mornal Kmbt 2 MA17 562
Ninia Warriors CD 549
Power Instinct 554
Aise of Robols CD 546
Samural Showdown 358
Shag-Fu 559
Sweats of Raged 556
Supr Strt Fir 2 MA13 S66
TMNT: Tourn Fightars $29
Worki Heroes 2 £56

SoaOuest DSV £56
Skitehin' MA-13 s29
Speed Racer 349
Tmct Allay CD MA13 549
Virlua Racing GA 868
Wing Commandar 2 $56

GENESIS STRATEGY

Aato Biz Suparsanic $59
Animaniacs GA $46

Caesars Palace 9
Clue CD £39
Columns 3 GA 46
Dune CD GA S48
General Chaes $29
Jeopardy CD a0

Liparty or Death GA $59
MNobunga Ambitn GA 539
Operation Eurcpo 359
Pac Man 2 £52
Powrmngr GO MAI13 $43
Shanghnil 2 GA $39
Warrior Home 3 CD 554
Wheel of Forlune CD §52
Wirchead CD 852

GENESIS SPORTS

Bass Mastrs Classie 549
Bill Walsh Coll FB 95 $54
College Fball 94 GA $52
ESPN Bsball CD GA $56
FIFA Internint Scr 85 554
Goll Mag 36 Holo CDS52
Hardball 94 GA §52
Joo Montana FB CD 529
Links Pro Golf CD $56
Maddon Foall 94 GA §39
NEBA Bhall NBA Actn 539
NBA Jam Sessn CD 552
NBA Live 85 556
MFL Spristatk FB 95 $54
NHL Hockoy 95 GA §54
PGA Tour 95 £54
Rughy World Cup 95 $52
Tecmo Baseball GA 556
Tecmo Hockoy GA 554
Tiny Toon: ACME Strs£44
Tony LAs Litm BB 95554
Unnocosry Roughns $56
Vitale Basketball GA $54
WCW Super Brawl  $49
VWWFRaw £59

e

;39

‘ALIEN VS. PREDA-
TOR' Choose your
weapon in a 64-bit
combat challenge
with the stars of
these feature films.
Battle through miles
of texture-mapped
corridors with digi-
tized character rec-
reations. Lightning-
fast speed provides
the ultimate in chase
sequences. Excep-
tional colors and light
shading throw you in
the middle of all the
limb-severing action.
JAGUAR 559

‘MIDNIGHT RAID-
ERS' Get ready for
the ride of your lifa in
an AH-84 Apache
Attack helicopter!
Your mission is to fly
under the cover of
night and rescue a
kidnapped govern-
ment official. You'll
need all the luck you
can get. Combines
aerial combat and
adventure gaming.
Engage in urban
warfare and try to
reach the terrorist
compound. SEGA
MARS 32X $56

'CORPSE KILLER'
You're stranded on
an uncharted island
of death, you're dy-
ing of voodoo poi-
son, a mad genius is
on your trail, hun-
dreds of rotting dead
are coming o chew
your guts...and your
buddies have been
turned inta vicious
cannibals. Features
shooting at hun-
dreds of video zom-
bies, plot your sur-
vival strategy, and
nonstop live-action
video, CD §52

'EARTHWORM JIM*
Armed with a laser
cannon that at its
most powerful can
make the screen
look like an explosion
in a fireworks factory
and clad in an in-
destructable robo-suit,
EWJ is out to rescue
Princess What's-Her-
Mame while staying
one step ahead of
his arch-nemesis
Psy-Crow. Other bad
guys include Doc
Duodenum, Major
Mucus, Evil the Cal,
Boband#4.  S66

Circle Reader Service #2(00)

SEQA MARS 32X

Genesis 32X Systm §159
Align Tlogy S62
C2:Judgment Clay 559
College Basketball  $62

College Football £50
Corpso Killet 550
Cosmic Camage 559
CyberBrawl 559
Doom £50
Fahrenheit CD £52
Goll My 36 Gn Holas $62
Metal Head 309

Midnight Raiders CD 356
Mortal Kembat 2 £69
Maotocross Champ  $52
NBA Jam Toumn Edit $62

Night Trap 359
Star Wars Arcade 852
Stallar Assault 558

Super Space Harrler 359
Surgical Suike CD 852
Tempo 259
Toment Alloy GO 58
Virtua Racing Daluxe 559
Wirghead CD $52

SNES HARDWARE

Game Genlo 336
Powor Plug 5§34
Pro Action Replay 559
Pro Pad Programmbl 519
Super MTap & Bmbr $59
Super Mullitap 53z
Supar Nintando Sys $149
SNES No Software $109
Wireless Conloel Pad $42

SNES ADVENTURE

Ad Batman & Robin 550
Akira 859
Alneddin 540
Beavis & Butt-Hoad  $54
BlackThome 552
Capt Amer & Avngrs $18
Captaln Commando 859
Crazy Chasa 549
Death of Superman 359
Donkay Kng Country $64
Dracula $20
EarthWonm Jim £66
Gnt Cre Myst wiklcky S$62
Ignition Factor 5354
Indiana Jones Grt Ad $62
Itchy & Scratchy £52
Jurassic Park 2 556
Knights of Rnd Tabla $56
Lien King 64
Mega Man % 2 50
Michan! Jordm:Chaos S54
Ogre Battlo 558
Pittall 361
Power Rangors 362
Aon & Stimpy Shw 2 886
Run Saber 529
SeaQuest DSV 559
Shien's Revenge  $54
Spondy Gonzales 852
Spidy:Max Camagn 564
Star Trek:Dp Space 9556
Steven Seagal 51
Supor Advnl Island 2 £58
Supar Retumn of Jed| $63
Super Turrican B36
T2:Judgemen Day 529
Thunder in Paradise $54

Time Slip £20
Virtuat Bart 556
Woll Child 46
X MEN $50
X-Kallbor £20
Yo Rear £52
Young Marlin 556

Zombies Ate Nelghbr 346

SNES SHOOTERS

Exo Squad 552
Fire Strikor §52
Fire Team Rogue 856
Galactic Dofenders  $56
Linl Enfre wign MA17564
Oporation Thundrblt 554
Super Metroid $56
Super R-Type 3 $50
Supr Sonic Bistmn 2 £56
Supar Turtiean 2 §52

View Point 554
Vortex 356
Wild Guns 554
Yoshi's Satarl $29

SNES ROLE PLAYING

Battintech £50
Brain Lord $59
Breath of Fire 358
Drawn Warrior § £86
DragonView s62
Final Fantasy 3 68
First Queen 356

llusion of Gaia 64
Lord of the Rings £54

Lutia £54
Might & Magic 3 559
Mow Honzons s62
Runes of Virlue £59
Soventh Saga £86
Uitima 6 56
Wizardry 5 539

ENES KICK & PUNCH
Ballz 52

G2uudgmom Clay  S58
Doubdle Dragon 5 556
Dragon:Bruce Lea 58
Fatal Fury Special  $62
Justice Leaguo £64
Kung Fu:Legend Gnt $59
Martal Kombat 2 566

Powar Instinct 558
Power Moves 20
Ranma 1/2 2 550
Samural Showdown 550
Shag-Fu 359

Streellightr 2 Trb Ed $39
Super Streot Fightr 2 866
Survival Arts £56
Tutt Enutt ]
WCW Super Brawl  $52
Wolvrine:Admnin Rg £62
World Horoas 2 £56

Asto Fightars 552
Air Cavalry 552
Air Strike Patrol 556
Al Unser Jr Racing 862
Carior Acas 552

ESPN SpeedWorla 558
Freeway Fly Boys  $52
Full Throttle Racing  $56
Mike Andrti Indy Car $59
Monstar Truck Wars $59
Nigel Mnsil Indy Car $59

Speed Racer $52
Star Trok:Strilt Acad $52
Street Racor £56
Top Gear 3000 £56
UniRacars a8

Wild Trax (Stnt Racr) 552
World Champ Rally $52

BSNES STRATEGY

AGME Animatn Fetry $64
Animaniacs 554
Civilization 559
Lommings 2: Tribes  $56
Lord of Darknoss 558
Mohunaga's Ambition $49
Operation Europe 562

Pac Man 2 $52
Pachi Slot s52
Pinball Dreams 540
Rigk 552
Remnce 3 Kngdms 3 $59
Super Bomborman 2 $52
Supar Pinball $40
Thi Brainios 554
Wario's Woods 548
Wild Snuke 546

SNES SPORTS

Bill Walsh Coll Fball $30
Broit Hull Hockoy 95 $52
Cannandale Cup  S56
FIFA Intarninl Soccr $52
GUTS 554
Hammer Lock Wiest! $56
Looney Tunes B-Ball £59
Madden Foothall 85 $55
NBA Jam Session  $54
NBA Live 95 §59
NFL Quarterbk Club $66
NHL Hockey 85 £54
Stroot Hockoy £53
Supar Punch Owt 558
THN Bass Tournamt 556
Tecrno Baseball $59
Tiny ToonWeky Sprt §52
WWF:Raw £66

TURBO GRAFX

Turbo Booster $9
Turbo Car Adaplor 512
Turbo Duo Adapter  $8
Turbo Duo Pad g12
Tumao Exprs Lnk Cbl 512
Turbo Extensn Cabla $9
Addams Family 12

Braveman §12
Cratermazeo 512
Ghost Manar 512
Impassamale 52

Jack Nicklaus Goll 512
Jachiz Action Kg Fu £12

JB Harold 512
Manster Lair CD $12
Semar Assaull 512

JAGUAR

Jaguar System £240
Jaguar CD System 5150
Alien Vs Predater 559
Battle Zone 2000 352
Brutal Sports Fuall 558
Castlo Wallnstoin 30 854
Checkered Flag 2 $59
Evalutn:Dino Dudes 544
RayMan 358
Tompust 2000 $52

Moo Goo Gold Sys 8563
Moo Geo CD Sys  §569
Agressrs Drk Kombi3158
Falal Fury Special $198
Kamov's Rovenge  $193
Super Sidoks Ser 2 5199
Top Huntor $169
WindJammers 5199
Warld Heroes 2 Jet 5188

300 System £303
11th Hour £59
Acos over Eurcpa 554
Alone inthe Dark  $46

Doom $58
FIFA Intl Succer  §52
GEX 852

Samurai Showdown 552
Star Trek Next Gen 5548
Way of the Warricr  §52

Beavis & Bult-Head $34
Caesars Palaca £29
GG Sys Lion King 5129
Mortal Kmbt 2 MA13 338
MNBA Buall Robinson 528
Psychic World &4
Sonic Tripla Trble GAS38
Star Trek Movie 334
Super Gull $14

*FREE GAME
OFFER

Buy 3 from tha list below,
Gat 1 of lasser value
FREE from the list below.
All 4 games must be in
stock at the time of
purchasa. Offar good from
10/15/94 10 1/31/95 or
while supplies last,
Gonesis: Valis 514,
General Chaos $29, F16
Wireless CP §39, Joo
Mentana CD §28, NBA
Action 838, Sonic
Hedgehog 3 549, Mornal
Kombat CO $29, Genesis
Activator $59.

SHES: Barklay Basketball
$49, T2: Judgement Day
529, Captain America 529,
Run Saber $29, Bil Walsh
Coll Fball £44, Tut! Enult
£29, Street Fightar 2 Turbo
539, Power Moves 529,
Dracula 529,

Gama Goar: Super Galf
$14, Paychic World $14,
Torminator $18, Smash TV
514, Pro Pouch 516, Game
Goar AC Adagtor $15

JAN CGW VID



nations ol bots and jockeys. Players
pick from one of four tournaments
provided, each one offering different
l[ighting styles and attacks. Game

speed, fight made, hazavds, number of

rounds and difficulty level are all selec-
table, making OMF extremely cus-
tomizable. When enemy ‘bots bite the
dust, players earn extra bucks to build
bigger, badder hots.

But one of OMF's most unique fea-
tures is the two-player, head-to-head
mode. Using two Gravis PC GamiPADs
(my favorite action controller) and a Y-
adapter, the game becomes a rock-em,
sock-em arcade-siyle
slugfest on the PC. The
combat action is depicred
with 120 frames ol 3D an-
imated artwork [or each
robot, which heightens
the game's visual interest.
In addition, multi-chan-
nel sound elfects and a
catchy stereo soundrack
mean you can bop to the
beat while the ‘bots take a
beating,

The shareware version
ol ONE MusT FavL: 2097
comes with four ‘horts,
one arena, five pilots and
one tournament mode.
The [ull registered ver-
sion, described above, is available for
$39, or $49 with a full-color strategy
guide poster, plus $4 shipping and
handling (an advanced CD-ROM ver-
sion 1s scheduled for 1995), To order,
contact: Epic MegaGames Inc., 3204
Tower OQaks Boulevard, Suite 110,
Rockville MD 20852 or call (800) 972-
7434, You will need a 386 or hetter
system, VGA graphics and 4AMB RAM
to be a hot bot jock.

iITs A MAD, MAD,

WACKY WORLD

Wacky WHEELS is so incredibly cute
and captivating that you don’t miss the

fact that no one gets hurt (unless, of

course, you count pride). Picture
stuffed animals in go carts and you'll
have a good idea what this racing
game from Apogee looks like.
Designed for one or two players,
Wacky WietLs offers the chance to
take on the computer or a friend in a
comical race to the linish. There are
single-player and two-player racing

modes, single-player or two-player
shoot-outs, Wacky Duck Shoot (like a
shooting gallery on wheels) and
Comm-bat mode for modem- or seri-
al-based competition. There are op-
tions galore to adjust the music
volume, sound effects and engine
noises: togele the dock speedometer
and overhead map displays on or off;
and raise or lower the screen detail
depending on your processor and
graphics display speed.

And speaking ol speed, you don’t
have to be stuck in a go cart with a
weed whacker engine. There is a

ANIMALS AGAINST RDADKILL Cute critters in go-karts might make fast friends with
young racers in Wacky WHEELS.

choice of 6hp or 12hp vehicles, al-
though beginners should probably
stick with the smaller engine. Racers
can opt for 6, 8 or 10 lap races, and of
course dilliculty level is also adjustable.
In addition, time trials are available,
which give drivers the chance to set
records and compete for the fastest
clapsed time. There's even an option
[or younger players, Kid Mode, that al-
lows children with coordination diffi-
culty to navigate the track by just
steering the vehicle at a pre-set speed.
Another cute leature is the Giggle Keys
that allow you to communicate with or
annoy your opponent (in two-player
games) by sending him or her visual
messages, like a cute, devilish creature
holding a “Learn to Drive!” sign.
Traditional racing strategies come
into play as the players accelerate
through the tracks. Drivers who don’t
slow down going into corners will erash
into a wall, while ohstacles like water
holes pose their own problems, Bump-
ing into or being bumped by other ve-
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hicles occasionally causes spinouts.
There is some ammunition available
on the rack: hedgehogs can be tossed
at your opponents to slow them down,
Bombs, oil cans and matches can also
be collected, but they can't be used to
impede the other drivers. Fortunately,
there are no latalities in Wacky
WhEELS, making this an ideal game for
those concerned about the mayhem
and destruction in most action titles.

The designers didn’t seem 1o leave
out many options, with the possible
exception of being able 1o print out
top scores or an award certificate for
strong linishes (kids
love this kind of thing).
Although the 256-color
low-resolution VGA
graphics are decent, |
would like to see a
high-res version ol the
game. Perhaps Wacky
WHEELS will prove suc-
cessful enough 1o allow
Apogee to make one
available as a future
upgrade. As it stands,
though, Wacky WHEELS
turns in good times on
the course ol enjoy-
able, non-violent ac-
tion games,

The shareware ver-
sion ol Wacky WnHeeLs includes 10
race tracks, Tour shoot-out tracks,
four race animals, and four Duck
Shoot zones. The registered version
brings the total 1o 15 tracks, six
shoot-out zones, eight race animals
and six Duck Shoot zones. [t also
adds more background songs (which
are great, by the way), special ammo
codes and a full-color game manual.
An upgrade option is also available
that brings the total number ol tracks
to 50, with 12 shoot-out zones. To
drive your own Wacky WiekLs home,
place a lactory order with: Apogee
Soltware, P.O. Box 196389, Garland
TX 75049 or call (800) 426-51235,
The registered version is a modest
$24.95, plus §5 shipping and han-
dling, and an additional S10 gets you
the Upgrade Edition.

Chuel Milley, CGW columnist and
editor of InterActive Gaming, is available
on  CompuServe at  72241,2122
and  throwgh  the  Internet  at
72241.2122@compuserve.com. &
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HEX, BUGS & ROCK ‘N ROLL

Get With The Program!

How Programming Wizards Turn Cryptic Code Into Alternate Universes

hy Paul C. Schuytema

NCE UPON A TIME, COMPUTER
GAMES WERE SOLD IN ZIP-LOCK
BAGS AND CAME ON A SINGLE DISK.
Once upon a time, these games
were love labors of only a sin-
gle individual, working in
anonymity in a dark basement
somewhere, cranking out 6502 assembly
code until the wee hours of the morning.

In those bygone years, “C”
two things: the letter that followed “B”
and the eryptic semi-language muttered
between Unix gurus in research centers
and universities,

Things have changed quite a bit since
then. Today, Cis a highly developed and
widely used programming language. A
computer game can have a budget in the

millions of dollars, ereated by a team of

specialized professionals, all using state-
of-the-art tools such as 3D Stupto, mo-
tion trackers, scanners, ete, The programs
themselves have increased in size by sev-
eral orders of magnitde since 1979, Yer
still there is something which has re-
mained constant: somewhere in the gene-
sis of the game, there is at least one code
guru, stll laboring into the dusky orange
ol the dawn.

Just what is codez And lor that mauer,

what is & programming language? Most of

you already have an intuitive or even ex-
pert sense of what a program is: it's the
bundle of files and commands that make
your games run, creating the illusion ol an-
other world on your PC. In lact, as a game
player, you've undoubtedly done some
programming yoursell as you've :ll[t’ll'li"llt‘r]
1o get your favorite game up and running,
The ubiguitous CONFIG.SYS and AU-
TOEXEC.BAT files are essentially comput-
er programs. They arve, in essence, a series
of commands which tell your computer to
perform one or more tasks, That, in the
most sweepingly general ol terms, is what a
program is: commands which tell your
computer to do something.

programming comes in differ-
ent forms, from the transparent to the
downright indecipherable. I you create a

Today,
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data query [rom one
of the “wizards” in MICrROSOIT ACCESS,
you are programming, even though you
are only clicking and dragging your
mouse. You are also programming if you
are hammering out assembler mnemonics
to create an interrupt branch to the draw
routine of your latest first person shoot-
em-up.

A programming language is, in func-
tion, very similar to a human language;
it is a specific means ol communication.
In this case, it is a means for a human to
communicate with a computer and tell it
what to do. Computer languages exist in
a hierarchy ol complexity. At its very
core, the CPU chip in a computer has a
linite “vocabulary™ of commands, all
which refer to the most primal of its op-
erations. There are commands for
adding, subtracting, shifting (since a
computer’s “native tongue” is the binary
number system, shilting is a process of
simply moving a series of Os and s one
divection or another in memory, thereby
multiplying or dividing the value by an
exponential factor of 2), and moving
data from one place to the next.

THANKS

FOR THE MNEMONICS

When a manufacturer designs a CPU
chip, a specilic value is given to each com-
mand, as well as a mnemonic. A
mnemonic is a several character symhol
for a specific command, such as ADD for
the add command or MOV [or the move
command. These mnemonics and their
associated arguments are what is known
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as assembly language.

Since assembly language communicates
with the CPU at its own level, the lan-
guage is “platorm specific.” An assembly
routine written for a 486 PC will be sim-
ply meaningless gibberish on a Macin-
tosh, though the same general concepts
in programming still apply.

An assembly language program is es-
sentially four columns ol text: the
Inemonic, argument one, argument two
and the comment (not part of the pro-
aram, but a means for humans to describe
what is happening in this cryptic code).
This text file is then fed to an assembler
program, which converts this information
into the raw binary data which constitutes
a program.

Assembly l;mgu;lﬂe is termed a “low lev-
el” language, meaning that Aeit‘mbly lan-
guage programmers communicate with
the CPU in a manner which, as close as is
possible, represents the way in which the
CPU actually performs. Each instruction in
assembly language represents one and
only one CPU instruction, Because of this,
assembly language code is extremely fast.
Olien, programmers will write the majority
ol'the program code in a language such as
C and use assembly language to write the
small routines which require the most
speed, such as routines o draw pixels to
the screen or blank the sereen before an-
other image is drawn.

FROM HIGH-BEROW

TO LOW-EROW

Computer Luu.)lmgu such as Pascal, Mod-
ula-2 and Lisp are “high level” languages,
meaning that they are more geared to the
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way in which a human thinks, An
imstruction in a high level lan-
guage might tanslate into one,
two or several hundred machine
instructions. When a programmer
writes code ina high-level lan-
guage, it must [irst be run
through a compiler, which is a
program which takes the instruc-
tions the programmer has written
and nanslates them into machine
mstrucrions.

A compiler can translate code
very effectively, but still not as ¢l

SPINNING THE PAGAN LOOM

Here is a small chunk of code from Origin’s UrTiva 8: PAcan that is used to animate a loom
when a player clicks on it. The program is written in “Unk,” the proprietary scripting language
developed by Origin programmers.

process TypeLoom:;look() {
//The look method is called whenever a player szingle clicks on an item
bark{loom \f metiér 4 tisser ‘g Webstuhl);
//bark is a process which displays text over an item for a given amount of time.

/{The \f and \g are toggles for the French and German language responses,
}
process Typeloom::usel) {

cess is called whenever

/{The use p a player double-clicks on an item.

num; : IILunbe:‘ 3

spawn p‘u*,....‘-. [' LlLr ING_SOUND) ==

fectively as a truly talented pro-
grammer, which is why assembly
language is still utilized lor spe-
cilic routines which require blaz-
ing speed.

Beyond being easier to under-
stand and program in, high level
languages have the theoretical
benelit of being able to be run on
different computers. A Pascal
program which caleulates the or-
bital periods of Jupiter's moons,
for example, would run exactly
the same on a Macintosh, VAX
mainframe or IBM PC. All that 1s
needed is a platform-specilic
compiler to generate "native” in-
structions for each machine,

All of this falls apart, of course,
when designing games. So much
of the program code for PC
games deals with the graphics
and the nitty-gritty details ol
making the visual and audio por-
tion of the game perform. All of |

return;

f/This code spawns two separate sound effect processes.

//means "and then", means that the first sound should be completed

/
i

which
/before the second sound is begun.
f getFrame()=0 (

The "->" in effect

for num = 0 to 7 (
setFrame (num) ;
/! setFrame is a € routine which changes the active
/fErame of art and notes that this item needs to be redrawn
{/fduring the next screen refresh.
wait (9);
//This is a process to wait for five game turns before
//moving on to the next frame of animation. Since there
//is no spawn in front of the process, it does not need
//to complete for the program to continue running. This
//wait is transferred to the multi-tasking kernel of Unk
/tand the rest of the game is still running while the loom
//is waiting to move on to the next frame of animation.
//The player could, for example, smash the loom with an
/fax in the middle of the process. This type of interaction
/{significantly complicates the programming of
//0rigin's Ultimas.
}
]
else (
num = getFramel();
while num »>= 0 {
setFrame (num) ;
wait (5});
num -= 1;
}
}

those tasks are very "machine
specilic.” The commands for drawing a
line on a PC screen are very dilferent
from those on a Macintosh.

C is what some might call a “mid-level”
language. It contains the advanced con-
trol structures of high level Linguages,
such as “if<then” statements and looping
procedures. Yet Cis a language which
deals with the computer at its very core,

often manipulating idividual bytes of

data, addresses, pointers and even the
data registers within the CPU itsell.

C, as well as the high level Tanguages,
are called “structured” languages. Rt:
member the old days of BASIC inter-
preters? If you wanted to move to another
location in the flow of the program, yon
used the GOTO or GOSUB commands. 1
remember writing the “ultimate™ dun-
geon adventure game in BASIC on my
old TRS-80, and the cocde was a few thou-

sund lines long and totally out of control.
1 needed a new routine, I'd simply
GOTO a line number several hundred
numbers higher. The result was an indeci-
pherable mess of bad programming
which was impossible to debug or even
read (but the program did run!).

Structured languages, on the other
hand, require much more forethought
on the part ol the programmer. There
are no line numbers, Flow goes from top
1o bottom and the program cocde calls
[unctions or procedures with predefined
calling formats, This [orces the code o
be logically organized, with smaller tasks
doled out o in(lcpcn(lc:u procedures. It
makes the code Far easier 10 read, de-
bug, and most importantly, share with
co-workers.

Nearly all of today’s games are written
with some form or another of €, since
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the language is so flexible. A program-
mer can create elaborate decision mak-
ing and data structures as in Pascal, but
he or she can also manipulate the bits
and bytes necessary to make pixels
dance on your screen.

The programmers at id have chosen
pure ANSI C to code their next project
entitled Quakk. They work with PCs set
up with the NextStep operating system
(from the folks who gave us the now de-
funct Next computer). “NextiStep is basi-
cally the best development environment
in the world,” says John Romero, who is
in charge ol all tools programming, as
well as game design and arcas ol game
programming in QUAKE. “QUAKE won't
even run under DOS for many months
to come. It is totally NextStep based.”
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MY KINGDOM

FOR AN OBJECT

Another development in recent years is
that of “object oriented” programming.
This is an overused buzz phrase in com-
puterdom, much like “virtual reality.”
The truth is, object oriented program-
ming can define a myriad ol program-
ming techniques, from Windows-based
Object Linking and Embedding o C++,
the object-oriented version of C.

First evolving out of the highly struc-
tured programming languages such as
Pascal, object oriented programming is a
means to break a programming task into

a cluster of tightly defined units, each of

which can be created and tested indepen-
dently. Nickalus Wirth, one of the greal
“linguists” in computer language devel-
opment, created one of the first (1hjvcl
oriented approaches to programming in
his language Modula-2, which was essen-
tially a refinement of Pascal. Xerox, in its
Yalo Alto research center (where such
milestones as the graphical user interface
and the mouse first saw the light ol day),
created an object-oriented language
called Small Talk.

C++ is the same language, essentially,
as G, but with the characteristics of object
oriented p:‘nq;.lmmmg blended into the
I.tngudlr(‘ s lexicon. As in SmallTalk and
Modula 2, an object oriented program in
CA+ is essentially a cluster ol small pro-
grams, all working together to create a sin-
gle application. Objects are very similar 1o
their in-code cousin's subroutines (or pro-
cedures), but they are far more indepen-
dent. Picture a well-armored sphere, with
only a plug for input and output. You can't
get into the stull inside, nor do you need
to. You simply plug in the right input 10
et back the anticipated output.

Object-oriented programming allows
game designers to develop core code mod-
ules once and reuse them as often as they
need o, No longer does a programmer (or
a team of programmers) need o write a
Jjoystick routine more than once. That pro-
gram “object” is simply filed in the compa-
ny's library for use by whomever might
need it. Far more complicated tasks can
also be ereated only once. You can imagine
writing the code to control the flight of a
missile and packaging it as an object. To
use the object, you might simply send it
the parameters of what sort of missile
(SCUD or Kilrathi heat-seeker), top speed
and any other variables, and the object
would then calculate the missile’s position
within the game world each program cycle,

Programming today's games requires a
ream nf mlcnud mdv-nunclwn which
creates some logistical problems. How do
you create a single, unified program when
you have a handful of programmers each
working on diflerent modules?

John Carmack, who is handling the su-
perstructure programming for QUAKE, is
in charge of the master code directory.
Romero and Dave Taylor, id's sound pro-
grammer, cach have their own code di-
rectories. They work on their modules,
cnmpiliuc them independently and work-
ing through the debugging process.
When a chunk of code gets the thumbs
up, it's then copied over to Carmack’s
master directory where the game will be-
gin Lo take shape,

RUMINATIONS AT ORIGIN

At Origin Systems, where pushing tech-
nology to the limit is a daily affair, the
programmers rely on C, C+++ and assem-
bly language to code and build their
games. Origin, though, makes extensive
use of in-house programming languages
to handle the game flow of their various
products. WinG Cosyanper 11 for ex-
ample, uses an interpretive language to
handle the game’s "meta” decision-mak-
ing processes. An interpretive language,
or an interpreter, is a language like the
old version of BASIC; it is compiled and
executed on the fly. For BASIC programs,
this meant that the programs were very
slow, but for Wing Comyanper IT1, the
language is “buili-in” 10 the game code,
so there is really no loss in speed. Zach
Simpson, Origin’s Divector ol Technology
Service, describes the proprietary lan-
guage as a “quick and dirty ‘way to make
some of the game decisions.”

On the nrh{,r end of the technology
scale, Origin has developed a language
called Unk (named alter a grunting
sound made by Simpson’s roommate).
The language rivals full-blown C++ in
complexity, it is object oriented, and it is
designed to be a true multi-tasking lan-
guage. The language grew out ol an carli-
er language called AGIL (A Gooly
Interpretive Language) which was used in
the development of Urtiva VIL Unk was
perfected in Urniva VITL but its useful-
ness will really shine through in the next
Ultima project. Unk is a scripting lan-

guage used to deseribe the multitude of

concurrent events within the world of Ul-
tima. Actions such as a wizard casting a
spell, Lord British sitting down in a
throne, and a horse munching on some
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grass are all scripted events that can occur
concurvently via Unk's seripts.

C and C++ are what is known as
“functional model” languages, meaning
that the code proceeds from function to
function, and can’t go any lurther until
the last function is completed. Unk, on
the other hand, is a "process model™ lan-
guage that can execute more than one
process at a time, and therefore can per-
[orm true multi-tasking functions,

Unk is based on a paradigm ol C++ in
the way that it utilizes various objects in
the code modules. For example, there
might be a code module (sometimes
called a “class”) which delines all of the
traits for a non-player character (NPC) in
the game, A more important class of
module would be Lord British, which in-
cludes the NPC module, but can also
override some ol its rules (such as the fact
that Lord British can't die, while an NI'C
can: this is handled by having the Lord
British module check the hit points of the
subservient NPC module; should the val-
ue reach zero, instead of dying, the value
1s resel Lo maximum).

“The most difticult part of an Ultima
game is that it is so completely interac-
tive,” said Simpson. “It's not trivially sim-
ple 1o do the kind of interactivity that we
need.” In Urriva VI, Unk was finalized
as a development language, but there
were still only a few programmers [luent
in its syntax. For Uriiva IX, the key will
be to train the programmers 1o use the
Unk language more effectively.

“People complain all the time about the
time it takes for Origin to put out a
game,” reflected Simpson, as an aside.

“But, in veality, it takes just as long as it
should take, which is a mmplctcl\' un-
known amount of time.”

To crunch code, you need to he a bina-
ry polyglot, able 1o speak at least a small
handful of language dialects, understand
data structures and logical procedures
and, of course, be extremely creative,
That kind ol smarts doesn’t come from a
pigskin diploma. In fact, at Origin, over
hall’ the programmers don’t have college
degrees, and quite a number of their
more giflted code-crunchers, including
Slmpsml. never graduated from Iunh
school. What thc\ did do was to apcn(l
countless hours in the trenches, crunch-
ing cade, debugging it and learning how
to use programming languages on the
tabula rasa ol their computers to make
the magic happen. €
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The Gamer’s ToolKi

CGW’s Gamesmith Reviews The Tools Of The Trade

by Mike Weksler

s PC computer game players,
we have to deal with hardware
and software problems that
are, for the most part, left un-
touched in many computer sci-
ence curricula. While the
Macintosh owner enjoys a cool
and clean operating environment, Intel-
based gamers enjoy the best games, and
with them, legions of configuration, instal-
lation, and maintenance hassles. Low
memory problems and 1/O port conflicts
are the crosses that we bear [or our hobby.

Here at CGIW, we run more games in a
month than most of you run in a year.
And who do the whiney editors call when
they can’t get a game running? Yeah, you
guessed it. I've seen problems that you
wouldn’t even want to imagine—really
ugly stuff like computers spontancously
rebooting, important files teleported to
‘Mars, and bizarre game glitches that keep
my sanity in question. To help me deal
with these problems, I've got a box of
handy tools appropriate for each rask.
This month, I'd like to open up my tool-
box and give you a look inside.

QEMM 7.5
When you're having trouble getting a
game to run, there are two names that you
must keep in mind: CONFIG.SYS and
AUTOEXEC.BAT. These are the two con-
figuration files which tell DOS how to set
up your machine, I like to think ol conlig-
uration files as spells which you can use to
invoke different states of heing in your
computer. Indeed, like a spell, invoking
the commands therein can boost your ma-
chine’s performance or, if done improper-
ly, grind everything down 10 a slow crawl.
QEMM 7.5 is the tool to use to ensure
that these “spells” are crafted to produce
the desired results. It is considered a
“memory manager,” but just think of it as
a memaory wizard that can go in, analyze
your system, and cke out the most memo-
ry for your games. Seasoned DOS sorcer-

ers may poo-poo such magic, but appren-
tices take note: all you have to do is install
this program, type a single command 1o
run it, and you're done. QEMM 7.5 can
usually liberate up to 634K of lower RAM
on the first try, even in situations where
DOS 6.X's MEMMAKER doesn’t make a
dent. Additionally, QEMM 7.5 has a nilty
“quick boot” utility that will reboot your
machine in the fraction of the time it
would boot normally (worth the price for
those of you with older BIOS chips). The
“Optimize” command will analyze your
configuration liles (yes, even multiple con-
figurations for your DOS 6.X boot menu).
QEMM 7.5 also comes with several utili-
ties for managing Windows better than
with previous versions. Additionally, its
“Manilest” diagnostic utility will show you
what memory is used where and tell you
all about your system. Whether you've just
installed a CD-ROM and can’t run your

games, or you don't know which type of

memory to use (XMS or EMS?) when run-
ning a particular game, QEMM 7.5 is the
right tool for the joh.

Quarterdeck Office Systems, Inc. 150
Pico Blvd. Santa Monica, CA 90405, (310)
592-9851. Price: $99.95.

MULTIMEDIA CLOAKING

Although QEMM can solve most of your
configuration problems, sometimes there
are configuration scenarios so intense,
even QEMM will choke on them, and your
conventional memory will still be lower
than required for running many games.
The installation of a new SCSI host
adapter, a sound card with lots of features,
or certain software can place a ton of com-
mands into your CONFIG.SYS and AU-
TOEXEC.BAT files, eating up valuable
lower memory. MULTIMEDIA CLOAKING
gives you some ol that memory back by re-
placing common drivers—a hard drive
cache (SMARTDRV.EXE), a mouse driver
(MOUSE.COM), and a CD-ROM driver
(MSCDEX.EXE)—with “cloaked” counter-
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by

parts. Whereas these common files would
normally take up approximately 85K ol
conventional memaory, the cloaked drivers
only take up 9K. And believe me, 76K can
mean the difference between whacking
orcs in your [avorite role-playing game and
whacking your computer with a mallet.

Helix Software Co. 47-09 30th Street,
L.IC., NY 11101 (718) 392-3100. Price:
$39.95,

REMOVE IT
Next to the CONFIG.SYS and AUTOEX-
EC.BAT liles, nothing is so baffling than
the general funkiness that permeates Win-
dows. Anyone who is playing Windows
games on an old installation of Windows is
skating on mighty thin ice. The reason is
that Windows has no means of tracking
files that are dumped into it during instal-
lation, When your hard drive fills up, you
can remove your old games by deleting
their directories, but the various .INI liles
and Windows directories will still contain
cryptic entries and files of unknown origin.
Remove I'T is a complete suite of utilities
designed to let you instantly kill programs
from your machine, once and for all. Once
installed, it can analyze programs and find
the web of drivers, INI entries, icons, DLL
files and groups which it belongs to and
remove them, or back them up in a com-
pressed file to install at a later date. The
“Log It” feature will wrack future installa-
tions for foolproof removal or archival
storage. This is great for those times when
you mistakenly install that 18 meg Win-
dows game to your root directory. In this
case, you'd simply backup the installed
program to a compressed file and re-in-
stall to a new directory with a few mouse
clicks. Remove I also helps you remove
hardware drivers so you can install a new
hardware item without completely re-in-
stalling Windows. Additional features in-
clude “Watch It,” a 1K TSR for
monitoring file usage, “Find It," for find-
ing and removing duplicate or infrequent-



CHEAP

Accelerated Graphics. Faster Games. Great Value.

Diamond Multimedia's c—g— ‘e quicker and more colorful ~ Awailable in ISA, VLB or PCI versions, it
SpeedStar Games Accelerator 3. graphics in all the latest works with all IBM-compatible systems.

Kit comes with a top selling Windows™ and DOS applica- Get a SpeedStar Games Accelerator
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UNDER THE HOOD

Iy used files, and “Report 1t,” a rich tool
that allows you to see links between INI
files, DLL files and application files. For
the frequent Windows user, it's superb!
The emergency disk feature is compre-
hensive, copying your conliguration liles
and their attendant files onto a bootable
emergency disk. Ideally, Remove Irwould
be the first software package you'd install
alter a clean Windows installation. One
warning: [ enjoyed this soltware so much
I was installing Windows games just so |
could use REMOVE [T to wipe them out!

Verisoft Systems, Inc. 153-B Grace Dri-
ve, Lasley, SC 29640 (803) 295-5875
I'rice: $39.95

NTREE GOLD FOR WINDOWS

When 1 think of all the utilities I have
used over the last decade of computing,
nothing has been so useful as XTREE
Gorn. Mike Weksler's XIree is like Zor-
ro's sword, Popeye’s spinach, and Samp-
son's hair—absolutely indispensable.

Nrree Gorp is a powerlul file manage-
ment program that allows you to rename,
sort, move, delete, undelete, zip, unzip, or
otherwise manipulate your
files. If you own a smaller
hard drive, file manage-
ment can be a game unto
itself, as you try to make
room for the latest gam-
ing addiction without
deleting some of your old-
er favorites. Once the ba-
sic key commands are
committed to memory,
even neophytes can round
up their files with the best
ol the data wranglers.

For you Windows users,
there is now X1rek GoLD
For Winpows, and it's ful-
ly key-compatible with the
DOS version. The Win-
dows version has some
powerful new features. It
has excellent file finding and file viewing
utilities, and its undelete functions are ter-
rific for those unhappy times when you ac-
cidentally delete an entive directory. It has
built-in compatibility with PKZIP 2.04G,
treats a zipped file as a subdirectory, and
you can work with the zipped files without
ever using PKUNZIP in DOS. Its best fea-
ture, however, is a little program called
“File Companions” which installs a tiny
button in the upper lelt corner of the “File
Open” dialog box in all of your Windows
programs. This litle menu will give vou

move power than the folks at Microsoli
ever wanted you to have in one place! Be-
sides such needed options as “Create Di-
rectory” and “Rename File,” you can zip
and unzip liles right from the "File Open”
dialog box! You can even view graphics
files from your word processor—some-
thing that's mighty handy for those times
\\htll yvou have 1o use your computer for its
work pnl{mml ]nmll\ NTREE GOLD For
WINDOWS even comes with its own uninstall
routine, but I'd still use REmMovE IT (see
above) to make sure you get all the “roots.”

Central Point, PO Box 10849, Eugene,
OR 97440-9722 (503) 690-8090. Price:
$99.95

THE NORTON UTILITIES 8.0
Like XTREL,
my PCs running without a copy ol THE
Norron Uneries. This Tull featured suite
of programs has almost everything I need
to keep my machines running in tip top
shape, The “Speeddisk” hard drive opti-
mizing utility is like the Mi-
crosolt DEFRAG program (for
defragmenting the files on

it's hard to imagine one ol

WINDOWS TREASURE TROVE Xrree Gown For Winoows displays
compressed files as sub-directories, includes customizable icons,
and has many invaluable utilities. A hint of Windows 95, perhaps?

your hard drive) except that you can dou-
ble click on a cluster of data and see what
files are in there. THE NorTON UTILITIES
8.0 has a great suite of Windows pro-
grams (which mirror their DOS counter-
parts) for INI tracking, file finding, and
undeleting files. Besides “Speeddisk,”
your interest will probably be in the area
of “Sysinfo,” the system mformation utili-
ty, and ' \dmgs ‘the Norton Diagnostic
tool. The latter is one powerlul l]()% pro-
gram, capable ol identifying what devices
are using the various IRQ (hardware in-
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terrupts) in vour machine. This feature
alone is worth the price ol the soltware.
Finally, for the hackmeisters out there,
"Diskedit” is a killer hex editing utility lor
dissecting your lavorite save games.
There's even a handy search function and
hex caleulator to help you in your dark
endeavors. If you want to grow up to be a
techweenie, or just become a higger one,
check out The Norrox Uriirmes 8.0.

Symantee, 10201 Torre Avenue, Cu-
pertino, CA 95014 (800) 441-7234, Price:
$179.00

PC 911

This mighty wtility is my hardware hacking
mainstay. PC 911 is a DOS utility that
makes backup files and emergency disks
lor your conliguration files. T think they
should have called this PC 411 because its
best feature is that it can give me the vital
information on my hardware devices. This
haby can tell me not only what device is us-
ing a particular IRQ and ROM address,
but it can also give me the /O port
address ol the device it's using as
well! Microsolt MSD (diagnostic
program), NORTON UTILITIES NDI-
acs, and Quarterdeck’s MaNiFesT
can do everything exeept this. What's
the big deal? {)[\ check out this sce-
nario. Let's say you drop in an

Adaptec AHA-1522 SCsl adapter into

your bus. You like that new SCSI CD-ROM
you've shing oft of it. Nice, lnth? Yeah, ex-
cept what happened to your General MIDI
music? A quick foray into PC 911 will show
vou that both devices are tying to use the
1/O port address of 330, which is a default
for MIDI devices (fortunately, the Adaptec
can be jumpered 1o 140 1o alleviate this).
You can set the program up to detect net-
work cards, sound cards, fax/modem de-
vices, mice, and SCSI devices. The
program will tell you the vital information
on what device is present, the IRQ, the
DMA, the /O address, and any important
RAM and ROM addresses. You also get a
list of free IRQs with which o test your
hardware, This is great info 1o have print-
ed out prior to doing any hardware up-
grades. PCY11 is simply a must-have,
quick-"n-dirty utility for the computer
gamer.

CyberMedia, 1800 Century Park East,
Suite 1145, Century City, CA 90067 (800)
529-2373. Price $29.95

MORE PC TOOLS
This is really the System Invo utility [rom
Tne Norron Urnierres 8.0 on steroids,



ADVANCED WAVE TABLE
BY SOUND BLASTER.
ACCEPT NO IMITATIONS.

The New Sound Blaster AWE32.
e Introducing the wave of the future: the new Sound

| Blaster AWLE32. It combines advanced wave table
Sound

synthesis, a powerful digital signal processor, and
the hotrest audio effects all on the same sound card. Thart's
why it's the nexr generation PC sound srandard.

The Sound Blaster AWE32 puts the world’s purest

music synthesis technology (from E-mu Systems) inside your

PC. It also includes effects like chorus and reverb for
increased depth and richness. And QSound so you can

position sounds in 3D. It even comes with downloadable
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thousands. But the new
Sound Blaster AWE32 is

only $399.* No other sound

L‘ill‘l.l comes Cl():iL'. SU'LIIltl

interesting? Visit your

local Creative Labs dealer. & —
o CREATIVE

CREATIVE LAEE. INC.

WAKE UP THE REST OF YOUR BRAIN."

Or call 1-800-998-5227.
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UNDER THE HOOD

bundled with more utilities. Alter running
a one-time DOS program, you run the Sys-
TEM INFORMATION PrO utility in Windows
and get the complete dirt on almost every-
thing in your machine. I found PC 911 o
do this right ofl the bat without any fuss,
but SYSTEM INFORMATION PrO allows you to
go the extra step and test hardware de-
vices. Like PC 911, you get to see 1/0 port
addresses for each device in the machine.
Additional features include “Crashguard,”
a utility which shows you remaining re-
sources like memory and hard drive space
so you can shut down before Windows
shuts you down by crashing. It also recov-
ers data when you do crash. There's also
“DriveSpeed,” an IDE drive accelerator
which seems to speed things up a bit (espe-
cially when re-launching applications), and
“Backwrack,” a conliguration and INT lile
backup program. Overall, 1 found Mok
PC Toots to be a solid enhancement to
THE Nortox Uniiries 8.0 and to my tool-
hox.

Central Point, PO Box 10849, Fugene,
OR 97440-9722 (503) 690-8090. Price
$69.95

The scenario: You like using 256 colors

at (40x480 resolution for playing your
Windows games, 16.7 million colors at
800x600 resolution for doing graphics
work, and 16 colors to do boring word
processing. ANY VIEW PROFESSIONAL with
“TrueSwitch” color changing installs a
little toolbar in your Windows environ-
ment which allows you to change pixel
depth and resolution without having to
restart Windows (great for those of you
with complex Windows installations that
take lorever to restart). Additionally, you
can assign a pixel depth and resolution
for each application on your desktop.
You can set EXCFL to start at 800x860
with 256 colors, while CIviLIZATION FOR
Winnows can be set to start at 640x480
with 256 colors. When you run EXcEL,
the resolution and pixel depth changes
and then reverts back to whatever it was
before you ran it. Likewise, CIVILIZATION
FOR WiNDOws will run at its set resolution
and pixel depth and will revert back to
the previous resolution once you've con-
quered the Mongols.

ANY VIEW PROFESSIONAL also has a few
more uselul utilities, including “Catalyst,”
which accelerates graphics in Windows up
to 25 percent, and “Optimem” which allo-
cates Windows memory more efficiently

when several applications are running at
once. As the name indicates, users who
aren't “professionals” should note that
messing with Windows graphics can be
tricky, especially if you configure your way
into a situation where Windows will no
longer start (something I did more than
once). Make sure your video cardis sup-
ported by the product before you spend
the dough.

Binar Graphics, Inc., 30 Mitchell Blvd.
San Ralael, CA 94903-2034 (415) 491-
4182. Price $49.00

The hassles we deal with in our hobby
relate to configuration, installation, and
maintenance of our ugly beige boxes, no
two of which are actually configured the
same. Let's hope that after using these
utilities to get your machine running
smoothly, youw'll have some time lelt over
to play your games. At the very least, |
hope that this article will assist you in se-
lecting the right tool for the job.

Under the Hood 1s hoth a column on lech-
nology and a Q&A technical support forim.
Please send technical questions, comments,
and solutions to Under The Hood, c/o Com-
puter Gaming World, 130 Chaparral Ct.
Swite 260, Anaheim Hills, CA 92808, or al
any of our e-mail addresses. €&
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first looks at the hottest, newest games...
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strategies, master clues, in-depth reviews —
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planet and beyond.
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These Just In

Here are our quick takes on games that arrived just before press time.

You can expect a full review of the more prominent titles in the next issue.

ARYA VAIW

Return with us to simpler times, when
goils were goils and men were men, when
all a real gamer needed was an industial
strength jovstick with one button 1o [ive,
and the “plot” of a game could [it on a 3x5
card taped above a coin slot. Arya Vav is a
throw-back to those classic shooters ol
yore, most resembling the old coin-op
Xyvious, You man a lone cralt (with 5
lives) battling against wave alter wave of
good geomeny gone bad. As vou duck and
juke the spinning shuriken ol death and
the bullets of defensive nnrets (navigating
through dangerous laser gates all the
while}, you must collect “power ups” to
turn your pea-shooter into a bullet-spew-
ing volcano of death, and “speed ups” to

make your initially slothful ship really
dance the hi-score watusi. 1 you're llL]llI'I“
for some twitching in a style that we
haven't seen since the 80s, spill some quar-
ters in Dongleware’s direction. Amiga,
DOS, $19.00. Circle Reader Service # 1

DoncrEware PusristinG, Inc., PO Box
391 826, 35 Howarp St., CAMBRIDGE, MA,
02139, (617) 497-1130

AWARD WINNING
WAR GAMES

Alternatively, this wargame collection
could be called The Grigshy Files Plus
One, since it includes three of Gary
Grigsby's epic WWII designs. The scope
is staggering; nearly every theater of war
is covered, [rom Africa to Europe 1o the
Pacific. War ix Russia offers a second
look at Operation Barbarossa, the

largest land campaign in history, from
the detailed-oriented eye ol Gary Grigs-
by. CArriER STRIKE has only 16- (n]m
1,1 lp]ll(\; and a passable Al but still of-
fers the best operational-level campaign
game ol any wargame on the market.
Pactrte War is Grigsby's magnuwm opus,
simply the most comprehensive strategic
game ever created for the computer,

and a past winner of CGHs wargame of

the vear. When you throw in Crass or
StekL, Martin Scholz' elegant and enjoy-
able European-theater WWII game (win-
ner of CGW's best wargame for 1993),
the deal SSI'is offering seems more than
enough reason to dive back into the
trenches. DOS CD, $54.99. Circle Read-
er Service # 2

STRATEGIC SIMULATIONS, INC., 675 Al-
MANOR AVE,, SurrtE 201, SUNNYVALE, CA
O4086-2901, (408) 737-6800

BLOWN AWAY

Released simultancously with the
MGM/UA movie, this movie/game puts
bomb squad expert Gaerity on the trail
ol yet another dastardly pyromaniac. As
you solve over 20 devious puzzles, you
get 1o view a lot of full-sereen digirized
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video, made possible by the latest in
compression technology. Even though
the visuals (some taken from the [ilm,
others filmed especially for the game)
are sometimes grainy, the depth-of-
ficld graphics nicely enhance the ac-
tion, stunts, and special effects. The
acting is reasonably good, and the ten-
sion is at times equal to a typical sus-
pense flick—especially when you're
defusing a bomb. Unlike many “interac-
tive movies,” you do actually affect the
|J|ul, and the game can be replayed
since the h(llllll(ll]h to the puzzles
change with every play. DOS, 559.00.
Circle Reader Service # 3

1V Pusrisnine, Ive.,
Crovn Drive, EDEN PRARIE,
(800) 734-1725

7300 Fryine
NN 53344,

ECSTATICA

While the box art conjures images ol
European arcade games [rom days gone
by, we realized there was much more 1o
this game once we installed 18 1o 70
megabytes to our hard drive. What you

T,
[

gain from this space sacrifice is smooth-
Iy animated characters in a detailed
graphic world. Both the look and game-
play are very similar to ALONE IN THE
DARK, but the ellipsoid technology used
results in much more fluid and life-like
While this is un-

character movement,
doubtedly more realistic, it also means
that unul you get the kevboard controls
down, your .IIIH -Cg0 will walk into a lot
of walls. The |}|ul- Well, vou're a lost
traveler who wanders into a deserted vil-



GamEd PC

The Home Computer/Multimedia System

SOVIADIN A2V

CK NICKLAUS

The GamEd PC is a fully IBM PC/AT compatible 486 computer system, with a Game cartridge
slot, VGA to TV converter and ADLIB/SoundBlaster compatible sound.

Standard system configuration:

GAME W
80486SLC-33MHZ processor Q»Iu} oi 1 { r?m"[ 5t VGA. MONITOR
I.44 High density FDD mone’. R 'l.' f 7 rme
2MB RAM expandable 1o 16MB l Ay S s
512k SVGA Video RAM e
ADLIB/Sound Bluster compatible A,
sound Vic- Y
Yinternal speakers T &
External Audio outputs Jovsmie LT
VGA 1o TV converler
120MB 2.3" Notebook hard drive with
Bundled software titles
Game cartridge slot I
2serial,2 game and | printer ports
Microphone inpu S N CRAT e
Headphone output Optional accessories
84 key keyboard “VGA monitor 4 Mouse “ CD-ROM docking satation with
L - I}:Ll'udf']"“'”—" # Game cartridges CD-ROM dirve and 2 expansion slots
¥ Printer % Joystickfgamepud =+ 803875X-33 Math Co-processor
Distributors [ Retailers wanted, *+ External speakers * Microphone ! ’

'NEWAY NEWAY Electronics, Inc. U.S.A.  Ph: (818) 991-4330 Fax: (818) 991-4331
i NEWAY Electronics, S.L. Europe Ph: (341) 561-8361 Fax: (341) 562-4294

ALL BRAND NAMES ARE REGISTERED TRADEMARKS OF THEIR RESPECTIVE (WNERS, ENGINEERING SPECIFICATIONS SUBIECT T0 CHANGE WITHOUT NOTICE

The software shown above is not bundled with this system, but is compatible with the GamEd PC.

Circle Reader Service #292
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lage, where nothing is quite what it
seems. There are lots of things that go
bump in the night, hide behind door-
ways, and otherwise try to ruin your Eu-
ropean vacation. But then, whoever said
life was casy [or adventurers in the 9th
century? DOS CD, $59.95. Circle Read-
er Service # 4
Psyoyosts, Lirn.,
Ave., CAMBRIDGE,
497-5457

673 MASSACHUSETTS
MA 02139, (617)

EXPERT CHESS

Chess is a game eminently suitable for
Windows, as this modest program
demonstrates, The 2D boards are from
the Sarcon 11 days, but the 3D boards
olfer some interesting chess hattle-
agrounds. While they're nowhere near
the visual splendor of the pieces in
Cressyaster 1000, the alien set has an
appropriate glow-in-the-dark look, and

there are also cowboys & indians, me-
dieval warriors, and glass chess sets. The
teaching mode is pretty good for the
novice, but the rating feature scems er-
ratic. All the usual bells and whistles, in-
cluding replay “VCR™ [unctions, board
rotation, chess clocks, move lists and
sound effects are here in an easy-to-use
format. The chess engine lacks the
depth of its more \\(‘II known rivals
(strong players won't have to wait long
_before printing out a “you beat the com-
puter” certificate), but beginning-to-in-
termediate  chess-meisters  might
consider adding this budger offering 1o
their opening repertoire. Windows,
514.95. Circle Reader Service # 5

Lxperyt Sorrware, P.O. Box 1441500,
Corat Gagres, FL 33114-43506, (305)
367-999()

FANTASY FEST

Rather than the role-playing smorgas-
bord one would expect from an SSI [an-
tasy collection, this bundle of four games
is comprised ol more strategic ]mu. Al-
though the D&D logo rides proud above

STRONGHOLD, this game more resembles
a medieval version ol StMCrry than any-
thing else, with its focus on building «a
castle and running a kingdom, Likewise,

FANTASY Eatpires is an out-and-ount strat-

egy game, {lmpm- the magical heings
\\lmh populate its lands. The quests
sometimes lack depth, hut generally this
game is [un to play, especially the com-
bat sequences. Those wishing Tor a bit
more adventure may be entranced by
Unvisrren Apventures, which allows
you to build role-playing acdventures us-
ing the time-worn © rn]tl Box" RPG sys-
tem. Lest hack-n'-slashers feel left out,
DunGron Hack offers endless random-

ized dungeons with a wide range of

monsters for those times when all you
want is to mindlessly slay beasts and
demons. Who needs a |)int anyway, when
you have such a wide range of fantasy
trips to choose from? l)().‘n D, $49.99.
Circle Reader Service # 6

STRATEGIC SIMULATIONS, INC., 673 Al-
MANOR Ave,, Svrre 200, Sussyeare, GA
O4086-2901, (4118)-737-6800)

FLASH TRAFFIC

When an FBI agent receives a “Flash
trallic”™ message, it means that terrorists
have a nuclear device reacly to unleash
in the U.S. This [ull-motion adventure is
live-action from beginning 1o end, tak-
ing up three CDs in the process. Procluc-
er/writer Chuck Plarrer is [amiliar with

the action/adventure genre, having
worked on such [ilms as Navy SEALS
and Hard Target.

Thus, the timing is
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very much that of a cinematic thriller,
except that the player is required to
make choices constantly to advance the
plot, making this more of a truly “inter-
active movie” than what the genve has
seen so [ar. While the video quality isn't
vet TV standard, at times the leter-
boxed view draws you into the story bet-
ter than the average movie found at the
video store. Frasi TrRarric isn't the first
interactive techno-thriller, but it stakes
its claim on being the lirst with some de-
gree ol Tocus. DOS CD, $39.95. Circle
Reader Service # 7

Tinve WarNer INTERACTIVE Grovr, 221100
Ovive Ave, Burpank, CA 91506, (800)
482-37606

FRONT PAGE SPORTS
FOOTBALL '95

The most recent incarnation ol the
award-winning football game [eatures
improved stock game profiles and coach-
ing plans, with 10,000 different plays
available on the CD version. Seasons

with tons ol stats may be simulated more
quickly than in previous versions, and
leagues are now a breeze to set up with

the dralt profiles included. Pro Bowl
teams may even be selected from user-
generated parameters, The "94 season
NFL rules are implemented, and players
going lor a two-point conversion will be
able 1o dive over the pile into texture-
mapped end zones with authentic eam
logos. The increased variety of VOR
[unctions and camera angles is nice, bhut
the real scene-stealer is the new roto-
:\L’Upl:(i |Jlil_\'('|' il]‘.ll”l}ltll']ll, \\'lll(-h \\'tllll(l
hardly look out ol place on Monday
Night Football. DOS 3.5 §54.95, CD
$59.95. Circle Reader Service # 8
SIERRA ON-LINE, INC., P.O. Box 483,

Coarsecorp, CA 93614, (800) 757-7707

GAMER'S CHOICE,
SMASH HITS,
EBLOCKEBUSTERS EDITIONS

The shareware universe is a lot like a
Blockbuster Video store. There are tons
of titles, but only a select few that you play
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again and again, Fun N” Games has tried
lo make some sense ol the confusion by
placing a number of notable shareware
games onto three separate CD-ROM ri-
tles. There are some real gems here, in-
cluding Doom, VGA PLaneTs, CAPTURE
THe Frac and Rarror. Of the three pack-
ages, our lavorite was the Windows-based
Brocksusters Epriton, which had a nice
combination ol arcade games, card
games, board games, and war games,
I'Qc_-c_*p in mind, however, that these games
are shareware. If you plan on keeping a
game on your har  drive, you are ethical-
|\ nbllL,dLLd Lo pay the ({L'\clnpt_'l a regis-
tration fee, from $3 to $25. DOS CD,
$24.95. Circle Reader Service # 9

Fun N' Games Ine., 8575 Wiriows Ro.
NE, Repvonn, VA 98052, (206) 556-9600)

GENERAL ADMISSION

EASEEALL/FOOTBALL
MicroLeague has added small win-
dows of digitized film footage to spice up
their animated foothall and baseball
games, but the emphasis is still on statis-

he graphic look, despite
is a bit dated when
compared to other games in the genve,
Nonetheless, sports gamers looking
more for realistic season replay than
pretty playing fields will be able to man-
age their favorite teams at a bargain
price. GENERAL ADMISSION BASEBALL was
formerly known as MICROLEAGUE BASE-
pALL 4, and is the most polished of the
game line, although the Foorsail ver-
sion offers quick stat-based fun in a solid
“thinking man’s” style. Other than the
price, the biggest a(iIuw point is the new

tical accuracy.
the enhancements,

‘94 Strikebusters disk (available separate-
ly for 59.95), allowing fans to play out
the major league hdwb.lll season as il
might have been. DOS, $9.95 each. Cir-
cle Reader Service # 10

MICROLEAGUE INTERACTIVE SOFIWARE,
Unmversrry Orice Praza, Broisvoe Broc.,
Stk 201, 262 Charasax Roan, NEWARK,
DE 19702, (800) 334-06572

HITCHHIKING ON THE
INFORMATION HICGHWAY

This mnovatuve Windows CD-ROM
product will have you one click away
from Cyberspace. It combines interface
soltware for COMPUSERVE, GENIE, AMERI-
A ONLINE, PRODIGY and NETCOM (an In-

Frogram Manager - [Rafeom far Achblkers]
Hy

ternet aceess provider), Also included is
SoFTERM, a lull-blown telecommunica-
tions program, which offers RIP graph-
ics, SLIP TCP/IP support, and a
database of 20,000 BBS and on-line
provider listings. While the entive pack-
age may be a bit overwhelming o the
beginner, the slide show demos, videos,
voice-over narration, and the well-writ-
ten hypertext database help to guide
vou along. Those who know just enough
about the on-line world 1o be dangerous
should find their on-line hitchhiking to
he far less intimidating with this useful
package. Windows CD, $99.95. Circle
Reader Service # 11

Moon Varrey Sorrwane, 141 SUBURBAN
Rp. Svite Al, Sax Luis Optspo, Ca 93401,
(&f13) 781-3890

INTERACTIVE MUSIC GAME
Basically, this is Music 101, crossed
with a parlor game and brought to a
riendly Windows sereen. Sixty-lour
spaces, arranged like musical keys
around a square game board, must be
traversed to win. To move to a particu-
lar kev-space requires answering a musi-
cal trivia question, and there are "music
chance” spaces which can add to moves,
give extra turns and so on. As you learn
abour the number of lines in a stalf, o
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where the b-flac key is on a MIDI key-
board, vou are tre: wed to comments by

Jazz giant Oscar Peterson. I you need a

break from game play, you may listen 1o
brief concerts by Peterson, guitarist Li-
ona Boyd, or the always-cnergetic Cana-
dian Brass. Audio that was synched
better with the video might have helped
this product, as well as questions about
the musical greats involved, so that kids
(of all ages) might know that Peterson's
classic composition “Cupcake” is more
than just something you ecat. Windows
CD. Circle Reader Service #12

Microroruas, | Woobsorovct Ave.,
Toronro, ONrtArio, MoM 541, (416)
(56-0368

JOURNEYMAN
PROJECT TURBO

Although there’s nothing new in terms
of gameplay here, Sanctuary Woods
“Turbo” update speeds up this sei-fi time
travel title considerably over the original
version, You'll think you're Everard
Manse [rom Poul Anderson’s Time Patrol
series as you saleguard history from the
perils of illicit time wravel. Adventurers

have complete range ol motion and a
non-linear plot, although the game still
has a jerky feel to it becanse of the node-
Along with the cine-
matic elements, this CD-ROM only game
has a surprising amount ol detail and at-
mosphere, and even includes some (for-
gettable) arcade action. Despite the
technological many

based movement.

achievements,



Friendlto your hand.

Deadly to your enemy;

If only you had knocked
out one more target.
If only...

No more alibis! Get a
new grip on excitement
with FX2000. The advanced ergo-
nomic design improves pilot
comfort and response—whether
right or left-handed.

- FOR IBM & COMPATIBLE PCs.
& Sincom

TECHNOLOGIES

——

Now you can dogfight longer, with
less combat and flight fatigue. Plus,
there are dual fire controls, switch-
able fire buttons, throttle control,

and more. Try FX2000.

So good, you -
won't believe f/
its real.

The Hardware Advantage for Enterfainment Software
6400 W. Gross Point Rd., Niles, IL 60714 708/647-4040

Falcon AT artwork by Spectrum Holobyte

Circle Reader Service #182
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gamers may still feel like an outsider to
lmlh the |}1u| line and the game’s envi-
ronment, largely because JOURNEVMAN
[ails to convey a sense of urgency. Those
needing a sci-li lix will appreciate the
acting, which is much more natural than
in most multimedia affairs. DOS or Mac
CD, $49.95. Circle Reader Service # 13

Sancruary Woobs, 1875 Sovrtt Graxt

1., SAN Martro, CA 94402, (115) 578-6340

NATIONAL LAMPOON'S
BLIND DATE

The reality of blind dates is that they
usually aren’t as great as you'd hoped or
as luus\ as you d braced yoursell for,
which Ilhll\th Brixp Date rather true to
life. The game features 22 characters
shown in “live action video” that, in a
small, choppy Quicktime window, looks
neither live nor video-quality. Your date
is Sandi, a lovely brunctte in a little
black dress, who can play Beavis much
better than pool. Although quite engag-
ing (she even loves the Three Stooges),
she tends to lay a number ol little traps
for vou to fall into. The dialogue is
amusing and some of your potential
replies are hilarious. If you survive the
bar, and have enough money to buy her
drinks and take her home, you may “get
lucky.” But not that lucky. Except lor a

little strip-tease (with the emphasis on

“tease”), you won't see much (unless you
find the Easter egas). In fact, one of the
oddest things about this game is that
vou'll be kissed by Sandi's large, lright-
ening roommate for giving her $20, but
not once will Sandi so much as peck vou
on the cheek. Much like a real blind
date, Brinp Dare will only interest you
lor one night, which may leave you won-
dering \\'hctht‘l' it was worth it alter all.
Windows C D, $49.95. Circle Reader Ser-
vice # 14

TRIMARK INTERACTIVE, 2644 3071 ST.,
Sanvra Moxica, CA 90405-3009, (80())
247-5447.

NOVASTORM

Psygnosis really took us by surprise
with this great-looking trench-running
shooter, even though they're known for
cames with exceptional graphics. No-
vastorM's Silicon Graphics-rendered
environs are better than those in Lu-
casArts” REBEL AssauLt, and the game-
play is at least comparable. Though the
game’s “computers v. mankind” conceit

is recycled, itis largely irvelevant. Pilot-
ing a star fighter confronted by waves
of enemy ships, you watch the action
from behind your ship, firing at bad-
dies, collecting bonuses, [rantically
avoiding walls and dodging fire. Alter a
number ol skirmishes through imagi-

native, fantastic scenes, you'll reach a
fortificd “Guardian” of ferocious dispo-
sition and power, more than able to re-
pulse your repeated attacks. There are
double-shot rounds, smart bombs,
wingmen and other special attacks you
can use, which makes the going a litle
casier, and adds welcome variety, The
only obvious black mark is that you
can’t save the game, even alter vou've
taken out those big bad boss ships—
one Euro-shooter I('fli\ we could have
casily lived without. "mll, anyone itch-
ing for furious PC arcade action would
lave trouble linding a wilder ride than
Novastorm. DOS CD, $59.99. Circle
Reader Service # 15

PsyoaNosts Lisiren, 675 MASSACHUSETTS
Ave., Campripce, MA 02139 (617)
H97-5437.

OuUT OF THE SUN
OUT OF THE SUN is a WWIT air combat

simulation built to take advantage of

the horsepower of the Power Macin-
tosh, Supporting resolutions up to
1024x768, it olfers a tremendous lield
with *‘ulg!lllll‘illll around details
(the Pacilic atolls m |)1|||(||]r1||\ well
done). Mac pilots can fight in the Mid-
D-Day and the Battle of Kursk the-
Arena for
custom designed doglights. Along with

ol view,

way,

atres, as well as enter the
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Jjumps, kicks,

the common aireraft depicted in simu-

lations of this period (P-51, Zero,
BF109), Our or 1tne Sus includes rare
Russian aircralt including the 11-2 Stor-
movik and the Yakovlev YAK-3. The
flight modeling comes in four flavors,
from “arcade” to “veteran,” with the lat-
ter olfering high detail in aireralt han-
dling characteristics. We recommencd
Mying Our or 1TuE SuN with a CH
FLIGHTSTICK PRO or comparable joy-
stick. All in all, OUT OF THE SUN is per-
haps the richest WWII air combat sim to
date for the Mac, MAC 3.57 or CD,
$47.95 Circle Reader Service # 16

Domark Sorrware, 1900 Norroik
STrREET, Svrrk 110, Sax Mareo, CA
94403(800) 695-4263

SHADOWS OF CAIRN

What can you do with an honest
thielz How about framing him in the as-
sassination of a kindly Duke? That's the
nasty situation Quinn, the thiel oo
good [or his own good, linds himsell in
as he begins the action/adventure tale
ol SHADOWS OF CAIRN. You control
Quinn from a side-on perspective as he
and punches his way
through several levels of guards and
lll”l(lllb. The smooth, 1()I<Js{<}|)ul mo-
tions ol Quinn will be instantly Familiar
to players ol Jordan Mechner's Karare-
KA and PRINCE OF PERSIA games. But

while Suapows oF CAIRN has more ad-
venture type puzzles and cinematic
scenes than Mechner’s games, it has de-




l IBM DISKS

h Fleat

2ross the Rhine

D&D Menzoberranzan
ien Legacy

kania 2 Star Trail
mored Fist

attle Bugs

oForge

each 3

reakThru

annon Fodder

der GO

/Clones

ark Forces

awn Patrol

eep Space 9: The Hunt
ominus

pom |I: Hell On Earth
reamWeb

ungeon Master 2
ghter Wing

ight Commander 2
ight Light

itress Dr Radiaki
eroes Might & Magic
£k

in Cross

rune Alien Logic
nights of Xentar
inds of Lore 2

yrds of the Realm
echWarrior 2
etalTech: BattleDrome
ascar Racing

erves of Steel

erfect General 2

one (201) 783-3600 * Fax (201) 783-3686 © Call Our FAXBACK Line From Your Fax Machine (201) 783-3374

800-999-7995

end Drdars To: M

HELL CD $44

Raiden 33
Raptor 24
Rise of the Triad 40
SimTower 30
Star Reach 37
Strip Poker Professional 34
System Shock 50
Theatre of Death 27
Theme Park 40
Third Reich 37
Traffic Dept, 2192 CALL
Victory al Sea 45
Wing Command Armada 48
Wings of Glory 50
X Com 45
Zephyr 52
W JOYSTICKS

ACM Game Card 35
F-16 Flight Control 119
Flight Control Pro 115

Flight Control System €9

Flight Stick 39
Flight Stick Pro 62
Formula T 1 126
Phoenix Flight and WCS 115
Rudder Pedals 115

Virtual Pilot 69
Weapons Control Mk 2 95

I SOUNDCARDS

Audio Rock-It 16 69
Sound Blaster 16 Value 119
Sound Blaster 16 MCD 149
UltraSound 129
Wave Blaster 189

DEATH GATE CD $34

KNIGHTS XENTAR $43  WARCRAFTCD $44
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ADED Menzob, 50
Arkania 2 Star Trail 44
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Celebrity Paker 27
Colonization 49
Complete Ultima Vil 30
Creature Shock 38
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Critical Path 52
Cyber Judas 52
CyClones 48
Dark Forces 49
Dawn Patrol 40
Deep Space 9 Hunt 43
Dominus 38
Doom I Hell On Earth 46
Dragon Lore 44
Falcon Gold 59
Flash Traffic 7

Flight Commander 2 44
Fortress OrRadiaki 38

Full Throttle 42
Gadget 50
Hammer of the Gods 44
Harvester 59
Heretic GALL
Inca 2 29
Jorune Alien Logic 40
Litil Divil 33
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PGA Tour Golf 486 50
Phantasmagorla 49
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Rise of the Triad 44
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Strife CALL

Strike Com/Privateer 50
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DREAM MHBHINE

Sl The most innovative (D ever!
Navigate through a 30 world where
our ultimate fantasies come alive,
he only (D that adapts to your
choices. As seen on Donahue, Joan

Riversand (NM. (0§49

UROTSUKIDOJI

Is there any ho ! for humanity? |
Will the le? nf the Overfiend |5
become reality? From the anima- |5
tion geniuses who created Space P
Cruiser Yamato, this is the
astounding and controversial the-
atrical masterpiece which single- -
handedly launched a whole new genre of Jaznnm anima-
tion. Definitely not for children. SALE! (D $39

PIXIS INTERACTIVE
\2: SPACE SIRENS

As a space privateer you are at the
helm of your solo craft in search of
rare alien artifacts, Responding to a
distress signal, you are lured br the
irresistible song of the Space Sirens
emanating from a mr‘sttrious space
station, You venture into the domain of the alluring and
beautiful Space Sirens only to realize that you've been
entrapped in VR chamber to fulfill their every desire.
Engage in a search and fulfill mission in an exotic interac-
tive odyssey, Contains 3D animation and graphics, original
music, IBBB mgrequired, (D $54

VIRTUAL VIXENS PART 1 $44
SCISSORS N STONES

Joumney into a realm where beauti-
ful women are available to chal-
lenge you in a game of chance. A
high tech adaptation of the ancient
Eamr of scissors-rock-paper.
eaturing live action video com-
bined with 3D animation and
graphics. (DSALE $29 :

WOULD YOU LIKE TO
RECEIVE OUR COLOR
32 PAGE ADULT CD

CATALOG?

Simply Circle Reader
Service #96 & We'll Rush
One Out To You!

Sign card stating you are over 21

Circle Reader Service #93
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cidedly less quality in the art and over-
all feel. It does have some great music
going for it, and you can hear the music
in “high resolution” (44Khz), but you'll
need a Pentium to run the tunes at that
level. DOS, Windows, $49.95, Circle
Reader Service # 18

Masoue PusListune, PO Box 5223, In-
arewoop, CO, 80113, (303) 290-9833

VIDGRID

Billed as “the rock video moving
puzzle game” and developed in con-
junction with Geffen Records, VIDGRID
wowed us with its addictive puzzles,
great sounds, and live action music
videos. As each ol the nine music
videos plays in almost erystal clear digi-
tized video, puzzlers have to unscram-
ble the mixed-up scene by dragging

L« [IETHTTHY « B
‘_' i r A

square puzzle pieces around the screen.
Finish a level of Vincrip video puzzles,
and things get even more difficult as
puzzle pieces are turned upside down
and inverted. Popular videos by groups
like Aerosmith, Guns N' Roses, [imi
Hendrix, and Van Halen, will keep
MTV mavens rockin’. Our only com-
plaint is that there are only nine videos
in all, which meant that after we'd
played through one level, we'd seen
‘em all. Still, the addictive level of the
play is high, and you'd never believe

Jimi Hendrix could look so good on a

computer screen. DOS CD, $34.95,
Circle Reader Service # 19

JASMINE MULTIMEDIA, 6746 VALJEAN AVE.,
Surre 100, Van Nuys, CA 914006, (818)
780-3344

VIRTUAL VEGAS

“T love a man with a big wad.” quips
the sassy blackjack dealer dressed like a
refugee from Logan's Run. This, and
many more thinly-veiled references to
the male anatomy can be yours in the
world of Virrual. ViGas. The [lirst in a
planned series ol games, ViRruaL Vi-
GAS combines a rather ordinary version

ol video blackjack with the type of

male-female verbal swordplay you'd
find in Tsunami's Man ExovcH or Tri-

Rather be Golfing?

With Picture Perfect Golf
Now You Virtually Can Be...

Picture Perfect Golf, from LYRIQ is the only
golf software that fully leverages both CD-ROM
technology and virtual reality techniques to
bring players the thrill of playing some of the
world's finest courses- at home!

Picture Perfect Golf gives you thousands
of real pholographs of each course and puts
you-not an animated figure- on the green.
Real to life club trajectories and golf shot rolls
and bounces further the excitement. Play
using the keyboard or mouse, or add an optional
infrared golf club to simulate the experience of
playing golf using your own swing and results, An
experience Lhal costs about $25 an hour al indoor
golf centers is now available for your PC. So go
golfing virtually anylime,

Call Toll-Free Now

For the Dealer Nearest You!

LYRIQ

mark’s BrLinn Datre. As one of wwo dif-
ferent dealers (lips the cards, she'll
make comments about how “intrigu-

ing” you are or how “arousing” your
card play is. In some cases, you'll get to
respond to a comment with one of
three remarks. Some ol the writing 1s
witly, most ol it is sophomoric, and all
ol it leads nowhere: there’s no strip
blackjack here—just some slightly saucy
talk. Future additions to ViRTuar VEGAS
will include a Craps module, a virtual
shopping mall (for spending your vir-
tual winnings), and a Ms, Metaverse
contest where you judge the talents of
more virtual women with sharp
tongues. Mac or Windows, $29.95. Cir-
cle Reader Service # 20

Virrvar Vecas, INc,, PO Box 25123, Los
Axcerrs, CA 90023, (800) 37-CDROM €

1-800-433-4464



THE MARKETPLACE

Call your Account
Representative,

Marci Yamaguchi, at
(714) 283-3000 x37
for information on

how you can advertise
your game, product or
service in the economical

MARKETPLACE

section.

SSI's Out of Print Wargames Are Back For Only $15!!!

B-24 Mech Brigade Star Command

Battle of Antietam Rebel Charge Stellar Crusade

Battles of Napoleon Red Lightning Storm Across Europe
Conflict: Middle East Second Front Wargame Construction Set
Geltysburg Shiloh: Grant's Trial Warship

Kampfgruppe Sons of Liberty Western Front

Scenario Disks for SSI's Battles of Napoleon for $10
Scenario Disks for SSI's Wargame Construction Set II: Tanks! for $15

Our hours are 8:00 am to 5:00 pm PST M-F
a s We accept Visa, M/C, Checks, Money Orders a8 o
To order or request a free catalog contact:

Novastar Game Co. = P.O. Box 1813 = Rocklin, CA 95677 = (916) 624-7113

Reacler Service #219

T H E
w A R
R O O M

“WHERE TRUE GAMERS CoME To MceT™
CHALLLNGE PLOPMLE ACROSS THE U.S. 10 YOouR FAVOHIIE MUI,II-’I..\\'[PI

« Doom 1™ * SPECTRE VR'™ « EMPIRE DELUXE™ * GLOBAL CONQUEST'™
* FALCON ¥3.0™ + F-15 STRIKE EAGLE™ * BATTLE CHESS™ + INDYCAR RACING™
AND MANY, MANY MORE!!!

NS OF | PLAYER GAMES "¢ CONTESTS SRIZES s CHAT BYSTEM * E-MAIL
MENT GAMES . 3 ] * INTERNET FEED FEATURING ALL GAME FORUMS

Ho Age Limits = No Monthly Memberships Requited » No Downlooders = Free Triol Access = Low Hourly Rates = Time Charged For Gaming Only
IMMEDIATE ACCESS VIA MASTERCARD OR VISA

Are You Up To The Challenge?

SFET YOuUR MODEM TO B-MN-1 AND CALL

Reader Service #347

Games Too Expensive?

Consider Pre-owned Software

Save big $35 over new
Original disks and manuals
IBM - AMIGA - C64
Hard-to-find classics plus
all the latest releases

@ Call or write for free catalog
(specify computer)

Bare Bongs oftware
940 4th Ave #222 Huntington WV 25701

1-800-638-1123

Customer Service: 304-529-0461
BDS for complete liat: 304-529-7050

Slow Machine?

Sometimes you just need a

Get the CMX CYBER series. Speed
and Power for the ultimate mix of Man

The Fo rI Id .
The Forum of Ideas § and Machine.
r‘\nnnuncmg a new monthly magazine that 3 :
is more than abewt games — it includes one! The CYBER COF{ICS equlpped with
If you don't have the time to learn and play 486 DX2-66 with 256K Cathe
games like you used to, consider GameFix, a 1.44 M FD, 425 Mee HD
manthly, 32 page color magazine with: ' 8 M’ g
eg Ram
= A CDmPIcIC board or card game inside VLB wdeu with ] Meg exp to 2 Meg
very issue, featuring: . .
P VLB IDE with high speed ports
= an11"x 17" map ) 4X CD-Rom drive (QUAD SPEED!)
- 10} color cards nr. die cur counters CTX 14n .28 DP Sch N]' Monitor'
= low complexity, high replay value 16 Bit Sound Card & Sp kers
= A fearure article on the game’s subject Mouse and 101 Keyboal'd
= Dave Wood's review column The Armchair FlightMan Jﬂysﬁck
Gamer,
= Game variants and scenarios Lots of software and CD-Roms
= A low $6.93 cover price Plus FREE SHIPPING!

For more informaton, call (916) 362-0875.

For the cost of 82,450.00 (=

To order a 4-issue il subscription: send

$19.00 (US only) to:

Call us at 1-800-448-1436 ¥
Ciame Puh}i("ﬂlium (_I‘m‘uls Upgrades are available
8795 La Riviera Dr. Suite 182 C‘aHIOr p!'i-'c.f-ﬂQ and m’alfﬂbihf}'

Sacramento, CA 93823

One year subseriptions are also available for ‘ PJI“I'!pl.]l(. l’(_‘)l’l‘\ﬂ.gﬁt‘ Plaza (e0482.5577
$49.50 US, or $100.00 US for overseas L (906}482-2580 Fx
e P Ho Ighton MIT 49931

Reader Scrvice #45

Reader Service #67 Reader Service #296




ADVERTISE

'Q?sg' q?g'
INFO. # COMPANY PHONE INFO. # COMPANY
35 21st Century Entertainment (716) 872- 1200 104 86 Megatech (800) 258- MEGA 27
256, 221, Accolade (800) 245- 7744 19,47, 171, 212,304 Micro Sports, Inc. (800) 937- 7737 184, 18!
288, 33, Accolade (800) 245- 7744 199, 82, 89 Microforum (800) 465- CDCD 22
289 Accolade (800) 245- 7744 83 150, 349 MicroProse (800) 972- 7434 103, 10!
283, 114  Advanced Gravis (800) 663- B558 163, Cover 3 380, 361, 171 (800) 879- PLAY107, 109, 14
42,260  AIVR Corporation (800) 324- AIVR 150 362 Microsoft (800) 563- 9048 11
299 Alliance Interactive Software (800) 870- 0920 223 353 Mindscape (BDOD) B66- 5967 22, 2.
294, 44,  Avalon Hill Game Company (800) 999- 3222 12, 13, 93 Mission Control (800) 999- 7995 26
295, 234 51,75 250 MPG -NET (800) GET-GAME 166, 16°
293 BAO (217) 356- 0188 215 94 Multimedia Specialists (800) 233- 0010 24!
45 Bare Bones Software (800) 638- 1123 263 270 Multiwave Innovation (408) 379- 2900 24
40 Bethesda Softworks (800) 677- 0700 77 152,217 New World Computing (800) 325- 8898 21, 218, 21!
51, 207, Capstone Software (800) 468- /226177, 189, 241 292 Neway Electronics (818) 991- 4330 25!
237,207 Capstone Software (800) 468- 7226 186, 187 218 Novalogic, Inc. (818) 774- 0812 !
190 CH Products (619) 598- 2518 197 219 Novastar Game Company  (916) 624- 7113 26:
341, 262, Chips & Bits (800) 699- 4263 131, 145, 305 Ocean of America (408) 289- 1411 13’
340, 342, 200, 167, 33, 239 99 Origin Systems (800) 245- 4525 Cover
209, 343,54 247, 257, 88- 95 153 Papyrus (800) 836- 1802 20!
263 ComputAbility (800) 896- 1336 234 - 235 195 Philips CD-i 15¢
56 Computer Express (800) 228- 7449 110- 115 177 Psygnosis (617) 497- 7794 17!
296 Computer Mechanics (800) 448- 1436 263 354, 179 Quantum Quality Products  (908) 788- 2799 206, 221
53, 280  Creative Labs (800) 998- 5227 251, 55, 57, 307 R&G (800) 525- GAME 25,
Creative Labs (800) 998- b227 59, 61 355, 360, ReadySoft, Inc. (905) 475- 4801 145, 151
229 Diamond Multimedia Sys.  (800) 4- MULTIMEDIA 249 361 ReadySoft, Inc. (905) 475- 4801 20:
344 Digital Piclures (415) 345- 0445 62, 63 119 REM Software (313) 457- 1161 21
240, 227 Electromedia Productions  (800) 67- COROM 181, 237 291 S Software (800) 243- 1515 16
138, 55, Electronic Arts (800) 245- 4525 123, 195 337 Sales Curve Interactive (800) CYBERWR 12
334 Electronic Arts (800) 245- 4525 263 274, 356 Sanctuary Woods (800) 943- 3664 143, 15:
136 Empire Interactive (800) 216- 9706 266 362, 309 Sanctuary Woods (B00) 943- 3664 217,10, 1.
5 Epic MegaGames (800)972- 7434 4,5 107 Sideline Software (800) 888-9273 25:
141 Falcon Northwest (800) 258-6778 17 98 Sierra On - Line, Inc. (800) 757- 7707 2,:
57,143  FormGen, Inc. (800) 263- 2380 29, Cover 2 128 Sigma Design (800) 845- 8086 4!
228 G.E. Information Services  (800) 638- 9636 179 112 Sir - Tech (800) 447- 1230 12¢
67 Game Publications Group  (916) 362- 0875 263 357 Some, Inc. 16¢
241 Gamer's Gold (800) 377- 8578 231 311 Sony Imagesoft 6
302 Gremlin Graphics Software  * 73 115 Spectrum Electronics (800) 983- 4321 188
303 GTE Interactive Media o 30, 31 224 Spectrum HoloByte, Inc. (800) 695- GAME 16¢
242 Home Base Products (BOD) 686-2523 214 313 STAC Electronics (619) 794- 4333 4
* HPS Simulations (408) 544- 8381 229 225 StarPlay Productions, Inc.  (800) 477- 9562 3!
268 Hyperbole Studios {8B00) MY- DEALER 133 o Strategic Simulations, Inc.  (800) 245- 4525 12!
71 id Software (800) ID-GAMES 153 315 Sun Star Publishing (800) 660- 4480 14.
T Impressions Software, Inc.  (617) 225- 0848 1,209 182 Suncom Technologies (708) 647- 4040 25¢
78 Impressions Software, Inc.  (617) 225- 0848 211 161 ThrustMaster, Inc. (503) 639- 3200 19(
346 Internews 800-443-4294 50 185 ThunderSeat Technologies  (800) 8- THUNDER 195
123, 335 Interplay Productions, Inc.  (800) 969- GAME 71, 87 281, 282 Time Warner Interactive (800) 482- 3766 85, 17:
76 Interplay Productions, Inc.  (800) 969- GAME 135 117 Titan Games (800) 247- 5447 19:
174,175 |Interplay Productions, Inc.  (800) 969- GAME 139, 157 226 TRIMARK Interactive (310) 314- 3046 3¢
i IVI Publishing (800) 432- 1332 49, 67 323 U.S. Gold, Inc. 22"
347 Kinetic CyberSystems (310) 407- 1325 263 277 Velocity Development (800) VLOCITY 15¢
81 KOEI (415) 348- 0500 227 324 Vertronix (800) 478- 0217 18(
211 Lead Pursuit, Inc. (714) 362- 8698 130 358 Viacom New Media (800) 469-2539 1t
82 Logitech . 80, 81 326 Virgin Games, Inc. (714) 833- 1999 100, 10:
246 Looking Glass Technologies (617) 863- 5810 193 327 Virgin Games, Inc. 42, 4:
‘ LucasArts Entertainment Co. (800) STA- WARS 79 106 VTS Global Operations (800) 314-9841 32¢
348 LYRIQ Internaticnal Corp  (800) 433- 4464 262 359 Yamaha Corp. Of America  (800) 333- 4442 8¢
269 Masque Publishing (800) 765- 4223 129 331 Zephyr Computer Corp. (800) 448- 8806 108
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* Please see advertisement for contact information



Game and
Product Index

%
PAGE “ INFO. # PRODU

ADVERTISE

“INFO, i PRODUCT COMPANY

295
228

304
315
218
293
331
123

342

362
195
207
207

229

256
270
347
b1

376
225
76

337
256

136
174
323
3b3

82

226
328
311

161

42, 260
352

177

1830
1994 Games

STH Fleet
BreakThru!

Advanced Wava Table
By Sound Blaster

All American College Football

Arc Of Doom

Armored Fist

BAD Line of Products

Black Tower Pentium Computers
Blackthorme

Blown Away

Board Games

Brett Hull Hockey ‘95

Buried In Time

Burn Cycle

Casino Tournament of Champlons
Casina Tournament of Champlons
CO Range

Cheap Thrills

CMX Dragen

Command 3D Scund Engine

Computer Bulletin Board Systems

Coarridor 7

Creature Shock

Crystal Calibum Pinball

Cyberia CD-ROM

Cyberwar

Cyclemania

Darker Than The Dark Side

Dawn Patrol

Descent

Dominus

Dragon Lore

ECO- East Africa

Ejector Seat

Emperor's New Clothes

Alert Portable Motion Detector

ESPN Baseball Tonight Versus
The Competition

F16

Falcon MACH V

Flash Traffic

Flight Commander ||

Flight Unlimited

Friendly to Your Hand/ FX2000

Fritz

Fritz

Fritz

Front Lines

Gadgets

Gamed PC

GameFix

Games For Less

Girllriend

Golf 2.0

Hardhall *94

Harpoon Classic

Heretic

Herces of Might and Magic

High Seas Trader

Inferno

Interactive Entertainment

Internews

Jammit

Jazz Jackrabbit

Joyswiteh

King's Quest

Knights of Xentar

Kyrandia 3

Lemming's Chronicles

Avalon Hill Game Company
G.E. Information Services

Avalan Hill Game Company
Spectrum HoloByte, Inc.
Creative Labs

Micro Sports, Inc.

Sun Star Publishing

NovalLogic, Inc.

BAO

Zephyr Computer Corp.

Interplay Productions, Inc.

IVl Publishing

Chips & Bits

Accolade

Sanctuary Woods

Fhilips CD-i

Capstone Software

Capstone Software

Origin Systems

Diamond Multimedia
Systems, Inc.

Computer Mechanics

Multiwave Innovation

Kinetic CyberSystems

Capstane Software

Virgin Games, Inc.

StarPlay Productions, Inc.

Interplay Productions, Inc.

Sales Curve Interactive

Accolade

LucasArts Entertainment Co.

51
179

13
169
251

185
147

215
108

71

49
233
199
217
159
189
186, 187
Cover 4
249

263

243

263

177

100, 101
35

135

127

19

79

empire Interactive Entertainment 266

Interplay Productions, Inc,
.S, Gold, Inc
Mindscape

IVI Publishing

Legitech

TRIMARK Interactive

139
225
22,23
67

80, 81
36

VTS Marketing Global Operations 106

Sony Imagesoft

ThrustMaster, Inc.

Falcon Northwest

Time Warner Interactive Grp.
Avalon Hill Game Company
Looking Glass Technologies
Suncom Technologies
ReadySoft, Inc.

ReadySoft, Inc.

ReadySoft, Inc.
Impressions Software, Inc,
Chips & Bits

Neway Electronics

Game Publicaticns Group
Titan Games

AIVR Corparation

Microsoft

Accolade

Alliance Interactive Software
id Software

New World Computing
Impressions Software, Inc.
Ocean of America

Chips & Bits

Internews

GTE Interactive Media

Epic MegaGames

Lead Pursuit, Inc.

Sierra On - Line, Inc.
Megatech

Virgin Games, Inc,
Peygnosis

69

190
17,
85
12

193

259

146

156

204

211

167

255

263

192

150

119

171

223

153

209
137
131
50
30,31

130
2,3
271
42,43
175

2B9
77

89

334
54

263
56

93

94

107
115
241
291
368
128
250
153
190
212
138

237,

143

357

221
307
324

227
335

219
309

Live Action Foalball

Lords of he Realm CD
Maabus

Magic Carpet

Mail Order Products

Mail Order Froducts

Mail Order Products

Mail Order Products

Mail Order Products

Mail Order Froducts

Mail Order Products

Mail Order Software

Mail Order Software

MTV, Club Dead
Multimedia? Right I'm Excited
Multi - Player Games Network
NASCAR RACING

New From CH

NFL Pro League Football
Noctropolis

One Must Fall 2087
Operation Body Count
Operation Europa CD-ROM
Phoenix

Picture Perfect Golf

Pilot Control Stand

Pinball Arcade CD- ROM
Planet Strike

Powered Speakers For The Power Hungry
Pre-owned Software

Pure Wargame

Quoting The Quotes
Renegade

Retribution

Ripley's Believe It Or Not
Rise of the Robots

Rise of Triad: Dark War
Shadows of Cairn

Slam City

Some Of This

Sorority House
SoundBlaster Compatibility
Space Ace

Space Kids

SpaceWard Ho!

Spectre

Stacker Man

Stalingrad

Star Trail

Stonekeep CO-ROM
TES:ARENA

The Infinity Machine

The Journeyman Project Turbo
The Vortex: Quantum Gate 1|
ThunderSeat Technologies
Tigers on the Prowl

Tycoon Series

Tycoon Series

Tycoon Series

Tycoon Senes

U.S. Navy Fighter
Ultrasound Max

Universal NeverLock
Unnecessary Roughness
Used Game Software
Vertronix, Inc.

Video Games

Virtual Vegas

Voyeur

WanderLust

Wargames

Walk

COMPANY

Accolade 82, 83
Impressions Software, Inc. 1
Microforum 221
Electronic Arts 263
Chips & Bits 88-95
ComputAbility 234- 235
Computer Express 110- 115
Mission Control 261
Multimedia Specialists 245
Sideline Software 252
Spectrum Electronics 188
Gamer's Gold 231
S Software 164
Viacom New Media 15
Sigma Design 45
MPG -NET 166, 167
Papyrus 205
CH Products 197
Micro Sports, Inc. 184
Electronic Ants 123
Eplec MegaGames 5
Capstone Software 241
KOEI 227
Advanced Gravis Cover 3
LYRIQ International Corp 262
Home Base Products 214
21st Century Ententainment, Inc. 104
FormGen, Inc. 29
Yamana Corp. Of America 86
Bare Bones Software 263
GQuantum Quality Products 206
Quantum Quality Products 226
Strategic Simulations, Inc. 125
Gremlin Graphics Sw. LTD. 73
Sanctuary Woods 151
Time Wamer Interactive Grp. 173
FormGen, Inc. Cover 2
Masque Publishing 129
Digital Pictures 62, 63
Some, Inc. 164
Electromedia Productions, Inc, 181
Crealive Labs 55,57, 59, 61
Chips & Bits 145
MicroProse 141
New World Computing 218, 219
Velocity Development 155
STAC Electronics 41
Avalon Hill Game Company 75
Sir - Tech 120
Interplay Productions, Inc. 157
Bethesda Softworks 77
REM Software 214
Sanctuary Woods 143
Hyperbale Studios 133
ThunderSeat Technologies 198
HPS Simulations 229
MicroProse 103
MicroProse 105
MicroProse 107
MicroProse 109
Electronic Arts 195
Advanced Gravis 163
Chips & Bits 257
Accolade 47
R&G 252
Vertronix 180
Chips & Bils 239
Electromedia Productions, Inc. 237
Interplay Productions, Inc. 87
Chips & Bits 247
Novastar Game Company 263
Sanctuary Woods 10, 11

* Please see advertisement for contact informatian
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AVAILABLE FOR IBM PC & COMPATIBLES and PC CD-ROM

The Fnrt Air War

Dawn Patrol is a true flight simulation with the
emphasis firmly on pilot control and ‘seat of the pants’
skill. Climb into the cockpit and prepare for the
aeronautical experience of a lifetime.

Take the controls of one of 15 period aircraft including the Sopwith
Camel, SPAD 7, and the Red Baron’s Fokker Triplane.

B Leading Edge Technology provides fully Image Mapped
@AW aircraft and landscapes.

640x400 SVGA mode gives 4 times the resolution of standard

VGA flight sims.

A myriad ol viewing perspeclives (View Matrix) including interior
WAS cochpit, multiple external and unique ordnance view.

Over 150 missions to accomplish ranging from (raditional dogfighting
to balloon busting, each with full mission briefing and embedded
hypertext.

64 pilot biographies allow you lo creale your own characters
from Rookie to Flying Ace.

Experience a complete account of the 1914-18 "War of the Skies’ and
battle for either side of the conflict.

[B Over 30 original anecdoles, speeches and wise words from
gAW Cormmanders and pilols of the era.*

The 1914-18 team spirit amongst the airmen is further emphasised
through a number ol authentic wartime ditties.

(8 A lull range of realistic sound effects accompanied by Tchaikovsky's
B “Capriccio Italien” add the final touch of authenticity.

Forget all other flight sims, Dawn Patrol tests your flying skills
to the full against the real pioneer Aces of air combat.
“CD-ROM VERSION ONLY Dogﬁghti“g will never ;“TTYL[C::L!WHEHIU
p be the same again! T
I N T E R AlG T IV E

EMPIRE INTERACTIVE ENTERTAINMENT, 13220 WISTERIA DRIVE, BAY N-2, GERMANTOWN, MD 20874 VOICE: (301) 916 9302  FAX: (301( 916 0437

P R T S R DR e

et J;-_——.-..




Welcome to the Cooperstown of Computer Games.
Here, raised upon pedestals, you'll find the games that broke the records,

established the benchmarks, and held gamers in delighted trances for hours untold.

HADINOEIENME

THE Barp's TALE (Electronic Arts, 1985)
BaTTLE CHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
CiviLizaTioN (MicroProse, 1991)
DuNGEON MASTER (FTL Software, 1987)
EarL WEAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-19 SteEALTH FIGHTER (MicroProse, 1988)
GeETTYSBURG: THE TURNING PoINT (SS|, 1986)
GunsHIP (MicroProse, 1989)
HARPOON (Three-Sixty Pacific, 1989)
KAMPFGRUPFE (Strategic Simulations, 1985)
KinG's QuesT V (Sierra On-Line, 1990)
LEMMINGS (Psygnosis, 1991)

M-1 Tank PLATOON (MicroProse, 1989)
MEecH BRIGADE (Strategic Simulations, 1985)
MicHT % MaGIc (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)
PIRATES (MicroProse, 1987)
RamLroan TycooN (MicroProse, 1990)
Rep BaroN (Dynamix, 1990)

SIMEITY (Maxis, 1987)
STARFLIGHT (Electronic Arts, 1986)

THE SECRET 0F MONKEY ISLAND (LucasArts, 1990)
THeR FINEsST Hour (LucasArts, 1989)
Urrima XXX (Origin Systems, 1983)
UrtiMa IV (Origin Systems, 1985)
UrriMa VI (Origin Systems, 1990)

Wagr N RussIA (Strategic Simulations, 1984)
WAaSsTELAND (Interplay Productions, 1986)
WinG GCommanpeR I & I (Origin Systems, 1990-91)
WhzaRpRy (Sir-Tech Software, 1981)
ZoRK (Infocom, 1981)

F-19 STEALTH FIGHTER
MICROPROSE, 1988

While its gloss is somewhat faded
now when compared to more re-
cent Gouraud-shaded simulators,
F-19 Steavtn Fiener stll offers
one hell of a fun ride. Published
before the government’s real-life
announcement ol the F-117 A, F-
19 STEALTH FIGHTER provided
challenges unique to flight simula-
tions of the day. The missions in-
valved sneaking around through a variety of enemy
defenses, surprisingly similar to actual Desert Storm
sorties years later. Although the F-19 was adequately
armed, the electronic profile and stealth elements were
so well done that it was often more fun to avoid a dog-
fight than to engage in one.

_ipy=4
el
STEALTH FIGHTER

GETTYSBURG: THE TURNING POINT
STRATEGIC SIMULATIONS, INC., 1986
In the eight years since GETTYSBURG
first appeared, no other game has
managed to caprure the feel of the
Civil War's most Faimous battle quite
so well. One of the first computer
games that seriously challenged
board wargames in terms of realism,
Chuck Krogel and David Landrey's
design placed an emphasis on lead-
ership and the difficulties of com-
mand control on the 19th-century

battlefield. The rules for melee, double-time marches,
and visibility added to the fun, and also showed a good
understanding of Civil War tactics. Replayability was
helped by random “what-if” set-ups and a reasonably
challenging AL Still worth a look, if you can get past the
dated CGA graphics.
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Aces of the Deep V1.1: Up-
dates floppy version of Dy-
namix’s sub sim. Fixes
reported problems, includ-
ing random lockups, faulty
time decompression, and
others, 10/27/94

Blake Stone V3.0 Patch:
Updates V2.1 10 V3.0. Users
must have Blake Stone 2.1
canrently installed. Works
with registered version only.

11/3/94

Colonization V 1.1 Update
The newest version of Sid
Meier’s latest strategy cre-
ation. 11/13/94

CyberRace V1.22P CD-ROM
upgrade: Includes all previ-
ous lixes plus Pentium/PCI
fix. 1 UBIA"I

Dark Legions V1.1 Update:
Adds native sound support
for UltraSound/UltraSound
Max, AWE-32, FSS488/688
Chipset, and Ensoniq Sound-
Scape. CD and floppy ver-
sions available. 10/13/94

Dark Sun II: Wake of the
Ravager Update: Fixes re-
ported problems. Works with
CD-ROM version only.
10/26/94

Detroit Patch 2.1: Upgrades
this Impressions game 1o lat-
est version. Make sure to
consult the text lile for inlo
on saved game transfer to
new version. 8/11/94

Falcon 3.0 V3.05: New Up-
grade for floppy users of Fal-
con equivalent o the new
Falcon CD release. (See also
MiG-29 and Hornet up-
grades below.) 9/29/94

FLCS C&CC Update New
software for FLCS CoMMAND
AND CONTROL CENTER from
Thrustmaster. 11/11/94

Global Domination Update:
Fixes modem play bugs and
:‘L‘Plnccs Bismarck with
Hitler, for those politically
incorrect wargamers. 832-’?@’5)4

Harpoon Classic V1.54:
CD-ROM update corrects re-

PATCHES

Computer game programs have grown so massive and the number of hardware
configurations has become so huge that incompatibilities and glitches are
frustratingly common. Software fixes, or “patches,” for buggy programs have
hecome a necessary evil until we reach the golden age of standardized platforms
and bug-free programs.

These patches can usually he downloaded from the major on-
line networks (CompuServe, GEnie, ZiffNet), but can also be

obtained from individual software publisher's own BBSs or direct from the
publisher with proof of purchase. Red indicates new files.

ported bugs and uses less
memory. Missiles launch
against bases correctly.
Works with all previous ver-
sions. 11/4/94

Hornet V1.02: U]Jgrudcs
floppy owners, equivalent to
Hornet included with Falcon
Gold CD. 9/24/94

Legend of Kyrandia, Book

2, 1.04 Update: Fixes lock-
up problems on faster ma-

chines. 8/29/94

Lode Runner Windows Up-
grade V1.02: Corrects prob-
lems listed in the Readme
lile of the initial release. For
Windows versions only, not
DOS. 10/7/94

Lords of the RealmV1.01:
Update to latest version, al-
lows [or modem play, CD-
ROM and floppy versions
available. 11/1/94

Master of Magic V1.2: Lat-
est upgrade to MicroProse
strategy/magic game with nu-
merous lixes, new features,
and major Al enhancements.
12/1/94

MiG-29 V1.04: Upgrades
(loppy owners, equivalent to
MiG-29 version included
with Falcon Gold CD release.
9/24/94

Outpost V1.1: Fixes for
many of the problems of
Sterra’s science-fiction title.

10/3/94

1942 Pacilic Air War Mo-
dem Patch: Provides modem

play and fixes some bugs.
10/13/94

Pacific War V1.1 Update:
The official update from SSI,
this will not work with the
Gary Grigshy “X” versions
avaliable on-line. 8/10/94

Quarantine V3.5 Update:
Latest update for all previous
versions ol Quarantine, flop-
py and CD-ROM versions
available. 11/1/94

Quarantine D0S4GW.EXE
update: Simply an updated
DOS4GW.EXE for commer-
cial version owners. 10/21/94

Rehel Assaull Macintosh
Patch: Corrects “no CD in
drive errors”, and improves
game speed when playing full
screen. Also features direct
Power 'C support. 10/19/94

SimCity 2000 for DOS V1.1:
Fixes problems reported, in-
cluding crashes; also includes
some minor cosmetic fixes.
10/28/94

Tigers on the Prowl V 1.15:
l{caalacus all prior versions,
including V.1.14 update.
Adds a number of new lea-
tures, including improved
Al and an improved inter-
face. TOP users who want to
play the campaign scenarios
must have V1,15, 10/28/94

U-Boal V1.5 Update: Latest
version of Deadly Games'
submarine game—Mac only.
8/11/94

UFO V1.3 Update: Fixes

sroblem of captured Alien
Icaders dying enroute to X-
Com base. This patch is only
for UFO import version, not
the American X-COM re-
lease. 9/15/94

Ultimate Fonthall V1.31
Update: Replaces previous
update V1.3. Adds crowd
noise, fixes reported prob-
lems. 11/8/94

Under a Killing Moon
V1.04: For use with the
Cyrix microprocessor.

11/8/94

Under a Killing Moon Up-
date: Works with Gravis Ul-
traSound and Gravis
UltraSound Max. 11/8/94

Puhlisher BBS Numbers-
Many of these patches are
available direct from the pub-
lishers’ bulletin board sys-
tems. Call with your modem
parity settings at N-8-1.

Accolade CA (408) 296-8800
Apogee MA (508) 368-7036

Bethesda Software MD
(301) 990-7552

Broderbund CA (415) 883-

5889

Capstone FL (305) 374-6872
Creative Labs OK (405) 742-
6660

Impressions Software MA
(617) 225-2042.

InterPlay Productions CA
(714) 252-2822

LucasArts CA (415) 257-3070
Maxis CA (510) 254-3869

MicroProse MD (410) 785-
1841

Microsoft WA (206) 936-6735
Origin TX (512) 328-8402

Sierra Online CA (209) 683-
4463

Spectrum Holohyte CA (510)
522-6480

551 CA (408) 739-6137

Virgin Interactive CA (714)
833-3305.
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For centuries;, war has raged among the demons and fairies,

devastating this mystical land. Tiwo young knights, separated at
birth and yaised by mortals, chosen for the ultimate battle that
will decide the fate of heaven and earth. Never knowing their
true relation — or their own dark destiny they are fated to meet
and duel each other to the death. As Desmond, the Knight
of Xentar, you will be striving with many a winsome

NOT RECOMMENDED FOR
PLAYERS UNDER 13

enchantress to overcome mendcing foes —
and perhaps in victory, became the ruler of all.

So the challenge is on! An incomparable role playing
fantasy game for your PC, with stunning, hand sculpred
graphics throughout, humorous script and thrilling
plots. But be warned — with its romance and intense

action, Knights of Xentar is not for kidsinor the faint hearted.

aphics, no
quired, SgaF

Available at finer software deqlers everywhere or call
I 8007258 MEGA. Visa/Mastercard accepted.

Download-the FREE demo by calling our 24 hour BBS 310 539 7739
(8 data bits, no -parity, 1 stap bit, filename kxdemo.exe)
or send 85 for the demo on disketie to
Megatech, PO Box 11333, Torrance, CA 90510.
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by Colonel Presley

hirty miles away from the glitter

palaces in Las Vegas, the empty

desert surrounded me with

scrub and dun-colored hills. 1

began to imagine the desert as

a battleflield for mechanized

units, when I realized that Gary

Grigsby is working on  STEEL PANTHERS

for SSI. Although related to Grigsby's

brilliant PANzER STRIKE series, PANTHERS

has many new features, including individ-

ual pillboxes, smoke drifting via a wind

model, built-in maps, and a

scenario/weapons editor. A radical role-

plaving element lets you name leaders

and watch their skills increase with expe-
rience through a full-scale campaign.

I had been waiting for two hours in the

desert for an unknown informant to show

up. Finally I began to hear the drone of

choppers, and for a moment I thought it
might be a promotion for NovaLogic's
new high-tech WEREWOLF. Since WERE-
WOLF is supposed to connect with Ar-
MORED FisT and allow several players to
fly and drive cooperative missions, I got
excited over the possibilities.

Suddenly a shadow loomed over me,
and T heard the patter and flap of a para-
chute in the strong wind. Focusing on the
‘chutist, my eyes were dazzled with the
glare of rhinestones, and I laughed out
loud at the realization that my contact was
a member of the Flying Elvis team. His
chute sported a colorful version of the 7th
Level corporate logo, and it was descend-
ing rapidly. Unfortunately, the more 1
tried to mave out of the way, the more he
seemed headed right for me. Finally, the
inevitable collision occurred and we quick-

Dances

With Elvii

ly stood and dusted oursclves off.

I fervently hoped that he wasn't going
to launch into a rendition of “Love Me
Tender” when he spoke in a mumbling
sing-song. “Uh, huh, uh!” went the open-
ing mantra. “Have yoo ever heard o’ Ray-
mon’ Feiss?” Of course, I'd read the
Riftwar Saga, “And you know what he's
gone and done, man?” Ol course, almost
any role-player knows about BETRAVAL AT
KrONDOR. “And ya know what eylse?” I
didn’t, but T soon found out that 7th Lev-
el is going to be producing the sequel o
BETRAYAL AT KRONDOR, as well as other
products with the successful author. My
guest finished his song and handed me a
scarf with both the company’s logo and
Raymond E. Feist's name on it.

The pitch delivered, we got into my car
to make the trek back o Vegas. | remem-
ber thinking that my informant looked so
much like the real thing 1 half expected
him to pop open a pack of diet pills and
offer me some. As we talked, 1 soon discov-
ered that he wasn't headed for Vegas just
to perform. He was upset because he had
bet on the Mighty Ducks to take the Stan-
ley Cup. To ease his lrustration over the
hockey strike, 1 suggested he play some
computer hockey games, and told him that
Time Warner had just signed Wayne Gret-
zky 1o endorse a new hockey game for *95.

When we arrvived at the casino where
he performed his act, he gave me a
complimentary pass to that hotel's
quick-set concrete lunch buffet and

joined me for lunch. I remarked rthat

the food sank faster than the WWII subs
in 88I's StLenT HunTER after they'd
been depth-charged by the Imperial

Navy. Then [ had to explain that SiLent
HUNTER is a simulation that looks like
the Pacific Theater equivalent ol Acts
oF THE DEEp. I had seen the photo-real-
istic ship graphics and the distinctive
harbors from the periscope view, and 1
was very impressed. The 3-D, light-
sourced graphics make everything look
appropriate for various times of the day.

Fat Elvis told me that he was a big SSI
fan, and asked il I knew anything about
GREAT Naval Barrees 3. 1 told him it
would have around two dozen fixed sce-
narios (from the latter part of the
Solomon’s Campaign, Midway, Coral Sea
and more) and about the same number of
new ships in the mix. [t will also have new
planes and a built-in scenario editor, In
keeping with our previous discussion, 1
even explained that you could establish
sub zones in the new game and have subs
patrol those zones without extra interven-
tion on your patlt.

He seemed happy as he stood up and
said, “One for the money, two for the
show, ..." and passed out onto the floor.
Before T knew it, the casino manager was
chastising me for letting him eat at the
quick-set buflet and demanding that |
take his place on stage. “But I can't sing
in Far Elvis’ key,” T protested.

Somehow he got me onstage, and 1
made the audience feel like the latest
multimedia product without any real in-
teractivity, When I came offstage, the
manager said I got lewer boos than the
“real” Fat Elvis, and to think ol mysell as
“repurposed” content. Amused, 1 hoped
multimedia producers would figure out
the problem faster than he did. €
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FLIGHT & WEAPONS CONTROL SYSTEM

Take control of your elevators, ailerons, throttle, rudder, and flight and weapon commands with this
unique two-handed joystick - the Phoenix'FIig_ht & Weapons Control System.

Each of the 24 buttons can be programmed using a graphlcal interface, designed for
simplicity. The Phoenix is compatible with all games and flight simulators that support a standard
joystick and keyboard controls. No special support is required.

Advanced Grams G:lmpl}!efT echnolog',r Ltd!
1790 Midway Lane, Bellingham, WA '182.*1‘\:
: Formformatmn call: 1-800:663-8558, 604-431-5020 or fa 431-5155




8090 '@el's face it — putling a truly great game

on a floppy disk is like trying to play profess-

WIKG COMMRNDER" 111

ional football in a bathtub: you really need more room. That's

designers at ORIGIN are excited

creating CD-ROM games. Finally, we

ULTINA" VINI

can roll up our sleeves and weave magic. ® You want impossibly

awesome graphics? Watch our fully detailed

art blow you away. Hunt down the meanest

HINES OF GLORY™

0
A
9..
z
=

‘aliens in dozens of different galaxies — without having to guess
‘at what they really look like. @ You're wired for sound, aren’t
you? Then you should expect all your adventures to have it!

We have dynamic, orchestral sound-tracks

so phenomenal you'll wonder where we've

SYSTEN SHOCH™ .

" hidden the conductor. ® Of course, for everything you gain, you've
got to lose something. With a CD-ROM game, what you lose is

the hassle. Forgel about corrupt disks, too

= little hard drive space or making back-up
RAKADR ™

copies. It's ancient history. Finally you can pop in a game worlhy
AVAILABLE AT K SOFTHARE

RETAILER NEAR YOU. OR of the system you bought for it. ORIGIN creales worlds to take

on the multi-media challenge. éﬁ@@@ﬂ\”ﬂ“
9, wonllder
W cpesivs B

Now it's up to you to conquer them.  An Electronic Arts® Company

CALL 1-800-245-4525

FOR HORE INFORNHATION,

..Ill...ll.‘.l.....l-l.lt..I.....U.l.l..l...'libl..lq.....l.lll
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