Should You Blow a Wad for a Quad?

Adventure
Hell, Voyeur,
Jorune: Alien Logic

Action

Heretic, Zephyr,
Inferno, Cyberia
Strategy/War

Advanced Civilization, Transport Tycoon,
Flight Commander 2, Zeppelin

Hea\ry metal combat
in Dune ll-style
Page 32



“Triad is a truly awesome game!”*But don’t take our wormllt
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Railroads & Robber Barons”’

Welcome to the 19th Century!

With immigrants pouring in, America is poised for explosive
westward growth. Magnates famed for their greed and busi-
ness acumen rush to cash in. Can you handle the challenge?

Lay track, build stations, purchase trains, and manipulate
stocks to build an empire of iron and steel. History’s great-
est Robber Barons will try to stop you by undercutting
vour lines and buying out your stock. Your only weapons

Build a Railroad Empire with Iron Horses and an Iron Will!
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Roll against histary’s greatest!

(ST =T
. FEE

arc money and trains. Will your empire succeed or fall
under the wheels of the competition?

e

Break through the competition!

Actim] sercens Iy viry

The Avalon Hill
Game Company

DIVISION OF MONARCH AVALON, INC.
4517 Harford Road Baltimore, MD 21214

.

1830: Railroads & Robber Barons can be found in computer game stores near you. For #2404

CD RoM COMING SOON

Realable on: PC Compatibles, 386 o1 betwer, 4 HB of Ram, 3.57 igh

E al Dty Floppy, House, VoA color graphucs, Sound Support for Sound
i Blaster AW32, Saund Blaster 16, Sound Blavier Pro and Campatibles,
Pro Audho Spectrum and Roland

7 N

order information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. CGW 1

Circ e Reacder Serviee #2405



Intmducmg Avalon Hill's

VYolume 11

‘ollowing fast on the success of Operation Crusader comes STALINGRAD, VOLUME
I of the World at War™ series of computer wargames. This collaboration between
\valon Hill and Atomic Games highlights the epic struggle that sealed the fate of
itler’s Third Reich. Multiple historical scenarios simulate the grim battles ending
vith the annihilation of the German 6th Army. In a unique advance in computer
aming, players will be able to switch from the sweeping strategic scale (depicting
uch actions as the collapse of the Axis flanks) to the tactical scale (simulating the
_ll_ock-to-blo_ck bloodbath within the city itself). Built upon the award-winning
“rusader game system, Stalingrad is jam-packed with stunning graphics (the terrain
ven changes as the weather changes!). Ducumentatiuu includes a detailed, full-color
nanual and large battlefield map.

talingrad is sure to excite even the most sophlstlcnted gamer.

'The Avalon Hill Game Company
- 4517 Horford Roud  Boltimore, Maryland 21214

Stalingrad <an be found in computer gume sfores near you. For order information, or for
| the name of « retuailer near yotl, call Toll Free: 800- 999 3222, nsk lor Dept. CGW 1.

Stalin’s powerful Red Army is poised
nlung the Don River, ready to strike!

GL]‘TI’Idl'I infantry .ml.l armor
race for the Volga.




FEATURES

32 SNEAK PREVIEW! COMMAND & CONQUER

A powerful arsenal of futuristic vehicles, A real time
combal system in the DUNE 2 style. Plus, an hour of
animated and video cinematics. Could CoMMAND &
CONQUER be the strategy game equal of WING COMMANDER
3? Chris Lombardi sneaks into Virgin's secret base—code
named Westwood Studios—to get the scoop.

36 GAMES '95 FORECAST Do you feel left out in the
cold by interactive movies? Parched by the drought of good
RPGs? Washed away by the flood of Doom clones? Tune in
to your trusty CGW meteorologists, as we guide you
through the fog of games for 1995,

54 CD-ROM UPGRADE KITS & 4X DRIVES The simple
truth: I you want to play the hottest games of 1995, you're
going to need a CD-ROM drive. To help you in your hunt
for hardware, we gathered together the best CD-ROM
upgrade kits and quad-speed CD-ROMs and put them to the
test. The results, please!

SQMPUTER :o:wa.

MARCH 1995 65 SCORPIA'S STING Role-playing’s most rational mind

‘ S S U E 1 2 8 tries her hand at ALIEN Logic.

78 SCORPION'S TALE The patron saint of Adventure
helps players pass Legend’s DEATH GATE.

' The Extended
Forecast Fo

90 VOYEUR Become a peeping tom in Interplay’s CD
soap-operi. Charles Ardai finds room for his view.

98 HELL: A CYBERPUNK THRILLER Charles Ardai goes
to HELL and back to find that Hollywood names (like
Dennis Hopper and Grace Jones) can’t save a weak story.

The Magical
Dbsession of
HERETIC .

ACTION

104 HERETIC Armed with his Ethereal Crossbow and
Elvenwand, Vox Dei meets his DooM with a smile.

108 ZEPHYR The 24th-Century Battle Circuit ain’t all fun
and games. Gordon Goble takes a mad dash around the
arena and [ires off his report,

112 INFERNO From the space-time vortex of England
comes this space combat game with a flair for the
cinematic. Vox Dei transmits his translation of an alien
tongue.

116 CYBERIA Old-style arcade action meets new-style
silicon graphics. Charles Ardai tells us if there is any
substance to the style.
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o =‘Elnnmatngrapl_|ers, Phantasmagoria
unleashes an incarnate evil you
never knew existed inside your PC.

PLEASANT DREAMS.



rom Frédérick Raynal,

the director of
Alone in the Dark™
comes Relentless:

Twinsen's Adventure™ ...

ELccTRONIC ARTS

o :
B i, sl

his visual feast

a journey into a whole new features Twinsen,
world only possible thanks to the hero lostin a
CD-ROM technology ... perilous world...
f. ]
¢ '.'.l j‘.'
h
— e
|

{ ELECTR ONIC ARTS’

demo on America Online* by using keyword Relentless!
? Just call 1-800-827-6364, ext. 10007 for free software
d a free 10—huur trial membership.
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SPORTS s

Real-Time

122 UNNECESSARY ROUGHNESS ‘95 Accolade goes for
the long bomb with an enhanced Super VGA version of their
action-oriented football engine. Jim Gindin tells us if there
really is more hot-dog underneath the new mustard.

SIMULATION

129 BOGEY'S BAR & GRILL Think you've mastered the
nuances of FLIGHT SimuLATOR 5.07 The challenge of
“instrument approach procedures™ might put some pep back
into your prop.

134 FIGHTER WING A modern air combat simulation for the
rest of us? Martin Cirulis climbs into the canopy to see if this
Everyman’s simulation is for anyone.

STRATEGY/
WARGAMES

130 BROADSIDES & GRIPESHOT CGW's resident military
strategist reflects on how SSI's PANZER GENERAL brings a fresh
air of role-playing to wargaming—and why that’s a good thing.

142 SNEAK PREVIEW! ADVANCED CIVILIZATION Finally,
one of Avalon Hill’s most popular multi-player board games

comes to the PC. Alan Emrich, foiled in his attempt (o corner

the salt market, consoled himself with this preview.

146 TRANSPORT TYCOON Building an empire of planes,
trains and automobiles has kept Robert Hayes truckin’. He pulls
into a rest stop long enough to determine if this cross of SIMCrry
and RAILROAD TYCOON has enough gas for the long haul.

152 ZEPPELIN The great-grandfathers of the Goodycar blimp
take to the skies in this MicroProse release. Johnny Wilson

fills some pages with his own hot air. 12

156 AIR HAVOC CONTROLLER Trimark Interactive puts
some silly spin on a serious topic. Alfred Poor wonders if air
disaslers are really a laughing matter,

16
20

178
162 METAL MARINES Dodging cute missiles from diabolical
anime opponents, Martin Cirulis survives this light Windows 182
strategy game from Mindscape, his spreadsheet mostly intact.

188
166 FLIGHT COMMANDER 2 Modern air combat without a
Joystick? Tim Carter has so much fun splashing bogies in this
AVALON HiLL wargame that he never even misses his 192
Thrustmaster,

195
172 CENTRAL INTELLIGENCE Would a superpower
intelligence agency ever incite a bloody rebellion in a small, 198
Latin American country? Why, of course not! But if they did, 198
the situation might look a lot like Ocean’s latest game. Chuck 200

Moss explores this hypothetical scenario.,

Strategy And
Cinematics
Collide

Have A HELL Of A Time
With Stephanie Seymour

DEPARTMERNTS

EDITORIAL Gaming Trends For ‘95

INTERFACE Letters, E-mail and Flaming Arrows
READ.ME What's Up In The Gaming Scene?
SHAREWARE SHOWCASE The Arcade Apocalypse

HEX, BUGS & ROCK ‘N ROLL Kurix N’ PLAY Lets
You Roll Your Own

UNDER THE HDOD Technical First Aid For Hurting
Gamers

ADVERTISER INDEX The Ad Finder And Free Info
Center

HALL OF FAME New Inductions!

TOP 100 Readers Rate The Top Games

PATCHES Game Files To Kill Bugs Dead

THE RUMOR BAG Multimedia Quiz Show Madness
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FOR YEARS YOU'VE BEEN PRACTICING. NOW LET THE GAMES
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¥'CD-ROM
¥ 'Super VGA
¥ Voice

“Underneath the beauty lies an

adventure guaranteed to please

even the most demanding fan”
~ Trent Ward, PC Gamer

“Excellent” - Johnny Wilson,
Computer Gaming World

“Mercedes quality with immense
depth”
— Steve Wartofsky, Strateqgy Plus
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LONG AGO AFTER CENTURIES OF . An unforgettable experience!

WAR, THE SARTAN RACE SMASHED A dragon ship piloted by magic...a deserted shining

e R _ : city...mystical lands of elves, dwarves and dead sorcerers.
IHE WORLD SEAL AND SUNDERED ... Now the dark fantasy realms of the bestselling
THE EARTH INTO SEPARATE ~ ™ Death Gate Cycle are yours to explore in this

SR : y o ) » beautiful and thrilling graphic adventure.
MAGICAL REALMS, EACH o R iy

Lo b -t A ity l.::::e
SEALED FROM THE s =2 Uit Give
St . \ s :.:i:.. at
OTHER BY THE POWER- [ N3 BB . e [ vl ‘
FUL DEATH GATE. ; SR
125 IN ISOL_\]}C'lN’ : (7 'I Iy SR HEa ‘ .I Look ul the controls
¥ \ o'y, -' i I-,‘_ Y lT' "—; :mll::pﬂf:r:{‘ln:] E:n\::::mmllrl!ncnlll This must be the
IAGIC WAS CORRUPTED, TR Pacs €t 1 [ .
MAGIC WAS CORRUPTED, . ) ; ¥ Lﬁ &l > {____Lu_f_H_._!_fv'
KNOWLEDGE LOST AND THE gl Sy o -

COMMON HUMANITY THAT ONCE

BOUND THE WORLD WAS FORGOTTEN.
THE DEFEATED PATRYNS, TRAPPED IN

THE NIGHTMARISH PRISON REALM OF

THE LABYRTNTH, BECAME TWISTED Super VGA preserves detail of original art by awafﬁ-winning :
fantasy illustrators .
WITH HATRED AND PLOTTED THEIR

REVENGE. %* BORN IN THIS SAVAGE
AND UNFORGIVING LAND, YOU

ESCAPE AND UNDERTAKE A NEW

QUEST - TO FIND THE PIECES OF THE | ik RuT UL ER EL
= nology! A professional cast
WORLD SEAL, WREAK REVENGE UPON of over 40 speaking charac-
| ters, 3-D modeled animation,
THE SARTAN AND DELIVER YOUR | symphonic musical score

PEOPLE FROM THE DAILY TORMENT

T H GO H S DG i
OF THEIR LIVING HELL. | R ' SRS RS R ey

Actual Super VGA graphics
shown
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Deja Vu All Over Again

by Johnny L. Wilson

ormer major league player and
manager Yogi Berra is reputed
to have said, “It’s like deja vu
all over again.” Would it re-
quire a Department of Redun-
dancy Department to suggest
that the entertainment soltware
industry is experiencing deja vu all over
again? I recently suggested that we were in
a period ol “derivative consolidation.” Al-
ter everyone finished snickering at my
pompous assertion, I went on to explain.

Every so often, software publishers
reach an equilibrium point with regard to
technology. They have to wait for enough
pcuclruliun ol a new tech-
nology to create a sufficient-
ly large user base to have a
reasonable expectation of
Imdm*r new customers. We
SawW l]llh with the shilt to
EGA, VGA and SVGA color.
We saw this with regard to
the penetration of 8-bir,
then 16-bit and finally, Gen-
eral Midi capable sound
carcds. We've seen this in re-
gard to chip advancements
from 286 through 386 and 486 and on
through the Pentium.

Early in the cycle, a few pioneering
companies would have tremendous sales
success by supplying the carly adopters of
a new technology with showcase products.
The carly adopters had to have certain
products because they showed off their
new machines or new add-on cards. So,
naturally they bought the games on the
technological edge. As a result, other pub-
lishers assumed that you had to use cer-
tain technologies in order for your games
to be taken seriously in the mar Lup].xu.
You would then see a period in which
every game boasted a certain graphic res-
olution, sound proficiency or processor
performance.

For a time, every game would start to

12 COMPUTER GAMING WORLD = MARCH

look the same. Then, a designer or pub-
lisher would take a risk, be successful and
have everyone try to incorporate that in-
novation into their games. This has been
exacerbated by the growth ol entertain-
ment software publishers. As companies
grew in size, they brought in more and
more marketing specialists from outside
the hobby and industry. These specialists
approached our hobby in much the same
way as they approached other markets.
They made demographic studies, mea-
sured software successes, and tried to find
the success formula that would “guaran-
tee” best sellers.

When will we get our chances
to be mafia godfathers, running
intricate illegal empires where
we plan hits, run rackets and
stage robberies?

As a result, the computer game hobby
is facing the same crisis experienced by
consumers in many other hit-driven in-
dustries—lack of innovation. Where are
our dream games? When will we get to
play real-time network Car Wags and
equip our custom speeder to blast our way
around arenas with missiles and machine
guns as we watch the lavish crashes and
explosions which reward us for our ef-
forts? When will we get our chances to be
mafia godfathers, running intricate illegal
cmipires where we plan hits, run rackets,
stage robberies and either negotiate with
our opponents’ “families” or hit the mat-
tresses for a gang war? When will we get
to play a superhero role-playing game
that is as mature as many ol the graphic
novels being published today? When will

1995

we get to play Horatio Hornblower or
Richard Bolitho and ascend Panzir GEN-
ERAL-style through the ranks ol a navy in
the age of fighting sail? Or in an Ameri-
can Civil War army? Or in Napoleon's
army? When can we play a fictional Perry
Mason or a real-life F. Lee Bailey, imitially
assigning our investigators to get the lacts
in a strategy game and enjoying a rip-
roaring interactive courtroom drama [i-
nale? When will we ever get that general
manager/mogul game where we get to
handle everything for a professional
sports franchise, including dralts, contract
negotiations, arbitration, minor league
operations, ticket prices, special
events, and strike management?

We probably won't. Why? Be-
cause instead of looking for
fresh subjects, new angles and
the ability to circumvent current
technological limitation, we find
publishers all trying to fit to-
gether the same requisite
amount of 3-D rendering, the
same mixture of first-person ac-
tion, the same interlace para-
digms and the same feature
sets. At most publishers, the question isn’t
“How can we use the techniques, tools
and storage media at our disposal 1o pre-
sent a more satisfying and unique experi-
ence?” Instead, the question is, “How can
we quickly repurpose our tools and mate-
rials to exploit this trend in the marker?”
So, it’s no wonder that today's games re-
quire us to explore a horde of empty 3-D
environments, watch digitized video that
serves no purpose, wait through cinematic
cut-scenes that do not enhance, endure
chunky frame rates because of excessive
texture mapping demands, and listen to
voice acting that couldn’t win an audition
for a high school musical.

A related reason for the sameness in
many computer products is the assembly
line approach to product development
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being attempted by many publishers. It may make sense from
a perspective of efficiency to have a sound specialist, an Al
specialist, a connectivity specialist, an interface team, an ani-
mation team, and a 3-D team, but it doesn’t make sense if
these specialists and teams are not integrating throughout the
project’s timeline. For example, this year we have seen games
where publishers expected Al to be injected as the last module
and games where publishers expected 1o add-on modem and
network play at the very end of a game's development. This
doesn’t work. Good artificial opponents and ellicient connec-
tivity both require some early input into the design decision
process. Neither Al nor connectivity are alterthoughts. At
some companies, the low-level programmers and the high-lev-
el programmers don't talk to each other. So, is it any \mndn
that a recompilation of one set of code could set the other side
back by months?

With the assembly line approach, project leaders have a ten-
dency to try to reuse the code or techniques from other games to
Jury-rig aspects in a given game. What this means is that the de-
sign teams aren’t considering the “best” way to accomplish
something in a game, but are merely re-engineering old code to
meet the minimal requirements of a design. Few seem to be ask-
ing how to accomplish a game function in the best way to meet a
need within a specific game environment or necessary game me-
chanic. Is it any wonder that some interfaces seem clunky and
some musical scores and sound eflects seem repetitive?

Indeed, alter observing this year's deja v all over again, we
have two requests to make of the industry as a whole. First,
don't be alraid to try something different. You don't have to
copy your competitors to be successful. Second, get some syn-
ergy going within your design teams. Cross-pollenization may
not only help you build the products more seamlessly, but it
may help you build them better.

HOW DO WE RATE?
The Guide To CGW's Review Rating System

A Ourstanding: That rare game that gets it all
right. The graphics, sound, interface, and, of
course, the game play come together to form a
Transcendent Gaming Experience.

MM ¢ 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.

Mo ¢ Average: A mixed bag. Can often be a game
that reaches for the stars, but falls s]tu:l in sig-
nificant areas. Can also just be a game that does

what it does well, but lacks flair or originality.

* 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.

¢ Abysmal: That rare game that gets it all wrong.
Usually a buggy, incomplete, and/or valueless
product.
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The:fﬁﬁ'graph-ies m teday s”games Iook just like photos.
i you 'd rather play_ movies than watch a slide show,
you'd better get them developed on a Falcon.

you want to go all' out for games, the Falcon is the best
1 for your money.” -
aul C. Schuy , Computer Gaming World

%
'-“f[ae Pentium 90 they sent me Is a beautiful plece
of

ork, primarlly because they don't go with the

lowsst bidder when buying standard

camponentry.

96% Overall Score " 4
Tod Chgpmﬂn, Computer Gnme ﬂnviuw
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THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™

If you need the fastest computer performance for your gaming, personal, or business software, you need to fly a Falcon!
1e MACH Vp-90 MHz Pentium - $2,995

andard features as of 2/1/94:

| Pentium™ 90 MHz Processar To Order Call:

% Compalible with All IBM™ PC Software 1-800-258-6778

on PCl Bus Motherboard, 256K Cache

3it PCI Graphics Board with 1 Megabyle - 16.8 Million Colors! VISA,MasterCard & Discover Accepted
on PC| Bus Enhanced IDE Hard Drive Controller i i

egabytes'of FAM expendable 10.126 Financing Avallable On Approved Credit.

| Floppy Drive

Megabyle Enhanced IDE Bms Hard Drive with 128K Cache

ms QUAD-Speed CD-ROM Drive - »
alive Labs SoundBlaster 16™ & Shielded Mullimedia Speakers

Products FlightStick PRO™ 4 Bulton Joystick with Viewing Control

Products Automatic Speed Sensitive Dual Gameport

Tower Case with 250 Walt UL approved power supply

Digital Non- Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display -NEW!

Key Keyboard, 3 Bution Serial Mouse

DOS, Windows™ (latest versions) & 10 free gamos on CD-ROM!

: Year Parls & Labor Warranly, One Year On-site Service

CSA, TUV and FCC class B cerlilied i

50 UARTS, Temperature sensitve fans, Cuslomized BIOS' and many alher unigue lealures! FAL(‘()N NORTHWEST
h MACH V is custom built to meel your specific needs. There are hundreds of options 1o COMPUTER SYSTEMS

ose from. When you're ready 1o buy, please call us for the lalest quote. 263 South Bayshore Dr.  Coos Bay, OR 97420
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LETTE RS

VIDEOCARD
POKER

First of all, T would like to
say that I am really enjoying
the current direction of CGIV.
Your magazine is consistently
a cut above the rest. Secondly,
I would like to thank you for
the fine job you did in the De-
cember issue of breaking
down the PC gaming system
component by component.
Not only did I find the articles
interesting (particularly those
examining sound compo-
nents), but you helped me
make an informed buying de-
cision.

I got into the PC as my

computer gaming platform ol

choice about 10 months ago
with a 486 DX-3% VLB, 8 MB
RAM, 540 MB hard drive and
Trident 1| MB video card.
Over time, I bought a 2x CD-
ROM drive, a Sound Blaster-
16 sound card, the Roland
SCD-10 General Midi daugh-
ter board, upgraded my CPU
to a DX2-66 and my video
card to an ATI Graphics Pro
Turbo 4 MB VRAM
VLB.

That last item
is of particular importance. |
bought the ATI card with per-
formance in both DOS and
Windows in mind, and was
persuaded to do so when it
was offered at an unbelievably

FROM

READERS

CGW

low price. Being quite an ex-
pensive card (about CAN $699
street price), and having ex-
tremely high Winstone scores,
I expected it to serve all my
needs exceedingly well. How-
ever, when I installed the card
(at the same time as upgrad-
ing the CPU), I noticed very
little improvement in the
speed of DOS-based games. In
fact, TIE FiGHTER was still
choppy to the point of being
almost unplayable at the high-
est detail levels. T was frustrat-
ed, but blamed the poor
performance increase on the
CPU. Surely a card with 4 MB
couldn’t be bottlenecking my
system!

Well, after reading your ar-
ticle on video hardware in the
December issue, I found that
that was exactly what was hap-
pening. So, I sold my card,
and using the magazine as my
guide, traded in my VLB
motherboard for PCI local
bus, and selected a Diamond
Stealth 64 2MB DRAM PCI
card, costing only CAN $285.
MY SYSTEM ROCKS!

I don’t know if it was more

the video card or the PCI

bus or a combination of the

two, but the difference is,

staggering. The same DOS

Speed 200 program that
clocked my ATT at 9,000 cps
now reads 23,000 cps. My
games are all smoother—TILE
FIGHTER runs without a hitch.
In WinG CoMmMmanper 11,
where space combat was once
choppy even in VGA, T can
now play in SVGA, high detail,
with a consistent frame rate of
12-20 frames per second. I
couldn’t be happier!

[ don't know how many
people are aware of just what a
difference the video card can
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make on game perfor-
mance, but take it
from me: it's just as
important a considera-
tion as the CPU. Alter
all, why invest in a high-
ly efficient processor if
it's unable to funnel the
information at its maxi-
mum rate?
Thank you, CGW, for
helping me improve my
system by leaps and bounds,
and helping me dodge the in-
evitable Pentium upgrade for
a long while to come,
Josh Holmes
Vancouver, BC, CANADA

You're welcome. Just don't tell
Intel that we cost them a sale,
okay?

HEAD-TO-

HEADSUP
I would like to see an article
or list or both about games
with multi-player modes. T in-
vested in a second 486-66 to
play Doom with my [riends.

Now, I need more games.

Dave Krotee
Baltimore, MD

If you've already purchased our
February issue, you may think we
responded very quickly to your re-
quest. Actually, Martin Cirulis
had been working on that mulli-
Player survey for a long time. Un-

fortunately, we are aware of two

ervors in the survey. THE LOST
Absmigar. is listed as allowing
head-to-head play via modem
when it does not (it’s hot-seal only)
and CORRIDOR 7 is nol given
credit for modem support, even
thougl it offers such.

UNDERA
KILLING SWOON
I am not necessarily writing

this letter be-
cause I disagree with your re-
view of UNDER A KILLING
Moon, but hecause I also want
to show your readers the other
side of the coin.

I agree with you on a few
points made in your review.
The acting will certainly never
win an Oscars, but it certainly
is some of the best acting ever
seen on a computer game,
and I feel it is adequate at this
time in the industry. I found
the story to be quite interest-
ing and the puzzles were well
thought out. As for the cases, 1
felt they were motivating
enough to keep you playing.
Even though the first case was
unrelated it was appropriate
in that it got you used to the
interface and the type of
gameplay to come. The rest of
the cases were all intercon-
nected, and were there for a
good reason. The story was
good enough to keep me play-
ing without boring me. Which
I feel is good enough, consid-
ering the technology Access
presented the story with. If
they had spent any more time
with the story, UAKM would
never have gotten out the
door. I understand where you
were coming from with your
review, but I feel you were
overly harsh. You spent too
much time in the review look-
ing at the negative parts of the
game, in the end, giving the



et . o ..'___,__l.

COMING SOON FROM IMPRESSIONS SOFTWARE

- B, © CoPYRIGHT 1995. IMPRESSIONS SOFTWARE
CIBMEC 222 THIRD STREET
E " CAMBRIDGE, MASSACHUSETTS
02142 |
Circle Reader Service #78



reader an exceedingly nega-
tive view ol the game. You
very rarely mentioned the
many positive aspects of the
came. When 1 got UAKM, |
was expecting state ol the art
gameplay with a captivating
story, and [ got it. I'm not sure
il the fact that T was enter-
tained by this story says some-
thing about my tastes, but I'm
sure that many of your other
readers will enjoy the story just
as much as I dic. You can go
on about how bad the puzzles,
the acting, or even the story
were, but all T know is that |
enjoyed this game immensely.
I just wanted to show your
readers that even though you
may not have been impressed
by this game, I sure was.

It took me about two full
weeks to heat this game. I am
now playing it the second time
through and am just as im-
pressed this time around.
Now, if that doesn’t say some-
thing about this game, then
I'm not sure anything will. In
an age where play per buck
and replay value are very im-
portant, this is an obvious
plus. I'm preuy sure | won't
play it a third time, but wo
times is still a lot better than
most of the adventure games
I've played.

Now that Access has the en-
gine developed, maybe with
their next release (you know
i's coming), they will take the
time to perfect the story and
the acting. All T can say is that
if you buy this game, you defi-
nitely will not regret it

Owen Mackwoorl
Rocky Mountain House,
Alberta, CANADA

We simply don't agree that the
acling was “good enough,” but we
appreciate your view. When you
deseribe the aciing as the “hest” and
“adequate” in the same sentence,
though, you ave basically describing
one definition of our three star rat-
ing -~ “Can oflen be a game thal
veaches for the stars, but falls short
in significant aveas.” With a better

story and betler acting, we think
UAKM would have golten a high-
er rating. We didn't say il was ter-
vible. By the way, your assumption
about the sequel is correct; our
sowrces at Aceess tell us p?mu are
alveady underway.

ONEPILL MAKES
YOULARGER
“White Rabbit Syndrome”
was a great article (CGW
#126, Rants & Raves). 1 ap-
plaud companies that ship
LATE to have games that
work. I carefully review games
prior to purchase and don’t
buy buggy ones.
Tony Doran
Silverton, OR

Well, being LATE doesn’t
guarantee that they won't be hug-
oy, but laking the kind of extra
time that Ovigin took with WING
Commanoer I certainly doesn’t
Inut.

STRATEGIC
REMARKS
I love reviews and previews,
but the strategy section was a
great read. CGIV is consistent-
ly great. Keep itup!
Chuck McMath
Hillsboro, VA

Your best issue in years!!
The strategy section was out-
standing. Keep it up!!

Fred Brooks
Newport Beach, CA

Best strategy articles ever!

Ray S.

South Bend, IN

Great strategy section!
More! More!

Jim Eckert

Rochester, NY

As strategy gamers, we love do-
ing stralegy articles and expect to
do more special sections and sup-
Plements in the future, but the ac-

elaim wasn't wniversal. Not all of

our veaders are stralegy gamers.
For instance, consider these
anonymous remarks:
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Too much strategy! Do we
need wo magazines?

Strategyless in Seattle

Seattle, WA

I much prefer replays to
vague strategy. Why were the
strategy articles before the re-
views of the same games?

(Anonymous)

Iixpect to see replays complete
with game saves appearing in onr
on-line edition of the magazine on
the new Interchange network. The
strategy articles weve placed before
the reviews becawse we wanted all
of the strategy articles in the spe-
ctal seetion. Natwally, the veviews
were placed in the appropriate sec-
tion by genre.

CRITICAL

EVALUATION
I enjoy reading your maga-
zine. However, 1 think some
articles are too critical and
others aren’t critical enough.
Doug
Albuquerque, NM

That's what happens when
you publish move than one view-
point. Your observation reflects
well wpon all of us. It probably
indicates that, as a magazine, we
are hitling a proper balance
somewhere i the middle and

that you, as a reader, are pereep-
tive enough to make your own
decisions.

ALREADYDUNE
Best PC g:uning magazine
ever! How about doing a pre-
view on Dune 111, aka Com-
MAND & CONQUER?
Reader Incognito
Vancouver, B.C.

Would this issue be soon
enough?

ARTIFICIAL
SIGNIFICANCE
1 just recently started read-
ing CGIV and one thing is
bothering me. What exactly
does “Al” stand for as used in
the review ol games and such?
By the way, I love the maga-
zine and just got a subscrip-
tion.
Who Is That Masked
Ranger?

Ft. Worth, TX

In the gaming lingo, “Al”
stand for “artificial intelligence,”
or a game's computer opponent.
The term overstates the case a
bil, since compuler game oppo-
nents usually come no where
near “imtelligence,” but it has
stuck and we wse it as a handy
shorthand. $

The 5th Wave By Rich Tennant

@ﬁ*&r}wwﬁ:“_____.,——-*‘-‘_"

“WE NEVER HAD MUCH LUCK PUILDING A DECENT HANDWRITING RECCGNITION

—

-l

SYSIEM, BUT ROY THERE'S DONE PEAL GOOD MAKING A FLAT SCREEN
MOTEROCK, THAT READS LIPS."



BREAKING
FROM THE

‘ver wanted to sail into the sunset?
Visit ports of call known only to
grizzled 18th century sca 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
gossip in local taverns, repair
cannonball damage, and stoke up
your crew’s morale. (A little rum,

pe |‘|1aps':’)

Chart your progress with our
authentic navigational aids, and
revel in a world long gone: Where
fortunes are fiercely 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 wearch of riches Viset exotte ports on many continent Engage enemy ships in realistic sea combat
Im .
© Impressions Software, Inc. 222 Third Street, Cambridge, MA 02142 IBM PC Screenshats may vary
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THE LATEST NEWS FROM THE GAMING WORLD

Bring Out Your
Best!

Announcing Our 1994 Premier Awards Finalists

It's that time of the year,
again. The time when movie
stars have their limousines
waxed, directors dust off their
only tux, and the presumptu-
ous clear a space on their man-
tel for Awards, It's also the time
when the CGIV editors look
back over the previous year

and recall the many late nights
and lost weekends spent with
this year's best games.

In adding up the hours
spent with our addiction,
we've put together a list of the
top games in each ol our
game categories. This is the
list [rom which we will choose

CGW Surfs Onto World Wide Web;
Descent Beckons Gamers On ZiffNet

Surf this: Computer Gaming
Waorld now has its own site on
the World Wide Web. By
Jjumping to the CGIW Web site
using a browser like Mosaic or
Netscape, you'll be able to ac-
cess and download feature sto-
ries, select reviews (all with
screen shots), and the CGIY
games patch list. Hypertext
links will let you instantly jump
to the FFT'P sites of computer
game companies, check out
their new products and down-
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load patch files. Watch in the
weeks to come for articles
unique to the Web site, like
game replays and up-to-date
mini-reviews. The new gaming
gateway can be reached at
“http:/www.ziff.com/".
Meanwhile, back in our other
on-line forum, the Computer
Gaming World Forum on
ZilINet, you'll find the share-
ware version of Interplay’s DE-
SCENT. DESCENT'S dizzying
three-dimensional flight has
been giving large numbers of
gamers a delicious form of
delirium. For more dope on
the game, see the DESCENT
write-up and screen shot in
Now Playing. For the game it-
self, GO GAMEWORLD on
ZiffNet and download the DS-
CENT.ZIP file in Library 7.
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the Premier games in cach

category, as well as a Premier

Game of the Year.

There are some tough deci-
sions to be made this time
around. It was an incredible
year for action games, and
strategy and wargaming had
strong showings. We'll debate
the line points ol these games,
cast our votes, and announce
the Premier winners in the
May issue of CGI. In the
meantime, here's some [uel
for your own debates.

Action
DOOM 1 (id Software)

Macic Carrel
(Electronic Arts)
SYSTEM SHOCK (Origin)
TTE Fioier (LucasArts)
WinG Comyanper T (Origin)

Adventure
DEATH GATE (Legend)
DRAGONSPHERE (Microlrose)
Ecstares (Psygnosis)

Kina's Quest VIT (Sierra)
RerextiEss (Electronic Arts)

Role Playing

ThE ELDER SCROLLS: ARENA
(Bethesda)

RaveENLOFT (SS1)

Star Trai. (Sir Tech)

SUPERHERO LEAGUE OF HOBOKEN

(Legend)

Worr (Sanctuary Woods)

Simulations
1942; Pacirie AIR WAR

(MicroProse)
ACES OF THE DEre (Dynamix)
FLEET DEFENDER
(MicroProse)

Comp
CAMING Wa R

——

PREM|ER

L FINAL ST ]

NASCAR RacinG (Papyrus)
US Navy FIGHTERS
(Electronic Aris)
Wargames
FLIGHT COMMANDER 2
(Avalon Hill)
GeEnGHIS Kian 1T (Koet)
OPERATION CRUSADER
(Avalon Hill)
PANZER GENERAL (SS])
TIGERS ON THE PROWL
(HPS Simulations)
Strategy
LORDS OF THE REALM
f[l]l})l'('!\'!\'itlll!\'}
MASTER OF MAGIC
(MicroProse)
THE GRANDEST FLEET (QQP)
X-COM (MicroProse)
WaRCRAFT (Blizzard)
Sports
COURTSIDE COLLEGE BASKETBALL
(Lance Hatlner)
FPS: Foorsar. "95 {]}_\'nmnix]
NHL Hockey "95
(Electronic Arts)
PGA Tour Govr 486
(Electronic Arts)
STRAT-O-MaT1c BASEBALL 5.0
(Strat-O-Matic)



Prima
Releases
Field Guide
For X-COM

Squaddies

Though X-Cowm has been
out for quite some time now,
it is still hugely popular, and
il you've just discovered this
little life- consuming gem and
are having trouble giving the
dastardly aliens Ihu: ncrhl-
fully deserved swift kick out
of the Solar System, then this
is deflinitely the book [or you,
Prima Publishing has made
a reputation of offering ex-

haustive  strategy

guides lor PC games,
and this is no exception.
Every aspect ol the game is
covered, and there are tables
that detail every device in

the game, covering every-
thing from price to damage
rating.

While a new player who is
enjoying discovering each
new detail in the game may

PLAYING LATELY?
Here are the titles that gamers are spending the most
“quality time” with. Let us know which game you've
been playing lately, by writing the name of your current
addiction in the “Playing Lately?” section of the CGW

Top 100 poll card.

“Between MASTER
OF MacI¢ and! CoLo-
NIZATION, MicroProse
has me dreaming
about fighting tiny lit-

tle people in my

Aces uf the Deep (Dynamlx)

Notable Quotes

Wit, wisdom and caustic quips
from gaming's harshest critics

dreams. Please, no more great deIICS!'

Jason Sabotin, Miami, FL
“Lhave a crack i Co'ul [Ol ce that could easﬂy- |

take out any Star Trek crew.”

. Andrew Preacott,- Queens, NY -
“Now there are only two types of computer
games: those before WING COMMANDER 3 and

those alter.”

- W.S. Corney, ()_neid:i-(.‘,as_lle;: NY
“As a former diesel sub officer, I think Acks:

want to read carelully so as
not to ruin any surprises (this
edition leaves no stone unex-
amined), the book is very
good al not straying into the
tedious, pedantic territory
some guides do when they

start telling players exactly
what to do and when to do it
In most cases, the game is dis-
cussed in terms of various rac-
tics that may apply to your
situation, and the aim seems
to be to help a player make

OF THE DEEP is the best
sub simulation yet!
Can'vwait fora 3D sub
sim to make periscope
approaches realistic.”
“Captain Nemo”,

San Diego, CA

“PANZER GENERAL is the highlight of my 20-
yedr gaming career.
has any product captivated me so completely.
Sim‘ply superb!”

Not since CIVILIZATION

Steve Carey, Burbank, CA

"‘Sidshmg down an orc in WARCRAFT is no
different than pummeling a
m DUNE 2. It's so fun!” : 5
' Matthew Chiang, Yorba Linda, CA

mckc!. launcher

the most informed choice
they can instead ol just mak-
ing it for them.

X-COM UFO DEFENSE: The
Official Strategy Guide. By David
Ellis. Prima Publishing 374pgs.

519.95
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ALonE IN THE Dark 3

It is his late, case alter case,
to match muscle and wit with
the supernatural. He is Ed-
ward Carnby, and for the third
time he 18 ALONE and IN THE
DaRK, courtesy of I-Motion.
On this occasion, some seismic
activity near the infamous San
Andreas Fault, combined with
the mystery ol a missing Hol-
lywood film crew, conspire to
draw Carnby to the lost town
of Slaughter Gulch. The place,
of course, turns oul to be a
ghost-town in the truest sense
of the word, and once again it
is time for the hero to put
more than his share of evil
spirits to rest.

For ALONE IN THE Darg 3,
Carnby is noticeably leaner
and meaner than in his previ-
ous adventures, so that the
rag-doll look of sewn-together
polygons is almost completely
gone. While I- Motion's char-
acters may not have quite the
same polish as those seen in
Psygnosis’ Ecstarica (which
used a similar, ellipsoid-based
technology) still they are capa-
ble of a greater range of mo-
tion and activity. In addition

DEAD-EYE SALOON Edward Carnby
fights ghost-town ghouls with a six-gun
and good sense in ALONE IN The Dark 3.

to several types ol weapons,
Carnby will need (o rely on his
variety ol punches,
kicks and head-bash-
ings in order Lo survive.
Players who found the
previous games in the
series too combat-inten-
sive will appreciate the
more evenly-matched
puzzle-to-punch-out
ratio, As an

according to

individual
taste.
even greater ALONE  IN
compromise, both Carnby Tue Darg 3

looks to be a
lengthy and complex adven-
ture, with many hidden loca-
tions and arcane
secrets.  Carnby
must struggle to

and his enemies may now
have their available hit points
adjusted so that the intensity
ol the game’s combat
sequences may be
varied

the lost movie-
crew as well as
that ol Slaughter
Gulch’s inhabi-
tants. In the
process, he will

moving [rom
the town into under-
ground passages where a helty
dose of ancient Indian magic
will have a profound effect on
his own physiology.

Thanks to CD-technology,

voice and music. However,
while the scope and the com-
plexity of ALONE IN THE DARK
3's story appears to have in-
creased, the game’s interface
and game engine are essen-
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RACK ‘EM UP! A wide variety of angles, zooms and other
views go a long way toward helping you run the table in
Virruat PooL from Interplay.

learn the fate of

find himself

there 1s some expmidcd use ol

tially the same as those used in
the series’ previous entry,
What gamers will find is what
looks to be a very meaty action
adventure exercise which em-
phasizes story over special el-
feets and skill over cinematic
presentation.

VirTuAL PooL

Unless you like breathing
second-hand cigarette smoke
and getting snookered by
hustlers, you should be inter-
ested in Interplay’s VIRTUAL
PooL parlor. The new com-
puter pool game offers nearly
everything except the smell
of chalk and the color of
money. The interlace is
clever: you hold down the “S”
key and move your mouse
forward like a cue stick to hit
the cue ball, Other key and
mouse combinations allow
you to zoom towards or away
from the ohject ball, to move
and rotate the table, and to
put all the “english” you wish
on the ball. The physics of
the balls ricocheting off the
rails is nicely captured, and



SHORT TAKES ON CAMES UNDERGOING BEETA TESTING AND SOON TO BE RELEASED

the game tries to reward
touch as well as
Games available include 8-
Ball, 9-Ball, Straight Pool
and Rotation, with the possi-
bility of Snooker included in
the final release. You can
play this solo or against a
friend, but if you insist on
facing those hustlers, the
game also inclndes eight op-
ponents ranging from the in-
ept Phil Fowler (for whom
scratches are a way ol lile) to
the worthy Steacdy Eddie and
Dead-Lye Dan. Until Willie
Mosconi is signed for a pool
game license, these oppo-
nents should do nicely. When
available, VirTualL PooL
promises a host of multime-
dia enhancements and tutori-
als to bring out the
Minnesota Fats in any user.

IRON ASSAULT

Ever since Japanese ani-
mators brought gigantic,
hulking robots to the
screen, these [uturistic cen-
turions have captured the
imagination ol science liction
fans.
GOT YOU IN MY SIGHTS Mechanoid
maniacs will find that the video

power.

sequences of [ron Assaur remind them of
Japanese sci-fi films from days gone by.

=R10-ROTAK

I
e

These mechanoids of

destruction are a futuristic
cross between knights in ar-
mor and advanced tanks, but
olfer the advantage ol being
puwmf:ul enough o be ex-
tensions of their pilots—the
stull” of which combat legends
arce made. From the begin-
ning, Virgin's IRON AssavuLr
builds upon our fascination
with these oversized combat-
ants. Instead of using 3D Stu-
dio to design a [lashy,
glamorous introduction, the
producers opted to create
“real” footage ol miniature
models sluuomg, it out, While
slightly pixelated (as maosi
digitized video is) and some-
what monochrome, the end

result gives the game a lot of

character. We felt like we
were watching an old science
fiction movie. All the cine-
matic cut scenes are
present-

e

ed in this manner, and Vir-
gin is promising over 30 min-
utes ol video in the game.
With regards to the main
attraction—action—it looks
as though IrON AssavLT will

be fast-paced and uncompli- B o
cated, more of an action  [ABIORUTEZERD Domark .8

game than a complex simula- SIGED GIVILIZATION

tion. So, the controls are sim-
plified 1o the basics: nm\lng,
firing, and calling up various
informational screens like
racdar, maps and rear-view
cameras, Independent gun
turret controls and other ad-
vanced [eatures are not in-
cluded. The action, thongh,
is intense. The graphics are
attractive, the enemies chal-
lenging, and the sound in-
credible. Blasting open an
enemy Q) with a few mis-
siles and then

storming in
to take out
the enemy
brass is par-

ticularly

cool. Our

only con-
cern s
that, In
the beta

version

w
&_m‘ MATED RELEASE DATES BASED ON THE LATEST
IREORMATION FROM GAME DEVELOPERS

JE OF GAME, COMPANY .........ccn0 .t

| GOMMAND & CONQUER Virgin
j ﬂG"GERFI(Ll. Bethesda ...,.

HERDES OF MIGHT & MAGIC
- New World

 JABBED ALLIANCE Sir Tech ...
* LANDS OF LORE 2 Virgin ...
' LORDS OF MIDNIGHT Domark ..
| 2
108

LL\ W\

we
played,
the motion was so
uniform and [luid that it
olten lelt as if we were in
a tank, not a ‘mech.
Thankfully, “uncomplicat-
ed” and “easy to learn” do
not carry over into the dif-
ficulty and size of IRON
Assauvrr. With over 60 de-
tailed campaign missions
that have various primary
and secondary objectives,
as well as a mission simu-
lator for trainees, ‘mech
fans won't have to worry
about breezing through
this game in an alternoon.

IJJ.EAGUE BASEBALL ‘85

I TMlcmSpurts...........;

R0 | LEAGUE FOOTBALL
HHEHQRMIVE EDITION
, u:rnSpurts ............

IRD REICH Avalon Hill .
UNDERSCAPE SSI . .......
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Descent
Apparently, Doowm IT wasn't
enough to satisfy gamers’ ap-
petite for first-person action;
Interplay’s Discint has been
released in a shareware ver-
sion, and it has set the net-
works on fire. When we

buckled up into
our

You may not need the concussion
missile to get headaches from the
rapid-fire 3D arcade action of Descenr.

flying machine, we found our-
selves ducking and dodging in
our seals as we sped down the
metal corridors of an aban-
doned space mine, blasting
away enemy ships at every
turn. The action is fast paced
on the right kind of system (at
least a 66 MHz 486) and the
range ol control is absolutely
unbelievahle. Gamers
have 360 degrees of
gravity-free  move-

ment, able to wing
their ship up and
down, left and right;
vou'll need a joy-
stick with lots of
funcrion buttons
(the CH Flight-
stick Pro works

well) to handle :
all the motions. The

mechanized enemies have a
vested interest in killing vou
off, for not only are you trying
to destroy them, but you're
also trying to cart off their

prisoners to salety. And if they
pose no challenge lor you,
there’s alwavs multiplaver net-
work play (Interplay has re-
portedly played a network
game with over 20 people!).
Although shooting up ma-
chines isn’t hall as interest-
ing as blasting away Imps
and Cacodemons in
Dooy, DEsceNT's speed
kept us riveted to the
screen. The shareware
version is available on-
line and [rom Inter-
play, and the

registered version
should bhe available
shortly. IBM, Shareware. Cir-
cle Reader Service #1. Inten-
rray, Ievive, CA, (800)
96942637

The Incredibie
Machine 2

e INcrepisLE MACHINE that

gave puzzle fans a reason for
living (and put Rube Gold-
berg’s name back into circula-
tion) has given birth to a child,
Sierra’s THE INCREDIBLE Ma-
chiNe 2, Like its predecessor,
THE INCREDIBLE MACHINE 2
presents players with dozens
upon dozens of mechani-
cal  puzzles

Who needs that old copy of Mousetrap
when you can Rube Goldberg to your
heart's delight in IncreoisLe Macine 27
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that
must
be solved by
creating “machines”
out ol houschold items. For in-
stance, you might be asked to
“put all four bowling balls into
the baskets” by way ol ropes,
pulleys, see-saws, trampolines,
and dozens of other objects.
The sequel has added many
more objects to the puzzle
solver's ool box, including
lasers, dynamite, can-openers,
blenders, and others
more hizarre. Our
only complaint is that
there are so many
wonderful  devices
with which 1o solve a
puzzle that it can be
overwhelming. On the
other hand, the diversi-
ty of n])‘i('.t‘ts can be a
boon when in the
freelorm creation mode that al-
lows you to create puzzles for
your friends and construct the
most outlandish device you can
imagine. After falling victim to
its simple interface, varied
modes of play, and outstanding
soundtrack, one editor suggest-
ed that the game be re-chris-
tened “The Incredible Time
Sucking Machine.,” IBM CD-
ROM, $44.95, Circle Reader
Service #2.

SIERRA, BELLEVUE, WA,
(800) 757-7707

Hardball 4

With HarbpaLL 4, Accolade is
sticking to their guns. Great
graphics and fantastic arcade
action are what have made the
HarbpavL series the most pop-
ular action-oriented ball
games around, Step up to the
plate and you'll be amazed al

how
clear and de-

tailed the action is. Each
rotoscoped batter has several
frames of animation which
provide a near-TV quality ex-
perience. We appreciated the
unique pitching interface: you

Call

HarosawL 4's action-filled pitch should hit
the spot—as long as you don’t expect
realistic stats.

pick a pitch location, but it's
up to the pitcher’s control rat-
ings whether or not he can hit
the spot. O course, like all
previous versions, statistical
power is nonexistent—you get
the “basics”™ and that's it But
while the real lile players
found in the MLBPA add-on
won't recreate their real-lile
performances with any sort of
accuracy, that’s not the point.
The point is smacking the ball
around in an ollensively-ori-
ented game that is really easy
to get into. Our only com-
plaint is that it seems a litte
lov easy, as we were beating up
on All-Time Great teams with
the Colorado Rockies in no
time. Serious statistics nuts
should delinitely pitch around



HARD-
BALL 4, but play-
ers  looking lor some

quick-hitting fun won't be dis-
appointed. IBM $69.95. Circle
Reader Service #3.

Accorapne, San Josk, CA,
(408) 983-1700

Gazillionaire
Take a very random economic
market replete with bizarre
alien commaodities subject to a
wicked supply/demand curve,
and mix i an element ol mo-
nopoly, minimal exploration,
weird random occurrences
(just to keep you off-balance)
and  cutthroat

It's a tough life heing a Union Boss, but
someone has to keep the palactic com-
merce moving in GAZILLIONAIRE.

competition. That's the win-
ning formula for GAZILLION-
AIRE, a game for 1-6
“hot-seating” competitors
seeking to build interplanetary
shipping empires in a fictitious
solar system. Spectrum

HoloByte has
brought what was
originally a shareware
gaime to market as a
CD-ROM with extra
sound-effects and some
new animation that should
spice up a solid game. You
have to maximize your profits
and upgrade the speed and
size of your ship fast enough to
be able to cut your opponents
oflat the dock and leave them
languishing with worthless car-
go and a severe cash flow dis-
advantage. Each planetary
market is so supply-driven that
the owners ol fast ships can
manipulate commocdlities by ar-
riving ahead ol their oppo-
nents and dumping a cargo.
So, the game becomes more
than just an economic strate-
gy game, but a tense
multiplayer “space”
race, as well, 1BM CD-
ROM, $23.95. Circle
Reader Service #4.
Seecrrom HorobByre,
Aramepa, CA, (510) 522-
1164

Scotty Pippen’'s
Silam City

Takin' it to da hoop is the
name ol SLam Criy, an action
game that uses some of the
best full-screen video we've
seen. In a nutshell, you're
“Ace,” a Woody Harrelson-
looking hoopster who's trying
to earn a little respect at the
local gym by schoolin® the lo-
cals in a game ol one-on-one.
The game puts you right on

THESE JUST IN, REVIEWS TO FOLLOW

Jump shots are nice, but you'd better
work on your defense before you face
The Man in Scorry Pipein’s Stam Ciry.

the court in a lirst—pcwnn per-

spective, staring at the back of

Ace’s head. Plaving the game
consists of pressing the right
key combinations at the right
time in order to score, re-
bound, and block shots—
all in the name of
winning the game and
earning respect. Earn
enough respect and
you'll Tind yoursell
hip-to-hip with Scotty
Pippen himself. Al-
though the action
might be too limited
for some gamers, a
funky soundurack, goofy but
appropriate acting, and a
unique street edge give SLAM
Crry a lot of character. IBM
CD-ROM, $69.95. Circle
Reader Service #5,

Dicrrar Picrures, SAN Ma-
TE0, CA, (415) 345-5300)

Knights of Xentar

Scantily clad, buxom, bright-
eyed, Japanime-style white
women: this is the foundation
upon which Megatech has
built its quirky line of adven-
ture games, Traveling in a

land that looks straight out of

a Nintendo game, you're on

the usual “find the magic
sword and destroy the King of
Darkness” mission. Moving
vour little hero around Xentar
is casily accomplished via the
mouse or keyboard, and fight-
ing is handled by the comput-
er, although you can
determine a basic combat
strategy (basically whether you
want to fight offensively, de-
fensively, or run away). As
with most games in the
Megatech line, KNIGHTS OF
NENTAR has dialogue that
would make those dubbed
“Karate” movies sound like
Shakespeare, as well as a sexu-
al sensibility that is distinctly
Japanese. The beginning of
the game [inds our hero
prancing around the city
streets buck naked. having
just been robbed

In KuicHTs OF XENTAR, yOU rescue
Japanime damsels (in various states of
distress and undress), from both warm
and “clammy” enemies.

of all his possessions. Until
you find his clothes, you'll
have to endure comments like
"I hope puberty treats me a
lor berrer than it reated you.”
That's the humor at its best.
From there it goes down, all
the way down, to a rather
crass treatment of a group
sexual assault. PC CD-ROM,
$49.95. Circle Reader Service
#6. MEGATECH, TORRANCE, (A,

(310) 339-9177. &
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Sony Imagesoft Unleashes SPAWN

Comic Hero’s Arcane Energy Meets The Computer

In 1992, comic book artist
and self-proclaimed writer,
Todd McFarlane, raised indus-
try-wide eyebrows by publishing
the lirst issue ol the comic book
SPAWN. Now, he is making the
MOove to mteractive comics via a
new pact with Sony Imagesoft.

That first issue of SPAWN
spawned a new comic universe.
With many harsh words aimed

at his former employer, Marvel
Comics, McFarlane joined
ranks with several other ex-em-
ployees in order to form Image
Comics. Despite harsh criticism
ol the company's emphasis on
artistic dazzle over literary qual-
ity, as well as a production run
which missed far more dead-
than it met, Image
Comics became one of the lirst

lines

Heretical Utterances
(aka Heretic Cheat Codes!)

Areyou tired of having D'Sparil kick sand in your face in
Hiwet

| RAMB@ Gel all’ weapons
SKEL: Get all keys
QUICKEN: God mode

shows all objects)
I health

Warp to dlﬂ‘er'ent level. X

i _um mm

¢ Wanna play in a rank above “Thou Needest A
bt keep gettmg spanked before you can reach

oggles clipping mode.
115 all monsters on'a level,
€I-Up weapons
Shows full map in map mode (retyping

= Episode,

ducken
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major success stories of the 90s,
allegedly tirning the
young
Mclvar-
lane into
an over-
night mil- 34
lionaire,
Mclar-
lane wasted
little time in
spawning a
line of success-
ful “Todd
Toys"” !
his creation, and

hased on

attracted quite a
bit of auention by
traveling around the country in
his “Spawnmobile” to attend
various comic-book events.
Now, McFarlane
again created waves in the
comic-hook world by announc-
ing that he will unleash his
character on computer and
video game soltware. The
games are to be produced by
Sony Imagesoft, and will be

has once

available on CD
ROM for the [BM.
Macintosh, and
nearly every dedi-

cated video game sys-
tem on the marker.

Spawn is the reluctant hero
whose mutilated form has heen
sent back from hell to earth with
a limited supply of arcane ener-
gv. Tramed in life as a military
man, Spawn would rather use
his earthly resources than his
precious, supernatural energy
to fight evil. This is because,
once his energy is depleted, he
knows that he will return 1o hell,

HOME OF THE HELL SPAWNED Todd McFarlane's Seawn offers detailed and
dreadful views of Hell—including pterodactyls which soar like birds on the
unnaturally hot winds.



Get Your Piece of the

, _ihe press
e coolest
mags:

t about every-
y keep you on the

inment

gameplay eats
h "

nstein 3-D™? If
e Bluke Stone.”

? Hocus Pocus
Give your brain
40 levels of

INCORPORATED

7641 East Gray Road
Scotisdale, AZ 85260
dieler Service #3048

¥ Six white-hot action hits!

% Top-quality fully
registered versions!

¥* Sizzling graphics &
sensational sound!

3% Top value — all under
$30!

3% Now available in
stores for the
first time!

* Alien Carnage —
Halloween Harry's awe-
some mega-battle against
invading aliens!

* Blake Stone: Aliens of
Gold — High-tech
space station action
featuring Blake in
deadly combat with a
mad scientist!

* Raptor — The addic-
tive, action-crazed,
shoot ‘'em up war-
plane weaponry
sagal

* Duke Nukem Il — |
The world’s most 4
ruthless warrior
“kicks butt” in a
blast-fest with
evil aliens!

* Hocus Pocus — A sor- ~ N
cerer's magical quest S =
into dark and dangerous = o R

realms! _ o~ &

* Mystic Towers — Fast- 25,
paced magical mystery \'I\?
fun with hilarious )
monsters! .




Orc Intelligence & Human Spies

Blizzard Releases Unit Editor and Cheat Codes For WARCRAFT

A chilling wind has blown
out of Blizzard Entertainment,
carrying with it information
that could aid Ore comman-
ders and Human generals in
WARCRAFT: ORrCS & HUMANS.
Blizzard has just released the
WarCralt Unit Editor, a lree
program that allows players to
alter the values of units and
buildings. The editor, which

has been released on America
Online, CompuServe, the In-
ternet, and Blizzard's TeeNet

BBS (714-556-4602), has the
power Lo alter units’ artack
range, armor value, time and
cost to build, and other attrib-
utes. Users can also change
the range of spells as well the
attributes of structures. Using
these tools, a player could ad-
Just the play-balance ol a sce-
nario to his or her taste.
Blizzard has also released
undocumented codes that allow
gamers to cheat their way past
tough scenarios. To access the

©¢ Ralder

hit poin

once a scenario has started:
this will cause a message
prompt o appear at the bot-

tom ol the screen. To activate
the cheat codes, type “COR-
WIN OF AMBER” at the
prompt. From that point you
can hit enter and type the

Last month on “The 64 G;gabym Question,” we

Journeyed with Larry Holland in a morph-able crafl
that could explore Larth and its life forms by bravel-
ing through time. This month we bring you Tim
Schafer, co-designer of the colorful and zany adven-
lure game Day oF THE TENTACLE, whose ghaostly vi-
ston of @ dream game malches
his quarky wit. Tune in next
month as we conbinue owr
quest for the wltimate game
design assuming unlimited
hardware resources and no
budgel constraints.

“What game would I
make if I didn’t have to
worry about technology?
Well, T hesitate to go into
that, because I like to
think that game design
principles don’t change with technology.
Sure, that's a little naive, but you know some-
body could have written TErRIS on their TRS-
80 in 1980! The technology was all there! We
only lacked the idea. That makes me wonder
what great game isn't getting made today?
There must be some blockbuster just waiting
to happen, but it’s being held back by a lack
of ideas, not technology. So I would say that
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secret codes, hit the enter key

the secret to good games isn't in advanced.
technology but in creative thinking.

“I'hien again, who's got time for that? Give
me more MIPS [mli]mm of instructions per
second] and L'll give you a great game. If you
could create realistic images so convincing -
that you could convince the player he or she
is moving through a real environment, and
generate that environment on the fly, you
could really have some fun..
I would use it to satisfy my
urge to sneak into people’s
private lives and mess them
up. You, the player, could
move like a ghost through
every room of a high-rise
condominium or dormitory,
and spy on the people there.
You could follow them from
room to room, eavesdrop on
their every conversation,
and see what they do when
they're alone. And then you could start doing
stuff—knocking books off the shelves, turning
on the sprinklers, giving them cold chills. Ba-
sically, you could haunt them if you wanted
to. Toy with them like rats in a cage! Bwah-
ha-ha!

“Or you could just have Triris, but every
little square would be a tiny TV set running a
different episode of Baywatch!”

el

codes below. Note that these
cheats will affect both sides of
play in a two-player game (not
that anyone would ever cheat
their human opponent!).

YOURS TRULY: Takes
player to current scenario’s
victory sequence.

CRUSHING DEFEAT:
Takes player to current sce-
nario’s loss sequence.

IDES OF MARCH: Takes
player to the finale sequence
for the campaign.

POT OF GOLD: Adds
10,000 gold and 5,000 lumber
to player’s reserves.

EYE OF NEWT: Upgrades
magic users with d]l spells.

IRON FORGE: Upgrades
all technologies immediately.

SALLY SHEARS: Uncovers
the entire map area.

HURRY UP GUYS: All
buildings, units and upgrades
are built at an accelerated rate.

THERE CAN BE ONLY
ONE: All units are invulnera-
ble to everything except a di-
rect catapult hit, and will
inflict 225 points ol damage
per hit,

ORCI11, HUMANI0, etc.:
Type the race and level num-
ber to jump to a scenario.

For more information, call
Blizzard Entertainment at
(800) 953-SNOW.



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 o 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...ust ane more
gome: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
qift list 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'snothing. — maciNTOSH: 13 or

like this game.” larger monitor, 256

S colors; and 4MB RAM,
Electronic Entertainment- “Crystal Caliburn is simply the ‘
best, mostrealistic, most challenging pinball simulation for ~ WINPOWS: 386 o faste
the Macintosh yet." (Rafing: 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 computer screen... the realism is SoundBlaster® and other
astonishing.” Windows compatible
sound cards,

MacUser-"Electronic pinball's Holy Grail.”
(Rating: 41/ out of 5)

Crystal 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 806320217 + Tel 303.447.9562 » Fax 303.447.2739

™ Crystal Calibum and Tristan are trademarks of LitlleWing CO. LTD. Other trademarks are the property of their respective avmers.
Circle Reader Service #225




Years ago, it set the standard for role
playing games. Now, just when the
nightmares are starting to fade, it's back
...and it's bigger and badder than ever.
Introducing Dungeon Master II: The
Legend of Skullkeep.

From its storm ravaged villages to
trap-filled dungeons you'll face creatures
and characters that actually think for them-
selves and react to your actions.

It's the most realistic role-playing
world ever created. Where real-time com-
bat combines with finely-tuned traps and
puzzles to test your logic and reflexes to
the limit. Featuring an all new version of
the interface that defined point-and-click,
3-D sound effects and stunning visual
effects, it's the ultimate quest of magic,
dungeons and monsters.

Dungeon Master Il. You'll be its
prisoner once again.

Awailable for your IBM PC
and Macintosh. See your local
software retailer or call

1-800-969-GAME. BY GAMERS. FOR GAMERS.™
@ 1995 Interplay Productions and Software Heaven, Inc. All Rights Reserved.

PUNGEOMN MASTER is a trademark of Software | leaven, Inc.
Circle Readler Service #258
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COMMAND &

Westwood Studios Discovers A New World Of Real-Time Warfare,
Just Beyond The “Dunes”

by Chris Lombardi

MAGINE STORMIN' NORMAN
SCHWARTZKOPF AT DESERT STORM HQ).
HE'S GOT STATE-OF-THE-ART satellite
technology that gives him a dynamic
overview of the battlefield; he can see
every squad of men, every tank, every
aircraft, both enemy and friendly.
He's got state-of-the-art communications
that give him instant contact with every unit.
He's in total command of the situation.
What Norm daesn 't have is the traditional
311i|i[;u'j.-' command hierarchy. His lieu-
tenant generals have been given early re-
tirements, his captains have fallen to the
legislator’s pen, and his sergeants have
been stripped of their chevrons and folded
back into the ranks. All by his lonesome,
Norm must orchestrate the entire Allied
attack, scheduling bombing runs, F-16
CAP patrols, special forces insertions, and
the main thrust of the ground war..Can
you see the poor General huffing, pufling

and dancing around the
command console, barking
orders 1o his units? Saddam
might have had a chance,

THE REAL-TIME ZONE
What the General has demonstrated is the
challenge offered by “real time” strategy
games, These games are very similar to your
typical war and strategy game except that
they don't afford the luxury of time to plot
your moves. You give a command (o a unit
and it responds. Bang! There’s no time to
calculate attack factors, no counting move-
ment points, no such thing as a well-consid-
ered strategem. You make your decision
now, or the enemy will be climbing down
your throat. If you make the wrong deci-
sion, well, you quickly assess and adjust. It's
the ultimate in “gaming on your feet.”

The most popular of these real-time
tests has been DUNE 2, a game set on the
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 terrific réal-time co

desert planet of Frank Her-
bert’s popular science fiction
novels. Designed by Westwood
Studios and distributed by Virgin Games
in 1992, DuNE 2 put the player in the
commander’s shoes of either the Artriedes,
Harkonnen or Ordos, the “houses” bat-
tling for control of Dune’s precious re-
source, Spice. You commanded tanks,
rocket launchers, and squads of men in at-
tacks against the enemy; you ordered har-
vesters to gather Spice; and you built a
military base, structure by structure—all
while the game clock was ticking.

When it came time for a sequel to DUNE
2, Westwood had do some serious think-
ing about the next game’s setting. They
might have gotten the Dune license to
create a DUNE 3, but they decided against
it. They felt that they had mined the
Dune universe of all its spice, and they
wanted room for more interesting scenar-

WRH-HEIVIES Wrappq&aruﬁ !
tengme‘
. (above), are some of t

elahorate cinematics ver cﬂ
for “gategy gama ‘




ios, vehicles and structures, without the
constraints of an estahlished fictional
world. So they put the Dune universe be-
hind them and dreamt up their own.

What they've come up with is COMMAND
& CONQUER, a “near-future” story that
lumps together a hodgepodge of sci-fi

concepts with today’s newspaper head-
lines. It involves a [allen meteor, a mad
scientist, an ancient, quasi-religious orga-
nization, some creative Internet hacking,
impending ecological doom—and it all
goes something like this....

METEOR, MINE

The place is Earth, the time is sometime in
the next few weeks. The planet has schecd-
uled a rendezvous with a small but intrigu-
ing meteor with a magnetic p(rrsnn:llit}n
The meteor is made of Tiberium, a mysteri-
ous alien element that has the
odd ability to draw precious ele-
ments out of the soil and gather
them into nice, neat globules of
ore. So, wherever the meteor
fragments land, one finds conve-
nienty-packaged chunks of gold,
silver, platinum, uranium, etc.
Call it strip-mining made easy.

Recognizing Tiberium as a
wonderful new source of wealth
and power, the powers ol the
world make plans to caplure
and control this resource at any
cost. Out of the woodwork leaps
the Brotherhood of Nod, an
ancient, clandestine fraternity
that has been waiting for cen-
turies for the right time to seize
the world’s reigns. Now, they
decide, is the time.

In the other corner is the G.I.1., or the
Global Defense Initiative, a world-wide
coalition of nations not unlike the U.N,
This group has a serious problem with
the Brotherhood's plan, and so sets out to
slap its greedy, grasping hands.

In the middle of all this 1s Mobius, a
mad scientist type who doesn’t like how
either side is handling the matter. He has
studied the meteor’s effects and gained
some insight into its origin and implica-
tions for the carth's cco-system. Without

any military brawn to back up his brains,
he can't take part in the war, but can only
manipulate the two warring powers by
disseminating bits of info to each side.
The story swims in the backwaters of
credibility at times, but it gets the West-
wood designers where they want o go. It

25 Pentiums has kept their offices nice
and toasty through the winter months,

As the game opens, you'll get your first
taste of this graphic razzmatazz. Stunning
3D graphics and digital video will spool off
the CD-ROM (o intraduce the complex sto-
rv. Your character is “channel surfing” the

Z TV waves, getting news of the meteor’s ef-

gets them away [rom the DUNE 2 umiverse,
but it doesn't go so far that they have o
abandon all the things they liked about it
Of course, the new setting opens up new
plot possibilities, but DUNE 2 players may
have also noticed that the fiction retains
the harvesting element of that game,
since Tiberium is functionally identical to
DuNE 2's Spice. Furthermore, the near fu-
mire setting allows the designers to draw
from the current stock of modern arma-

Relink Falled

HEAD NOD Kane, the leader of the Brotherhood of Nod (played by actor-
director Joe Kucan), gives the Nod player orders for an African strike.

ments for their units, but is just futristic
enough that they can inject cool new spec-
ulative weaponry into the fray.

Westwood is focusing very heavily on
the cinematic wrappings of the game, in-
vesting an enormous amount of time and
money into 3-D animation and digital
video. For a strategy game, it’s an un-
precedented effort. They've hired an ac-
tor/director 1o direct the video shoots and

star as the leader of the Brotherhood of
Nod, and their 3-D “rendering farm” ol

fects and of the world's response to it. Then
you get a dual video [eed, one feed being
propaganda [or the Brotherhood of Nod,
the other for the G.D.L Here, you must
choose the side vou'll lead.

That choice made, vou're into the heart
of the game. Like DUNE 2, Commanp &
CONQUER is an episodic affair with 30-10
possible scenarios for cach side of the war.
Also like its predecessor, the core of the
game is built around harvesting the rare
mineral to linance the construction of a
war machine, and build up a
foree capable of knocking out
the opponent’s base. Bul
there's some variety thrown in
to keep players on their toes,
There are plenty of harvest-
build-destroy scenarios, but
there are also strike-and-cap-
ture objectives where vou're in
and out—no building re-
quired. Then there are escort
scenarios where you'll have to
lead key civilian vehicles
through war zones.

Unlike DUNE 2, the scenarios
don't progress in lockstep lin-
earity. Like a WING COMMANDER
game, there is a “critical path”
through the scenarios that leads
10 success, but there are also sce-
nario branches. Losing a sce-
nario doesn’t necessarily mean it's time to
start over—you might be able to fight your
way back onto the winning path. There are

also alternate “win” branches; you might be
able to win a scenario and continue the story
by destroving an enemy research [acility,
but vou could also take the harder route of
caphning the facility. The capture route may
take you on a new branch of scenarios and
enable vou to build a new weapon of war.
And ol weapons there are plenty. West-
wood has 15 dilferent vehicles on the
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drafting board, cach with an upgrade en-
hancement, including M-1 Abrams tanks,
flame throwing tanks, huge Mammoth
tanks, HumVees, Apache attack ‘copters,
single-man attack ‘copters, battle cycles,
amphibious landing craft, A-10
“Warthogs” and more. That's not to men-
tion your fool soldiers who can tote flame-
throwers, rockel launchers and grenades.
Throw in special weapons that are unique
to each side of the war, and you've got
enough rockets-red-glare and bombs-
bursting-in-air for a month of July 4ths.

A TIME TO BUILD,

A TIME TO DESTROY

But the joy of DUNE 2, and now of C&C, is
Just as much in building things as in de-
stroying them, Like Dune 2, many C&C
scenarios will require that you build a mil-
itary hase from scratch, placing the oddly-
shaped buildings with the care of SiMCrry
zones. In one preliminary scenario |
played, I had to land an amphibious force
on a hostile beach and set up camp. With
the help of coastal bombardment from a
ship, T was able to land some grunts, take
out an enemy guard tower and an ar-
mored buggy, and secure a perimeter.
Then the reinforcements rolled in, bring-
ing with them a mobile construction vehi-
cle. With but a mouse click, the
construction vehicle rolled o a nice clear-
ing and plopped itsell down—instant
HQ, From there I added a harvesting fa-

A RIVER RUNS THROUGH IT Using a natural
barrier for defense, a Nod base begins to
flourish in the rough terrain (right); a 3-0
animated sequence introduces a new toy—a
futuristic battle chopper (helow).

cility, which comes with a harvester (o
eather up the precious Tiberium, then a
training facility for more grunts, and a ve-
hicle factory to build basic armored cars.

And so it goes in C&C. As you harvest
more Tiberium, you can afford more
structures, which, in turn, will crank out
more weapons, Of course, all the while
the enemy is sending units to harass your
base. If the enemy is too pesky, vou'll
want to throw up some fortifications
around your base, building walls around
sensitive areas and guard towers where
the enemy foot-lodder is coming in
droves. In the later scenarios, ground-to-
air missile defenses are a must to stop the
napalm-spewing A-10s or the mean-spirit-
ed Nod bombers whose payload drops
slowly, but ever so surely, on your pan-
icked, scattering troops.

All of this action is delivered with crisp
graphics and detailed animation. Perhaps

hored silly by the endless vellow dunes of

Dune. Westwood's artists have composed
some lovely VGA terrain with varied fea-
tures for you to pock-mark and raze, There
are coastal areas for beach invasions, tem-
perate areas with lush forests, darkened ter-
rain for night strikes, and, ves, even some

desert zones (you can take the bov out of

the sand...). They've also spiced up the unit
movement with multiple “death anima-
tions.” Squads of foot soldiers will drop to
their knees in a lirelight, and il they get
shelled o hard, they'll lie prone and uy 1o
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belly crawl out of harm’s way.

Happily, the improvements over Dune
2 don’t all lie in the realm of Mash. The
interface is getting a lew needed adjust-
ments, including new group movement
logic that allows you to command several
units at once. Then there are small but
signilicant wweaks, like the fact that the
health of a unit and your overall energy
supply will be visible at all times.

The artificial opponent is also getting
an overhaul. The Dune 2 opponent was
famous for having easily exploited weak-
nesses, and while I'm sure C&C will have
its own Achilles heels, it will certainly offer
a less predictable foe. The C&C design
team has completely rebuilt the opponent
intelligence using “genetic algorithms,”
allowing the Al 1o generate multiple ap-
proaches 1o a strategic situation, If it tries
one possibility and fails, it will try anoth-
er. The Al will also have three different
“personalitics” depending on the objec-
tive of the scenario.

But the best news about the computer
opponent is that it won't be the only oppo-
nent. Yes, Westwood has heard the ery of
gamers demanding multiplayer options.
CoMMAND & CONQUER will support two-
plaver modem and four-player network
games, and will include a few extra terrain
maps just for that purpose.

The big question for C&C is how well the
cinematics and the gameplay will come to-
gether into a tightly-wrapped package. I've
seen some of the anima-
tion—it's superb. I saw a
litde of the digital video—
it scems  competent
enough. But as yet, the
cinematics are in the chaos
of the editing room. How-
ever, I have seen the im-
portant part—the
gameplay—and it looks
like DUNE 2 with a facelift,
more scenario variety, and
more [irepower—which is
to say that it looks fabu-
lous. Fans of frantic real-time play—
Stormin’ Normans in their own minds—awill
really have their hands full with this one.

Just be sure you properly stretch that

mouse-hand 1o avoid the risk of injury.
Again, as a package with all its cinemai-
ic ribbons and bows, who knows? AL its
worst, COMMAND & CONQUER will be DUNE
2 with the volume cranked up and cine-
matic cut scenes that can be ignored. At
its best, it could be the strategy game
equivalent of WING COMMANDER 3. &
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ride li'en cunrent heat wave?
Will wargaming experience a
cooling trend? Flnd out as BGW
predicts the and

for this year’ S computer games.

ith graphic flurries covering most
of the industry, high resolution
fronts are moving toward 3-D ter-
rain in many genres. Watch for un-
derlying fog of war in many game
designs and offshore interface sys-
tems to disrupt normal gaming
patterns. The extended forecast calls for MysT over
much of the industry and a pervading sense of
DOOM in action-oriented regions.

In short, this year's computer games will look a lot
like last year’s games only more so. In spite of
clouds that make it seem like graphics and special
effects have forced design and playability to take a
back seat, each genre has its own particular rays of
sunshine and potential rainbows. So, here’s the out-
look as we see it.
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The sure thing in action
games, whether on car-
tridge platforms or the
personal computer, has
always been 1o license
popular characters from
other media. Characters from the comics
and motion pictures seem (o be the most
commonly licensed properties, and this
year will present no exceptions, Film char-
acters from Lawnmower Man £ (a sequel
that promises to be better than the original
[rom SCI), an ALIENS game [rom Mind-
scape (which may turn out to he more of a
graphic adventure), and Capstone's
ZORRO, capitalizing on the upcoming
Spielberg film, will lead the way. Fox In-
teractive's [irst high profile venture into
the market will be an action game,
Dignarn Wit A VENGEaNCE, based on the
latest “Die-
hard” lilm.
The game

QUCLTA YR RS TA AR XR

Prevailing Winds:

will feature driving sequences and [ust-
person perspective combat interlaced with
footage from the film as reward sequences.

From the world of comics, Acelaim will
publish games based on BATMAN FOREVER,
SPIDERMAN, and JupGe Drebp. Unfortu-
nately, all three are largely horizontal
side-scrolling shooters with very little of
the comic heroes’ Havor to commend the
games. GTE Entertainment is going the
alternative comic route by building a
game around Australia’s Tank Gire (pub-
lished by Dark Horse Comics in the
L.S.). Due in the Fall, the game is expect-
ed 1o have both an action and strategy
component. Finally, as noted in this is-

sue's READ.ME., Sony Imagesoft is pub-
lishing a SpawN game, based on the

Image character,
'I'c:-c]|nn|ugic‘a|l)’. the biggest news in the
world of action games is the same as in
many other

genres—the
third dimension. GTE In-
teractive's F/X FIGHTER is

while, but Activision has finally got '-,-

= their ‘mech game on track. Look
for it this summer.

PACK

lmiimmuﬁmm:mnmm

ATARI 2600 ACTION

being developed in conjunction with Nin-
tendo. It's a standard console-siyle fight-
ing game, but it features full 3-D
combatants (both human and alien) that
look like those in the recently released
SENTO from 47Tek, a fighting samurai
game bundled with many new graphics
cards. F/X Fiorurer has the same type of
extremely smooth animation as SENTO,
but in F/X the lighters pulverize each oth-
er in front ol moving, texture- nmppul
backgrounds. Another 3-D fighter from
47Tek will be called HarnJack. It looks
like it will feature one-on-one combat
within an adventure set in a cyberpunk
world., Merit's TOTAL DOMINATION is a
slightly different fighting game that mar-
ries medieval man-to-man combat with ‘-il}
Studio sets. I-Motion's CHaos CONTROL 1

a CYBERSTRIKE-style ‘mech game \\'nh
more detailed graphics, insectoid oppo-
nents, and occasional tanks and heli-
copters to enhance the action. GTE
Entertainment’s Rarin AssavrLr is like a
networkable Quaranting without the ab-
surd background premise. With 20 soli-
taire levels and nine multiplayer levels,
this attempt to capture the feel of a real-
time Car Wars is keyed around network
play. Activision is still promising MECH-
Warrior 2 and it sull looks
like 3-D 'mech-to-"mech com-
bat. It may not have all of the
features initially promised,
but it still looks like a player.
It will have to compete head-
on with the futuristic 3-D in-
fantry (Starshipp Troopers?) ol
Looking Glass Technologies’
TERRA Nova: STRIKE FORCE
CENTAURI, an action/strategy
game that blends full-motion
video cut scenes with real-
time 3-D combat. Another
game soon Lo hit was de-
scribed in a February “Beta
Bit.” TaNk COMMANDER is a 3-
D search and destroy game
from Domark that comes

ReNeanoe offers quick-
=2 twitch action in SVGA,
= While Domark's multi-

= player tank game will
%' & heat up the office net.

complete with network play.

Highs: Watch out for
Apngée’s TerMiNaL VELOCTTY.
[t's a 3-D vehicle shooter
that’s part STAR WARS and
part DESCENT. You zoom over
and through a 3-D cityscape
much like the trench run on
the Death Star, but instead of




bombing that little exhaust vent, you have
to dive into it with your ship. 1 I'hen, you
tool about in caverns with 360-degree mo-
hility, like DescenT, but faster. We also like
the innovative nature ol Rocket Science’s
DARK RipE, essentially a psychedelic roller-
coaster. It is an extremely disorienting,
fluidly animated first-person experience,
Another innovative development is the
Delphine engine for the EA action game
described in this issue’s “Rumor Bag.”
Lows: Be prepared for a preponder-
ance ol cartridge publishers entering the
personal computer avena in 1995, With
the decline in 16-bit console game sales,
they are being [orced into the PC markel
as an interim position until the new gen-
eration of cartridge machines est: ||:I|~.|1 i
solid user base. Unfortunately, they do
not understand the more sophisticated
PC marker and are not adjusting their
game design philosophies
gamers’ needs.
Extended Forecast:

Lo meel
Expect continuing
releases of space combat games. SSI is
nearing completion of RENEGADE, their
first 3-D flight game since DRAGON STRIKE,
In this game ol SVGA graphics so crisp
and clean they seem almost antiseptic,
gamers will lead combat missions in order
to protect their home hase during a seven-
day onslaught. In addition o wirling a
quick joystick, players will be heavily in-
volved in resource management as they
lead the defensive cause.

Other games involving ship-to-ship
combat, but on planetary surfaces, in-
clude: Activision’s MECHWARRIOR 2,
Looking Glass’ Terra Nova and
Domark’s ABSOLUTE ZERO. ABSOLUTE
Zero will feature 12 different texture-
mapped vehicles fighting across the sur-
face of an icy mining planet. One of the
neatest aspects is that, as you complete
various missions, you will play seven dif-
ferent human characters. Then, once
you've finished the game from the hu-
man side, you can play it again from the
alien perspective. In addition, Dynamix
is preparing a METALTECH: EARTHSIFGE
ExpaANSION PACK with two new weapons
and hoth urban and black ash terrain to
fight across. Finally, although the 3-1 ve-
hicles don't fly l|1|ul|=fl1 space, Gremlin
Interactive’s SLIPSTREAM 5000 is set in
the 21st century and does feature ten cir-
cuits in which to fly [uturistic cralt against
live (via split-screen two-player mode or

== ROCKET BOY Rocket
= Science’s Rocker Boy will

——— bounce his way past

WINS 03

network play) or artificial opponents.
On the Doos and Dooser [ront, be
on the lookout for Apogee’s DUKE
NUKE “Esm 3-D, It's sort ol a "Doom
Does True Lies™ adventure with plenty of
new special effects, including an under-

»

i

water mode with special underwater

weapons,

You can also expect a deluge ol cartridge
conversions over the next few months, Ac-
tivision will convert their updated Privaci:
THE Mavan ADVENTURE [rom Genesis Lo
PC, Acclaim will do the same for MORTAL
Kompar 11, and U.S. Gold will do the same
for EA's JUNGLE STRIKE. In addition, Activi-
sion is nearing release of its Arari 2600 Ac-
TION PACK, a compilation of oldies that
should bring a lump to any video game
junkic's throat. A different type ol conver-
sion is being released by GT Interactive.
They are developing a PC CD-ROM ver-
sion of Williams™ SUPERKARTS coin-op, but
it featnres a split-screen two-player mode
for play on the same computer and an
cight-player network mode [or those who
can’t wait to cust real-life opponents.

Looking for something off the beaten
path? You might try Racket Science’s up-
coming ROCKET Boy, a daymation-csque Q-
Bert with o wacky, cosmic backstory. Want
something more down to earth? 11y Rocket
Science’s FLYING Acis, a game that seems
designed o answer the quuluau. “What
would happen il Hogan's Heroes had been a
World War I llying ﬂqll;ldltll‘l.‘
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TERMINAL
VELOCITY

Anyone ever stuck in an ur-
ban traffic jam has wished to
sprout wings and soar over the
gridlock. The atmospheric
flight portion of TERMINAL VELOCITY
makes part of that dream come true.
You zoom through the skyline of a fu-
turistic city and risk “buying it" between
skyscrapers as surely as if you were
making the final trench run on the

De'uh Star. The frame rate is
fast and the controls
dare I'ESP()T!SI\'C.

f

Then, as i "y
that wasn't enough, T,
vou emulate that Star Wars
trench run with a far more difficult ma-
neuver—breaching the gauntlet ol a
tunnel opening with your entire ship
instead of a few energy weapons. Then,
the pame transforms into a DESCENT=
like tunnel romp. You have full 860-de-
gree rotation and plenty of action.
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Prevailing Winds:

ol the Boardgame Con-
versions.” It's not only
taken this long in com-

uter game history lor
8 3

the machines to be able to provide screens
as pretty as some of the vraditional
boardgame maps, but it's taken this long
to convince some software publishers that
computer gamers want straight boardgame
conversions. Mindscape is hedging their
bets, since they will have both a role-play-
ing game based on the WARIAMMER
40,000 AD universe and a FANTASY Bat-
s game based on the Warmasiver rules
for table-top battles. QQP is definitely he-
ing true to the feel of Awrvn Greex
THINGS FrROM OUTER Seack, il not recreal-
ing the exact boardgame look. Based on
the Steve Jackson clesign, Awrul. GREEN
TuinGs emphasizes the [rantic, silly sci-fi
action of trying to vid your spaceship ol a
nasty alien infestation with such exotic
weapons as robots, hypodermic needles
and fire extinguishers. Numerous space-
ship types offer tons of replayability, and
QOP is even working on a campaign sce-

POWER: THE
GAME Simple to
learn, this
surprisingly
tense game
hecomes doubly
intense when
played over net
= or modem,

1995 will be the “Year

MAGIC: THE GATHERING

nario. Meanwhile, MicroProse has elected
to keep the very clean mechanics, near-
perfect play balance, and aesthetic appeal
of Macie: Tie GATHERING in their comput-
erized version of the card game.

One intrigning conversion is the
boardgame Power. The playing pieces
represent tanks, cruisers and so forth, but
this is really an abstract game, almost like
chess with a dash of Eaxieire DELUXE, Pow-
ER is so simple vou can learn the rules in
ten minates and, in addition to its multi-
player capacity, offers an addicting blend
ol feint, mancuver and economy of force
that provides Chess-like replayability.

Avalon Hill has a very busy year under-
way. Trmn Rewen is nearing completion for
the PC."The arificial intelligence, problem-
atic on other versions, has heen redesigned
to be flexible with objectives and agoressive
in exploiting breakthroughs, making it a
more competent opponent. All of the
boardgame’s complex rules have linally
been implemented, as well as two-player op-
tions and a new interface. The maps even in-
clude the dull 1974 version ol the map for
grognards, or an updated lull-color version
as an alternate. Another classic is 1830, the
rohber baron classic that has been developed
so cleverly by Simtex that gamers are likely
to accuse the computer opponent ol cheat-
ing because it's so tough. ADVANCED CIVILIZA-
TION, is also close al
hand (see this issue's

sneak preview).
Finally, Stanley
Associates will be
converting the
classic Woonexn
Stirs AND [RON
MEN to the PC,
using a complete-
ly different sys-
tem than that in
o Freer.
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Avalon Hill will also publish WwII
games that are nof based on boardgames.
BEYOND SOUAD LEADER, bearing no more
than superficial resemblance to its name-
sukes (Souan LEaner and ADVANCED
SQUAD LEADER), 1s a real-time game with
cach infantryman and tank represented
individually. A multi-level interface allows
vou 1o issue orders to your troops, and it
offers a madicum of role-playing, as youl
soldiers progress through the campaign,
carning medals and improving in skills.
Unlortunately, the detailed animation of
the soldiers is currently oo small 1o be
aesthetic or effective. Avalon Hill will also
ship Atomic Games' version ol STALIN-
GRAD, covering the broad campaign sweep
and bitter street-to=street fighting in the
Volga with scenarios so huge they make
OPERATION CRUSADER seem ahmost minus-
cule by comparison. Another product in
Avalon Hill's coverage ol the era will be
Charlie Moylan's adaptation of the Fucin
CoMMaNDER 2 engine to WWIT combat.

Other WWIT games will include Wokin
War I [rom Impressions, a grand strate-
gic game in the Axis & ALLIES or RISK style;
QOP's "T'nE Purk WarGAME, which recre-
ates WWIL paratroop actions via a simple
move-and-fight system complete with
group attacks, overruns, and five levels of
Al and SSI's inevitable sequel to the huge-
ly suceessful Panzer General, which will
cover British, US and Russian exploits.

S8I's Grexr Naval Barrees 3 will ship
with two dozen lixed scenarios ranging
from the Battles of Midway and Coral Sea
through the Levte Gull encounters and
more. It features 24 new ships, lots of new
planes, submarine operations, customiz-
able options and a scenario editor. Also,
SSI will publish Steer Panriiirs, a WWII
tactical combat game that allows gamers to
build random scenarios using a point-
based purchase system. Gamers can play
small, interconmected mini-campaigns, or
engage in a full-scale campaign where
they ¢an use the point and click interface
to manenver past individual buildings,
pillboxes, drilting smoke and rubble.

Highs: The imtroduction of elegant, re-
plavable games like Power that can be
played over a modem, network, or the In-
ternet, should do much o increase the
community of on-line strategy gamers. We
also look Torward o playing MULTI-PLAYER
Civiizanion, the long-awaited sequel to
Sid Meier's classic [rom MicroProse.



Plavable by hot-seating, network or mo-
dem, the design employs a modilied tun-
based structure which lets you modify your
cities while you are waiting on other play-
ers to linish their moves.

Yarticularly commendable are wargames
which feature scenario editors like Impres-
sions’ FRONT LINES, SSI's STEEL PANTHERS
and SSI's Greatr
NavaL Barrees 3.
Such  games  will
broaden interest and
competition within
the hobby.

Lows: We sce two
dangerous trends in
the strategy/war-
game genres, First,
use ol real-time com-
bat to attempt to cover up the inadequa-
cies of the artificial opponent; and second,
the tendency to take control out of the
player’s hands in the name ol command
perspective. The latter has a tendency to
shape games which can be won with virtu-
ally no player intervention and diminish-
ing satisfaction.

Extended Forecast: 1995 will bring
new approaches to many classics, several
hybrid approaches to strategy games, and
more customizability for the gamer. In
the classics era, QQP plans to unveil two
versions ol its foundation releases: Pegr-
FECT GENERAL 2 and Lost Apyirar 2. The
former is prettier than its ancestor and
adds new units and a chat mode for its
modem option. The latter has new ani-
mated sequences and improved graphics,
but also adds abstract land units to cap-

ture enemy ports and a variety ol

random storms and natural disas-

to the bitter fighting on the banks

& promising descendant of Kine's Bounty
offers rich combat, over 20 different
creatures and crisp SVGA graphics.

ters. In much the same way, Activision
has updated its very successlful SHANG-
HAL game as SHANGHAL GREAT Mo-
MENTS, augmenting the mah jongg game
play with multimedia lTash commemo-
rating great people and moments, and
New World has improved both the look
and game play ol KINnG's Bounty with
their upcoming Herors OF Micnr &
Macic, New World will also release
White Wolf's new Exeire 1 (working ti-
tle), a new design with some powerful new
editing tools.

Two companies will base games on the
American Civil War, Civi. WAR BATTLES

Thiw T

from Impressions will use a dillerent sys-
tem than Ed Grabowski's in e BLue ann
THE GRav) and Empire’s Civie War will at-
tempt a comprehensive strategic view of the
entire War Between The States, using a tac-
tical module and emphasis on morale and
training as well as maneuver. LEGIONS,
Mindscape’s game of ancient warfare and
economics, has always needed atactical mocl-
ule. The new Lrcions CD will include one.

For customizability, Impressions’
FrONT LINES is sort ol an AibE Di Case
with more graphical lash. In addition o
the scenarvios included, almost any baule
can be simulated and set up with the flexi-
ble editing tools. Unlike ADC, FronT
LINES has a computer opponent,

With regard to hvbrid games, SCI has
an intriguing one called Gexprr Waks. A
deliberate B-movie=style plot has the sexes
separating due o “too much political cor-
rectness,” among other reasons. While
males and lemales from different lands
war against each other, the human race
must stll continue, and that means raids to
capture members ol the opposition. Im-
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boats, and
other vehicles
to capture ob-
jectives, you

and Jonathan Frakes. Perhaps the most un-
usual repackaging of rraditional games,
however, is Virgin's Honj N' Pony, a hodge-

! odge of clever games connected by a cute
Rather than a strict i 4 )

R Jump into  plotline that was designed by Steve Meret-

Sl ;ans o Il those vehicles  zky. VikruaCHESS from Titus and Cress-

fhings: 5 tactigall b :" and  play  mastEr 5000 [rom Mindscape are both

: g yy from an  purported to play far stronger on their
real-time game engine. . 3 : 2

action game  highest levels than the average human

perspective. player. So, the choice will inevitably come

Impressions’ Pow-
ERHOUSE makes you
an energy czar where
y(lil ('ﬂl]'lp(ﬂ(' Hgilil]S[
either computer op-
ponents or other hu-
mans. It is also spiced
with prolessional voice

down to quality of wiorials, style of oppo-
nents, and other bells and whistles.

Science liction strategy games will also be
in vogue in 1995, In addition 1o West-
wood's COMMAND & CONQUER (see this is-
sue’s feature), Virgin will publish Trox
Assaurt, a battling ‘mech game, and Z, a

POWERHOUSE This
BNBrgy czar game

strategic options =
and aggressive Al j
opponents.

pressions’ HiGH SEas TRADER is a hybrid
sailing sim/strategy game set in the period
Jjust before Sid Meier's Pirates. Carousing
around coastal towns, trading and naviga-
tion are key elements, and the boarding
sequences have more options than sword
fighting one-on-one. In a similar vein,
Koei's sequel to UNCHARTED WATERS is
New Horizons. New Horizons features six

dilferent characters who go on a variety of

missions to trade, explore and get in trou-
ble. It has an interesting economic maclel,
gambling and even an auto-sail command
(to known destinations), but will have o
overcome a dated graphic look.

Another historical game with hybrid
overtones 1s Koei's CeLnic TALES with its
role-playing aspects set in a clear-cut strate-
gy game, Interactive Magic's EXPLORATION
has a mixture of hero and strategy, too.
You play one ol live historical explorers
andl use your economic base and successlul
exploration to expand vour sphere of influ-
ence. Combat is handled just like that in
Sib MEIER'S Civinizatiox and the game is
played on a random map, solitaire or hot-
seated with multiple players. I-Motion's
Marco Poro has similar mechanics. You
play one of four different “wheeling and

dealing” characters in this strategy game of

building and maintaining caravan routes.
In another historical hybrid, Impressions’
Carsar [T will once again place gamers in
Sim-Ancient City strategy mode.

Empire’s Rep GHOST is o real-time, mis-
sion-hased, action/strategy game where the
player controls a group fighting against a
global terrorist group founded by Lenin. As
you assign helicopters, tanks, armored

acting, network play,
and the capacity for random set-up. Seace
Bucks is essentially Air BUCKs in space with
trading on an intergalactic scale, but with a
combat element. If you really want to de-
stroy your competition, you'll also want to
look at the gangster-controlled econo-
my of MicroProse's Pizza TYCOON.
Another game of economic warfare is +
A-IV NEIWORKS [rom Artdink, the de- 4
velopers of A“TraiN. I-Motion will pub-
lish this game built around the idea of
creating your fortune and controlling the
world through constantly-expanding mo-
nopolies (the retworks indicated in the rtitle).
IF you prefer less overt conflict in your eco-
nomie challenges, you'll want 1o wy SivIsLE
(originally SINMRaiNkoREST) [rom Maxis. It
allows you to develop and assign non-player
agents (o the tasks of maintaining, exploit-
ing or carelully developing a South Pacific
island paraclise.

Software publishers continue to look for
the Trrris solution, a real-time puzzle
game as addictive as the classic game from
Russia. [n 95, Spectrum HoloByte will try
with a repackaged and expanded version
of the European game, SPIN DOCTOR, as
CLOCKWERX. 1CE BREAKER [rom Magnet
Interactive is making its original appear-
ance on the 3DO, but the real-time game
where you move animated pyramids
around to change colors and control the
map may be ported 1o the PC. It looks di-
abolically addictive.

Even traditional parlor games will get
new faces in 1995, QQP’s CARD PLAVER'S
Parabise offers a SOLITAIRE'S JOURNEY-like
quest built around Rummy, Pinochle and
other classic card games. New World will
bring show biz to poker with their MuLTi-
MEDIA CELEBRITY 'OKER, your chance to
play against Joe Piscopo, Morgan Fairchild
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Dung 2-alike game being developed by the
U.K.'s Bitmap Brothers. New World will
publish MECHLORDS, a multi-player strate-
gy game Irom SimTex which is built
around ‘mech technology, and MicroProse
will reprise X-COM with new undersea
aliens and underwater weaponry as
N-COM: TERROR OF TT1E DEEL,




“One Must Fall 2097 is the best fighting
game available for the PC, bar none”

s COMPUTER GAME REVIEW
Py d 4 \ITJ’H e kil | — 2 ) —— — B i
) ONEMUST FALL! N4
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11 robots with over 120 frames
of 3D animation per robot!

Supports dual Joystick head-to-
head combat in 5 unigue arenas

CEE A e
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Win cash for repairs; upgrades
training & buying new moves

Run out of cash and your
repairs are over

¥ fiT \

A SURE WINNER!”
GAMEBYTES

“MOVE OVER, DOOM, FOR LL5-

Are you tired of PC beat-em-up games that don’t live
up to their hype? PC Gamer says “this is a truly excel-
lent game” and “you won't be disappointed” with One
Must Fall 2097. PC Answers calls it “outstanding”, PC
Home calls it “a must” and PC Gamer says it “plays
brilliantly”. Computer Game Review says One Must Fall

2097 is “fast, furious and fun above and beyond the call of duty”. PCGamer
also calls it “the definitive” and “most awesome beat"em-up on the PC".
Even people who tend to not like fighting games seem ta enjoy the sheer
playability and fun of One Must Fall.

Play head-to-head against your friends or fight your way through increas-
ingly difficult tournaments. Use your winnings to upgrade, trade robots
and purchase training in an attempt to defeat diverse enemies with unique personalities.

Try our games on
CompuServe just
GO EPIC

Features multi-channel, metal-crushing sound effects and heart-pounding digital music. One Must Fall
2097 is only $39. Or, get the game, the 60-page OMF Strategy Guide and a color poster for only $49.

NOT AVAILABLE IN STORES
CALL 1-800-972-7434 TO ORDER!

Please add $4 s&h. Visa, Mastercard and checks
accepted. MD residents add 5% sales tax. Every order
includes a bonus shareware game, [n UK/Europe call
Epic MegasGames UK Ltd: at +44 (0)1767-260908.

Epic MegaGames Inc. - 3204 Tower Oaks Blvd #410 -
Rockville MD 20852 - (301) 983-9771 - Fax (301) 299-3841

TRY THE SHAREWARE VERSION TODAY!
On CompuServe GO EPIC and visit the
Epic Forum or call Exec-PC BBS at (414)
789-4360 or on the Internet ftp any of
our shareware games from fip.uml.edu in
the /msdos/games/epic directory.



Prevailing Winds:
Expect many computer
‘\I){HI‘\ games Lo use
voice-overs h\ famous
announcers o daugment
their appeal and lend
more suspended dishe-
liel to the experience. Accolade will contin-
ue to use Al Michaels, the veteran
announcer for {'t]'l'l'lpll'lﬁ'l' oame Pl'l\' h\'—
play, as the anmouncing wor LhnHL for Iliul
sports line. His commentary work in Brrt
HuLL HOCKEY 95 and HARDBALL 4 is up to
his usual standards, but he is now up
against veteran Liast Coast announcer Linie
Harwell in Miller Associates’ Lrnii Har-

WELL BROADCAST Brast, a special edition of

their popular Basesati. For Winnows. Both
Accolade |11‘n(!|1{.'ls feature smoother com-
mentary than the carlier Michaels ellorts,
but the Frnie Harwell soundtrack sounds
more like a real radio broadcast. Mi-
croLeague hasn't revealed their intended
announcer for theiv new Sparts Hlustrated li-
cense, but the animation we've seen for the
SPORTS TLLUSIRATED BASEBALL game shows
that they ave very serious about making this
stat-based game into a richer experience.

PRO LEAGUE FOOTBALL 75TH °
ANNIVERSARY EDITION

2 Armchair quarterbacks will
hrill to the improved Al,
moother player animations,
nd more play selections.

g== Unnecessary roughness
= in this MicroLeague

Sony's ESPN Baskr1saLL is also expected
to use a celebrity voice-over, much like Dan
Patrick’s play-by-play in the ESPN Base-
BALL TONIGHT procluct, but the actual an-
nouncer has not been signed.

Highs: Stat-oriented gamers will be very
pleased with the way Miller Associates’ BILL
JAMES ENCYCLOPEDIA OF BASEBALL integrates
with their BASEBALL For Winnows draft disk.
In fact, the product integrates Sabremetrics
(Bill James” creative statistical tools) and cus-
tom search functions so smoothly that it is

Jjust what we had wished Microsoft's ToraL

Basesart product could have heen. We also
like the more robust statistics madel in Acco-
lade’s HARDBALL 4 with MLBPA PLAYERS

Disk. Football fans should like the host of

league play functions, including drafts,
wades, and season replays in 15-20 minutes
on a 486, in the NFL 7511 ANNIVERSARY EDI-
TiIoN  of MicroSports’ PrO LEAGUE
FoorsarL. The player animation isn't a
threat to UI.IT\L»\II, FoorsalL or FP'S: Pro
FooreaLL 95, but the on-screen images are
reasonably sized, and the four different types
of stacdinms have nice detail, including actual
team logos in the end zones. Another wel-
come HIJ()]T!\' g}lll‘.i(_‘ iH ALL-AMERICAN COLLEGE
Foorsall,
Micro
Sports’ of-
fering as
the defini-
tive college
gridiron
game with
all ol the
major col-
lege teams,
players
and  stadiums,
conference-specil-
ic stats and a sim-
ulated coaches
poll to fuel nation-
al championship
controversy. 'T'he
I]'lf)(l{‘fl'll pl}!}’ il'l
both  football
games is another
welcome feature.

Lows: The drought in five-on-five bas-
ketball action continues. Acclaim hopes to
duplicate its cartridge game success with
NBA JAM: TOURNAMENT EpITI0N, 2 PC
CD-ROM title with the same action as the
cartridge game, plus extra players, new
power-ups and over 100 secret plays, but it
is still only two-on-two. Sony's ESPN Bas-
KETBALL is also two-on-two action, promis-
ing the three top players on each NBA
team. Unless Electronic Arts’ NBA Live
performs the same kind of transition from
cartridge to PC that NHLPA HOCKEY was
able to accomplish, don’t expect to see a
good five-on-five game this year.

Extended Forecast: The trend toward
Tavish visuals in goll games continues
with U.S. Gold’s WorLD Cur GOLF: Hy-
ATT DoOrADO BEACH, a beautiful two CD
game that runs smoothly on a 486-33.
The designers rendered 500 shots of
each hole and created marvelous hole fly-
bys. It is a four-player “hot seat” game
with match play, skin game, and World
Cup Championship play. Accolade’s
JACK Nickraus Gorr For Winpows prod-
uct will feature the Colleton River course.
With mirrored water effects and ambient
animal animation, it is even more graphi-
cally intensive than the U.S. Gold prod-
uct. The CD version will contain Jack’s 36
favorite holes and a course building utili-
ty. Using the Windows tools, though, this
new architect feature is even more power-
ful and easier-to-use than the previous
mearnation.

At another sports venue, FPS: BASEBALL
fans will rejoice in Sierra’s expected re-
lease of a Stapium add-on disk with new
stadiums, classic teams and additional
players. Fans of "ToNy LARUSSA BASEBALL
IT will want to check out MICROSOFT BASE-
pALL 1.0, a Windows-hased game with ter-
rific sound effects and a physics model
developed by Stormfront Studios, devel-
opers of the LaRussa game.

For something completely different, Mi-
croleague Sports is nearing completion on
BLoob BowL, a computer version of the
popular Games Workshop strategy game
where the players are really out for blood.

Other sports titles to watch for in 1995
include: TROY AIKMAN FooTsaLL from GT
Interactive, a new WAYNE GRrETZKY HoCK-
EY game from Time-Warner, and car-
tridge game conversions ol NFL
QUARTERBACK CLUB and FRANK THOMAS
BASEBALL [rom Acclaim,



You destroyed
their base on Mars.
You thought that was
the end of them.
But deep beneath the
Earth’s raging seas,
their fury boils
with a vengeance.
Your worst nightmare

is just beginning!

From the makers of

X-COM UFO Defense™

comes a new

evolution of evil.

TERROR

FROM THE

DEEP

1-800-879-PLAY. For IBM*-PC
& Compatibles on 3.5" HD
and on CD-ROM.

©1995 MicroProse. All rights reserved.,




Prevailing Winds: In
1995, simulation games
will torque up the real-
ism,
mission planning and
in terms of g1‘;|ph|¢ ap-
peal. S8I's  SiLEn
HUNTER, a submarine game based on Pa-
cific Theater action during World War 11,
has near photo-realistic periscope views
that are incredible. Every ship, port facility
and building is a 3-D object that can be
light-sourced accordingly. So, you get the
right glare and shadows according to their
day-to-night calculation. When you appear
in a harbor, you see them accurately as the
designers have reconstructed them ac-
cording to period maps and geographical
survey information. And, with a veteran
sub commander advising them on realistic
mission data, SiLenT HUNTER should be as
groundbreaking [or the Pacific Theater as
ACES OF THE DEEP was [or the Atlantic
Theater. Speaking of ACES OF THE DEEP,
Dynamix is nearing release on the Acks
OF THE DEEP EXpansion Disk. You will now
patrol the Mediterranean, but you get to
do it in a top-secret XXI U-boat. The XXI
U-boat was sometimes known as an Elec-
tro-Boat. It was faster, had greater range,
better fire control and used radar. It also
wasn't introduced until 1945, but gamers
can use it much carlier in their Mediter-
ranean campaigns.

In the world of combat [light simula-
tion, Digital Illusions (developers ol Tor-
NADO) s creating a mission-based ApacHE
Gunstre simulation for new publisher In-
teractive Magic. It will feature active arcas
for nape-ol-the-earth level missions repre-
senting 200 x 200 mile squares of detailed
geographical survey maps set within three
geographical areas: Korea, Yemen and
Cyprus. Fach geographical area has its
own campaign.

Spectrum HoloByte's Tor Guy, admit-
tedly designed to be an entry-level flight
simulation, will take a different approach
to the campaign idea. The real-world feel
will arise from the interpersonal conflict
depicted in the cinematic cut scenes
played between missions. In this sense, the

both in terms ol

jump into a sce-

flight sim will be something like a WiNG
Commanper-style approach with real-
world atmospheric flight and weapon
models. They also hope to recruit more
computer pilots with lots of on-line help
using digitized video.

Highs: In addition to the great graphics
advancements in SILENT HUNTER, we're
excited abour the emphasis on mission
planning in ApacHE Gunsiir. One of the
great strengths ol TORNADO was its mis-
sion-planning module. Now, in ApacHE
Gunstir, Digital Ilusions has added a re-
play capacity that features an intriguing
mission debrief. When you view the re-
plays of missions in Apache GUNSHIP, you
quickly get to see how well you stuck to the
plan and how ofien you had 1o ad-lib. You
may also be evaluated on how well you
planned the mission. So, you'll "love it
when a plan comes together!” We also like
the Dynamix approach to multimecdia
products in this area. Their Eary Your
WinNGSs product features information on
the history of aviation, but its heart is the
ability to watch hi-res videos of RED BARON
maneuvers heing performed as you simul-
tancously watch a large diagram of flight
controls mov-
ing through the
maneuver.
Then, you can
SILENT HUNTER SVGA
- graphics and detailed

nario from the
game and try Lo
perform  the
maneuver your-
sell, since it
contains both
full versions of
RED Baron and
the REp Baron
MissioN Buien-
ER. It looks very
cool.

Lows: The
only downside
to this vear's
Might s1ms
seems to  be
that the current
machines can-

combine to give Aces oF
= THe Deep some
== cor[lpetltlun this
= spring.
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not handle today’s more detailed texture
maps without operating at greatly re-
duced frame rates. We expect that hard-
ware assists (.e. add-on cards that assist
the CPU with graphics functions) will
help games over this hump by the end of
the year.

Extended Forecast: Expect several
long-awaited titles by mid-year. Origin’s
WINGS OF GLORY, perhaps the most accu-
rate simulation of all the games using the
WinG Comvanper technology, is a game
of World War [ aerial combat that should
satisfy fans of machine guns and rickety
planes. Mindscape's USS TicONDEROGA
will test the marriage ol 3-D Studio and
advanced naval combat. Looking Glass
Technologies will try to revolutionize
flight games with their physies-based
Fracrmr UNLiMiren, a flight sim that mod-
els air flow dynamics so well that you can
realistically attempt some wild acrobatic
maneuvers.

Toward the end of the year, Interac-
tive Magic will unleash F-16 Ficaring
FarLcon, It won't be Farcon 4.0, but it
will certainly offer some exciting mission-
based combat. Digital Illusions, the de-
velopers of EA's venerable I-16 Compar
PiLor (one of the earliest modem-capable
sims), will develop the game for the new
Raleigh-based publisher.

historical research will =

nteractive Magic
£ is coming on
trong with this
sim developed by
igital lllusions.
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Prevailing Winds:
ley temperatures are in
store for traditional ad-
venture gamers and
role-players. 1995's em-
phasis will be on 3-D
environments and chgitized video rather
than on character building and storyeraft-
ing. This year's crop will feature lots of vir-
tually empty 3-D rendered spaceships,
castles, ruins and mazes where the only in-
teresting characters you meet are those
ml[sldf:\mn time and space.

One class of games will feature 3-D en-
vironments to explore and will emphasize
puzzle-solving over cither combat or char-
acterization. A Canadian publisher called
Discis Knowledge Research is aboul to
release a puzzle-based game set in a pre-
Sumerian civilization. JEWELS OF THE ORA-
CLE is a non=linear Mysi-alike game which
features 30 puzzles, 3-D texture-mapped
walls with authentic hieroglyphics, and
great sound. Legend’s MissioN CRITICAL
starts out as the old abandoned spaceship

sl N
derelict ship is the
ite of Legend's next
Ig adventure game

JOURNEYMAN PROJECT.

to be explored and repaired scenario, bu,
in addition to its beautifully rendered 3-D
spaceship, the game boasts a challenging
strategy game as part of its finale. Magnet
Inlemclwes BLUESTAR also boasts a beau-
tifully rendered 8-D spaceship. The twist is
that vou play a dolphin in this non-vio-
lent, exploratory mystery.

Activision's PLANETFALL: FLOYD'S
NEXT THING returns you to thal wonder-
ful Infocom universe where Steve Meret-
zky's colorful robot named Floyd
provided both challenging puzzles and
robust chuckles. Now, the alien 3-D ren-
dered environments are no longer mere-
Iy extensions of Meretzky's prose to be
imagined, but rendered in dizzying
xeno-splendor on your VGA monitor,
Buriep IN Time is the sequel to The
This time, you
have been framed and must visit two his-
torical sites (a 13th Century castle and a
Mayan pyramid) and one near-future
site in order to prove your innocence.

3-D will also play a role in Fox Interac-

— PLANETFALL Steve
iMeretzky's text
adventure classic
eets the '90s in
— this graphical
— continuation of the *
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tive's RETURN OF ‘THE APES, scheduled for
next year. The adventure game will be
hased on the Oliver Stone movie and will
use Stan Winston's 3-D models [rom the
[ilm as the basis for the apes in the game.
Fox is hoping for simultaneous release
with the motion picture and promises that
the adventure game will be deeper than
the movie. Mindscape’s INFILTRATOR will
take a somewhat different approach, using
“claymation”-style figures to create a Blade
Runner-esque atmosphere.

As previewed in last October's cover sto-
1y, Interplay’s STONEREEP will [eature 3-D
mazes for role-players to hack their way
through and 3-D rendered encounters
with the major monsters. New World's
WETLANDS will alternate adventure game
puzzles for its underwater psychic detee-
tive with vehicle chases and other action
scenes. I-Motion's ALONE IN THE DARK 9
will use the same kinds of 3-D environ-
ments and characters that made its two
ancestors successful. The main difference
hetween ALONE IN THE DARK 3 and its pre-
decessors is that the latter will take place
in a western town. Meanwhile, Merit is
nearing completion of HARVESTER, a vivid
interactive horror story that's something
like an episode of The Twilight Zone on
acid. Your character wakes up as an amne-
siac and sets about rt-‘m'i{‘min;, himself
through the use of blood-spattering chain-
saws, holes blasted with shotguns, and oth-
er gory eflects.

Highs: The character generation in
Bethesda's THE FLDER SCROLLS: DAGGER-
FALL could be the best feature in an RPG
this year. Not only does it include disacl-
vantages which can be wraded for
strengths, powers, skills or spells, but it al-
lows interesting customizability. Another
worthy and interesting concept we are an-
ticipating in this genre is that of Miriex-
NIA, a time travel game from Take 2 in
which players will travel o dilferent an-
cient civilizations in order to alter the des-
tiny of a given civilization. Want Rome to
reign for a millennia? Figure out how to
avoid the [all. Details on gameplay are still
sketchy, but we're very interested.

On the graphic front, we are very im-
pressed with the cinematics in FRANKEN-
STEIN: Turouvcn Thne Eves Or The
MonsTER. Interplay’s 3-D adventure lets
you play the monster and see the doctor
standing over you as you come to life, o
look down on those of smaller stature than



486, Pentium, PowerMac...

ItT's noT IF. IT'S WHEN.

o matter how fast your PC is,
it can’t outrun a power problem
(Get Uninterruptible...starting at $119)

ust don’t have the time for power problems on your

PC? Don't worry, They'll always make the time for

you. It’s not if a power problem will oceur, bur
when. Due to household appliances, poor wiring, bad
weather or even other office equipment, power prob-
lems are as incvitable as death and raxes.

IN THE NEXT THREE MONTHS, MORE
THAaN 30,000,000 PCs wiLL BE HIT BY
POWER PROBLEMS...

In fact, you have better odds of winning the lotery
than of escaping the sting of power problems on your
PC. One study discovered a typical PC is hit over 100
times a month, causing keyboard lockups, hard drive
damage, and worse. And since sags and blackouts
represent more than 85% of power problems likely to

Back-UPS

ARERCAN HEWER COMTTREON

APC UNINTERRUPTIBLE POWER MEANS

SAFE DATA, HAPPY COMPUTERS

Sealed no-maintenance internal battery
Emldes instant power in event of sag or
lackour, protecting your data from loss

Site wiring fault indicators
automatically diagnose
dangerous wiring conditions

Audible and visual
alarms alert you to

¢ protection backed
Eyn}p lpo 2 $25,000
insurance policy protects
valuable eomputer
hardware from loss

’ power problems
ﬁtﬁgﬁ?ﬂi m Signals your
interference ” COMpULET, Saves
your data (APC
saftware required)
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APC Uninterruptible Powwer Supplics provide mstant battery
Inackup to protect your data from loss and yonr baed drve from
damrage. Uisers ave event backed by sp 1o S25.000 in lifetime
surge profecton ishrance.

hit your computer, standard surge suppressors are

literally powerless to protect you. And a study in a

recent 'CWeek showed that the largest single

cause of dara loss is bad power, account-
ing for almost as much data loss as all
l'l(lll.'r sty l.'UIlII\iI]('iL

PROTECT YOURSELF BEFORE
YOU KICK YOURSELF...

Ger instantancous battery backup
power from an APC Uninterruptible
Power Supply and preventkeyboard lock-
ups, data loss, and hard disk crashes.
Surge protection performance is even
backed by up toa $25,000 Lifetime Equip-
ment Protection Guarantee,

Ask for APCatyour compurer reseller
taday or call for your FREE handbook.
Starting atjust S119, an APC
UPS is serious protection no

serions computer user should
be withour,

“Dent’t take chances...pet
the ultimnate protection..

I PC World
Top 20
LLLELCM  from APC, " PCWorld

Cogomght 1994, AFC. Trademaihe s b
poperty o thei st
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Over 3,000,000 saTisriep APC users...

“Thus 15 the best compater
related purchase 1)
nrade! Has saved me howrs
of re-prrogrammng...”

Caral Irvine, Wizard Assae

“We reduced our
maintenanee ensis the firse
vear by 507 i repases of
cfuipaent.”

Vitlesstin Gonzales, Pfizer

“OMer Server was e &
praject when it lost power..
messed np all the data files.
It toak fonr days to recover
et wee dan't

since we pot AT
Tony Chen, DeAnza Systems
"W rere working an o
state bid whes the power
went off. APC saved the day
and year and [futwre.abomt
o5 af dara saved

HNF SYSICINS X (i those
frotected by A'C, The AP
wonits teere tndanniged

. Jeffrey, C. Jeffrey

APC fas yivvually

eliminated
vorfrarale wel
Keert Reweseer,

ST G e
rk...
trle Carpr.

7

Porer went ot wilile
frrocessing payroll! 1f ot fur
APC e would bave bad a
tesalkane!™
Suzi Higgason, OS5I Inc

MY anymore

5

Houme office wser Don Traux
ko fiest band abowt APC
reliability; “It viught' o be
agiinst the Lo to buy a
contpister feithout dn APC
Back-11S 250, | recentiy bad
a direct lightwing Int right

outside the house...my
camprirter tever Minked.”

TAPC lets me sleep better at
night. Mo mouch would
your fray to get back that one
file your tworked all day to
complete for the buss who
wots o the plane at 8:00

a.m? You should assume

that yore'll buey a UPS, non
that 1's some fuxwry item.”
R. Muorella, Westinghonse

"A prower surge wiped ont
the FAT tables on all PC's
not protected by APC. Now
bave APC stalled vn all..”
Craig Post, Comm. Teeh.

*Befure | purchased the UPS
I bad to put in at lease o
Iraard drives a0 SHHN), Wl
APC prodiets,..no nene hard
drives in by years!™

5. Foreman, LSI

I utions = ElE? 66—;; iy
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HANDBOOK
Wt are the canses and effects

| of power problemst The most
camman pawer preatection

! nristakess Call for vour free 1

bandhaok today! Please
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AMERICAN POWER CONVERSION

800-800-4APC

401-788-2797 fax [ 800-347-FAXX faxhack
132 Fairgronnds Rd., W, Kingston RI 02892 USA
A publiclyv-traded company (NASDAQ; APCC)



voursell. We also like
the integration ol digi-
tized video with the 3-D
environment in BURiED
IN TimE [rom Presto
Studios and Sanctuary
Woods. In Buriep In
Time, the technicians
have been able to du-
plicate [lickering light
sources and reflections
of the game so well within
the fllgmf.ul footage that
the actors don’t look like the
paper doll cut-outs in mos
games.

Lows: II' stories are
where things happen to
people you care about, 100
many adventure and role-
playing games are focusing
upon the sets and not on

BURIED IN TIME
I1TH HOUR

Menl will rip them out and show them to 2
you in their upcoming gore-fest.

the characters lor these

games, We'd like 1o see a
renewed emphasis on plot
and characterization within
these genres,
Extended Forecast:
pect to see plenty of digi-
tized film  in 1995,
Trilobyte’s 11111 Hour, the sequel 1o the

lix-

Seventi Guest, will leature 68 minutes ol

video displayed at 30 frames per second
on an average 486, as well as 42 objects 1o
locate, the requisite puzzles to solve, and
three different endings. Also, as noted in
this issue's “Scry Sight,” expect to see a
digitized film version of DoG Exr DoG be-
fore the end of the year. Both will be dis-

tributed by Virgin. Virgin will also

Wﬂ?Mg

set-up. for LucasArts FuLL

lmagme a dark future where
15 .dmg}' and overcast,

release THE DAEDALUS ENCOUNTER, a live-
action adventure game leaturing actress
Tia Carerve (Wayne's World, True Lies) as a
member of a space salvage team who linds
a rather unusnal derelict ship on a crash

course with a sun. Interestingly enough,
Virgin salvaged this project from Mediavi-
sion’s now-delunct publishing group.
Take 2 will use well-known actors for Rip-
PER: A CYBERPUNK MysTERY where you

THROTILE, @ graphic adventure that com-
bines vehicular action a la REBEL ASSAULT,
a punching sequence while riding your
hawg that should make you feel like a Hol-
Iywood samr man, clever puzzles like you
would associale

LucasArts” graph-
ic adventures, dia-
logue as funny as
that in the MONKEY
ISLAND games, and
backgrounds as de-
tailed as an expen-
sive graphic novel.
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with the best of

hunt down Jack the Ripper across the Net
before he can completely carve the per-
sonality out of your skull.
PHANTASMAGORIA, the long-awaited hor-
ror opus [rom Roberta Williams and Sier-
ra, is nearing completion. It won't be long
belore you are able to find out if this mys-
terious 3-D house, a complete architectur-
al creation built in 3-D studio but replete
with digitized video horrors and on-screen
actors, can drive you as mad as it seems to
be driving the game’s protagonist. At
least, this 3-D environment doesn’t have
the empty [eel of many graphic adven-
twres for 1995, Interplay will publish Cy-
sER Hoon, a cyberpunk send-up of Robin
Hood, using live actors. Merit's G-Nowme
uses digitized [ilm to cast you as a Space
Marshal (somewhat better equipped than
Sean Connery in Outland) who must track
an enemy lrmu thought extinet through
numerous SVGA .|I|u| landsc: apes. Execu-
tive Producer on the project is Todd
Mitchell Porter, designer of the extremely
detailed KNiGH1s oF LEGEND RPG for Ori-
gin. Later, in 1996, Magnet will unleash



Pu'st there Was DOOM
Now comes HERETIC!

A SWORD & SORCERY BATTLEFEST SO AWESOME,

F rom the publisher
of the shareware
megahit DOOM
comes a virtual
world of medieval
fantasy. The
advanced 3-D
graphics are 80
real and everything
moves with such 3
smoothness —
you are there!
In HERETIC,
you'll cast
eldritch spells
from the Tomes
of Power.
Wield fantastic
weapons such
as the Firemace
and Hellstaff.
All to destroy
the undead
and Dbestial
horrors that
slaughtered
your race,

By the spirits
of your
Elders, the
Heretic must
have his
vengeance!

IT’S UNBELIEVABLE?

@ Cooperate with'yo
juddies Or:mas

FEATURES

% Supports up to 4
players via network,
2 by modent,

them m a blondyff"
deathmatchl

0 State-of-the-art

K S-D 560° smooth
¢ scrolling)in real

‘ "ﬁmc for the fastest,

¢ deadliest combat!
‘; ¢ Walk, run, fly!
i Look all around,
leven up and down!
" 4 Choose from. 7

3.5 disks! foryor
: IBM PB{fﬂumpatihle

ke of 0 offwmre,
@1994 i Snllwm
“Allrights reserved.
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== NORTHLANDS You can't get
==any more “top-down” than
= the top-town perspective
= 0of 00P's dungeon dive.

= chief of the
~==Bureau, you
~select agents to
— investigate and
solve several
“paranormal
mysteries.

HELLRAISER, a non-

linear horror game

which blends video

with 2-D and 3-D technology as it takes
you to virtual hell. This one combines de-
sign talent from the venerable SWoRD OF
THE SamURAI (MicroProse) and THE EL-
DER SCROLLS: ARENA (Bethesda) to cralt
the role-playing clements.

In more traditional styles, Sanctuary
Woods has hired screenwriter Lee Shel-
don (StarTrek: The Next Generation) to
seript The RipbLe oF Master Lu. Believe
it or not, you play the part of Robert
Ripley in an INDIANA JONES=style adven-
ture that leatures scaling animation,
multiple puzzle solutions and a [ascinat-
ing array of weird artifacts to collect. It
takes the DRAGONSPHERE engine and
Kicks it up a notch. Bureav 13 is Take
2's adventure game tribute to TV's The
X-Files, with a hint ol Mission: Iapassible
thrown in. As leader of the bureau, you
choose special agents like a hacker, a
mechanized woman, a priest, thiel, vam-
pire or witch and guide them in investi-
gating supernatural and paranormal
phenomena.

Koei's Branpisi lets you play the part
ol a criminal who [alls into a subter-
rancan maze (with graphics similar to

Urniva V, over 40 levels and 45 types of

creatures) while trying to escape from a
bounty hunter. QQP’s NORTHLANDS
takes you out ol the dungeons to seek
treasure; the perspective is different, as
walls and doors loom above you as you
walk toward them, noise increases as you
approach, and monsters truly wander,
instead of patiently waiting in one spot.
I-Motion's PRISONER OF ICE is an RPG set

in the Arctic. It
is based on the
same Lovecralt-
ian mythos as
SHADOW OF THE
Comer, but the
graphics will im-
prove and the
game will take
significantly
more time Lo
complete.

SS1 will be
rolling out a
new RPG line
called THUN-
DERSCAPE, The
setting  com-
bines styles as
disparate  as
“steam punk” or
“mechamagic”
and traditional
role-playing magic. It will offer a
llexible character skill system and a
[ull-screen, 3-D environment with o
light-sourced ohjects. Although the
adventuring will be in real time, the
combat will be phased. SSI hasn't for-
gotten its traditional audience, however,
Ravinvorr 2: Stone Provier will use
the RAVENLOFT engine developed by
Dreamforge, but will feature an Egypt-
ian motif, instead of yet another me-
dieval seuting.

OIf the beaten adventuring path, Lu-
casArts has a new Indiana Jones game in
the works. It's not for hard-core adven-
turers, but INDIANA JONES' DESKTOP Ab-
VENTURES is a Windows program that
randomly generates mini-adventures,
You view the world from a top-down
perspective while you solve very sim-
plistic puzzles.

Those who like action/adventures in
the DRAGON'S LAIR tradition should watch
for Readysolt’s BRAIN Deap 13, Players
take the role of Lance as he tries to escape
the evil machinations of Fritz, a dement-
ed-scientist type, The animation, all racdi-
tionally drawn, is marvelous, and the
many death scenes are to die for,

The following games are expected o
ship near the rime this issue is on sale:
Spectrum HoloByte's STarRTREK: THE
NEXT GENERATION: THE FinaL UNiry,
Psygnosis” Discworen, and Virgin's Lost
LEoex. Titles which have been an-
nounced, but are not expected to ship
until the end of this year or carly ‘96 in-
cliude: Activision’s ZORK: NEMESIS, a se-
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quel to last year's RETURN To ZORK; Cap-
stone’s Wrren HAvEN, a dungeon crawl
using maps designed by paper game de-
signer Mike Pitt; Capstone’s TERWAR
(see “Scry Sight”); New World's DARK-
Seyre 1T (working title), a DreamForge
design which marries their old Dark-
SPYRE universe to a new STONEKEEP-style
look; Capstone’s CRYSTAL SKULL, a game
written by Indiana fones and the Last Cru-
sade contributing seriptwriter Rob Mac-
Gregor, Mindscape's WARHAMMER
40,000 AD, an RPG set in the Games
Workshop universe ol dark fantasy;
Capstone’s unannounced Roger Zelazny
product, a science-fiction game built on
a game universe being created by Ze-
lazny specifically for the game and being
developed by Dreamforge: Mindscape's
ALIENS, based on the movie, and Do-
mark’s Orion CONSPIRACY, an adventure
set in a dark future where megacorpora-
tions control the universe,




DVANCED WAVE TABLE
BY SOUND BLASTER.
ACCEPT NO IMITATIONS.

The New Sound Blaster AWE32/)"

[nlwducing the wave of the future: the new Sound
(( .
Bl;l:itcr AWE32. It combines advanced wave table

Soun
S}’I‘lth(‘ﬂiﬂ, a pnu-‘m'ﬁll digir:ll sign;ll processor, and

I}'ll‘ IH)rr('.Sf ﬂl'll.‘lll('l l‘FF("C['S i\II on rhl‘ same S()l]nd k'..']l\'i. Thi"!}i
why it’s the next generation PC sound standard.
The Sound Blaster AWE32 puts the world’s purest

music synthesis technology (from E-mu Systems) inside your

PC. It also includes effecrs Like chorus and reverb for

increased clopth and richness. And QSound so you can

position sounds n 3D, Ir even comes with downloadable

{ SouND BLASTER AWE32 INCLUDES: |

GEMERAL MIDI INTERFACE HSC INTERACTIVE SE
THREE CO-ROM INTERFACES CREATIVE WAVESTUDIO™ 2.0
QSouND CONTROL PANEL

CREATIVE ENSEMBLE™
CREATIVE SOUNDO'LE”
CREATIVE MOSAIC

SOUND BLasTER AWEIL
TrUE 16-81T CD SOUND
ADVANCED WAVEFFECTS
SYNTHESIS SOFTWARE INCLUDES:
32-VOICE POLTPHONY CAKEWALK APPRENTICE
SAMPLING SUBSYSTEM FOR WiINDOWS

MICROPHONE

*Suggested rerail price, 1994 Creanwe Technol Blater AWL

s are trademarks ¢

i Blaster ang :
u Creative I |!| ] ﬁﬂ‘ﬂ ‘}H \‘._an SUE-4 286600, lurrrln womal mequinies: Creanve Tec w.nlnL. [} Il Smgapore, TEL 65«

Soundlont™ technology, so you can add to the library of
:;;unplcd sound effects and instruments. And rhe larest spccch
l'l"L'E\I'Il)IOg)'. SO you can navigare '['hrmlgh all the major
Windows™ applications using voice commands.

Of course, it's a Sound Blaster. So it makes all your
favorite games and software sound more outrageous than
you ever imagined. All this sound technology could cost you
thousands. But the new
Sound Blaster AWE32 is
011|\' 1399 No other sound

card comes close. Sound

il‘llt‘rcsting? Visit your

local Creative Labs dealer.

CRCEA

CRCATIVI: LABS, INOC.

WAKE UP THE REST OF YOUR BRAIN.

Assist. Creative TextAssist, Creative Ensemble, Creative WareStudia, Creative Soundo'LE and

Or call 1-800-998-5227.

CpCClive owners

J0233 FAX 05-773.0353,

are the propent
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A Roundup of CD-ROM Upgrade Kits and Quad-speed CD Drives
by Loyd Case

ou've probably seen the recent TV
commercial for the Apple Macin-
tosh. You know the one, where the
Dad is trying 1o get a multimedia
upgrade kit running on his PC
clone. Alter a while, his son gives up and
aoes next door, to a friend who has a Mac.
Unfortumately, the ad is allogether too
real. Macitosh owners do have an casier
road when 1t comes o software and hard-
ware installation. But what the Apple ads
don’t show you is the huge shell of games
that the PC owner can select [rom as op-
posed to the comparatively minuscule se-
lection for the Mac.
As you probably know if you've toured

those aisles upon aisle of PC games at
your local soltware shop, a CD-ROM drive
is becoming a required device to enjoy the
latest PC games. By the end ol this year,
the majority of games will be available on
CD, and a good chunk of them will be re-
leased exclusively on CD. So if you haven't
vet taken the CD plunge, it's about time to
stick your toe in and test the waters.

To make vour dive casier we gathered
together a sampling of the best CD-ROM
drives and the best “multimedia upgrade
kits” and given them a test spin, We've in-
cluded a few stand-alone quadruple-speed
CDs as well as the best double-speed and
quad-speed CD-ROM upgrade kits. The
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quac-speed drives will probably best suit
the gamer who has a decked out PC with a
high-end sound card, speaker system, joy-
stick and game library, but is looking for
the highest performance in a CD drive.
The upgrade kits are more for the newer
gamer, or the gamer who has just pur-
chased a stripped down PC withour all the
gaming accessories, These kits contain a
CD-ROM drive, sound card, speakers, and
a bundle of CD games and applications, in
addition o a few other odds and ends,
When testing the CD-ROM drives, we
ran the units through several benchmark-
ing tests that together give a good indica-
tion of hiow they will perform with games.
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When analyzing the upgrade Kits, we
looked at the CD drive performance, but
we also looked at other components to
give you a feel for the value ol a kit as «
complete package. We also looked at ease
ol installation, because, as we've heen told
by our friends at Apple, this is a major
concern for PC owners, especially those
that aren’t used (o the wily ways of the PC.
Some of the manulacturers of the current
crop of upgrade kits have been working
hard 1o make them easier 1o set up and
use, but there's still some ways 1o go. And
some vendors have yet to learn.

Sigma Designs

REALMAGIC MPEG CD-ROM KIT

This upgrade kit ships with a workhorse
Sony CDU-33A double speed CD-ROM
drive—not exactly a compelling device, al-
though sturdy and serviceable. The Real
reason lor this Kit's existence is the Real-

Magic MPEG decoder board. MPLEG,
which stands for Motion Pictures Expert
Group, is a video compression standard.
MPEG-1, the current standard, can com-
press up to 55 minutes of full motion
video onto a standlard 680 MB CD-ROM.
However, MPLEG compression is expen-
sive and time-consuming, so games sup-
porting it have been slow to appear.

The new RealMagic hoard comes with a
Windows MPC driver that allows you 1o
play back CD-1 (Compact Disc - Interactive)
movie CDs. Unlortunately, we couldn’t get
better than quarter-screen video on our
testbed system. Every time we tried 1o ex-
pand the video, we would get an effect that
looked like the kind of scrambling your lo-
cal cable company uses on the pay chan-
nels. Sigma-style CD movies fared better,
using the DOS player that's installed.

Installation was straightforward and
smooth, a pleasant surprise since the early
RealMagic products had some teething
problems. The installation manual is terse,

but straightforward. A video pass-through
cable needs to be connected from the Real-
Magic card to the VGA pass-through on the
video graphics card. Unfortumately, our test-
bed system used a Number Nine GXE video
carel. Sigma Designs only supports the GXI
in 256-color mode. The CD-ROM drive at-
tached to a connector on the RealMagic
board, and the cable was just barely long
enough to reach rom the slot o the CD dri-

ve e our [l ower system. Performance ol

the Sony drive was pretty much as expected,
although we couldn’t test the 16-bit video
because ol the 256-color limitation men-
tioned above, Sound Blaster emulation was
fawless; the I'M music was pretty typical
fare, not great, but serviceable, Digital auclio
wats clean and easy o understand.

This is an interesting product, but Timit-
ed in scope until it gathers more support
from game companies. More companies
are coming on board with MPEG decom-
pression hardware, so more soliware devel-
Opers are expressing an interest in
supplying MPEG-compressed sofi-
ware, Il'your video card is supported
by the Reel Magic card in 65,000 col-
or mode, this could be an interesting
product 1o consider.

RealMagic MPEG CD-ROM Kit,
Price: 3699.00 (MSRP). Contents:
Sony CDU-33A double speed CD-
ROM drive, RealMagic MPEG de-
coder board (Sound Blaster
compatible), stereo speakers, and
bundled software including the
MPLEG version of RETURN TO ZORK.
a CD-1 MPEG movie (Topp Gun), and a
sampler CD. For more info: (510) 770-
0100,

Diamond Multimedia Systems, ie,
DIAMOND MULTIMEDIA KIT 5000

Diamond recently changed its name from
Diamond Computer Svstems to Diamonc
Multimedia Systems—clearly an indication
ol their future direction. Sure enough,
soon alter the name change, Diamond
shipped two multmedia kits. "The 5000 is
the high-end kit, shipping with 30 sofi-
ware titles, a Sound Blaster-compatible
sound card (with a Wave Blaster-style con-
nector for Diamond’s own wavetable up-
grade daughtercard), and a Teac CD-55A
quad-speed CD-ROM drive. The CD-
RONI drive connected 1o the sound card
via the Panasonic connector; the board
supports four dilferent CD connectors
(Sony, Mitsumi, Panasonic, and [DE), al-
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though SCSI was not one of the choices.

Installation was very smooth and
straightforward. The documentation stp-
plicd with the Diamond kit was uniformly
excellent, among the best we've seen.
There’s a lull explanation of technical con-
cepts in the back ol the install guide, but
Diamond doesn’t clutter up the installation
section with oo much detail. There's even
an illustrated quick install guide for some-
one with some technical savey. Diamond
supplies an installation video, but it only
covers hardware installation,

T ————
TR,

Although Sound Blaster compatibility
scemed reliable, the sound quality wasn't
up to other FM synthesis sound cards.
MIDI samples played on the card sounded
distorted, even at low gain. The default
DOS mix seemed a littde low, and we had 1o
crank up the volume to get good sound.
Digital audio sounded clean and voices
were easy 1o understancd. You should note
that the sound card has a Wave Blaster-type
daughtercard connector, but, due to the
physical design of the card, the only card
that will fit the connector is Diamond’s own
wavetable daughtercard, With or without
Diamond’s wavetable upgrade, we'd rate
music quality as mediocre, but digital audio
as very good. The performance of the Teac
CD-ROM drive was slightly below the other
quad speed units, mainly because of the sig-
nilicant CPU load required. However, the
drive performed well in all our tests and
van the WiNG CoMMANDER 3 video seg-
ments withour a hiteh, Overall, this is a
good value for the money, although we'd
like to see better MIDI music at this price.

Diamond Multimedia Kit 5000. Price:
$599.00 (MSRP). Contents: Teac CD-35A
quad speed CD-ROM drive, Diamond
Sound Blaster-compatible sound card
(with a Wave Blaster connector [or Dia-
mond’s wavetable daughtercard), stereo
speakers, and a good compliment of CD
games including RepiL Assavrt, StaCriy
2000, Myst, and Dooxs. For more info:
(408) 736-2000.



CGW CD-ROM BENCHMARKS

MS Video 8 MS Video 16 VIDTEST VIDTEST CPU  Wing Com 3 Wing Com 3
Frames Frames throughput utilization Data Rate Load Time MpPC
Drive skipped skipped  (Kb/sec) (%) (Kb/sec) (sec) Access (ms)

Mountain CD-7 0 0 301 32.6 309 37 374
Panasonic 0 1 301 51.8 309 3.5 322
Sony CDU-33A 0 N/A 301 52.7 304 37 339
Plextor 4PLEX 0 0 602 55.7 1531* 17 246
Teac CD-55A 0 0 599 89.9 613 19.5 232
Toshiba XM3501E1 .0 1 602 36.5 613 17 167

Noles:

Sony Drive was part of the Sigma Designs RealMagic upgrade kit

Teac Drive was part of the Diamond, Impressions, and Platinum 16 upgrade kits
Panasonic Drive was included in the two upgrade kits from Reveal

* False reacling due to 1 MB bufier
How We Tested

THE TESTBED THE BENCHMARKS

The following system configuration was used in the testing of  Here are the sofiware utilities used to generate our numbers,

these CD-ROM drives. Microsoft VIDTEST. VIDTEST, among other things, tests
Hardware CD-ROM performance. The VIDTEST throughput numbers in-

486/66 LISA/VLB Micronics system board, 256 KB cache
16 MB RAM

Adaptec 2742A SCSI host adaptor

National Semiconductor Infomover LAN card

Quantum LP540S 540 MB SCSI hard disk

US Robotics Sportster 14.4KB internal modem / fax
Number Nine GXE level 12 SVGA video card

Speakers

clicate the amount of data (in kilobyes) wansfered by the drive
per second. The CPU utilization numbers indicate the percent-
age of CPU used while mansfering the data in the throughpu
tests. The lower the percentage of P usage, the better, In ad-
dition, we performed video streaming tests at 8- and 16-bit col-
or depths to see il any video frames were lost during video
plavback at 15 frames per second.

MPC Wizard Access Time Test. MPC Wizard is a handy set

Allison Acoustics Mini 2P self-powered speakers. These speakers
have a 15-wall per channel amplifier and audiophile quality
sound. These are NOT "multimedia” speakers, but speakers
built to use with CD players and ofter flat output o from 50 Hz
to 20 KHz. They sound terrific.

Software

MS-DOS 6.22, no disk compression

HIMEM.SYS and EMM386.SYS memory managers

Microsolt Windows 3.1 (vanilla installation)

of utilities by Softkey International. It includes some useful tests
that measure MPC level 1 and level 2 compatibility, We used the
access time test to tell us how long it took for a drive 1o access a
random piece of data on a CD-ROM. The lower the number,
the faster the drive,

Wing Commander 3. The Wixe Comyaxper 3 installation
routine displays a CD-ROM data throughput rate. The higher
the number, the laster the drive. In addition, we tested load
time by clocking the time it took [rom starting the game to

All configuration files (CONFIG.SYS, AUTOEXEC.BAT,
TEM.INT and WIN.INI were restored to a “vanilla”

each mstallation.

ACMA Compuders, Inc.

IMPRESSIONS MULTIMEDIA
4X UPGRADE KIT

The ACMA kit's packaging lairly screams
“low budget,” and the included compo-
nents reflect that. The Teac CD-35A CD-
ROM drive (the same as the one in the
Diamond kit) is one of the least expensive
quad-speed drives on the market. The

SYS-
state before

sound card mcluded with the kit is a vanil-
la Sound Blaster 16 value edition, an un-
fortunate choice due toits lack of ability 1o
accept Wave Blaster-compatible upgrades,
The soltware selection is limited, with four
Microsoft utles included, three of which
are productivity applications. Even the
documentation is low budget: it's com-
plete, but simply consists ol the manuals
for the original components (e.g., the
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when we saw the opening credits.

Teac manual tor the CD drive is included,
rather than a specially rewritten manual).
Impressions does include an installation
manual that walks a buyer through the
hardware mstallation, but it's limited and
terse, Given these limitatons (not to men-
tion the low price), this seems to be an ide-
al bundle for a small home ollice rather
than the hard-core gamer.

Hardware installation was suraightlor-
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ward, although the photographs in the in-
stallation guide were too small and arainy
(o be very useful. One plus: the CD drive
1/O cable was plenty long enongh, and did-
n't require a Herculean effort 1o connect,

Due to the simple bundling of the OEM
components, there wasn't a single, unifiec
installation program. Instead, we installec
the CD drivers first, then the Sound Blaster
soltware. The Teac installation runs under
Windows, which can be problematic il you
don’t have Windows installed. The Sounc
Blaster installation behaved as expected
and caused no
problems. The
Teac perfor-
mance was prety
much as expect-
cd. The Sound
Blaster 16 FM au-
dio was pretty
much standard
I'M but
sounded  clean
and undistorted.
The digital audio
was also prety clean, save for the occasional
pop.

Overall, the ACMA Impressions kit
would be one more suited for someone
who is setting up a small business or home
office, and only occasionally plays games.

Impressions Multimedia 4x Upgrade
Kit. Price: $429.00 (MSRP). Contents:
Teac CD-55A quacd speed CD-ROM drive,
Sound Blaster 16 value edition (not
wavetable upgradeable), and stereo speak-
ers.. Bundled soltware includes Microsolt
home products such as Excarra, WORKS,
MonEY and ENTERTAINMENT PAacK. For
more info: (800) 786-6888.

lare,

Multiwave Innovation
PLATINUM 16 UPGRADE KIT

This is yet another upgrade kit that in-
cludes the Teac CD-55A quad speed drive,
The nstallation process for the CD driver
is the worst vet, both confusing and
baroque. We had 1o step through a seem-
ingly endless series of menus to install the
CD driver. In addition, the sound card had
tllll!l' a lew jumpers to set, which will bring
ll(lI]()} to those who've never dealt with
them. The default settings for the jumpers
were good choices, but most sound boards
shipped these days have only a few
Jumpers, and some have none at all.

Since the Platinum 16 sound card claims
Sound Blaster Pro compatibility, we as-

sumed that the CD ROM interface would be
the same as a Sound Blaster. In this particu-
lar version of the CD-ROM drive, it's not,
and 1t’s only documented in the section on

Jumper settings towards the rear of the Mul-

tiwave Platinum Utilities Manual, Addition-
ally, the board emulates the Microsolt
Windows Sound System, which can be a plus
for Windows users, However, the defaunlt in-
terrupt setting for Windows Sound System is
IRQ) I1—which happens to coincide with
the interrupt of our Adaptec 27424 SCSI
host adapter. Users who are less technically
adept  might
wonder  why
they would get
a "CANNOT
READ FROM
DRIVE C:" er-
ror when trying
to start Win-
dows. The Plat-
inum soltware
installation
went a lot more
smoothly, bui
on an aesthetic point, the install program
had to be one of the ugliest in appearance
we've ever seen,

When we powered up the computer, a
lowd “pop™ issued from the speakers.
Sound quality was prety typical FM syn-
thesis, although the default mix in Win-
dows added a slight amount of reverb that
was pleasing 1o our ears. Il anything, the
FM sound was even cleaner llmn the
Sound Blaster 16 audio. Digital andio was
equally clean smuldm;.,. .\nd yOU car evern
upgrade the music quality, because it has a
Wave Blaster-compatible connector. So
despite being one of the most difficult kits
to install and set up, the sound quality was
good and the performance on a par with
most ol the quad speed Kits.

Platinum 16 Upgrade Kit. Price:
3599.00. Contents: Teac CD-55A quad
speed CD-ROM drive, Platinum 16 souncl
card (wavetable upgradeable), stereo
speakers, and some bundled sofiware in-
cluding COMANCHE: MAXIMUM OVERKILL.
FFor more info: (408) 379-2000.

Reveal Computer Product
MULTIMEDIA FX QUANTUM KIT

Opening this kit is kind of like opening a
lot of presents on Christmas. The number
of goodies in this collection is nearly over-

whelming. In addition to a large pile of
L= b

CD-ROMs, there are a pair of speakers
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that look like they should sound great
(more on this later), a (cheap) joystick, a
great pair of headphones, a microphone
that's a clone of the one that ships with the
Microsoft Windows Sound System, and a
wavetable sound card hased on Ensoniq's
Soundscape 2000. The only disappoint-
ment is that the Panasonic CD-RON diive
is a mere double-speed drive that connects
to the Panasonic interface on the sound
card. This bundle also ships with every-
thing you need to connect, including drive
rails (il you need them), and an installa-
tion video. One ol the nice touches is a lit-
tle black-and-white manual that gives a
briel rundown on the mstallation proce-
dures of every included CD title. The in-
stallation video is limited 1o only hardware
installation, but it's the most complete
video ol its type we've seen vel

The installation program runs under
Microsoft Windows and is very easy to use.
The CD-ROM installation was part of the
overall installation process, and went very
smoothly. Overall, we'd rate installation as
excellent.

The sound of the Ensonig-based
wavetable board was exceptionally good, es-
pecially when compared with the FM syn-
thesis ol the rest ol the boards in this
roundup. (In the December issue, the En-
soniq placed in the middle of the pack
compared with other wavetable boards, We
did notice that the problems we experi-
enced with Windows sound drivers in the
December review have apparently been
solved.) Like the Soundscape 2000 re-
viewed in December’s issue, Sound Blaster
compatibility is problematic. For example,
even when you follow the instructions in
Reveal's application setup guide. STRIKE
Cosyanper will not run with Sound
Blaster digital audio. MIDI music is terrilic,
but the Strike Commvanner CD has a lot of
digitized voice that a buyer will never hear,
However, games that support the Ensoniq
divectly sound terrific. WING COMMANDER 3
has le(mIq drivers for both music and dig-

“MULTINED] DAL,
S
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ital auclio, and henee the audio, both MIDI
and digital, is outstanding.

As fm those spmkus well, they sound
pretty good, although not as good as the
aucliophile-quality Allisons we ll!\t(l on our
testhed system. Still, they are by far—by
far—the best speakers in any of the Kits we
tested. They would be a welcome addition
to any gamer’s setup. The headphones are
pretty darned good, too. Overall, the Re-
veal Quantum Kit is our best buy of the lot.
Reveal’s choice of components, attention
to detail and vast soltware library will keep
a gamer happy as a pig in slop for quite a
while...and it even has some educational
value. Now i they'd only bundled it with
the Plextor CD-ROM drive....

Multimedia FX Quantum Kit. P'rice:
$519.00 (street price). Contents: Panason-
ic double speed CD-ROM drive, wavetable
sound card based on Ensoniqg's Sound-

HLTINEDI= 1T |

scape 2000, 40 watt stereo speakers, head-
phones with boom mike. ‘The boatload of
bundled CDs includes FRONT PAGE SPORTS
Foorearl Pro, Wing Comyaxper 11
DELUXE Ebrrion CD, STRIKE COMMANDER
('l} 7‘|'i| (‘l'l-‘*;'l', u:ul rn;uly l'nulilj.' titles.

Reveal Com padder Praducts

MULTIMEDIA FX 16 BIT
EXPLORER KIT

We should have opened this one lirst. In-
stead, we opened the Quantum, so open-
ing the Explorer was something of a
letdown alter lu\ln;., with the (\Hd!ltlllll
kit, although it's a good value for the
money. The Explorer is Reveal’s entry-lev-
el multimedia upgrade kit. Tr offers the
same attention 1o detail as the Quantum
upgrade kit, but offers a 16-bit, Sound
Blaster-compatible  sound card,
cheap..er..inexpensive speakers, no joy-
stick and the same CD-ROM drive.
There's also a nifty pair ol headphones
with a built-in boom mike.

The Sound FX SC400 sound card is
Sound Blaster and Microsolt Windows
compatible. Installation went smoothly, al-
though our test system locked up during

the sound test. After rebooting, we started
up Windows and noticed that the inter-
rupt for the Windows Sound System was
set for IRQ) 11, but the SC400 Windows
driver detected that IRQ 11 was being
used and switched to IRQ 7 on the fly! We
fervently wish other sound card vendors
would take note of this and implement
similar behavior in their drivers.

The audio quality can be simply de-
scribed as very clean FM sound. Digital
audio was also clean and crisp. The SC400
also has a Wave Blaster-compatible con-
nector, which will allow high-quality
wavetable MIDI to be added at the buyer's
convenience, Overall, the Explorer kit is a
decently priced, entry-level upgrade kit
that's easy to install and use.

Multimedia FX 16 Bit Explorer Kit.
Price: $249.00 (street price). Contents:
Panasonic double speed CD-ROM drive,
Sound FX SC400 sound card (wavetable
upgradeable), stereo speakers, headphones
with boom mike. Bundled CDs include
WING CoMMANDER T DELUSE Eprrion CD,
RFI'I‘R-\' 0 E’mzi;, ;md [)u T's SING ALONG.

Plextor
4PLEX QUAD-SPEED SCSI

Our first stand-alone, 4x CD-ROM drive,
the Plextor 4PLEX internal CD-ROM, is
typical of many SCSI devices, in that it helps
to be somewhat computer-literate when you
install it. For example, there are a set of ter-
mination resistors that ave pre-installed, to
terminate the SCSI bus, This is probably a
good thing; for most gamers, this will be
their only SCSI device. However, il you
don't realize this, and install the 4Plex be-
tween another SCSI device and the host
adapter, you could have mysterious prob-
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lems with the drive, or even other devices
In addition, the SCSI address is set with
three unlabeled jumpers on the back of the
drive. The drive ships with a Future Do-
main 16-bit SCSI host, which is adequate to
handle the performance of the drive. We
did not install the host card, but used the
drive with the existing Adaptec VL-Bus
SCSI host adapter in the test systen.

The 4PLEX benchmarked very well in-
deed. The WING COMMANDER 3 install pro-
gram reported an impossibly high transfer
rate, probably due to the huge one
megabyte buffer built into the drive. Overall,
the drive installed easily and ran very well.

4PLEX Quad-Speed SCSI. Price:
5549.00 (599 with adapter). For more
info: (408) 980-1838,

Toshiba

XM3501E1

This external quad speed drive ships with a

complete accessory kit, including the same
Future Domain SCSI host adapter as the
Plextor. Since this is an external device,
Toshiba thoughtlully included a termina-
tion resistor. The SCSI addresses are set
with a switch that requires a pointed object
(e.g., a pen) 1o press the switches. ‘The ad-
dress is displayed in a tiny window. If you
use an external CD-ROM drive, you need
to route a CD audio cable (not supplied) ei-
ther to your sound card line input (using an
RCA to mini-plug cable) or ta a stereo (us-
ing an RCA-RCA cable). Plugging it into
your sound card is the best bet, for those
few games that use Red Book audio (e.g.,
CD audio) for music, or for listening to
your own audio CDs through your comput-

er's speakers (providing you have better
than average speakers).

The reported access time by the MPC
Wizard benchmark was faster than the
4PLEX, which jibes with the official specs.
However, the Toshiba did drop one [rame
on the 16-bit AVI file, probably because its



" e pad in the station hangdl:ye Moz, S
ed crew members. and, &pf o hon

I've had & strange drean ...

/ I (. : . ; J : . . i ndfronal Compute)
i N
‘”' VlC TOKA' |NC 22904 Lockness Ave. Torrance, CA 90501

Circle Reader Service #375 \



buffer is only one-quarter the size of the
one megabyte buffer in the Plextor, The
WinG Commannir 3 install routine report-
ed a transfer rate in line with the actual
specs of the drive. One strength over the
Plextor was the recduced CPU usage when
transferring data at 600 KB per second
(36.5% vs. 55.7%).

XM3501E1L. Price: $545.00 (with
adapter kit add, $140.00). For more info:
(714) 457-0777.

Mountain Network Solutions
CD-7 CD MINICHANGER

This unique device handles up to seven
CD-ROMs simultaneously. It requires no
caddies; instead, you load the multiple
CDs one at a time through an ¢ject tray,
much like most caddyless drives. [t needs
its own custom ASPI driver (ASPI is a SCSI
driver standard originally developed by
Adaptec), which is supplied by Mountain,
The install program is smart enough to
comment out any L‘xisling CD drivers.
The driver "grabs” seven drive letters,
which represent each ol the seven trays.
However, the drive is smart enough that,
when a program requires a particular CD

?
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to be addressed as a particular drive, it
loads the correct CD. The drive is very
easy to set up and install; SCST termina-
tion is handled by flipping a little switch
on the back ol the drive. Our test unit did
not arrive with a SCSI card, so users will
have to purchase their own.

The drive exhibits benchmark perfor-
mance that would have heen exceptional a
scant 15 months ago. The CPU utilization
at 300 KB/second (i.e., double speed) is
less than 33%, and the average access time
is well within MPC level 2 specs. Unfortu-
nately, in this day of quad speed drives,
i's now an also-ran in terms of perfor-
mance. Nonetheless, its price, ease of use
and unique feature mix make it an inter-

esting contender.
CD-7 CD Minichanger. Price: $649.00
For more info: (800) 458-0300.

DECISIONS, DECISIONS...

Of the three stand-alone CD-ROM drives
tested, it was a tight race between the Plextor
4PLEX and the Toshiba XM3501. In the
end, we gave the nod to the Plextor because
ofits huge one megabyte buffer. Most gamers
spend a lot of time waiting for large data files
to load, and any help in this area is welcome.
The Mountain CD-7 was an intriguing com-
ponent, easy to set up and use, but was some-
what hobbled by its limited performance. Still,
it might make a useful addition [or someone
who already has a fast CD and needs some
reference CDs always on line.

Of the upgrade kits, we feel that the Re-
veal Multimedia FX Quantum Kit offers
gamers the most bang for the buck. Al-
though the Ensonig-based sound card has
some problems with Sound Blaster emula-
tion, it is garnering wide support in the in-
dustry, so compatibility problems with future
games will eventually fade. It's the best
souncing board of the bunch. The speakers,
other components, wealth of titles and atten-
tion to detail make the Reveal Quantum Kit
our package of choice in this roundup. &
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ADVENTURE/RPG

Leaps Of
n Logic

Naturally, the Shantha fought back, and the THE SHINE WEARS

ALIEN LoGIC is a

game hard 1o cat-

egorize by genre,

It has combat like

a computer role-

playing game, and

a form of character

improvement, but there

are no stats, experience points

or levels. It does not feature the puzzles of a tra-

ditional adventure game, There is a little jump-

ing around, but it certainly can’t be called an

actionfarcade game. It has a science fiction back-

ground and alien races, but there is no flitting in

a space ship hither and yon across the galaxy. All

in all, while having elements of several types ol

games, ALIEN LoGIC occupies a niche of its own.

The action takes place on Jorune, a world col-

onized 3,500 years ago by settlers from Farth. At

first, the Earthlings got along well with the native

Shantha race. Then war broke out back home,

and the supply ships were canceled. Panicked,

the humans began large-scale agricultural devel-
opment, intruding on sacred Shantha lands.

Trilobyte is ready to begin filming on Dos Eat Dog, an adventure in of-
fice politics based on a script originally being developed for Disney.
The original design used a '50s era romance comic look, but
Trilobyte's production will be a full-scale multimedia production using
the GROOVIE toolset developed by the company. The game starts on
your first day in the office when, through dialogue-intensive interac-
tion, you have to figure out how to save your job while dealing with an

impossible boss.

Capstone is publishing a TekWar game, based on the William Shat-
ner novels. Shatner will assist in the writing and development of the
action/role-playing detective game which is expected to ship in No-

vember of this year.

humans were on the losing side until they turned
to bio warlare, wiping out about 99% ol the
Shantha population. "The survivors retreated to
remote areas, and their dwelling places became
ruins over the centuries. Shantha are rarely seen
or heard from these days, except for one race.

That race is the Red Shantha, who descend
on small human villages and make ofl" with the
inhabitants for unknown reasons. Your charac-
ter is a human who managed to avoid capture
when the Red Shantha kidnapped the rest of his
village, and who has vowed to track down this
evil alien and free his friends.

Naturally, that is no easy task, and most ol the
game is taken up with developing the herao’s
Isho powers and abilities so he can accomplish
his mission. Isho is a sort of energy force that
permeates Jorune, which some people (especial-
ly Shantha) can channel into what are, ellective-
ly, offensive and defensive spells, called dysha.

DOING THE DYSHAS

Your character knows only two dyshas at the
start and must learn more as
the game progresses. There
are two ways to do this: going
through training sessions at a
“kerning bay,” and finding
Shanthic artifacts that bestow
or increase dysha powers,
There aren’t many artilacts
around, and they are often
hard to come by, so most in-
creases will come [rom train-
ing al the kerning bay in the
city ol Ardoth.

Another thing you must do
is become a master of Warp-
World by opening 25 warps
across the surface ol Jorune.
Warps are teleporters that get

OFF JORUNE WHEN

SCORPIA CAN NO

LONGER DO THE

DYSHAS

you quickly to different areas by Scorpia
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of the planet. These portals can be opened
only by using devices known as “cle-eshta,”
scattered around the wilderness and
throughout many Shanthic ruins.

Travel otherwise is by foot alone; there
are no riding animals, vehicles, or ships.
Walking is thus a major activity in the
game, as that's how you find interesting
sites Lo investigate, and you have an item
called the Tracker to help you locate im-
portant areas.

The Tracker mode charts your
progress in the outdoors by displaying
the immediate terrain and your character
as a red dot with white crosshairs. As you
move around, the view scrolls as well.
Also displayed, when you're close
enough, are locations with critters, herbs
(called limilates), crystal patches, warps,
villages, ruins or cle-eshta.

The real action happens in sidewise ex-
ploration mode, where you see a full-fig-
ure close-up of your character and his
immediate surroundings. It is this mode
that allows you to explore ruins, pick up
and use items, weave dyshas, and save or
restore the game.

Left-clicking on an item
picks it up (there is no way
to drop anything) and puts
it into the inventory. Call-
ing up the inventory and
clicking on an item will use
it, il appropriate to the situ-
ation. Moving close to, or
clicking on, a nearby being
will start a conversation, so
long as it isn’t hostile.

Clicking on the dysha
icon or hitting one of the
function keys (F1-I10)
puts you in dysha mode.
Casting dysha is the only
way to light in the gamne;
there is nothing along the
lines of weaponry or melee
combat. Once in this mode, right-clicking
on an opponent sends an offensive spell
at it, while holding the shift key and
right-clicking activates a defensive spell
around your character,

JUICING UP

AT THE ISHO BAR

The one thing you have to watch care-
fully is the Isho bar that measures the
amount ol energy you have, because this
1s real-time combat, not wrn-based. It
takes energy to cast dysha, and while
this is self-renewing, Isho tends to come
back slowly. Weave too many dysha too
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PERSONAL DIGITAL ASSISTANT Your right-hand-device is the
Tracker, a screen which charts your progress outdoors and
indicates proximity to “good stuff” with the icons on the right.

quickly, and you could find yourself in
big trouble, especially when facing mul-
tiple opponents.

The function keys are important, as
they allow you to set up ahead of time
different combinations of dysha for
fighting different types of opponents.
You can even switch from one combina-

DISHIN' UP DA DYSHA Gombat on Jorune is in real time, and the
only weapons are "spells” called dyshas.

tion to another in the middle ol combat.
This is very convenient, and may even
be a lifesaver.

For instance, you learn pretty quickly
that restraining spells such as Power
Hold and Suspension Orb aren't of any
use against big monsters like Mandare
and Corondon, or the Evid that guard
many Shanthic ruins. On the other
hand, against two-legged, man-sized en-
emies, they work rather nicely, especially
Power Hold.

Similarly, when facing a dysha-weav-
ing opponent, Reflection (which
bounces spells back at the caster) is

1995

much more uselul than
Shield, whereas Shield is
better against those who
can't weave dysha and at-
tack physically. With a lit-
tle experience and
thought, you will soon
come up with combina-
tions to help defeat most
anything you have to
fight. Providing, ol course,
you have a selection of
dysha to choose from, and
this is one of the game’s
sore points,

As mentioned earlier,
your knowledge of dysha
will come mainly from
training in town. For that,
you need weave crystals, The crystals are
used in WeavingWorld to “lead” a dysha
to the center, when its power becomes
yours. There are many dysha to learn,
they can go up to power level 3, and
many times they aren’t very close to the
center ol the screen. You need a lof of
weaving crystals.

How do you get them? Often, you can
pick up a few in Shanthic ruins. Crystals
can also be purchased in town, which nat-
urally requires money (called gemlinks),
and which also quickly becomes expen-
sive. And you can dig up your own, with
biological constructs called reco diggers
and reco miners.

You ramble over the wilderness until
you find a crystal patch, then send your re-
cos to dig. Unfortunately, a reco can only
dig up one crystal at a time, and you don't
even know what it will bring back. There
are also rate crystals and power arystals in
the game, and your tracker doesn't distin-
guish among the different types. Only by
sending a reco down will you find out what
type of crystal is in the patch,

This is also true of digging for limi-
lates, or herbs. It seemed strange to me
that plants would be growing under-
ground, but this is an alien world, so we’ll
allow for that. In any case, again you
don't know what's down there until the
reco comes back with it.

All this is just a lot of time-consum-
ing make-work that stretches the game
out artificially; it's fun the first few
times, but alter that, merely boring and
mechanical. Yet you need those weave
crystals, so you have to go through with
it, along with digging up limilates to
sell, and grabbing artifacts from ruins
to sell, too.
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UNDER THE GUISE

OF ALIEN LOGIC

ALIEN LogGIC has the appearance of being
an open, non-linear game, but this is de-
ceptive. You can spend quite some time
just running around the world and ex-
ploring ruins before you realize nothing
much seems to be happening in regard
to the storyline. Thal's because all the
major events are actually triggered by re-
peated visits to Salrough Gomo, the

Thriddle scholar (Thriddle are a race of

researchers and librarians).

It is only by seeing him from time to
time, and having him send you on little
errands, or provide you with certain nec-
essary information, that the plot ad-
vances. This can also be the source of a
fatal crash in the game.

At approximately 214,187 is a ruin
called the Crossroads. If you explore this
ruin before Salrough tells you about it, the
game inevitably crashes later on when
you try talking to the Cleash general. So
you must stay away from this place until
alter Salrough gives you the coordinates,
as seeing the general is part of the main
line, SS1 is aware of this, and a patch is in
the works, Meanwhile, be careful where

$ 39.95

S&H $5.00
in FL add & % tax

Programmed for ages 16 and up =3
with multiple choices, different play §

levels, various skill levels. Select
from a wide range of topics such
as history, literature, art, music,
sports, theater, movies, travel and
more.Delve into the world of science
and nature. Beautiful pictures and
great sound accompany youas you
match wits with your opponent
whether it s computer or human.

you go poking around.

Graphics are SVGA only, so yvou will
need either a VESA or VESA-compatible
card with drivers to run the game, The
disk comes with UNIVBE, a utility for
\"'l'ﬁS:\-(‘.tmlp;nihh‘ cards. 1 have the regis-
tered version, and it worked quite well
not only with JORUNE, but all other SVGA
games I've played so far. If you need dri-
vers for your card, try this one [irst,

Sound in the game is minimal. There
are only two or three tunes, of which the

jazzy traveling music is the one you'll be

hearing most. Sound effects occur mainly
during combat, and there is no speech at
all except during the automated intro.

AN EMPTY ARENA
What comes across most is a feeling that

Jorune is a big, empty world. Ardoth is

the only city; aside from the Thriddle en-
clave, a small Crugar village and a small
Trarch (ogre) village, there are no towns
at all. After traveling around for a while,
you begin to think that the planet is in-
habited mainly by hostile critters and not
much else; most of the sentient beings
don’t appear to live anywhere, they just
wander around in the outdoors.

i

The Shanthic ruins, interesting at first,
become rather “ho hum” after you've
been in a few; they're all pretty much
based on the same pattern. That's the
problem here: everything is the same. In
this respect, the game is reminiscent of
ARENA: big world, lots of clone dungeons,
linear main line, repetitive actions, and
very little real involvement with the world.

Yet, like ArRena, this series holds
promise for the future. Jorune, with its
multitude of alien races (and not a Dwarl
or Elf in sight, hooray!) could be a fasci-
nating place to adventure in, if the de-
signers sit down and really start thinking
about the story. Getting someone who
has an ear for dialogue would also help
(some of those conversations are teeth-
grinding experiences).

ALIEN Locic is the first new thing to
come along in quite a while, at least in
premise. With the addition of depth,
characterization, and decent plotting, fu-
ture games could be very superior prod-
ucts. This entry, however, as most first
games in a series tend to be, is rather su-
perficial and lightweight. We'll hope this
changes lor the better in times to come;
Jorune is a world I'd like to see again, &

THE NEW
EXCITING
QUIZ GAME

Four games in one
with questions
about the whole world

E .

Enter the world of education.

For school and family.

to order call toll free
1-800-631-5141
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yper-realistic planct surfaces and structures

You've just dropped through
1000 miles of gaseous nitro in
your exo-rover, in search of a
big ugly alien with information
to peddle. Unfortunately, you're
a little too late...your alien buddy
apparently got blasted by some-
one else!

Aliens that are almost a little too real!

You are Commander Blood,

part human, part robot. Your
mission: Cruise the universe,
withstand really bad alien comedy
and discover the meaning of life.
Use your extraterrestrial puzzle-

With one

of the

coolest

interfaces 5

in the galaxy, Commander Blood is
a visual feast with realistic planet
surfaces, arcade-like action
sequences and aliens so life-like,
you'll almost smell them!

Commander Blood is a space
adventure with a major attitude.
Look for it at terran stores now
or call 1-800-778-2299 to order
your copy.

AT'&LEE—E-

Supports most . . ;
sound cards. MINDSCAPRE : )mj:l o193 .\1!. Aui o opyrigh ‘)‘-1\1 L\!|,|.ml: ais 5.4, _.“llnlu,lpL is o registered wadcmark and thic
£ Pt = \ bl,lf“ﬁfuqnl‘%l_ pe; Ine. 1BM iS5 depack of Tnernational Busitess Machines Corp
sador Servic c‘*}ii‘/ 3 SO :
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‘WARCRAFT'
Enter WarCraft, a
mystical land
where evil orcs &
noble humans
battle for survival,
Destroy the orcish
hordes or crush
the weakling
humans. With an
arsenal of wea-
ponry and power-
ful magic, these
two forces collide
in the ultimate
contest. CD $39

FREE

SHIPPING!

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

‘THRUSTMAS-
TER XL ACTION
CONTROLLER’
is a joystick
designed for the

RPG gamer, offer-
ing the same
advanced func-
tionality enjoyed
by fight sim enthu-
siasts. 3 instant
1esponse butlons,
action Irgger &
glow-in-the-dark
bultons, 524

'BLOOD
BowL' A
mighty roar fills
the stadium as
lhe players take
fo the field!
Teams of ar-
mored warriors
battle to Lhe
death in great
arenas. League
& season play &
head-to-head
modem play.
Grass or ice
fields. CD $34

Action, Arcade or

‘THE PURE
WARGAME:
DEATH FROM
ABOVE' From
QQP, is Designed
lo give you full
control of an ex-
tremely accurate
rendilion of the
greatest airbome
assaults in Ww2,
Offers command
of Axis or Allied
forces and auth-
entic Battalion
insignias. 528

‘LINKS PRO BIG
HORN Course
Disk' Bighorn's
6,888-yard cham-
pionship  goll
course s a stun-
ning achievement
by renowned
architect Arthur
Hills. The first six
holes offer a var-
ety of elevations.
The sixth hale,
Bighom's signa-
ture hole, is a 505
yardpard| $19

4 Plex Qud Spd Ext 8559
4 Plx Q.Spd Wientrlr 5608
Adv Grvs Ulirsnd Mx  $179
Altec ACS 100 Spkrs $103
Altec ACS 150 Sbwir 5109
Altec AGS 300 Sp Sw §239
Audiphile 10 A spkrs $122
Audiphile 30 A Spkrs 5189
Aulo Cocpil 5159
CH Flight Stick Pro S57
CH Game Card 3 Auto $25
CH Mach 3 Joyslick ~ $25

CH Pro Pedals §75
CH Pro Throltle 589
CH Trackball Pro S85
CH Virtual Pilot $64
CH Virlual Pilot Pra 8758
Cyberman 354
Digitl Edge 3x Int CD $699
Flight Stick (CH) $35
Flight Stk Pro & X-Wng 572
Game Zapper 247

Games Keybrd tmplts  $11
Gravis Analog Jystick $24
Gravis Phoenix Jsick  $98
Jazz J-306 Speakers  $32
Jazz J-320 Speakers 349
Jazz J-590 Speakers  $59
Jazz J-801 Mni-Shwir §225
Jel Stick 524
Joyswilch 538
Labtc CS-1400 Spkrs 599
Labtec CS-700 Spkrs  $34
Labtec CS-800 Spkrs 832
Labtec CS-900 Spkrs  $59
Logitech Winghn Exir $45
Maxx Control Yoke  $54
Micrsit Flight 5 Grv JS 849
Mersft Natural Kybord  $91
NEC 4XE Mulli Ext Dr §489

gt

Nolebook Gameporl  $42
Pro Audio Spetrm Pls - 589
Pro Audio Studlo 16 $119
Reel Mgic CD Upgrd 599
Reel Magic Vid Upgrd  $34
SB 16 ASP wSCSI-2 $196

S8 16 MCD ASP 3177
SB 16 Value $105
SB 32 AWE £263
SB 32 AWE Val Ed. 5169

SB Discovery CD 16 5253
SB Gamblstr CD 16 $379
SBOmni CD 2x Ext $369
SB Omni CD (4X) S412
5B Omni CD Dr (3X) $329
SB Voice Assist 542
Snd Glxy BX2 Spkrs  $29
Snd Gixy NX2 spkrs ~ $49

SGlxy NXPRO 16 $299
SGIky NXPRO Kit  §249
Sound Man Wave  $125

Snd Scp 16 Bit Wetbl $185
Sony SRS-PC20Spkrs $29
Sony SRS-PC30Spkr  $58
Teac Spr Qud CD Dr $342
TM Driving Cnlrl Sys $111
TM F16 TQS Throllle $112
Thrstmster FCS Pro  $99
TM FCS Pro UPROM 814
Thimst FLC Sys F16 $112
Thmstr Gme Crd ACM $25
TM Ruddar Conlral Sys 389
TM Wpn Cnt Sys Mk 2 $30
TM Wpn upg WCSK 1 814
Universal Cockpit $219
VFX 1V Rlily Hdgr 8949
Vivid 3D Plus Sound 572
Vivid 3D Pro $105
Vivid 3D Sound 355
Ymha SBS 300 Spkrs  $88

a0 Game Crtion Systm $45
7th Guest CD S48
7th Gues! 2 CD 51
Adv Willie Bmish VGA 524
Adv of Willie Bmish CD $24
Alone in the Dark CD $46
Alone in the Dark 2 534
Alone in the Dark 2 CD $41
Along in the Dark 3 CD 848
Alterad Destiny 529
Amazon $35
Amercn Sweelhrts CD 842
Arc of Doom WINCD 5§35
Awll Grn Thng Olrspee $36
Benealh Steel Sky CD $41

Biclorge CD 544
Blackthorme CD $46
Blind Dale CD 538
Blood Society CD 534
Bloodnel 539
Bloodnetl CD 41

Blown Away WIN CD  §29
Blue Fre: Nxt Knor CD $19
Body Count or CD $29
Buccaneers CD $48
Bureau 13 CD $39
Burn Cycle CD §39
Cadillcs & Dinosrs CD $49
Campaign Cartographr $46
Caslle Wollnstein CD 842
Castle Wollenstein §29
Central Intelligence CD $24
Chaos Conlinuum CD 529
City 2000 CD 520
Commander Blood CD 544
Companions Xanth ~ §32
Companions Xanth CD 333

Conan CD 526
Conquests of Camelot 315
Consplracy CD $30

Corridor 7 CD
Creature Shock CD
Critical Path WIN CD
Curse of Enchantia CD
Cyberia CD

Cyberwar CD
Daedalus Encountr CD
Dark Forces CD

Dark Seed CD
Darkseed 2

Day of the Tentacle
Day the Tentcle CD
Death Gate CD

Digital Dreamware CD
Dinomauls

Dinonauts CD
Discworld or CD

Doom 2; Hell on Earth
Doom 2: HIl Eth CD
Dracula

Dracula Unleashed CD
Dragon's Lair 2
Dragonsphere
Dragonsphere CD
Dreadnoughts Bismark
Dreamweb

Dune CD

Earth Invasion WIN
Ecstalica CD

Ell

Entomed

Eric Unready or CD
Evolution or CD
Flashback

Fortrss Dr Radki or CD
Frd Phrk Frn Phrm CD
Frd Phr Fmt Phm 2CD
Freelancer 2120

Full Thraille CD
G-Nome or CD

§29
549
548
£23
$45
548
546
346
$39
542
519
$42
$32
S24
524
$29
$35
342
344
532
$38
519
s25
524
329
534
529
s18
£35
524
538
519
$29
519
$34
$32
344
$35
$42
$43

Gabriel Knight

Gadget CD 545
Gateway 2 CD 525
Gatwy Colictn 142 CD $36
Grail Quest 821
Hand of Fate $19
Hand of Fate CD §39
Harvester CO $44
Hell Cab CD $42
Heretic or CD 546
Heaven On Earth $32
Hired Guns $36
Hook 532
Horde CD §18
No Mih | Mst Scrm CD $44
In Extremus 42
Inca 2 or CD $19
Inca 3 CD 539

Indy Jns 4 Fate Atintis $19
Inherit the Eanth CD $25
Innocent Until Caught 834

Iron Helix CD 556
Isle of the Dead S18
Jagged Alliance 546
Jonny Quest $26
Jurassic Park 329

Kings Quest 5 VGA  $29
Kings Quest 8 CD 245
King’'s Quest 7 CD WN 548
King's Ransom or CD $33
Kronolog:Mazi Pardx 522
Labyrinth of Time CD 24
Lands of Lore 2 542
Laura Bow 2 or CD 24
Lealher Goddesses 2 §19
Legend of Kyrandia ~ $24
Legend Kyrandia CD - $32
Legend Kyrandia 3 CD 539
Lelsure Suit Larry 1 $19
Loisure St Larry 6 CD 344

Leisure Suit Larry 7 CD$44
Leisre St Lary Anth CD $47

Litthe Divil CD s34
Loadstar CD 549
Lost Eden S42
Lost Eden CD 539

Lost Files Shilk Himes $32
Lst Fis Shilck Hims CD $32
Lost Treas Infocom 529
Lost Treas Inlocom 2 $19
Lost in Time or CD $19
Lunicus CD 542
MTV Club Dead CD 839
Madnes of Roland CD 529

Maelstrom CD $18
Magic Death CD 8156
Man Enough CD 534
Manhole $19

Mission Critical CD 534
Mixed Up Fairy Tale 529
Mxd Up Mothr Goose  $29
Maorph Man CD 520
Myst CD 546
Nerves of Steal or CD 522
Night Trap CD ROM ~ §48
Mo Waorld Order CD - 524

Nectropolis CD S47
Nomad £35
Nemad CD $36
Operatn Body Cnt CD  $29
Qut of this Warld 819
Oul of this World 2 CD $45
Pagemaster CD $39

Pepers Advnir In Tm  $29
Phantasmagoria GO $49
Police Quest 1 VGA  §19
Police Quest 3 VGA  $24
Police Qst 4 DOS/WIN £38
Police Quest 4 CD 344
Palice Quost 5 CD 548




FREE GAME OFFER"

See detalls below
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'DRAGON
LORE" Dark
Knight, Haagen
Von Diakonov has
murdered  your
father, and left you
without posses-
sions. It's up to
you lo avenge
your father's death
and become a
Dragon Knight.
Offers 3D ren-
dered graphics
and lifelike ani-
mation. CD 547

‘TV GUIDE'S
MULTIMEDIA
CRODSS -
WORDS"
Crosswords
with a twist!
Solve puzzles
like never
before with
more than 1,800
video, photo-
graph, & music
clues. These
CD-ROMs
cover a variety
of lopics.CDS19

'‘UNDER A KILL-
ING  MOON'
Transports you 1o
the virual world of
deteclive Tex
Murphy. New fea-
tures allow you 1o
save and splice
together scenes.
Digitized voices,
sound eflects
and an amazing
level of detail,
make this game
visually stun-
ning. CD 549

'HOT SLOTS'
You've set your
coordinates for
the Hagar System.
Word has it that
after the sexual
holocaust, Admiral
James escaped
the Garion Asylum
to establish a world
dictated by sexual

pleasure and excternent. Lord Stevos has ordered you
1o locate Admiral James and negotiate his retum to
Earth. Be awara thal James has created the ultimate
saxual machine HOT SLOTS. Prepare yourself now and

launch your probe info Vivid World.

CD$39

Q1 [O\J [HE
)R( I:Rl }\

'SIMON THE
SORCERER’
Join the hippest
sorcerer around,
on his guest to
save Calypso. He
is transported into
a new dimension
of interactive ani-
mation. Discover
a world of beer
swilling trolls &
swamplings. Find
awell, casta spell,
make a mistake,
golo#'%!l $19

*FREE GAME OFFER
Sperxd the specfiod amount on any in stock soltware and chocas a me
IBM game from the corresponding st bulow, Offer subject 1o change or
eancoliation without notion. Vald from Feb 161 - Mar 316t or whie supples
last. Racuest must ba mada At tme of omor.

SPEND $60
Alrberna Ranger 5.25, Faleon 3 Scen 2 MIG 29.3.5, GNB Sconario
Buider 3.5,Gunship 5.25, Power His Spors 355,25, Chamo of the Light
Bngade 5.25, Chess Net WIN 3.5/5.25, Conquered Kingdoms Scen
135, Pimtoes 525, Radroad Tyooon 35, SDI525

SPEND S$100
Batte Choss WIN 35/5.25, Batties of Destry 3.5, Bridge 7.0 3.5, Cohort
235, Drgon Forea 3.5/5 25, Eanh Invasion WIN 3.5, Kronolog
Naz Paradox 3.5, MacArthur's War 3.5, Moga Travellar 525, Ratum
of Phantom 3.5, Slent Sorvice 2 3.5, Sony SHSS Speakors

SPEND $160
Alana in he Dark 3,5, Command HQ 3.5, Dungeon Master 3 55,25,
Falcon 3.0 35, F15 Strike Eagle 2 3.5, Fight Sim Tookit 3.5, Mcroleague
Baseball Manager's Chaliange 3.5, Simon the Sorcerer 3.8, Ulima

Undenworki 2 3.5, Wanoms 525

Pnnce of Persia

Prince of Persin 2 ‘542
Psychotron CD 536
Psychotron MPEG CD $38
Quanim Gate WIN CD $19

Quarantine 535
Quarantine CD $39
Quest for Glory 1 518

Quast for Glory 3 s24
Quest for Glory 4 $29
Quest for Glory 5 CD - 844
Relentiss; Twn Adv CD $44
Return to Zork 544
Rotm to Zork Anth CD §12
Return to Zork CD 544
Relm Zork w/Anth CD §44

Ringworld or CD 18
Rise of the Triad $38
Rise of the Triad CD 842
Robecop 3 $32
Robot City CD S48

Sam & Max Hit the Rd 819
Sam & Max Hit Rd CD $29
Secret Mnkoy Isld 2 821
Secret Mnkey Isid CD  $21
Secret Mnky Isld VGA $25
Secrets of Stargte CD $28
Screen Antics WIN - $19
Shadow Castar S18
Shadow of Comet CD 337
Shadws Caim WCD  $39
Simon the Sorcerer  $18
Skull Cracker CD 41
Space Quest 4 VGA 528
Space Quest 5 VGA  $15
Space Ques! 8 CD 845
Spee Shp Brainlck CD $49
Speeship Warlock CD §29
Spawn 342
Spellcasting 101 $16

Star Reach 336
Star Trk 25th Anniv 526
Star Trk 25 Anniv CD 849
Star Trk Judg Rits CD 342
Str Trk TNG CI Ed CD §79
Str Trk: Sir Fit Acd CD $48
System Shock 544
Syslem Shock CD 547
Terminalor 2029 CD 528
Terminatr Rampge CD $34
Terror of the Deep 535
Tha Dig CD $42
The Journymn Proj CD $32
Jmymn Prj Spc EdCD §39

Theif Of Dreams 342
The Prophecy $19
The Trial 544
Touche $39
Tuneland CD $48
U.5. Allas 15
Vortex CD 545
Voyour CD 546
Walker $32

Warriors Of Legend ~ $18
Where Spac Carm Dix 339
Whera Time Carm g29
Where USA Carm Dix 345
Where USA Carmen  $29
Where World Carmen  $29
Where World Carm Dix 344
Where World DIx CD  $54
Who Killd Sm Rprt CD 524
Wng Comm Ullm 6 CD $29
Wall:Hunl or Be Huntd $33
Woll:Hnt Be Hunid CD $39
Wralh of Gods CD WN §44

Yserbius $26
Zombile Dino CD 540
Zonked 325
Zorro $39

500 CC Race Bike
Alien 3

Alien Breed

Aliens Ale Babysiter
Animation Classics 2
Breakthru WIN
Cannon Fodder CD
Carpse Killer CD
Creepers

Crime Patrol CD
Crystal Caliburm WIN

$29
§29
s19
527
$42
ERH]
$22
348
$26
$35
s29

D.L.2 Tm Wp mpeg CD%42

Dragon's Lair GO

$34

Drgn Lr 2: Tm Wip CD 539

Drag Lair 3

Drug Wars CD
Eight Ball Deluxe
Fire & Forget
Glider 4.0
Gobliiins 3
Gobliiins

Gorg CD

Ishar 3: 7 Gats Infinity

Jump Raven CD
Jurassic Park CD
Lode Runner WIN

Lode Runner WIN CD

Mad Dog McCree CD

Mad Dog McCre 2 CD

Magnallux Runner
Mega Man X

Metal & Lace NR13
Metal Marines WIN
Micrecosm CD

Microsoft Arcade WIN

Mirage Thunder

$34
235
531
516
529
519
516
519
$33
842
525
$38
539
835
535
529
g2a
$27
s28
$42
£29
$39

Mnty P.Cplt Wst Tm CD$54

Maortal Kombat
Moral Kombat 2
Novastorm GO

24
$46
§34

Out of this World WIN 519

Ouxyd Magnum £38
Pick'n Pile s189
Pinball Orems Dta Dsk $18
Pinball Fantasies §29
Pinball Mlusions $29
Pinball llusions GO $29
Pinball Warld S35

Pinball Werld CD §35
Power Rangers CD - §25

Prahistorik 316
Raiten 529
Raidon CD 536

Rabel Assault CD 544
Rise of the Robots 545
Rise of the Robls CD - 846

Silverball 2 $19
Sink or Swim CD 519
Slam City CD S48
Sleepwalker s21
Soccer Kid 19
Soccer Kid CD $25
Space Ace 2 534
Space Ace CD 38

Space Ace MPEG CD $42
Space Pirates CD 330
Streel Fighter 2 $19
S| Fghir 2 Cmpn CD 822
Slreet Fghtr Comp.CD S22
Super Arcde Gms CD $16

T2:Arcade Game 823
Take-A-Brk Pinbl WN - 519
Toltris 815
Tetris Gold CD $32
Titan 216
Tubular Worlds 536
Walltris $15
Who Sht John RekCD  §34
Wild Streets $16

Wrath of the Demon 821

Circle Reader Service #54

ADD Collctor Editn V 3 $19
Al-Qadim CD 339
Alien Legacy 536
Arbrea Jiny Inr Sancim $34
Arena Elder Scrolls V 1 339
Arena Elder Scrol CD 545
Bards Tale 3 Char Ed  $16
Character Editors

(Specily Gamea) Each $16
Cobra Mission 529
Curse of Azure Bongds $15
Cyber Space CD £38

CyberJudas CD 348
Cyclones 544
Cyclones CD 544
Daemondsgale 27
Daemonsgate CD $19
Dark Sun CD 549
Dark Sun 2 CD 348
Demon Hunter 542
Devil's Gate CD sS40
Disciples of Steel 534
Dragon Lore CD S47
Dungeon Master s19

Dungeon Master 2 $37
Dungeon Masler 2 CD $46
Elder Scrolls 2 CD S48
Eye of the Beholder 2 518
Eye of the Beholder3 3519
Flames Freedom MWII $19
Goldiree Out Cty(RPA) 315
Gateway Savge Frontr 532
Hell CD 456
Hero Might & Mgic CD $39
Hexx: Heresy Wizard  $29
Hunters of Ralk CD  §54
Ishar 3 CD gaa
Kingdom Far Achs CD $40
Knight Xnt NA 18 Upgd S5
Knights Xnt CD PG 13 $39

Knights Xentar PG 13 844
Lands of Lore 534
Lands of Lore CD 41
Legacy: Realm Terror  $39
Lord of the Rings CD 538
Lord of the Rings 2 CD $38
Lord of the Rings V1 815
Lord of the Rings V2  $15
Lord of Rings Vol 1 & 2819
Lords of Midnight CD S48

Loremaster §19
Megatraveller:Zhodani $12
Menzoberranzan 547
Manzoberranzan CD  $47
Might & Magic 3 s22
Might & Magic 4 $19
Might & Magic 5 §19
Pirates Gold s18
Peool of Radiance §15
Pools of Darkness $38
Protostar $19

Ravenloft CD ROM 549
Ravenlil: Sirhds Pssn S48
Rims Arkn: Bld Dstiny  $25
Red Crystal $21
Retm to Ringworld CD $44
Riltwar Legacy CD  §23
Rings of Medusa Gold $18
Rings Medusa Gld CD $23
Robinson's Requiem 833
Robnsn's Requiem CD $33
RAome: Pathway to Pwr $29
Secrel Silver Blades  $15
Shadow Caster CD 544
Shadow Sorcerer §12
Shrlck Hims Cnsl 1 CD 529
Shrlck Hims Cnsl 2 CD 528
Shrick Hims Cnsl 3 CD $39
Skyrealms Jorne CD  $39
Spll Jmr:Pirates Aim 516

oW 2



CHIPS &BITS i

Call 800-699-4263 Fax 802-767-3382
Int’l 802-767-3033

m
= PO Box 234 Dept 10221 Rochester, VT 05767

Source 10221

'WINGS OF
GLORY' Climb
into the cockpit
of a Sopwith
Camel and lest
vour skills as a
daring aviator.
Discover the
strengths and
weaknesses of
differant planes
as well as those
ol the enemy,
Instant  mis-
sion generator
and realistic
details. CD$44

FREE

STRATEGY
PLUS!

Receive an issue of Strategy Plus maga-
zine FREE with any in stock software order.
Olffer subject to change or cancellation
without notice. Valid from 2/1/95 to 3/31/95
or while supplies last. Quantities limited.

'STAR TREK:
NEXT GENERA-
TION' You are part
of an oniginal inter-
aclive mystery
that will take you
fram Federation
space to shields-
up confrontations.
Offers voice-overs
by the stars, con-
Irol of the se-
ven main charac-
ters and com-
mand of the
ship. CD$§49

'GEX' It's GEX's
mouth that gets
him into trouble,
but its his thrash-
ing tail that gets
him out. GEX gets
stuck in the Media
Dimenslion,
where cheesy TV
shows go to retire.
To escape he
must kill a TV in
each world, It's a
fact that his key
body parls grow
back. 3DO §52

'THRUSTMAS-
TER F-16 FLCS'
A versatile stick
with virtually un-
limited program-
mability. It looks
and feels like it
was ripped out of
the jet. The ulti-
male edge!
OMfers a grip
modeled after the
F-18 Falcon, four
B-way hat swilch-
es & a dual stage
trigger. s112

HETALTECH
r

‘METALTECH:
BATTLE-
DROME' is a vir-
lual reality com-
bal arena where
slrategy & lactics
count as much as
lirepower, Mighty
Herculan robots
light one-lo-one
for power, pride &
money. Olfers a
broad weapons
arsenal and ad-
renaline pumping
music. 532

IBM ROLE PLAYING IBM EDUCATION IBM HINT BOOKS IBM HINT BOOKS IBM HINT BOOKS

Space 1889 Char Edil $18

Star Reach CD 536
Star Trail S41
Star Trail CD $45

Star Trail Spch Pack  $12
Star Trk Dp Spc 9 CD  $41

Strik TNG CD 549
Stonekeep CD 46
Stronghaold $19
Summaning 516

Sprhro Leage Hobokn $34
Suprhr Lg Hobokn CD $34
Sword of China 42
Syndicate $37
Syndicate Plus CD sS40
Treasr Savage Frontier $19
Ultima & False Prophot §19
Ultima & Char Ed 516
Ultima 7 Serles CD ~ $29

Ultima 7 Char Edil S16
Ultima 8 CD w/Speech $33
Ultima 8: Pagan §26

Ultima 8 Speech Pack 317
Ultima 9:Ascension  §52
Ultim 3:Ascension CD 352
Ultima 10 CD 554
Ultima Urwrld 1& 2 CD $20
Ultima Uwrld 2 Labyrn 319
Ultima Uwrid Stygn Ab $21
Unlimited Adventures $18

Witch World $42
Wizardry (1-3) Chr Edl 316
Wizardry 4 519

Wizardry 5 ODCP 819
Wizardry 5 Char Edit  $16
Wizardry 6 $22
Wizardry 6 Char Edit  $19
Wizardry 7 Crusaders $19
Wizardry 7 Char Edit $16
World of Xeen CD $40

cgwd

12 Rd Gtybrg WIN CD S48
Anabl Drm Ant CD g52
Audobn MM Mmis CD $26
Castle of Dr Brain VGA $19
Childm's Wring & Pub 842

Civil War 534
Daily Numbar Busters $30
Don Quixote CD 318
Dyno-Quest 9

Early Math WIN CD §5
EcoQust Srch Celus 529
EcoQuest VGA $32
Fally Br's Brihdy Smrs $32
Frantic Factory WIN 24
Honrble Gde to Mih CDS24
Island Of Dr. Brain s$29
Island of Dr Quandry  $26
Kid Writer $29
Lst Chnec See WIN CD $29
Linkword-Spanish 519
MM Vivaldi WIN CD 524
Oregon Trail WIN CD 539
Print Shop Deluxe $49
Print Shop Deluxe §49
Print Shp Dix Bs Grph. $26
Prot Zny Gd Gvwy CD $29
Pult Putt Goes loMoon $42
Pult Gooes to Moon CD $34
Putt Putt Joins Parade $32
Putt Joins Parade CD $32
Pult Pult Funpack CD 534
Putt Putts Fun Pak 519
Fult Fults Fun Pak 319
Qrky Quys Tbo Scl vga $29
Scooler's Magic Caslle $32
Secret Is Dr. Quandry $29
Sftwr Toolwrks RICD 8§79
Stickybear Reading  $24
Suer Solvers Spellbnd 29
Spr Slvrs Gzm & Gad 526

7th Guest 2 516
A-Train S16
Aces Over Europe $16
Across the Rhine §16

Advent Willie Beamish $10
Aegis: Guardn of Fleet $16
Aircombal Pacilic S16

Al Qadim 512
Alone In the Dark 2 $10
Arena $16
Armored Fist 316

Atari Jaguar Offel Secrt $14
Bitle Crsr 3000 Teh Mn $168
Bicforge $12
Blackthome 516
Blue Force: Next of Kin $12
Castle Wollenstein 3D $14
Caslle of Dr Brain §10
Champions of Krynn ~ $12
Civilization $16
Colonization 516
Compir Adv Gme Sert $16
Conguesls Robn Hood $10
Conquests of Camelot 510
Curse of Azure Bonds §12

Cyberia 316
Cyclones 12
Dark Queen of Krynn  §12
Dark Sun sz
Dark Sun 2 812

Day of the Tentacle  $12
Doom 2 Offcl Sigy Gde $16

Doom Battiebook 514
Dracula Unleashed  $16
Dragon Lore 316
Dungeon Master $12
Dungeon Master 2 S16
Dynamix Grt War Pines$16

Eye of the Beholder  $12
Eye of the Beholder2 $12

Eve of the Beholder3 512
Falal Distr Prog Guide $26
Fleet Defender $16
Flights of 13 Mike &6
Flight of Fant Prog Gd £28
Frd Pharks Fron Phrm $10
Fmit Pge Spris Bsbll  $16
Frnt Pge Spris Fibll '95 $16
Gabriel Knight $10
Galoway Savage Frnir $12
Global Congst widisk  $21

Gobliiins $10
Gobliiins 2 $10
Gold Rush $10
Gunship 2000 $16
Hand ol Fate 812
Harpoon 2 319
Heart of China $10
Hell Strategy Guide  S18
Inca 2 510

Indi Jons 4 Fato Atintis $12
Indy Jones Grix Adv ~ $12

Inheril the Earth 812
Jagged Alliance 316
Jet Fighter 3 Sirt Guide $16
Jetlighter 2.0 3186
King's Quest 4 $10
King's Quest 5 $10
King's Quest 6 310

Laura Bow 2 HintBook $10
Legend of Kyrandia3 S12
Legend of Kyrandia 3 $16
Leisure SuitLarry 1 $10
Leisure Suit Larry 2~ $10
Leisure Suil Larry 3 $10
Leisure SuitLarry 5 $10
Leisure Suit Larry 8 10
Lemmings widisk $18
Lodae Runner Strl Gide $16
Loom §12

Lord of the Rings V1
Lord of the Rings V2

514
$12

Lst Files Sherlck Hims $14

LucasArts Adv Book

$16

LucasArts Air Combal §16
Manhunter San Frncsc $10

Master of Magie
Masler of Orion
Matrix Cubed
Mechwarrior 2
Menzeberranzan
Microsoft Golf 2.0
Microsolt Space Sim
Might & Magic 1 & 2
Might & Magic 2
Might & Magic 3
Might & Magic 4
Might & Magic 5

$16
$16
812
$16
s12
$16
§16
812
$16
§16
$16
$16

Might & Mgic Cmpndm $16
Off Bk Leis St Lrry 2nd 514

Off Gd Kng Qst 1-VI
Offl Bk Ultima 2nd Ed
Ol Gde Roger Wilco

Qutpst Strategy Guide

Pacific Strike Guide

Panzr Gen Sirgy Gda

Perfect General 2
Police Quest 1
Folice Quest 3
Pool of Radiance
Fools of Darkness
Populous 1 & 2

Power Monger Stralgy

Powermonger
Privateer Guide
Protostar

Quest For Clues 2
Quest For Clues 3
Quest for Clues 5
Quesl for Clues &

516
$16
S14
516
514
S16
516
510
510
$12
812
516
S8
510
14
512
s21
§21
$16
S16

Quast for Glory 518
Quest for Glory 3 $10
Quest for Glory 4 810
Questbusters $18
Questbusters 2 518
Ravaenloft 312

Realms of Arkania 516
Rebel Assll Insdrs Gde $16

Return to Zork S10
Retmn to Zork Adv Gde $16
Rise ol the Dragon s10
Sam and Max 312
Sea Woll 516

Secret Monkey Island §12
Secrt Monkey Island 2 $12
Secrel Silver Blades  $12
Shadow Caster 514
Shadow of Comet $16
Sherlck Hims Cons Det £16
Sim City 2000 516
Simon the Sorcorer $12
Sky Realms of Jorune $12
Sonic Strategy Guide  $16

Space Quest 2 s10
Space Quest 3 310
Space Quost 4 $10
Star Crusader S16
Star Trail 516

Star Trek 25th Aniv 812
Star Trek Judge Rites $12

Stonekeep 816
Strike Commander 516
Stunt Island $16
Subwar Official 516
Summoning 512
Summoning s12
System Shock $12
The Dig $16
Tie Fighter S$16
Tie Fighter S16



FREE GAME OFFER™

See detalls below

'‘SEAWOLF’ You
know somewhere
out there a Rus-
sian Hunter/Killer
lies waiting. The
S5N-21 Seawolf
is the most
sophisticated
nulear aftack sub-
marine. Discover
the excitement of
modem underwa-
ter warfare. Over
150 different dig-
tized sound
effects. 519

'KING'S QUEST
7' Is a story of
mother and dau-
ghter caught in a
world of fairies,
trolls and magical
lands. Share the
laughter and
excitement of this
charming adven-
ture. Features
breathtaking, high
resolution anima-
tion and play as
two different char-
acters. CDS49

'MIDWAY' Cinc-
Pac is played by
the computer.
Choose to play
either Admiral
Spruance, Com-
mander of En-
terprise & Homet
or Admiral Nag-
umo, in charge of
four Japanese
fleet carriers,
Gather the infor-
mation you need
from the Tactical
Map. 539

'SPACE SIRENS'
As a space priva-
teer you're in
search of rare alien
artifacts. You are
lured by the irre-
sislible song of
the sensuous
Space Sirens
emanating from a
mystenous space
station. You must
fullill their every
desire or remain a
sex slave for-
ever. CD $49

Worlds  The
Guardian strikes
again, encasing
the building in a
gigantic black-
rock gem. He
offers the impris-
oned heroes a
simple choice:
prociaim him ruler
or starve while his
minlons cangquer
the land. $19

*FREE GAME OFFER
Spond the spadfiod amount on any i otk sofftwan and chaoss A fma
1BM game from B compsponding st below. Orfer subject 1o change or
cancokation wihout notice. Vald from Fob 16t - Mar 318t or whie suppios.
inst. Roquast must ha mada at tima of ordor,

SPEND $60
Alrbome Ranger 5.25, Falean 3 Seen 2 MiG 29 3.5, GNB Scenaria

Buidir 35,Gurship 525, Pover |

35525, Chargs of ma Light

Brigado 6.25, Chess Nut WIN 3, 55.25, Csmue:od King-doms Scen

135, Piratas 5.25, Ralmad Tyooon 35,

SPEND $100
Batte Choss WIN 3.5%5.25, Baities of Destny 3.5, Bridge 7.0 35, Cohart
235, Dragon Forco 3.6/5.25, Earth Invasion WIN 3.5, Kron-olog
Nazi Paradox 3.5, MacAnhur's War 3.5, Maga Travellar 525, Retum
of Phantom 3.5, Sient Sorvice 2 3.5, Sony SRS9 Speakers

SPEND $160
Alona in the Dark 3.5, Command HQ 3.5, Dungeon Master 3.5%5.25,
Faloon 3.0 3.5, F15 Stk Eagle 2 3.5, Fight Sim Tookdt 3.5, Microleague
Baseball Managar's Challanga 3.5, Simon tho Sorcoror 3.5, Uttima
Undarword 2 3.5, Warords 525

Treasurs Savge Frantr §12

Tunnels & Trolls s12
Ultima & 810
Ultima 7 sz
Ultima 8 $16

Ullima Avatar Adv Bk 818
Ultima Stygian Abyss $12
Ultima Underworld 2~ §12
Under A Killing Moon  $16

V Victory 516
Win Game Prgrm Gde 8§33
Wing Armada 512
Wing Armada §12

Wing Commander 3 §12
Wing Commndr Armda $12

Wings of Glory s12
Wings of Glory 812
Wizardry 6 Csmc Frge $12
Wizardry 7 S8
X-COM s16
X-Wing Collectors CD $16
X-Wing Official §16
Yserbius 812

Air Combat Classics  §22

Their Finest Hour

Battle Hawks

Secral Weap of Lultwall
Allied Forces 59

M1 Tnk Platoon, Gunship
Awrd Win Wrgms or CD$39
EA Top Ten Pack CD  §32
Falen 3.0 wThrst FCS S99
Five Foot Ten Pk 1 CD $29
Five Fool Ten Pk 2 CD 328
Intrplay 10 ¥r Anth CD $24

Mindshadow, Tass Time,

Bard's Tale, Wasteland,

Interplay 10 ¥r Anth (cont)
Dragon Wrs, Battle Chss,
Lord ol the Rings,Castlos,
Star Trek 25th Annivrsry,
QOut of this World

King's Quesl Anth CD 54

Land Sea Air 2 s24
Command HQ
Red Storm Rising
F15 Strike Eagle

Lost Treasrs Infem CD $34
Infidel, Lurking
Herror, Deadline,
Witness,Suspect,
Ballyhoo,

HitchHiker's
Guide/Galxy,
Suspended, StarCross,
MoonMist, PlanetFall,
StationFall, Enchanter,
Sorcerer, SpeliBreaker,
Zork 1-3, Bayond Zork,
Zork Zero

Lost Treasr Infem 2 CD $25
Border Zone, Plunderad,
Hearts, Bureaucracy,
Culthroals, A Mind for
Voyaging, Hellywood Hi
Jinx, Seastalker, Sherlock
Holmes: Riddle of Crown
Jewals, Wishbringer,

MNord
and Bert, Trinity

Lucas Classic Adventrs $36
Indiana Jones, Secrel
Monkey Island 1, Maniac
Mansion

Maximum Overkill wDk $39

Mindscapa 10 Pack CD 534

Perfect General Trilogy $34

Perlect Gl Trilogy (cont)
Perfect General
Greales! Battles of 20th C
WW 2 Battles
Power Hits: Battletech 522
Batlletech 1, Baitletech 2,
Mach Warrior
Pwr Hits: Battich CD §19
S8I's Fanlasy Fest CD 839
Space Quest Anth CD 548
Spelicasting Bndle CD 528
Sirke Com Priv Bdl CD 843
Tp 50 Games DOS CD 526
Top 50 Games WN CD 826
Turning Paint 528
Ultima Bundle 1-6 CD  $29
Ultima Trilogy 2 248
Ultima 4-6
Wing Com 1&2 Dix CD $32
Wizardry Trilogy 1-3 32
Wizardry Trilogy 2 $33

IBM SIMULATIONS

A320 Airbus 829
AH-64 B Longbow 554
Absolute Zero CD 240
Aces of the Deep 44
Aces of the Deep CD 547
Aces of the Pacilic CD S38
Aces over Europe CD  $38
Acrss the Rhine CD - 847
Agcrss Rhine Exp St #1 530
Acrss Rhine Gold CD - $48
Air Com Pc 1942 Dk 1 §32
Alr Combt Pacific 1942 $19
Air Cmbl Pac 1842 CD S48
Air Hav Cntrllr WIN CD $29
Air Warrior 2 534
Alr Warrior 2 CD $34

Air Warrior SVGACD  $35

Armored Fist $43
Armored Fist CD 847
Armour Geddon $32
Army Air Corps: 1942 §48
Art of the Kill s24

B17 Flyng Fortrs Clsc  $19
B17 Fly Fris w S82CD 537
Battle Command 36
Battle of Britain 2 WIN $34
Balllecruiser 3000 843
Baltlecrulser 3000 CD S48
Blue Max Aces Grt War $9
Chaopper Pack CD $38
Chopper Strike 548
Chopper Strike CD S48
Combat Classics 2 $19
Gonfirmed Kill CD $44

Cyber Raco 819
Cyber Race CD 332
Cyclemania CD §34
D-Day; Opr Qurlrd CD $39
Dawn Patrol 340
Dawn Patrol CD $40
DeltaV 539
Delta V CD 543
Descent 331
Descent CD $48
Dream Weh CD 334
Elite Plus 519
European Racers CD §29
Evasive Aclion 528
Evolver 538

F117A Slith Fightr 523
F15 Strike Eagle 2 518
F15 Strike Eagle 3 CD S48
F15 Strike Eagle Il $34
FA 18 Hornet $54
FA 18 Homet CD $54
Flen 3 Sn 3 FA 18 Hmt §25

Circle Reacler Soerviee #54

Falcon 3 S 1 Fight Tigr $12
Falcon3S2MiG29 89

Falcon 3.0 s29
Falcon 4.0 CD $49
Falcon AT §186
Falcon Gold CD $50
Fast Atlack CD $48
Fightor Duel Pro 2 533
Fighter Wing $39

Fighter Wing CD $39
Fleet Doindr F14 Tmel 842
Flaet Defendr Gold CD $48
Fleet Defender S D #1 §32
Flight Light $19
Flight Light CD $19
Flght SmT-Kt Exp D 4 §18
Flght Sim T-kt Exp D 3 519
Flight Sim ToolKit $19
Flight Sim Toolkit CD 839
Flight Sim TIkit Secn2  $19
Flight Sim Tikit WW2  $19
Flght 8m Tiki WwW2 CD 519
Flight Unlimited CD 348
Fly the Grand Canyon $29

Flying Circus $39
Formation Attack CD  $48
Formula 1 324
Frontier Elite 2 519

Grand CVanion Scen 8§16
Grand Prix 500 2 $14
Great Naval Battls CD  §42
Great Nvl Bttls Scn Bid 524
Graat Navel Battles 2 544
Great Maval Btlls 2 CD $39
Great Nvi Bl Scen Bldr $24
Gunship 2000 VGA 323

H.AW.C. 32
HAW.C.CD £35
Harrier Assault 512

Harriar Aslt SVGA CD $35

Heroes of the 357th ~ $12
Indy Car Racing £30
Indy Cr Reng Add #1522
Indy Car Racing Ad #2 $22

Infemo 344
Inferno COD $44
Iron Angel CD $44
Jat Fighter 3 CD 348
Jot Pack CD $39
Jump Jet $29
Jump Jel Aces Pack 346
King Cloud 56

Kawasaki Super Bikes $24
Lawn Mower Man CD 835

Life and Death §19
Life and Death 2 824
Light speed $9
Lode Runner $36
Lunar Command 818

M1 Tank Platn Classic $19
M1 Tank Platoon 2 544

M4 Shrmn Tnk Sm WN 834
Magic Carpet CD 543
Mantis Expaer Fir §29

Maximm Qvrkll Bn CD $42
Maximm Ourkll MD 2§32
Mech Commander 342
Mech Commander CD $42
Mech Force CD 339
Mechwarrior 2 546
Mechwarrior 2 CD S46
Mechwarrior 2 Add-on 318

MegaFortress s12
MegaFortress Add -On $26
Megarace CD $39

Metal Tech: Btlldrme 534
Mtitch 2 Erth Sg Sp Pk $20
Melallech: Earth Siege $44
Metaltech:Erh Sge CD $47
MIG 29 (Stand Alone) S44

cgwd



IPS &BITS

Call 800-699-4263 Fax 802-767-3382
Int’l 802-767-3033

“
PO Box 234 Dept 10221 Rochester, VT 05767

Source 10221

'DARK FORCES'
You must caplture
the Death Star
plans and infil-
trate the Empire's
secret  facility
where a new
army of mecha-
nized, super
storm-troopers
must be stopped.
Features richly
detalled 3D envi-
ronments & first
persan perspec-
tve CD s48

FREE

INTERACTIVE
ENTERTAINMENT

LOST ADMIRAL INCLUDED!

Request your FREE Interactive Entertainment
Episode 8 with any in stock CD ROM soltware
order. Offer subject to change or cancellation
without nolice. Request must be made at time of
order. Valid from 2/1/85 to 3/31/85 or while sup-

plies last. Quantities limited.

'‘WING CcOm-
MANDER  3:
Heart of the
Tiger' In this
technologically
astounding
sequel, you're a
squadron com-
mander aboard
Ihe TCS Victary.
‘You must end the
Terran-Kilrathi
confiict. Features
the abillity to
guide personal
morale. CD $54

‘FALCON 3.0' Fly
Falcon 3.0
through 3 explo-

DATERRPORE Wa b adh e ARl

FALC

3@

—

sive campaigns
in Panama,
Kuwait and Isreal
or train in the
Nevada deserl.
FREE MiG 29 with
Falcon 3.0 pur-
chase. Must

make request at
time of order.
Offer subject to
change without
notice. S29

'SIMCITY 2000°
Is the long
awaited follow up
to SimCity that
takes urban plan-
ning into the next
century. SimCity
2000 adds a new
level of realism &
sophisticated
gameplay. MNew
features include
underground
water & trans-
portation systems
&3Dviews. 534

‘WANDERLUST'
mercilassly sent
to the outer
reaches of cyber
space, your
quest is to retum
1o reality. In
order to return,
you must find the
key that will
unlock the doors

lo new encounlers within this vast oasis of high-
tech decadence. Amazing 3-D renderad
environments coupled with tantalizingly beauti-
ful women could very well make you want to
stay lor elernity.

CD $44

IBM SIMULATIONS IBM SIMULATIONS IBM SPORTS IBEM SPORTS IBM STRATEGY

MS FS 5 Scn 7 Caribn $28
MSFS5ScenBJFK S28
MSFItSm5Emp 1CD $26
MS Flight Sim 5 NY  $29
MS Fight Sm 55an Frn $29
MS Fiht Sm 55¢ 9 Jpn $29
Microsoft Flight Sm 5.0 844
Microsoft Flight Sim & S45
MS FSm Flight Shp  $36
MS FSm Flght Shp CD $44
MS Space Smulalr 1.0 $44

Mig 29 Fulerum £29
Mig 29 Geld CD S48
Mule 2 44
Nascar Racing $39

Nascar Racing CD ~ $47
New Facililies Locator  $9
PT Boat Simulalor S16
Pacific Strike $25
Pacifc Strike Spch Pak $12
Phoenix Fighter CD 848
Pwr Boat Simulator 3 546
Privateer S48
Privateer Specl Ops 519
Privalr Special Ops 2§22
Privatr Speech Pack 517
Rally $27
Reach for the Skies 818
Real Weather Pilot 514
Rd Brin A10 Tnk KIrCD 838
Rd Baron wMissn Bldr $29
Rd Storm Risng ODCP $16

Renegade CD $48
Retribution £3s
Retribution CD $35

Salling Simulator 3 $52
Sailing Sm3EorW  §39

Seal Team 526
Seaworthy CD 318
Shuttle 526

W s

SimTower

Space Clipper 542
Spectre Vidual Reality $35
Star Base 542
Star Crusader $33
Starlord $39

Strike Commander $26
Strke Cmnd Sp Ops 1 522
Sub Battle Simulator  $16
Sub Bttle Sm 2 WNCD $39
Sub War 2050 Pls CD $40
Subwar Scenario Disk $32
Syndicate Scen 1 820
TFXCD 536
Tank Comndr Net CD - $44
Task Frce Admrls Pck $39
Tst Drive 3:The Passn $19

The Big One CD $26
Theme Park CD s38
Tie Fighter 345
Tie Fghtr MD 1 ar 2 ea $19
Top Gun CD S48
Tomado CD $39
Tower CD $44
Train Engineer $29
U-Boal 2 336

U.5. Navy Fightars CD $47
Vaice Commndr Bund $18
Wing Commander2  $26
Wing Cmander 3CD $54
Wing Cmander Acad $18
Wng Cmndr Armd CD $47
Wngs Glry Enhned CD 344

Wolf Pack CD $28
World Circuit 2 CD 844
X-Wing 539

X-Wing Collactor's CD §46
X-Wing MD1 Imprl Prst $19
X-Wing MD 2 B-Wing  §19
Zephyr CD §39

APBA Baseball 24
APBA Baseball Innvtr 34
Baseball For Windows $46

Blood Bowl CD $34
Brelt Hull Hockoey S42
ESPN Basaball $36
ESPN Football $39
ESPN Hockey $39
Empire Scccer '84 $29
FIFA Intr Soccer $36
Fmt Pg Fibl Pro 329

Frnt Pg Fibl Pro'95  $44
Fmi Pg Fibl Pro 95 CD $47
Fron Pg Spris Basebl S44
Frnt Pg Spris Bsbl CD $47
Frnt Pg Sprt BB Exp D 829
Fron Pg Spt FB UpGrd 529
Greens £19
Hardball 3 834
Hardball 3 Players Dsk $16
Hardbll 3 Stadium Dsk $16
Hardball 4 CD Rom  $34
Hrdbll 4 MLBPA Ad-on $14
lce Hockey CD ROM  $28
Jek Nick Gold Bear Ed $34
Jok Nicklaus Goll CD - $39
Jek Nick Sign Ed V2§16
Jek Nick Crs 2 Fireston $17
Links Pro 386 Golf 326
Links Pro 386 CD $29
Links Pro 486 CD 49
Link Pro 1 Mauna Kea $19
Links Pro 2 Pinehurst  §16
Links Pro 3 Banf Sprng $19
Links Pro 4 Beliry $19
Links Pro 5 Innisbrook $19
Links Pro 6 Firastone  $20
Link Pro 7 Pebble Bch 524
Links Pro 8 Cslle Pins $19
Links Pro 89 Big Homm  §18

Live Action Footbll CD $34
Microsoft Baseball CD $51
ML Personal Pro Goll  $19
Microsoft Goll CD 348
MS Golf V 2.0 WN CD $45
MS Gaoll For WIN S48
NBA Jam S44
NFL Coaches Club 534
NFL Coachs Club Exp $19
NFL Vidio Footboll 12
NHL Hockoy £43
NHL Hockey '95 CD 240
PGA Tour Goll 486 CD $47
PGA Tour Goll Lim Ed §19
PGA Tour Goll WIN ~ $26
Picture Perfect GIf CD 42

Planet Soccer $29
Power Hils: Sports 319
Pro Tennis Cup $38

Proleague Football ‘84 $28
Pro Lg FB 75 Aniv CE 538
QuarterPole g24
Road to the Final 4 #2 538
Road to Final 4 #2 CD £43
Serious Soccer 518
The Break Tennis %9
Time Qut Sporls Bskbl $39
Tom Landry Foolbll ‘94 $16
Tny LaRussa BB 2 CD 546
T.LaRussa DB 2 Stdm $18
T.LaRussa Bsbl 2 84§37
Troy Aikman FIbl CD  $49
Ulimate Foolball CD 845
Unnecesry Roughness $33
Unnecsry Roughns ‘95 $34
Un Roughness '85 CD $34
Wayne Gretzky Hoky 3 $39
Winter Spaorts $28
Winter Sports CD 528
WC GIf Dorado BchCD §42

1830: RR & Rbr Bn CD 534
181h Air Squadron S36
A-Train W Cnstretn Set $29
AdvancedCivilization $34

Airbucks 1.2 526
Ancient Art O War Shy $26
Archon Ultra saz2
Arctic Baron 529
Arclic Baron CD $29
Batlle Bugs 37

Battle Isle 2200 CD  $34
Ballle Chickamagua  $38
Bl Chickamagua CD  $42

Batlles in Time $35
Baltles of Desliny 18
Black Beard $34
Breach 3 534

Buzz Aldm Hc Space $26
Buzz Aldm Rc Spe CD 539

Caesar §24
Campaign 2 836
Capitalist Pig WIN §19
Castles 519
Castles 2 $19

Caslles 2 CD ROM 48
Criers at War Const Kit 525
Cltic Tls: Bir of Evil CD $39
Chsmaster 4000 T Win $36
Civilization Nhwrk WIN S48
Colonization Gold CD 348
Command & Conquer $38
Conqure lor Windows $19
Conquered Kingdms 2 $36

Conguest 236
Crisis in the Kramlin ~ $29
Dead Zone CD $52
Detroit $39
Dominus GO $38
Dune 2 328
El Fish 534

Empire Dix 2 WINCD $39
Fanlasy Empires CD  $42
Famtasy Fieldom CD 548

Faudal 539
Fight Com 2 CD $38
Fort Apache 519
Gazillionaire WIN CD  £29
Genghis Khan 2 s34

Global Domination 534
Gtysbrg: The Tmng Pt §18
Goblis 2 Prnces Bufon $16
Grandest Fleet CD $32
Grt Mav Bls Admrls Pk $19
Hamer ol the Gods CD $39
Hannibal 526
Harpoon Chalingr Pak $24
Heirs to the Throne  $19
High Seas Trader CD  $39

Humans CD s22
Jagged Alliance CD 546
Jutland CD 20

Kingdoms ol France  $34
Kingdoms of Germany $34

Kingmaker $32
Koshan Conspircy CD §19
Legions WIN $34
Lemmings 3 CD $3s5
Liverty or Death s29
Lords of the Realm CD $39
Lost Admiral 2 $39
Lost Vikings 59
Maglstrom 523

Master of Magic CD 338
Master of Orion or CD  $39

Mega Lo Mania 519
Merchant Prince $37
Millnum Actn C.Ed CD §25
Navy Strike CD 340

Nobunaga's Ambitn 2 £34
QOprtn Crsdr PCMC CD 539



FREE GAME OFFER"

See detalls below
'FLIGHT SIM ‘STAR TREK: ‘JUTLAND'
TOOLKIT' gives 0B SRl JUDGEMENT Command a fear-
you the power —i RITES' You are some dreadnought
to design every being watched. By and fight for control

of the No. & So.
Allantic for the

what type of life
form, it is not

aspect of your sim
world down to

the finest detail known. An ancient Germany irrpaflal
from cockpit WWI triplane is Fleet or the British
instrumentation Royal Navy. Stun-
& alircralt aero- ning SVGA gaph-
dynamics to ics, digitized video
trees, mountains forms on a dead and sound effects.

Historically accu-
rale  combat
including night
combat CD$29

planet. The tensicn
increases as you

trucks & sky-
scrapers.
Features hundreds
of clip-art. $19

A ‘*\\f

'h“l’\]\ M&

MORLD), S PIRATES MMK:M?NEE hfmgmwuwddmam
¥ on any
AT Ol e GOLD; 0rses {BM game from the comespending st baiow, Offer subject b change o
16 of the Grand Cross your way cancelation wiliout notics, Vabd from Feb 151 - Mar 313t o whia suppies
Prix's demanding along the 17th bst. Rioquest must be macks it fme of erder,
racetracks. The century Spanish — antzss"s:n g;'?'gm e
Monza Circuil... Main in search of Do ¢ o
Busihor 3.5, GUnehip 525, m&maaﬁz&mumm

Mexico  City all-new adven- Brigada 5.25, Choss Not WIN 3.5/5.25, King-dorms Scon
Circuit... Barcelona tures. Lead a 125, Prates 525, Raimad Tyooon 35, 501525
Circuit... in accu- orew of hot blood- SPEND $100

mapped ad buccansers Bt Chess WIN 3575 25, Batties of Dastny 3.5, Erdga 7.0 35, Cohort
Uo7 i =D Ir:u rollicking har- 23,5, Dragon Forco 3.6/5.25, Earth Invasion WIN 3.5, Kran-olog
representations g Nazl Paragax 3.5, MacArthurs War 3.5, Mega Travelier 525, Retum
with variable weath- bor lowns. Risk of Phamiom 3 5, Slont Senvce 2 3.5, Sony SRSA Speakers
er and track cond- your booty and SPEND $160
tions! Features your lile plunder- Alona in the Dark 4.5, Command HO 3.5, gu“r?:;n‘ Maj?m 38525,

i Faloon 3035, F15 Sirike Eogla 2 3.5, Fight 53

authentic Fomula (ngitorienemy Basoball Manager's Challange 3.5, Siman tho Sorcarar 3.5, Uima
One handing | $12 ships. §19 Undorworkd 2 3.5, Warlords 5.25

IBM STRATEGY IBM TRADITIONAL IBM WAR GAMES IBM BUDGET

Quipest WIiNorCD  $38
Patriclan CD $36
Pax Imperia 534
Perfct Generl 2or CD $35
Pirates Gold WIN CD  §24

Pizza Tycoon 340
Populous 2 525
Power House WIN CD $39
Powermonger 519
Project USA CD §29

Railroad Tycoon 2 Dix $24
Reach forthe Stars 524
Romnce 3 Kingdoms 4 $39
Rles of Engagement 2 529
Second Conflict WIN 534
Srif City: Life is Feudal $37
Sid Meir's Civil War ~ S58
SimAmtWinorCD  $19
Sim City 2000 or CD  §34
Sim City CD 547
Sim Earth or CD §19
Sim Farm WiIN or CD 519

Sim Town CD 534
Spaco Hulk or CD $19
Space Miner 536

Space Raiders CD S42
Str Cntl 2:Ur-Quan Mst $34
Starlord CD ROM $39
Starship or CD 522
Sub Version $19
The Rogrian Agda CD  $39
Tmsport Tycoon or CD $48
USS Ticonderoga 534
Ultimate Domainr CD 36

Vikings 2 536
Walls of Rome $39
Warcraft or CO $39
Warlords 2 829

X-Com: Ter Dep or CD $40
X-Com:UFO Def or CD $39

Bobby Fischr Chss CD $34
Bridge 8.0 gaz2
Bridge Deluxe 2 529
Bridge Olympiad $29
Csr's Wrld Gmng CD 837
Casino Master CD s28
Celebrity Poker CD  $28
Classic 5 19
Classic Sclitire for Win $16
Clockwerx Winor CD  §34

Clue CD 524
Cowboy Casino2CD  $34
Deck Daemaon 20
Easy Street 526

Evn Mor Incrdbl Mchns $28
Gambil Kasparov's 524
Gme Maker 3.0 or CD $48
Gomaster V 4 WIN $39
Incrdbl Mach 2 or CD 339
Incredble Toons or CD $29
Knight Moves or CD ~ $34
Magic Gathering CD 348
Monopely Dix or Win - $27
Pinball Arcade CD 534
Pinball Dreams $29
Pool Master WIN CD 522
Power Poker for Win ~ $39
Shanghaii 2 £19
Solitaires Journay 334
Solitaires Journey 2~ $36
The Mask: Origin CD 523
The Vidogm Sltion CD $19
Trivial Pursuit GD $34
Trump Castie 3or CD 529
Universal Neverlock  $38
Video Gm Sitn 2CDs  $23
Virual Reality Studio 2 $39
Virlual Vegas CD WIN 319
Xplora: P.Gabriels CD 547
Zig-Zag §29

Aegis: Guardn Fit CD §46
Aide de Camp 545
Air Raid Pearl Harbour $22
American Civil War V1 §24
American Civil War V2 $24
American Civil War V3 $24
Battle of Austerlitz g24
Batlle of Leyte Gult s24
Ballles of Napoleon ~ §15
Blue and the Grey CD 338

Campaign CD $35
Campaign Mission 1 $18
Carrier Strike 539
Carrier Strike Exp Pak $19
Carriers at War §39

Carriers al War 2 $39
Charge of Lighl Brigade $9
CincPac: Midway 839
Cmmand Conquer CD $48
D-Day: Beginof End  §39
Decision at Geltysburg $18
Dreadnoughls $32
Dreadnoughts Bismark $15
Dreadnoughls Deluxe $59
Oreadnought lronclads $19

Fall Gelb 29
Fields of Glory 537
Fifih Fleet CD 38
Fleet Med 527

Flight Commander 2  $38
Gary Grigsby Pac War $19
Gary Grgsby Wr Assia $19
Getlysburg 18
Gltysbrg: Int Bt WN CD $42
Harpoon Classic CD 326

High Command $29
Hills Of Montezuma  $24
Iron Cross $39
Kamplgruppe $15
Kreigsmaring s29

Last Blitzkrieg 240
Line in the Sand $12
Napoleonics §34
Morthemn Fleet 336

Operation Crusader  $36
Operation Overlord ~ $38
Pacle Strm Solmn Cam$36

Panzer Battles 24
Panzer General or CD $39
Paint of Attack $32

Pralude to Juttand s$24
Red Sky Moming 336
Return to Falklands ~ $28
Ad Sumtr Appomatiox $45
Rommel Battls N Africa 524
Rommel at El Alamein $36
Rommel at Gazala $36
Seventh Fleel 536
Stalingrad $39
Stalingrad Campaign 538
Storm Across Europe  $12

Tac Ops WIN $40
Task Force 1942 s19
The Great War $39
Tigors on the Prowl 842
To The Rhine $29
Typhoon of Stecl 818
USS Ticonderoga CD $34
Under Fire sz

V Viclory Mrkt Garden 328
V Victry: Gld, Jn, Swrd $34
V Victory: Utah Beach $28
V Victory: Velikye Luki $29
Victory at Sea 541
War in the Falklands ~ $24
Wrgme Cnst St 2 Tnks $39

Warpaint 336
Waterloo 519
White Death 819

WW 2 Battles of S Pac $21

Circle Reader Service #54

3 D Pinball s12
7th Guest 2:11hr Demo $6
Accu-Weathr Forcaslirs 510

Acquire $9
Alone In the Dark s12
Assignment Miami s9
Antigtam $515
Amberstar 512

Armmada Villa Crespe S8
ATP Flight Simultr 1.0 $12
Banzai s9
Bskbll Ching 1987 Tms $6
Bskbll Ching 1988 Tms $8
Bskbll Ching 1989 Tms 36

Baseball Facts 59
Battle Chess WIN $9
Battle Command 36

Balties of Napoleon  $15
Begin Reading CD WIN S5
Blake Stone Episode 1S9
Blackjack $9
Blue Max Aces Grt War S8
Caslles Morthin Cpgns $12
Castle Wollentsien SW S6
Caplain Blood 39
Challenge of 5 Realms $12
Champions of Krynn ~ $12
Charge of Light Brigde $12
Chess Net WIN =8

Classic Casino for Win $16
Classic Solitare for WN §16
Congest of Robn Hood $12
Conquest of Japan 515
Conqueror Mulli Tank S8

Covart Action $6
Crime City 512
CyberStrke 512
Darklands s12
Daughter of Serpents  S9
Dealer's Choice g9

Demon Blue

Doom Episode1 59
Or Dooms Revenge $9
Dr Floyds Desktop Toys 9
DOr Thorp's Mini Blackjk 39

Dragon Lord 59
Dragons of Flame g9
Dreadnoughls Bismark 8§15
Dyno-Quest 59
E-Motion 3B
Fighting for Rome §12
Faces Telris 3 §15
Gamma Force S6
Guy Spy $9
Harrier Assault $12
Hearls $12
Heimball $17
Horde §16

Heroes of the 357th $12
Hoyle's Book Gms V3 $12
Humans: Insult to Injury $9
Interation] Sports Chall 36
Jones In Fast Lane CD $12

Killing Cloud 36
Kamplgruppe $15
Lightspeed 59
Line in the Sand $12
Loremaster s9
Lost Vikings $12
Madden Plyr Stats 1989 $2
MacArhur's War 8
Magic Candle 2 $12
Magic Candle 3 g9
Magic Death CD §15
Marianas Turky Shoot $12
Malrix Cubed 30

MegaTraveller:Zhodanl $8
Mixed Up Faery Tale  S14
ML 50s5-70s Wrid Srs ea $9
ML Baseball All Stars 38

egn 6



CHIPS&BITSmc

‘MENZOBER-
RANZAN"'
Members of your
party have been
caplured by evil
Drow Elves and
taken underground
where the Drow
relgn supreme,
You must de-
scend and rescue
them. Ollers print-
able aulo-map-
ping & a real-ime,
smoolh-scrolling
adventure. CD $47

FREE

SHIPPING!

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

IBM BUDGET CDI HARDWARE

ML Basebll Pro Tms ea $9
ML BB Manager's Ch  §12

Spell Blizzard COWIN 35
Spelling Jungle CD WIN S5

Micro Lg. BB Seatle 13 59 Sporting Triangle 83
Microl 82-88 BB Ssn ea 59 Star Legions s12
Micio Lg. 89 FB Season 59 Star TrieMxt Gn Demo  $6
Millenium $6 Stallar 7 CD 812
Nover Mind %9 Storm Across Europe  $12
MNew Facilities Locator 88 Surl Ninjas g5

NFL Chall Col Alumni  $6
NFL Chall Ssn 90 or 81 S8
NFL Chall All Star Team 36
NFL Chall Dream Tms 56

Taking of Beverly Hills  S6
Tales Magic:Prphc Shd $9
Task Force 1942 s$12
Terminator 2029 §12

NFL Video Foolball ~ §12 Teenage Mut N Trt Arc $12
On Target 59 Tegel's Mercenaries 89
Operation Combat $12 Terran Envoy s9
Patriot 812 Tsl Drive 3:Road & Car 56
Prahistorik s16 Tie Fighter 812
ProFB Analyst 92 Edt 59 Tie Break Tennis 59
Puzzle Gallery 1 59 Tom Landry Football  $12

Return of the Phantom $12
Retun Zork Anth CD - 812
Aex Nebular Cos Gen 512

Tom Landry Fball DIx  §12
Tony LRussa Clse Std $12
Tny LaRussa BB 1991 §12
Tony LaRussa Basebll $9

Rings of Medusa S9
Rotox 59
Fobotech: Macross CD$15
Rules of Engagement 89
Russian Six Pack 515
Russian Six Pack WIN $13
SDI 56
Second Front $15
Sentinel Worlds 1 g8
Serious Seccer 518
Shadow Sorceror 59
Shiloh 315
Sarry s12
Solitaire Antics WIN ~ $15
Space Quest 1 VGA  §16
Space Quest 4 CD s12
Space Quest 5 $15
Space Vegetables 30

eow !

Top 100 Games 2 CD  §12
Treasures Savage Frotr $9
Trump Castle 2 DD1 or 254

Typhoons of Steel 8§15
UMS 2 Planet Edilor %9
Under Fire s12
U.S. Atlas $15
Vaxing s12
Video Poker WIN 312
War in the Gull s12
War of the Lance i}
Warlords $12

Woeaver Tm/Ply Stals 89 $3

Wheel of Forlune $6
Wheel of Forfune 3 89
World Circut 2
Xiphos S6

CD-1 200 Magnvx Ply $359
CD-1 220 Philips Play 5399
CD-1 450 Magnvx Ply $289
CD-I 550 Mgnvx Play 3479
CD-| Digital Vidio Cartridge

(200-220) $239

(450-550) 3220
CO-1 Game Pad $29
CD- Inlrared Remole  $39
CD-l Mouse S$46
CD- Roller Controller  $54
CD-l TouchPad 826
CD-l Trackerball S59

CDI ADVENTURE

7th Guesl Digital Video $52
Alice In Wonderland 344

Burn Cycle 546
Crealure Shock S48
Dark Castle 534
Dragon's Lair 2 Dig Vid $44
Effacer 526

Escape from Cybr City $44
Finlsins/Jetsn. Tm Wrp 332

Hotal Mario $44
Kelhar 844
Kingdom Digital Video $44
Laser Lords 44

Link:The Faces of Evil $44
Litil Devil Digital Video $44
Lords of the Risng Sun S44
Lost Eden 548
Ratrn Cybr Cty Dig Vid $58
Space Ace Digital Vid  $52

The Apprentice §32
Third Degree 336
Thundr in Prdse Vid 556
Voyaur 44

Zelda's Adventure 544

‘AlR COMBAT
PACIFIC 1942’
Strap yourselfl into
the cockpit & ex-
penence the ulti-
mate sim. of air
combal over the
South Pacific.
Chase down
Wildcats & Cor-
gairs, drop lompe-
does and perfarm
Take command
of U.S. or Jap-
anesa forces. $19

‘DOOM 2’
Sequel to the
award-winning
DOOM,provides
more levels, mone
demons,
weapons, excite-
ment and a whole
new story line!
Stunning graph-
ics, pulse-pound-
ing action and
intense gameplay
make this the ulti-
mate aclion
game. CD $44

CDI SHOOTERS m CDI MOVIES

Wayne's World 2
Wayne's World

White Chrisimas
X-Men:Night Sentinls $14
You Only Live Twice

3D0 ADVENTURE

Alone in the Dark
Corpse Killer
Crash & Bumn
Creature Shock
Demolition Man
Digital Dreamware
DinoBlaze

Doom

Alien Gate 526
Chaos Contral Dig Vid S44
Earth Command 44

Mad Dg McCre Dig Vid $52
Mad Dog McCree wGn §72
Microcosm Digitl Video $44

Myslic Midway 1 §26
Mystic Midway 2 $26
CDI STRATEGY
Axis & Allies S44
Backgammon s30
Baltleship 530

Caosar Wrld Gambing S44
Clue Digital Video 244

Connect Four 526
Delender of the Crown $34
Dimo's Quest 332
Jeopardy $36
Jigsaw 536
Joker's Wild Jr.! $36
Joker's Wild! 338
Mega Maze $30

NFL Instnt Rply Vid 544
MNFL Triva Chall 94/95 344
MName That Tune $36

Pinball 830
Sargon Chess $36
Telris $30
Text Tiles $30

CDI MOVIES

A Fish Called Wanda 822

A View to a Kill $24
Addams Family §22
Addams Family Vals  $22
Apocalypse Now §22

Beverly Hills Cop 3 524

Call 800-699-4263
Int’l 802-767-3033

e —
m PO Box 234 Dept 10221 Rochester, VT 05767

Fax 802-767-3382

Source 10221

‘SOUND GALAXY NX2' Providing total sofware com-
patibility, the Sound Galazy NX2 supports the world's 4
most poputar sound standards, With a builtin CD ROM
interface, the NX2 is top in its class. Includes

speakers.

$49

‘"DREAD -
NOUGHTS
DELUXE"
Includes
Dreadnoughts
and the Bismark
and lronclad sce-
nanos. It models
the leok and tac-
tics of fighting
fieets during the
greal age of the
battleship.
Features menu
interface & exter-
nal 3D views. $59

Black Rain
Blond Justice
Bull Durham
ConeHeads

Dances Wilh Wolves

Dr. No
Fatal Attraction

529
824
S22
sa2
§22
s24

From Russia W / Love $22

Goldfinger

S22

Hannah & Her Sisirs ~ §24

Hunt for Red October

Immortal Desire
Indecent Proposal
Lassie
MoonRaker
Muoonstruck
Naked Gun 2 1/2:

822
529
522
524
524
8524
522

Naked Gun 33 1/3 $24

Dragon's Lair

522
S22
s22

524

S48
§52
$52
854
$58
536
$56
$56
$49

Dragon Lair 2:Tim Wrp 352

MNaked Gun s22 Duelin' Firemen
Palriot Games S22 Escape Monstr Manor
Plans, Train & Autmbls §22 Fatty Bears Fun Pack
Posse g22 Flashback

Raging Bull S24 Horde

Rainman 524 Jurassic Park
RoboCop 1 $24 Killing Time

Silence of the Lambs  §24 Kingdom:Far Reaches
Sliver $22 Night Trap

Star Trek 1 §24 Oceans Below

Star Trek 2 Wrath Khn 522
StrTrk 3:Srch Spek 524
Slar Trk 4:Voyge Home§24
Star Tre 5:Finl Frontier $24
Sir Trk 8 Undscvrd Cnt $22

Oul of this World
Putt Putts Fun Pack
Rebel Assault
Robinson’s Requiem
Shadow Caster

Steamy Windows 529 Shilly Duvall; It Brds LI
The Black Stallion S24 Space Ace

The Firm S22 Space Pirales

The Secret of Nimh ~ $22 Star Trek Next Gen
Thelma and Louise S24 Stollar 7

Top Gun g22 Vikings

Trading Places S24 Vinuosa

$54
852
529
340
$52
852
852
$46
§52
544
$46
329
552
252
$52
529
$52
854
354
$29
S48
S52



‘MYST" The sur-
realistic adven-
lure will become
your world.
Journey to an
island tinged with
myslery, where
only your wits
and imagination
will unlock an
ancient betrayal
of the past. Fea-
tures 30 photo-
realistic graphics
& original sound-
track CD $46

'VAMPIRE'S KISS'
Joumay through the
comidors of the vam-
pire's ancient virtual
3D caslle. Astound-
ing interactive
graphics allow you
to search for the
secrel passageway
thal leads 1o the
vampire's private

chambers and to find out the secret of the mystarious
"Fountain of Youth®, Your actions determine the oul-
come, but beware of things that go bump in the night —
Ihey just might suck more than your blood! This is
CD 549

a full sereen, full motion advenlure.

3DO KICK & PUNCH

Claylighter 2 346 Road Rash

Rise of the Robots $52 Rock & Roll Racing
SHADOW:War Sucsn  $52 Shuttle

Samurai Showdown  §52 Top Gun

Supr Strt Fightr 2 Trbo 559 Total Eclipse
Supreme Warrior g52 Trance Mission
Way of the Warrior §52 VR Stalker

Wing Commander

3D0 ROLE PLAYING

Dragon Tales Lore 546
Guardian War 348 ESPN Baseball 352
Ishar 3 §52 FIFA Intrnatnal Soccer $52
Lst Fils Sherlck Holms  §52 Jammit! 549
Slayer 852 Madden Football $49
Syndicate $54 PGA Tour $54
Pebble Beach Gall 249
Soccer Kid 836
Burning Saldier 849 Waialea Cnlry Clo Gl §52
Crime Patrol 552 Wrd CpGlf Dorado Beh $49
CyberClash $52
Mad Dog McCree 2 8554
Mad Dog McCree §52
Microcosm $52 Allas 369
NovaStorm $52 BrainDead 13 $52
Shock Wave $56 Cyberia 348
Shek Wave:Oper Jump $36 Dinopark Tycoon $52
Star Blade 554 GEX §52
Whao Shot John Rock  §82 Griddars S42
HUMANS $52
Incredible Machine 552
Lemmings Chronicles $52
Aces over Europe 554 Panzar General 359
Air Warrior $54 Pataank $52
Flying Nightmares £52 Real Pinball g52
Megarace 344 Star Contral 2 552
Meed for Speed $52 Star Wars Chess §54
Off World Intarceptor  §52 Slation Invasion $46
Quaranting 534 Theme Park $52

356
$49
544
54
$36
856
§52
549

3D0 SPORTS

American Blond $32
Blind Spot $3z2
Blond Justice $32
Blondage $32
Immortal Desire $32
Intimate Journey $32
Love Bites $32
Naked Revenge $32
Meurodancer 539

Plumbrs Don't Wr Ties $39
Sex 32
Steamy Windows 532
Super Modals Go Wild $32
The Coven 832
Voices in My Bed $32

NOT FOR KIDS

CD Brothel CD 28
Come Play W/ Me CD 536
Cyber-Peep Intretv GD $19
Dark Tunnels CD 20
Desktop Mistress CD $49
Deskip Voyeur V. 1 CD §49
Digital Dancing CD $32
Doom 2:Hell Earth CD' $44

Dream Girl CD s28
Dream Machine CD $54
Fantasies Interctiv CD $35
Fox Pack CD 37
Girlfriend Maria $39

Girllriend Speech Pack 519

Girliriend Suzie (R) S44
Girllriend Ten (R) 3489
Harvester CD S44
Hell CD 845
Hot Slots CD $39

Int Adit Smpir WIN CD $12
Adv Seymre Blls CD 354
Int Adv Seym Bits 2 $58

FREE GAME OFFER"

'‘WARLORDS 2'
The fun & excite-
ment of the first
Warlords with 640
% 480 graphics &
totally new A1
system. Features
random mapping
for infinile replaya-
bility, warfare & a
diplomacy op-
tion that pro-
vides the frame-
work for backstab-
bing. $29
Scen. Editor $29

Y8 T AR
CONTROL 2’
After being mar-
ooned on this
distant world, we
have engineared
a launch vehicle
with  enough
power to leave
lhe system. The
mission is clear:
find out if our
forces or the
Urquan prevailed
in the galactic
war. §12

Interactive Lovors CD - S48
Int Sexual Therapy CD $54
Interntnl Strip Pokr CD $24
Intimate Journoy CD 824
Knight Xentr Pg-13 CD S44
Khigh Xentr NR-18 UG §5

Leather & Lace CD 328
Leisure St Larry Anth - $47
Metal & Lace NR-13  §29

Metal Lace NR-18 UG §5

Midnight Stranger CD 545
Mind Teazzer CD 832
Neurodancer CO $39
Night Trap CD 48
Noctropolis CD 347
Nightwatch It2CD  $39
Nightwieh Int CD $39
Paradise Club CD 539
Party Time CD 519
Phantasmagoria CD - 549
Quarintine CD 535

Scasrs N' Stns WN CD §29
See Some 3 Some CD 839
Sexy Slot Machines CD$24
Seorots Interaclive CD 535

Skull Cracker CD 41
Sorority House CD $49
Space Sirens CD $49
Spy Club CD S$49

Toxas Thl Dance CD - §39
Under A Killing Mn CD $54

Vampire's Kiss CD 49
Virtual Directer CD $49
Virtual Valerie 2CD  §42
Virtual Vixens CD $39
Virtually Yours CD 549
Winner Takes AIlCD 339
House of Pain CD $24
Insaliable CD 824
Kama Sutra CD $38

Circle Reacler Service #54

See detalls below

‘BATTLES OF
DESTINY' In
order to conguer
the world you
must seak out
and destroy up
to three oppo-
nents. Features
modem play; air,
ground  and
naval combatl;
22 different units
to construct;
more than 20
worlds to con-
querl $19

*FREE GAME OFFER
Spond the speciied amount on any i siock softwane and chodse a free
IBM game from tha comosponding st bokow, Offer subgect 1o change or
cancnltion wihout notion. Vil fom Fab 152 - Mar 315t or whils pplos
last Request must be made at tme of order.

SPEND $60
Airbome Ranger 5.25, Falcan 3 Sean 2 MG 29 3.5, GNB Seanaria
Budder 3.5, Gurship 525, Powor Hits Sports 3.5%.25, Chame of the Light
Brigade 5.25, Chess Net WIN 3.55.25, Conquered King-doms Scon
135, Pirins 525, Ralmad Tyooon 35, SDI 525

SPEND $100
Bata Chesa WIN 3.55 25, Baties of 35, Bndge 7.0 35, Cobunt
2 3.5, Dragon Forea 3.5/5.25, Eanh Invasion WIN 3.5, Kron-olog
Nazi Paradox 3.5, MacAsthur's War 3.5, Mega Travelier 5,25, Retun
of Phantom 3.5, Skont Service 2 3.5, Sony SASE Spoakers

SPEND $160
Alona in the Dark 3.5, Commarned HQ 3.5, Dungeon Mastor 3,5/5.25,
Faloon 3035, F15 Stk Eaglo 2 3.5, Fight Sim Tookt 3.5, Miculeague
Basahall ‘s Challange 3.5, Simon tha Sorcaror 3.5, Ultima

Underworkd 2 3.5, Warkords 525

3D0 ADVENTURE IBM ADVENTURE
300 SIMULATION NOT FOR KIDS NOT FOR KIDS m JAGUAR

3 Count Bout $169 Castle Wolfenstein 3D $39
Aero Fighlers 2 S$169 Chaos Agenda CD 552
Agressors Drk Kombt $169 Checkered Flag $59
Art of Fighting 2 §199 Club Drive 249
Fatal Fury 2 S$169 Creature Shock CD §52
Fatal Fury Special ~ $169 Demelition Man CD 52
Karnov's Revenge  $168 Doom $59
King of Fighters 84 5199 Double Dragon 5 §52
King of Monsters 2 $169 Dragon’s Lair CD §52
Magician Lard 899 Dragn:Bruce Lee Stry §39
Nam 1975 $119 Dune $54
Neo Geo CD System $589 Dungeon Depths 249
Gold Sys Art of Fight 3568 European Seccer Chall $56
Gold Sys Fatal Fury 5568 Flashback $52
Gold Sys King Monstr $569 Gunship 2000 854
Gold Sys Magic Lord 5569 Hardball 3 $52
Gld Sys Wrld Heros 2 $569 Highlander CD §52
Riding Hero 5119 Hosenose & Booger 356
Samurai Showdwn 2 $229 Hover Strike $52
SpinMaster $169 Iron Soldier 554
Streel Hoop $109 Jack Nicklaus Goll CD $52
Spr Sidekck Soccer 2 $199 Jaguar CD System  $149
Super Spy $69 Jaguar Controller $24
Thrash Rally S99 Jaguar Formula 1 Rac $54
Top Hunter 51869 Jaguar System £249
Top Players Gall 369 Kasumi Ninja 559
WindJammers $169 NFL Football $56
World Heroes 2 Jot - $199 Pinball Dreams $54
Warld Heroes 2 5169 Pinball Fantasies 554
Raiden Sd4

Return to Zork $56

Air Car Wars 249 Rise ol the Robols 358
Alien Vs Predator $56 Space Wars $52
Arena Football 254 Star Raiders 2000 CD 852
Barkley Basketball CD $52 Tempest 2000 $52
Batle Wheels $54 Theme Park 854
Blue Lighining CD 852 Tiny Toon Adventures $52
Brett Hull Hockey §59 Troy Alkman Football $59
Bubsy 44 Ultra Vortex 64
cgwd



GAME HINTS

Unlatchhg
The Death

(Jate

Sforpia Offers Assistance With Lfgcnd 's Latest Adventure

ELL, THE CHRISTMAS SEASON
CAME, THE CHRISTMAS SEASON
WENT, AND SANTA'S BAG WASN'T
all that well-filled this year.
Barely enough to stuff the
stockings, never mind covering the floor
under the Christmas Tree Monster. The
poor thing is half-
starved and hardly
has the strength to
blink its lights and
swish its tinsel. If
this keeps up, it'll
soon be at death’s
door...or maybe
Death’s Gate.

DeaTH GaTE is the
pick ol the recent
adventure game
crop. While not an
especially hard
game, it does have a
few tricky places. I
is also completely
linear; once you
leave one ol its mini-
worlds, there is no
going back. Since it
is quite possible to leave before you have
everything you should have picked up,
the wise adventurer will keep a save [rom
each world in reserve in case backurack-
ing is necessary.

AND SO IT BEGINS

So here’s Haplo the Patryn, ofl to help
Lord Xar restore the world that was split
asunder by the nasty Sartan way back
when. He tools around in a nifty little
ship that can pass through the Death
Gate, the only connection between the
picces. First stop on the tour: Arianus.

Home of the (not-too-bright) Dwarfs.
Currently, they're being imposed upon
by some big glowing guys who claim 1o
be gods. We know better, but the short
folks don't. ‘This makes things a bit more
difficult, but our hero can overcome any
ohstacles.

. i
You stand on a root ledge, right on the edge of a massive web,
In the center, a gigantic spider sits patiently.

SWEETS FOR THE SWEET When dealing with the giant spider in Pryan, don't
be afraid to raise a stink, or indulge in a little pyromania.

In this segment, as in all the rest, re-
member the Second Rule of Adventur-
ing: il it isn't nailed down, grab it! (The
First Rule is save early, save olten). You
need a bunch of items to get through the
game, and some are picked up in one
world to be used in another.

So, alter talking to Jarre, Limbeck, and
Grawple, it's time to snoop around the
Elvish ship. A hot little diversion should
be sufficient. Upstairs, you find the glow-
ing ligurines, but those have to wait.
Down below are some human slaves. A
quick chat with one of them, and a new
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place appears on the map, and Haplo
can’t wait to visit.

Not that the king is all that helpful, but
at least you can walk around without be-
ing tossed into a dungeon. Take advan-
tage ol that and waltz down the side path
to the shuttered window. Naturally, you
open it (by shear genius).

After the interesting little vignette,
pop inside yourself (in more ways than
one). You ought to have something to
make the Elf a little more congenial.
Learned a spell there, eh? Just what you
need for the “gods” on Drevlin. Oops,
you just learned another one, the hard
way, but not to worry, you'll be free
soon enough,

Okay, time to bring the curtain down
on those phony divinities. Shouldn't be
too hard to perform the blackout. Then
make tracks for the hold, because
there’s no way off this ship now. Good
thing you have a place to hide. Adven-
turing, what a racket!

However, you're a long way lrom done
yet, even if the king did save your neck.
Now (because you were smart and asked
for information...and this is an
island...hmmm...naaah) it's off to charm-
ing Skurvash, home of assassins and oth-
er delightful people.

THE SKURVASH scAmM
Gee, poor litle wail. Go ahcad, Haplo,
help him out. Ummm, maybe not such a
poor little kid, since he Just conked you
on the head, netted you up, and is rifling
your pockets, As the saying goes, “a fair
exchange is no robbery.” That changed
his attitude pretty fast, and now you can
(really) trust him.

You need some goodies, but a little
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prying in the right place settles that mat-
ter. Now you can grab Hugh's attention,
and before long you have a contract on a
merchant. Of course, you're not really
going to kill him (besides, he left town
some time back).

Inside the house is a poetry book, quite
a timely liude item, That should set you
up for your chat with the merchant. So
what if he took off some time back? Real-
ity is in the mind of the spellcaster. A bit
ol careful conversation, and before long
you're handing Hugh the amulet as
“proof” of your success.

Then it’s off to the HQ of the Brother-
hood. T don’t recommend hanging
around to sign up. No, you can't slip out
the window, but you should take a look
anyway. The necklace room ought 1o be
casy, if you're animated enough. And
now it's time for a handy bit of work 1o
open the vault. The clue on the paper is
simple. Don’t go looking for anything
complicated here; just follow your initial
instincts to open the door and enter the
vault,

Unfortunately, Hugh and friend hap-
pen by while you're stuffing your pockets.
Uh oh. Better move fast. In this instance,
it is better to take then to give. After
which, a hasty retreat out the door (and
tower) is a good move, followed by a trip
back to Drevlin,

Finally, you can repair that #censored*
pipe! Do that little thing, and chat with
Grawple (you ought to have a map to
show him, too; il not, you're really in a
Jam). Then you get the digger working
and follow it along to a very unsettling
place. No matter, you're almost done.,
One obvious thing to do, and you can
collect the air seal piece and head back to
Lord Xar, Whew!

PRYAN OPEN THE GATE
Pryan is the next stop. Not much is hap-
pening right now around that crystal
tower (and you don't want to mess with
the Tytans), so grab what you can and
head up for the treehouses. Nothing
like a little honest labor now and then.
Hmm, guess our hero isn't cut out to
be a doughboy. Alter making a friend,
however, you get to rescue a prince (an-
other totally hopeless person). Talk to
him and you'll see what I mean. Then

Just hang out for the big appearance of

Zifnab, who is Sartanly a mage (hehe).
When he figures out who you are and

disappears, go right after him. Don’t

worry, that's a friendly dragon. Really.

Gab a little with Zifly, do the usual ad-
venturing stuff, and get back over the
chasm. You gotta retrieve the stall, after
all. How to reach the location is pretty
much black and white.

Now you just have to deal with the gi-
ant spider. As someone once said,
"Sweets to the sweel.” Don't be afraid o
raise a stink, or indulge in pyromania,
either. The rest is easy, and before long
you should be handing the prince every-
thing he needs to make an impression
on the princess. Haplo can talk to her
now, Loo.

HEART BURN Near the end of the game, Xar gets charred by Sang-Drax,
while our hero must put the seals hack in order and focus on the
proper rune.

Say, we haven’t been back to the tower
in a while. Hmm, something’s changed:
the Tytans have captured a Dwarf. Do
help her out. So the Dwarfs have a ham-
mer but won't give it up. Be persistent,
and while you're at it, do something for
the princess, too. Now you can prance
through Tytan country and snarf the
crystal (this is what friends are for).

Qops, looks like the Tytans are on
your tail. I'd dump that erystal some-
where if I were you. Then just meet up
again with your Dwarf friend and it's all
over but for the shouting (hang on to
that paperweight!).

ABERRACH BOUND

Aberrach is the next destination. Not a
great place, being inhabited mainly by
zombies. Luckily, they're [riendly, more
or less. Careful in the cave; you don't
want to get too close to that snake (that's
very much a living critter). Scope out the
house next, where you'll meet a couple
more undeacd.

8O0 COMPUTER GAMING WORLD » MARCH 1995

Nope, the butler won't give up the
key, but he will open the door at tea
time. And there is that handy clock tow-
er nearby. What comes next is obvious;

Just move quickly here and worry about

examining other stuff later. When you
get into the study and read the book, a
new place appears on the map: the
palace of Kleitus.

Not a nice person, Kleitus. Not when
he poisons Haplo and leaves him to die a
slow death in the dungeon, with a simi-
larly-affected prisoner for company. Not
a cheery outlook, so best do something
about it while you
can. Like grab rhe
antidote from up-
stairs. Even if you
can’t see  color,
those flasks aren’t
all the same. Look
closely, and you
should be able 10
see clearly.

Then it’s ofl to
the refugee camp,
where you have a
Fascinating little
chat with Balthazar,
Hmmm, the dog
sure is acting
strange. Maybe he
can detect some-
thing you can't;
why not find our?
Before long, you've
had an unpleasant experience and
learned the secret of Necromancy,
among other things.

Back to town you go (hold onto the
runes for later; you can't play the rune
game). Time for the great impersonation,
once you get past the snake. Nanny and

Jethro make a good team (and don't for-

get the clock tower). Fiddle with the door
or use the hints, whichever suits you.

Once again in the palace, tracking the
nutty Dwarf should be simple. What to do
in the Colossus Chamber should be
equally simple, and before long you're on
you're way out of here.

CHELESTRAL COUNT

Chelestra is the last stop on the tour.
This is a quick one. Forget the cave; you
can't enter that....yet. Check out the ward
instead. This is a good time to refresh
your memory on the possession spell.
Poof! There goes the ward...and here
comes a dragon. A mean, nasty, rotten,
cruel, and very, very evil dragon. Better
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think fast, Haplo; you're about to be fried
Lo a grease spot. Better run fast, too.

So at last you get to meet the head Sar-
tan, and learn that not everything is the
way Xar thought it was. Maybe it’s time
Xar and Samah had a meeting. Only the
dragon just flew off in your ship. This
does not improve the situation.

First you have to get that paperweight
back. Remember how it glowed when the
dragon was around? Maybe, somewhere,
you can find a little bit of evil to help with
this problem.

Then notice the rug. Pretty as a pic-
ture, isn't it? Soon enough, with a little
pushing and shoving, you’ll be on your
way back to the Nexus...where you find
Xar gone, but you do finally get your
hands on that history book (an extremely
important one, at that). You're gonna
have to go back into the labyrinth now.

Charming place, with those killer vines
around. Just the thing to help with those
vicious tigermen. While you're at it, spare
a few thoughts for that Zinger you've been
lugging around since the beginning; it
might give you some other ideas after
you've been inside the tigerman cave.

Especially since you have to rescue a

group of Patryn under attack by another
bunch of bipedal kitties. That should
help get you on your way to the Vortex
entrance. Have a heart-to-heart talk
(heh) with the nasty critter outside, And
guess, just guess, who's waiting inside for
you. Right, Mr. Nefarious Dragon. This
is a good time to call in your backup unit.

After a whizbang but inconclusive
fight, there's nothing for it but Haplo go-
ing on alone to finish the job. A hero’s
work is never done. So you might as well
move along; there isn’t much time left.

Well, you'd move along if your mirror
image wasn't in the way. Very frustrating;
almost makes you wanna kill yoursell.
Also frustrating are the tentacles beyond;

you'll need a fully operational set of

choppers to get past those.

And here you are at the island, with the
dragon doing a pretty decent imperson-
ation of Haplo. Luckily for you, in this in-
stance Haplo can prove who he is without
your assistance (this part is automatic). So
the dragon reveals his true self, and pres-
sures Xar into getting on with it.

Only Xar has a trick up his sleeve. Un-
fortunately, it's not the best trick, and the
poor guy soon has a hole in his chest. No,

you can't cheat by bringing him back as a
rombie; sorry Charlie, ah, Haplo, you
gotta do this on your own.

First is to put the three remaining
seals back in the proper order; proper
meaning keeping Mr. D ofl your back.
Go by the forms he uses and it isn’t
hard. Now comes the big moment: slid-
ing the focus over the proper rune.
Which is it? Xar knew, but you can't ask
him. I'll just say, I hope you read that
history book very carefully.

Whew! That one was a little too close
for comfort, but yet again, the world has
been saved (saved, no doubt, for some
other villain to come along and mess
things up in the future).

In the meantime, if you need help with
an adventure game, you can reach me in
the following ways:

On Delphi: Visit the GameSIG.

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

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

Until next time, happy adventuring!
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35287 Shanghoi Il WINDOWS
30492 Sidd Maio's Trilogy

28694 Sivira Award Winning Bundle

MNDOWS

1IBM €D #37533

31457 SimCity 2000 ...,

38245 SimCiry 2000 Urbcn Renowal Kit
339135 SimCity 310
31410 SimCi rrcfrmu: i L
31455 SimCity Clossic - WINDOWS
37042 SimClassie Coflection

24473 SimEarth Clasic .

26503 SimEanh Classic - WINDOWS
31454 SimFarm

25115 SimHealh

29724 Simlilo Classic

30833 Simlifn Classic - WINDOWS

32802 Simon the Sorcerer

T4ty

28440 Spuce Gueit ¥

31656 Spoce Simulatar

34764 Spocoword Hol 1l

29854 Spear of Desfiny .
34294 Spueor of Destiny: Mission 2
34295 Speur DI Du stiny: Mission 3

35723 Star Crusador . .

35940 Stor Crusodor Hh“loﬂ & Spnocln
33245 Star Reach
26704 Star Trek 25th Anniversary
31772 Star Trek: Judgment Rites
32808 Star Wars Chess

37309 SrarGate

30926 Swoer Fighter i

27188 Swike Commander . .

30608 Stike Commander Snm-.h F‘ncl
32114 Swike Commander Toctical #1
35614 Swip Poker Pro #12 Doto Disk
31886 Swip Poker Professional

35151 Sub Banla Simulater | WINDOWS 41
33331 Subwar 2050 .. ... . |
37091 Subwar 2050 Seenario pdwm el
37282 Super Sneet Figher 1| b 40
26041 Supar Tewis ... 2 9
34383 Superhera: LL‘CEIH. ol Halmu.-n . .32
33858 Sysam Shack i 47
34305 TFx: Toetical Fighter 36
35140 TacOps - WINDOWS A

17179 Tarminatar 2029 ., . 27
31422 Terminator: Rcmpage ae il

32154 The Dig - RSN 4

33332 Third Reich ....... Rt
32152 Tin Fighter . ... R 1
38234 Tia Fighter Drefenders i 21
ZCG‘DaTqruN'he Prewl |

35308 Tany loRussa Baseball 11 2.0 o -

An addictive CD-ROM stralegy gome for
Windows and Macintosh m Errn-nedicn
compulers. Includes three new tile games
plus the Clossic Shanghai game!

IBM CD/WIN #36246 ||

IBM #38291

Includes the five most popular games
ever brought lo the compuler: Chess,
Solitaire, Blackjack, Caribbean Stud
Poker and Video Poker.

IBM €D #38583

"~ enreanmenr— J erewramment |

26142 Train pot « WINDOWS . 30
37084 Transpon Tycoon - WINDOWS Ab
35452 Uboal - WINDOWS .as
F7A431 Ullima Underworkd | 23
32879 Ukima VIIl: Pogan ., 25
34434 Ulimate Domoin a2
94 20 Ultrabety 25
SSE'MUn.e val s 3%

ot 41
37678 Video Poker ., e 26
29779 Video Poler WINDOWS AF -1}
33904 WW2 A C 'nmu'u!w ST 1

2ma Construction <¢| 11: Tanks
eds |

25222 Warlards 1| Seanario Editor

32510 Wheol af Fartuna Deluxe - WINDOWS .
31643 Whan Twe \Worlds War . . . )
36785 WinVegas Valume |- WINDOWS
35784 WinVegnt Valume Il - WINDOWS
IETB7 WinVega Veluma Il - WINDOWS
34939 Wing Armada

24004 Wing mandar

31509 Wing Commander Academy 23
27287 Wing Commander | Deluxe .. .. L. 47
32006 Wing Cammander Il Speciol Opo!u‘lon\ 5!
25968 W’rrg Cammander || Speech Disk .
32106 Wing Commander Il w/Speech

25001 Wuzardr\a 6: Bane of the Cosmic

26417 Wizardey 7: Crusader Dark Savant

26475 W legry | (1/01710)

32909 Wirardey Trilog,
3427 | Well: Hunt or Bs Hunted

34509 Welfanstain 3.0

34590 Wollpack

27709 World Circult Grand Prix

33048 World Seres Poker Adventure

k over Defure
Barle Sog’n Pocific

35215 XCOM. UFO Defensa ... 36

28941 X-Wing | = 39
32034 ¥Wing: EWing Towr of Duty 21
30899 X-Wing: Imperiol Persuil . . 21
34699 Zephyr X 46
J4181 Zlg Zag - Wit DOWS .30
34367 Zomo P &

Complete on-line Catalog with over 5000
software and hardware titles.

Prodigy - Computer Express CompuServe - GO Express
Internet -info@cexpress.com  AOL - Computer Express

800-228-7449

ext.349

+Mo surcharge is added to credit card orders.
accepled
rnsl.,c'un(l; fee

please call for current offers,

to change without natice.  «Inll. orders welcome

«PO's, wire ranshors, personal and cashiers checks
+Some ilems are not returnable. Returns require authorization # and ore subject 1o 15%
+All items offered for sale are subject to availability.
lypographical errors, +Shipping and handling charges,
Al prices ere subject

=We are not responsible for

31 Union Ave., Sudbury, MA 01776
Info : 508-443-6125 Fax : 508-443-5645
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ext.349

on myriad platforms, or as a Lv. subsli-
tute! Includes high-fidelity stereo
headphones, and twin LCDs.

AVIOAYIH JA XXVWHIFAD

Bring true virtual reality home! Functions §i

The most inlense arcade fighhng gome
averl reulurmg four new warriors:
Cammy, Fei long, Dee Jay, and Thunder
Hawk.

11 ¥31HOI4 13341S ¥3dNS

Il STILLYE TVAVN LVIO

Gelall rhe aclion and all rhe major
American and Japanese ships and
aircraft from WWII's Pacific Theater.

Create batlles or modify exisling ones.

avioNITVLS

The second in the World al War series,
Highlights the epic campaign that ended
the German tide of viclory in Russia.

IBM CD #38602 j

The add-on upgrade board that easily
altaches to most popular sound cards.
Instantly access prolessional CD-quality
synthesized sounds.

Get sel for revolulionary new concept in
compuler enterfoinment! Klik & Play lets
you design and create your own
software games right on your desklop!

33683 10Year Anthology Classies ..o .... .., . .42
32903 1 1th Howr .. .5
36593 1830; Railroods & Rohhw ﬂoru oo | |
34888 5 Fool 10 Pok Volumel ........... 27
35491 5 Foot 10 Pok Valumell . . . . 9
38127 5th Fleet AR .38
29037 7th Guest 50
32855 ADED Dark Sun: Shatered Lands Ay
35878 ADAD Dark Sun: Wake Rmngm 49
32925 ADAD Dungoan Hack PR .
34141 ADAD Gen Lutsn f ...38
16 a¢
Steahdds Posses .49

38162 Ahselute M~,m R T
346009 Absolute Zera Y Ja
3525-1)\rmnhhrnnep S k1
34717 Acosoltho Pacific . .. ...............38
34719 Acos over Europe ., 42
36729 Across the Rhine: 1944 b
38164 Advanced Civilization - 35
Guardian of the Fleet . . . . ]

favos Contrallyr ,........ vaseid®

35157 A Warrior Il 2 H]
35804 Alien logogy ... i A4
34744 Alion Legic: Jorune s 38

38505 All Americen College Foorball I 3 RPORP = - |
35527 AllStor Sports Collaction 5t

37074 Alone in the Dark Il
346911 Asc of Doom
375964 Arenn Elder 5'.rc"|
34369.& mored "

]a 03'? .&w‘urd Winning Wull Gamﬂ R
37199 Batle Chess Compilalion

372035 Bantle Crviser JO00AD . ... ... ... 3

36042 Batle lle 2200 ey a2
34422 Botrayal ot Krondor S Eaaah 24
34438 BicForge Interoctive Movie 43
38397 Blackbeord Pt 34
38209 Blockthome o s kU]
37597 Blake Stone: Planet Shile s .30
35593 Blood Bowl ... wininm sin mee be A
36939 Blown Away R vy
37206 Bobbie Fischor Twchn Chn:s SR 1 |
38414 Braindesd 13 | . R | ]
35948 Bureouw 13 .., . ]
37517 Cedillocs & Dinosours . . . i 51
37200 Coesor's Woeld of Gambling .
32963 Compaign . as
34279 Cannon Fodder .., . . 21
36627 Caortoon History of Univera . . . i 30
36781 Cosing Master w/kit .. ..oooooouo. .28
35442 Colobeity Poker ... i R .30

3419 Central Intelligence s mminin 3 KA

35420 ChessMater 4000 Twbo
38451 ClackWaorx

38548 Club Cyberlesque

38016 Colonization: Sid Meier's
33497 Comanche & Mission Disk #1
37533 Commander Blood | |
33909 Companions of Xanih

37357 Complete Bashelball MPC 1.0
35658 Conidor 7 5. .. ..

34659 Cuwl.‘uyCuum Ty
38483 Croate Your Own Games
346884 Cruature Shock ... ..
35100 Crime Patrol

35224 Crimw Patrel 2; Drug 'Nuu
33768 Cyberjudos & i ¥ai
35736 CyborSpote . ..viveriiniaiiniiias.
36477 Cybaria

37701 Cyborwar . . 45
36043 Cyclomonia . . ........... .. L34
36279 Cyelanes . .. 42
34973 D Day Cpcta!.cn Ovarlard 30
33225 Doemensgata

36302 Dark Forcos

34163 Dask Legions

35738 Dawn Patral A
J0BB0 Day of the Tontacke .
36044 Doathgate

38453 Delta ¥

38296 Dosort Shike

A7 48 Ducworkd

16320 Doom 1i: Hall an Earth 45
36791 Doom Il Hinthook 1"
31564 Dracula Unlaashed 2 o...48
37020 Dragon Lare: Chaplor | A
31493 Deagon's Leir ., . i, a0
35231 Dragon's Lai I: Time wm O
33540 DrogonSphare . e vidaases ool
38217 DreamWeb 33
37702 Dungean Maiter 2 s .35
34945 ESPN Baseboll Tonight vaivnihd
35808 ESPN: Lof's Ploy Baseboll .. 26
35807 ESPN: Lot's Play Soccer = : .29
35812 ESPM: Lot's Play Teanis . . _............. 29
34749 Fentatica PR T |
34525 Eight Ball Deluxe Pinboll . . 30
35381 Empire Deluxe Maters Ediion 26
38141 Entodtainment Collection . . 16
31115 Eric the Unready 34
37985 Evasive Action fl-ghr Sim MPC 4.0 27
31429 F.15 Stk Eogletn .. ... ...... Ab
36731 FIFA Wternational Soecer ..., ......, ., 36
34740 Folean Gald . . AR s i e R
35944 Family Foud . y O .
34293 Fantasy Fost ...38

1BM #37282 |

CD ENTERTAINMENT

1BM CD #38629

313ﬁ 77 lunlaw FMILIDII\ 5 A .50
Fighte 7

3{;9 18 Flu;h TraFI-: a . 35
35714 Fleot Defender F14 48
363591 Flight Commandar i 39
36699 Flight Shop 5.0 37
36696 Flight Sim: Furope #1 5.0 26
37980 Flight Sim: Japan Scenery 5.0 ... 28
36692 Flight Sim: los Yegas 50 ... ..., _,....3
36694 Flight Sim* Porflond 5.0 e i |
5 ! =3

34429 Flight Unhim ted " a9
38444 Fhying Aces 49
A5770 Fattress of Dr, Radiob .34
35323 Freddy Phorkos : .30
37328 Front Lines P Al
35312 Front Page Sports: Bassbell ..\, .10, 45
35315 Front Page Sporh: Foolball 95 ., .., 45
36392 Full Throtle .. ... .ovvuniinnen a7
32704 Gebriel Knight X .42
IB198 4 45
38104 Gome d i 21
37986 Gome Pock Il | - . e d?
34840 Gerysburg i Caalii e i09
38105 Ghosts ... -1 . 2%
5?9! 7Go Dlgnul S i 15
3 b CALL
30 74 G!uﬂd\'\mlc! Champianship Chess 35
35618 Grondeyt Fleet Pk |
33701 Great Maval Borles i .38
383524 Grey Borth Atlamic i 26
J1434 Gunship 2000 w/Scenatio . . . .38
34149 Hond of Fote ....38
38077 HardBoll Il The Colloction ... . 19
36998 HordBoll |V 32
336%6 Horpoon Classic . 9
21557 Harpoon | ’ 41
33905 Harvester - 44
32458 Hell Cab 50
35946 Hell: A Cyberpunk Thiillar . A5
17695 Harotic CAlL
36246 High Seos Trader ..., ... .. Al
34421 Horde By .33
37003 lce Hockey ) 28
33326 Inca ll 3o
Ll

35346 Incredible Machine 2 . .. a2
35350 Incredible Toans .. 30
31351 Indiana Fate of Adantis . 40
35721 Inferno . 37
34759 Inherit tha Eardy 34
37982 Inside the NCAA - Baskeiball . 32
33865 lon Assaul 3 A4

Pama 1

IBM CD/WIN #38231 !

CD ENTERTAINMENT

J1162 lron Helix ¢ . ' .55
A7704 shar 3: 7 Gates of Infinity s P
37485 lile of the Deod . . 32
A 37
19
k£ Fy 95!unm|l i " # o 26
37204 Ju! Fighter | . 7 A D a6
38600 Jowels of the Grace ., ........... A5
36297 lourneyman Project: Tuthal . . a0
36852 Kasporov's Gambit 40
34702 King's Quest Anthalagy . 53
308P2 ¥ Gmn \fl a2
37202 ngdam oF !hu Far Reachas . a7
38231 Klik n' Play a8
35209 Knights ol Xe 19
32591 Labsyrinth of Time 25
32526 lands of Lare . 42
33294 lownmawer Man : Siaiady
36831 legand of Kr dia il . . 39
35328 Leisure Suit Larry Anthology i 49
32792 Leisure Suit Lasry V1 5 42
36741 lemmings Cheonicles .. ..., 36
37754 Links IBEPYO 4 oqunsrannnsnssaiivysrdl
77070 oo iy a0 29
34457 Live Action Foatbol! ; ’ 2
37291 loadstar . . ‘ il 51
5322 lode Runnrer i J8
31348 Loed of the Rings < e
35711 Londs of Mid, 48
37327 loeds ol’ru.-koaln a2 i 39
38737 last Edon i L1
36056 Lost Filos of Sherlock ||vhnm i 32
28012 Lot Treaswres Infocom - 34
31815 Lost in Time . AT 1%
3703 MPEG - Drogon’ 40
35343 papl A
73 M ]
38291 M 4
AS219 M 34
IE77 W 20
36853 Mo a3
379246 Mo 44
a5
27
a8
48
kv
AR g
34855 Matahech. Earlh Siege fiawealh 45
34010 Microsolt Basebell ... .00 o 41
31459 Microtah Golf APl 43
34741 Mig29 Gald .. ‘ R 50
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“A Final Unity"

A Star Trek experience like none beforel
Assume command of this official inspec-
tion tour ond investigate the Storship
Enterprise NCC-1701.D.

AtTivistion

CLASsSICs ‘

-fion games in one: Kaboom!, ‘
Pitfalll, River Roid, Boxing, Chopper
Command, Cosmic Commuter,
Crackpots, Fishing Derby and more.

IBM €D #34568

IBM CD #38582

T ¥31SYW NO3IONNa

The Master of Dungeon games returns!
Command a parly of warriors rhlough
the most realistic role-playing world ever
created

Bring 25 movies 1o the “Silver Screen”|
Buy original seripts and bestsellers,
develop ideas, moke sequels, make or
break careers, and mare.

IBM CD #37702 IBM WIN #27109

— =

At

IBM 25

Odd IO dIdlS

Gllder 4.0

0'v 33dno

Enhanced, sophisticaled software gives
you ample incentive 1o siretch your poker
skills to the limitl Features high reselution
and Crystal, Clear Graphics,

1BM CD #38635]

Pilol o paper airplane through hundreds
of rooms of a mansion withoul crashing
inte furniture or other hozerds. Obsticals
incude: balloons, hellicopters and more.

OOITUT R B Lt L B

e |

JIVOHLVId

R

Cast eldriich spells Erom Ihe tomes of
Power. Wield lantaslic weapons in your
quest lo dcsirny the undead and bestial
horrors that slaughtered your race

A dragon ship piloted by magic...a
deserted shining city...mystical lands of
elves, dwarves and dead sorcerers-these
;{![lll”l:'a Glld mare.

IBM WIN #36461

1IBM CD #37695 IBM CD #36044§ |

wdicape Sparty Pack :
37983 Mindscapa Winter Sparty 27
36049 Mussion Critical '95 32
Complete Woite 54

lind Doty . . 39

35864 Mo World Oider e . e
35722 Moctiopolis ... .00 0y erren 7
346482 Movasarm |, , sow 0

24317 Omar Sharifon i!r-:‘g" Delwwe2 ....,....40
36364 Operation Bedy Count vevidS
38593 Operation Crusader e venddl
38292 Operation Eurapa T . 34
38014 Oricn Conpiracy . 38

36280 PGA Tow Golf 484 a7
04549 Poc In Time 28
o Air Wor: 1742 At

34005 Phonkosmagoria A9
35005 Pinball Arcade 30
'c.r 73 i

36329 RELENTLESS, Teinsert ;ndu."..“,
34609 Raidan
36385 Ro:

35449 Reluta 1o RingWorkd
346917 Rirw ol the Rebaty
36937 Rive of the Trind
38447 Rocket

38420 Ro :
38123 Foyal Fluh
11497 SJN?! Sea \Mu”
35591 Sabro Team

CD ENTERTAINMENT

32153 Sam & Max Hit tha Road 39
35943 Saturday Might Live 45
30708 Scrabble Delusa 20
35150 Seawarthy ... .oooiiii A § |
28210 Srern:upansI.uflwnifn ceas 21
28717 Socret of Mankey liland A R
0

v

a7

58

A7

37

an

a3

30

34

8

5 37

34693 Space Guet Anthalegy ... ... .50
25688 Spoce Quest IV ., e
A7287 Spaceship Warlock | . v edb
34284 Spear of Destiny Super COPak 45

25th Enhanced
‘Nn?l Star Trok: Calloctiblos Guide
34343 Star Trek: DEM - The Hunt .
37193 Star .‘uL- Jud

Trn

36 HQ]

-nr\\r"‘;\

38
16
P |1
5018 Terminator: Rampagn ....29
ld Compilation 33

35307 Tony LaRussa Basabedl | 2.0 —_—
8656 Top Gun 38
346494 Top Ton Pack e B2

Twin
dao a7

1/ 1 Db 32

37538 U.5.5. Ticonderogo 1] .
36278 US Mavy Fighte -
27564 Ulima |- VI L]
30925 Ulkma Underward | & 1| 1
15414 Ulima Yl Pagan w/ Specch . P
35421 Ulimote Camain a2

KEKER] } CO\.-'.

Complete on-line Catalog with over 5000
software and hardware titles.

Prodigy - Computer Express CompuServe - GO Express
Inlernel -info@cexpress.com  AOL - Computer Express

800-228-7449

ext.349

restocking fee,

10 change withou! nolice

Mo surcharge is added to credit card arders.  «PO's,

accepled. »Some items ore not returnable. Returns re

= All items offered for scle are subje

ographical errors. = Shipping unulunJIde\uugea

f se call for current offers. — + All prices are subject
«Intl. orders welecome

31 Union Ave., Sudbury, MA 01776
Info : 508-443-6125 Fax ! 508-443-5645

wite transfers, personal and cashiers checks
on # and are subject 1o 15%
pensible for

«'Wa are not rey
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800-228-7449

ext.349

AWYOHVM Jdnd FHL

Death from Above, Volume |, Involves
eight different airborne operations!
Embodies the actual units, Iundlnq sites,
and company,/battalion mnkr‘ ‘up.

1DI/M ¥IISYW ONISVD

d3DIEANOIS

Immerse your self in on epic quest lo sove
the universe from the powers of evil.
Prow| through an ancient fortress and
subterranean realms.

Start your engines! Drive 700 horse-
power monslers against top NASCAR
drivers, on 9 different cccumlely
modeled NASCAR-sanctioned tracks.

IBM CD #36893 ll

A powerful new version of Casino
Master. Includes Blackjock, Craps,
Roulette, Video Poker, Baccarat, Pai
Gow Poker, Slots, Keno, and Red Dog.

The citizens of Hudson City need heroes
like you to save them from the thieves,
killers, and vicelords who are terrorizing
the community.

IBM #35573

mﬁ:n uawal

IBM #38601

IBM CD #35818

[T E——————ry—

Tr},-I your hand and beat the house at
Strip Poker. Eight German Frualein fry to
keep their clothes on. Uncever this CD.

IBM CD #38609

33779 Thewsimaster FCS
oz?lhull-'r.metics‘
Tha

3"115(} II!h Hour CD
G P
3_ i1 Abschute 200 CD i .38
33864 Alane in the Dark . venna 33
36912 Are of Doom CD . I FE
36789 Cosing Master w/Kil CD venea 2R
29214 Civihization . vaudd
38569 Clul ;\.\.bm ls'quD 19
33084 Crynial C i AP | ]
34027 Dutroll . . ., ., - e 1|
33702 Dragen's Lair CD ad bkl e ke 40
37227 Dungeon Master 2 . - L |
33534 Empire Deluxe . . . i N . |
346590 Flight Commandet Ii 4l
k| co Al
38522 Go Digital Volume | CD TR
35698 Horpoon Classie CD ... .. 29
25497 Harpean |l X 41
35351 Incredible Toans 34
waith Alow Trebeck 25
36298 Journeyman Prajoct Turka CD .. 40

37022 King's Guest VILCD .49

34174 Pelico Quest IV
35289 Papulous I

35135 Prince of Parsia Il
381100 Gato CO
34883 O Glary IV

34581 Robal Assoul CD

34935 Shadaws of Coln CO
32616 SimCity 2000 !
2000 Urban Renewal Kit ey ok

38294
33918 ¥ 2000: Geoot Disasters 15
35754 SimTower S
35755 SimTawn CD ; R
22090 Solitaiee Ankics ... ... .18
38594 Stalingrad CO cowill

34830 Star Trek: 25th Enhanced C0 —

1 Star Teek: TH ch Manuel CD . 4

5159 TacOps : ven 42
33912 tfoat i £4:435
38174 Virtual Vogas Volume | €O A%
37195 Vayeur CD 44
368480 Wanderlus CD k)
38234 Warlarda ll v
37192 Wallenstein 3.0 a5

359?3 Aher Dark 3.0 WiN

r Dark MPC 3.0 CO
3603? ﬂoam & Butthead Sereen Saver CO 23
37767 Cookwarks: On tha Menu 1.0CD a9
330036 Creative Writer WIN 43
33549 Design Your Own Llandicops WIN 35
17177 Dr. T's Sing-Adong Kids €D 26
38174 EasyKays CD 26
36855 Encarta MPC Encyclopedin *95 CD R
35749 Gilt Maker WIN 1
37775 Internat Mambership Kit 1 Q WINDOWS 39

35615 lion King Prin
35281 MEDOS U
37662 Manng oy ‘?5 20WiN .33
33528 Maya Clinic Family Heabh €DV, ..., .. .33

H A= v b 9 e &
F A5 T FAX 0011 508-443-5

37035 Asra Mouse
37034 Aero Pen

37036 AeraDual 30 [Mouse and Per) , ........ .1 11;
38163 CyberMans , . ey WA Y
32883 Cybermen 30 Controller ., , PR &
29442 FX2000 Pulol Grip it 28
33224 Flight Stand e N 4
16439 F Stick ie ool
31-11.7F||u||r5| ckPro-IBM . ..., -1
27914 Flight Stick Pro-MAC ., ..., R |
31148 GForce Flight Yoke . ... .. L....53
37753 Gume Zoppar $ ¥}
24017 GameCard Il Aytomatic | . 26
24018 GomeCord Il MCA Automatic P}
38124 GameGun |, SR ¥ |
33855 Gameport 2000 Up o SUMHz A 26

s e ER
il

CompuServe 170007, IS4THN LM drdntd Fdue,

it

34886 Mayo Clinic Phormasin €D . PR ||
38207 MetCruizer Plus 26
34999 Piuno Course | w/ Midi Cabla veai?)
34030 Prim Shop Deluse Wil 55
31527 Pubslivher 2.0 WIN as
36843 Culcken 4,0 CD Loo42
36BAD Cuicken 4.0 Wi : oo d2
36838 Quicken 8BODOS ... ... A2
36841 Quicken Daluxe 4.0 CD .57
34017 5AT | Studyware CO 34
32940 5AT MEW Personal qu iner 2.0 4

26
L} 30
34 170 Star Wars Screan Saver WINDOWS a0
21493 WinFox Pro 4.0 WINDOWS 8O
358647 Windows 95 4.0 145

wi 95 Upgrade 4.0
34081 Windows Upgrade 3.11

o] s B0 LI £ b o THIBAREL KA

33292 Genovation Porallel Gome Port ‘e 0
29404 Grovis Anolog Pro Joyihick P
JBOBT Growis Combal Po: A0
28384 Graws Elim 20
27815 020
32174 Growi Gamepod « MAC | 30
I MAC veedd

95 Pack 25

zsnum...mhm.\.. “ontrol Syshem 103
7715 Jetitcl 25
34884 Jr.,\.m-h : 38
36582 Motural Keybeand : .. .59
35458 PC Goll Systom wos 121
35133 Phoonix Flight & Weopons Cr.l 103
34874 Pro Pedols -}
38970 Stop Cin it Keyboo 79

30828 Thiustmaster ACK

|- MAC 1o
&

1z
1

101

3 11

337807 .r-:alm:\'ur\-‘\t - MAC &1
31258 Thrustmaster WCS Markil « 158 o1

JB462 Virwal Pilat Pra
29434 Virnal Pilat Yoko
36656 Win
36455 Wingm

38337 Wirelass Bandit
37037 K-Cabls Fxtonsions
33052 ¥-Cable for 2 Joystichs

MODEMS/FAXES

31921 ACE 14,4 INT 5/R Fox W/ Voice " 208

o A
38278 Cordinol NVP"EBI ?8 BINT Fax/Madem
38280 Cordinal MVP2BBXF 28.8EXT Fax/Modem
38281 Cordinol MVP28.8 CC PCMCIA F/M

33712 Conn
37974 Conn n Fro 10
37601 Cowier D3 14
37602 Cowier D5 28, B i(,J\r"I.r‘\ Fim

36433 leliur\fid I:XI 20.8 5/R Fax/Mao
3634 Courl
31908 Pro

n 14,4 Int, Fox/Modem

37837 Practical PM2BOMT \’ 34 EXT Fax/Madem 215

362064 Scou 28.8 VFCi VEas F/m il
36266 Scour 28.8 VFCi VF 129
27993 Spon 14.4 EXT 1
29176 Sporstor 14.4 EXT 1w
28367 Sponster 14.4 IMT Fax/Madem i
37599 Sponster 14.4 PCWCIA F/M 1684
3?.153 Sportser 28, aVJ-lUUFnl”Mmr‘n 247
3 Spumw 28.8v.3 260
3 i WCIA 55

34802 Sl.pru"‘prus 14,41 INT Fax/Madem 78

aznz SupriannMo(lrm 14.4 EXT MACINTOSH . 178
ZbDJB vmemMourm 144 EXTV.A2M5
A, 1

8.8 v.34EXT
rm 28.8 v 34EXT MAC
38529 SuprofaxMedem 28 8 v 34INT 162
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The 3-D morphing capabilities once only
available to major movie sludios are
now available for your PC| Creale
animated magic in 3 dimensions. |

3
:a
2
|0

In the year 2055, you're a rock super-
star, batiling for survival in Virtuoso, o
world where you'll blast Cyborgs and
encounter the living dead.

IBM €D #37123 |

1IBM CD #38661

-
£
3
Z
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BLE PLAYING

Earth’s on the brink of e
and Redmond Institule’s Alpha Team is
sent o investigate. Now, they're missing,
and it's up 1o you 1o find them.

Enler o complex world of fantastic
locations and rich characlers. Incredible
depth and record keeping is only

keystrokes away.
1BM #37081

3lva anNng

Experience all the angs! of a first date.
Sandi’s the object of your affection, and
to win her, you must choose the right

rESpOnses. |

|
IBM CD #36755 ||

The Cyberworld has never been so reall
In this seque! to the bestselling smash hit,
you can soar above the action in your
advanced, transforming cybercra};_

IBM €D #34605
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The chess game with all you've ever
dreamed of-and more! Fealures include
an incredible number of options, an
unlimited number of pIaying levels.

“IBM CD #38592

The most realistic controls for all of
teday’s driving simulators| A fully
funclional sleering wheel, brake and gas
pedals, a sturdy shilt lever, and more.
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by Charles Ardai

OR THOSE CONNOISSEURS OF STRIP
TEASE WHO PREFER THE TEASE TO
THE STRIP, INTERPLAY'S NEW CD-
ROM edition ol that hoary CD-1
chestnut, VovEUR, should be a
source of endless delight. Women are for-
ever unfastening their bra straps in this
game, or opening their towels while con-
veniently facing away [rom the camera, or
walking around in unbuttoned vests that
don’t quite reveal what you think they're
going to, or leaning toward each other

for leshian kisses m

that somehow nev-
er get completed. | Price: No SRP,

Men have it worse | CD-ROM

in some ways: they ?Ste‘"‘ e

ret led around in CQUIEMEN e

i;:)[nlrilge collars eMcompatiole
= ' 386-40 or

handcuffed to bed- better, 1 MB

posts, and violent- | RAM, VGA

ly groped by their = graphics, CD-

ROM; supports

sisters. No one ac- ; i
Gravis, PAS,

tually manages to
have sex, though;
all they do is go
around interrupt-
ing cach other.

No wonder that
after several hours
of this someone
ends up murdered.

Based on the sort of story idea that
ever since Jimmy Stewart took up his tele-
photo lens has been called a “Rear Win-
dow” story, VOYEUR posits a would-be
Presidential candidate played by TV vet-
eran Robert Culp ("I Spy,” “The Greatest
American Hero”) who retires to his man-
sion over the weckend before he is 10 an-

cards.
Protection: None

Publisher: Interplay
Irvine, CA
(714) 553-6678

REVIEW 1

Here's Pee
At You, Kid

VOYEUR: Interplay’s Game of Peeping Tom Thrills

Sound Blaster and Turtle Beach sound

Designers: Kerry Garrison, Kimo Yoshida

ng |

nounce his bid for the Oval Office to
spend time in consultation with his loving
family. Ah, but what a family! As one

member succinetly puts it alter a day of

ever-increasing tensions, “This family is
completely nuts.”

The Carringtons and the Ewings have
nothing on the Hawkes. Reed Hawke is
the boozy, lascivious, underhanded Man
Who Would Be King; he’s got a thing go-
ing with his sister, Margaret, and a differ-
ent sort of thing going with her daughter,
Chloe. Meanwhile,
he’s stolen his son
Zack’s plans for a
missile defense sys-
tem and claimed
them as his own,
which has led Zack
to be inattentive to
his wilfe, Laura.
This frees Laura up
to fall prey to the
predatory amorous
attentions of Chloe,
a turn of cvents
that should sur-
prise no one since
Chloe rides a
Harley, and in soap
opera-land, les-
bians a) are predatory, b) are the product
of childhood molestation by their uncles,
and ¢) ride Harleys.

Oh, but that's not all. While Zack taps
away at his computer keyboard, [uming
(“It’s my idea...he comes and steals it
from me...everyone thinks he's a hero,
and it’s a lie...I'm not going to let him get
away with it...”), his sister, Jessica, is going
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toe-to-toe with her conservative papa, try-
ing to get him to commit to the environ-
mental causes that are dear to her heart.
Meanwhile, the sinister boyfriend she's
brought back with her [rom Japan, Masa,
is sharpening a samurai knile and doing
his best to conceal a shady past; at least
that's what he’s doing when he is not tak-
ing time out to oil up Chloe's back when
she teasingly unfastens her bra straps for
him. (This is soap opera-land, remember.
All Japanese boylviends are named Masa
and have a shady samurai-ninja past to
conceal, and all lesbian sisters-in-law live
to torment men by parading past them
with unfastened bra straps.)

But that's still not all. There's a Chicl
of Security in this house, male, and a
Chiel of Stall, female, and she's a secret
dominatrix and he’s a secret masochist
and when she’s not dragging him around
on a leash or feeding him dog biscuits
they're noisily rolling around on the floor

Just out ol our sight and howling like

wolves, Meanwhile, we learn that some
years back Margaret and Reed collaborat-
ed on the murder of their father, the
dears. Later, Reed makes a pass at his
son’s wife, Elsewhere in the house, mat-
ters are heating up between Chloe and
Laura. (*I thought leather would be
rough,” says the neglected wife in the red
leather mini-dress, “Only when you want
it to be,” says the Harley-riding lesbian.)
And all the while, behind another win-
dow, there’s the inscrutable Masa, sharp-
ening, sharpening,

A ROOM WITH A VIEW
Where are you in all this merry cliché-



Our new game is all in your head.

You're playing the most amazing game ever genres like arcade and strategy—even racing simulators.

created. You're moving unheard-of characters Or start from scratch. Now point, click, and customize—

through your living room. You're riveted to the it's that easy. With hundreds of backgrounds, anima-

7 tions, sound effects and charac-

. . - < wik&PlayDemg,

booming sound.There's just one thing: A 4 K on Cqmgusle'f\ie'é__éo,
o  “gambpub” & select Maxi |

This new game is all in your head. \On AOL:enter keyword | boggling. And because your creations

But spare the aspirin: There's a revolutiona = ~_ _ ) work as stand-alone games, you can give
p ry = | g

ters, the possibilities are mind

new program that turns your head games into real  them out to friends—and watch their heads spin.

g lﬂ[ﬂ'&ﬁbp games, It's called Klik & Play. Start So open your mind to Klik & Play. And see what a
{7 ;';" @ with a set of ready-made games in heady experience making your own games can be,
! il E
i

“_ The Revolutionary Instant Game Creator.

Available for Windaws™ and Windows CD,© 1994 Europress Software and Francols Lionet/Yves Lamourex. All rights reserved. Klik & Play is a trademark of Europress
Software, Maxls Is a registered trademark of Sim-Business. For product, erdenng or demao information, contact your Iacal retailer or call 1-800-33-MAXIS.
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mongering? Watch-
ing through the
eyepiece ol a tripod-
mounted video cam-
era set up in the
window of a building
across the street,
Your job is to scan
the camera lens
across the facade of
Hawke Mansion,
poking at the build-
ing's dozen opaque
windows and waiting
for them to turn into
hotspots. If an eye
appears when you
pass the cursor over
a window, it means a video scene is go-
ing on behind the glass. I['an car ap-
pears, it means that the shutters will
stay closed, but you can listen in on a
conversation. (That must be a hell ol a
video camera you've got.) Il a magnily-
ing glass icon appears, it means that
you can zoom in on a still photo of the
room in question to look at any inter-
esting objects it contains.

If no icon appears, it means there is
nothing for you to see or hear, so you
scan onward, darting lrom window to
window in the hopes of being at the
right one at the right time to get in on a
Juicy bit of business. This is how you
spend most of your time: weaving back
and forth across the screen, covering all
the territory, trying not to miss any-
thing. At this you are guaranteed to fail,
since scenes are usually playing out in
two or more windows at the same time,
with other windows offering you the
chance to look at clues or listen to au-
dio, and you can’t peek in at one with-
out missing the others. As a result,

NOT-SO-PRIVATE MOMENTS Reed Hawke's Chief of Security and Chief of
Staff are caught with their inhibitions around their ankles.

.*‘

prrew, L &
'y i

EAGLE-EYE ON HAWKE Reed Hawke (center) is the subject of your
voyeuristic video documentary. You must capture a Kodak Moment that
will put the kibosh on his presidential aspirations.

VOvEUR is one ol the rare games that
has real replay potential—though, in
[airness, there are only so many scenes,
and even the second
time you play you
see a lot that you've
seen belore.

Replay value is
heightened il you
devote some of your
precious  viewing
time to the rooms
marked with a mag-
nilying glass icon,
since while you're
doing this you'll miss
all the video scenes
going on elsewhere
during that session.
(The game is divid-
ed into about a
dozen three-minute
“sessions” representing different times
during the weekend, such as "4PM Sat-
urday” or “10AM Sunday.” During any
given session, you only have time 1o
watch one long
video clip or maybe

you prefer, you can
spend the time pok-
ing around in
Chloe's bedroom,
looking at her teddy
bear.)

Why would anyone
choose to spend time
looking painstaking-
ly at clues, or lor that
matter listening to
portentous phone
conversations, while
bra straps may be
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two short ones; if

unlastening in the room next door? No
reason, really; it's just a half-hearted at-
tempt on the part of the designers o
add a bit of gameplay to what would oth-
erwise be merely a multi-threaded sOap
opera. The gaming concept is that il you
can ligure out who is about to be mur-
dered belore it happens, you can send
that person your videotape to warn her
(or him); if you don’t do this, when the
weekend ends you can still mail your
videotape to the press in the hopes of
scuttling Reed Hawke's chances of win-
ning the Presidency.

Most people will do neither, T suspect.
The fun of VOYEUR is not in the silly
whodunit guessing game but in the
video scenes themselves, in having o
choose between watching one scene and
watching another and in secing how all
the scenes fit together onee you've

VIEW HAWKE MAHOR

THE PEEPER'S COMMAND POST You carry out your secret surveillance
from this apartment, armed with video camera, TV, and a FedEx package
addressed to the media.

plaved the game several times. The [irst
time you see Chloe confront Reed about
abusing her, yon may not know that she
is wearing a wire w record his admission
ol guilt; the next time you play, you
might catch the scene where she puts
the wire on (in her cleavage, naturally),
and then it all makes more sense, The
first time Zack arrives at the house, you
might watch him using the intercom
downstairs to communicate with Frank,
the Chiel of Security. The next time,
you might listen to the same event from
Frank’s point of view and discover the
unnatural pleasures he enjoys in his
room while sounding so grave and pro-
fessional over the intercom.

All this admittedly is fun, in a naughty,
guilty-pleasure sort of way. Culp is a
areat old ham with a mannered, sarcastic
delivery that works perfectly for the char-



¢ /2 You can hear yourbreath, %, Fis"
“your boots pounding on metal stairs. * |

": {Theres onlyonewayout. <7 4

g 0morefeel 5l . W
e almost there when suddenty s,

& fromoutof nowhere . PR
 San8-foot-tall green alien drops down’ 8
“ane Tunges at you with a spea, leaving you <"
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- mention the superior processing speed - *
- of a Power Macintosh.

For vastly superior game play, arm yourself with a Power : In fact, games for Power Macintosh are like nothing on
Macintosh” computer. It offers better graphics, smoother 3 this planet. But see for yourself. Call 800-538-9696, and
animation” and, in some cases, the chance to meet : we'll be happy to tell you where you can get into a
those from cultures intriguingly unlike your own. .- #ZZ##E22%2 N game. But not, alas, how to get out of it.

Power Macintosh Apple &
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THAT'S SOME ZOOM! With your amazing hi-tech video camera, you can zoom-in on various items in a

room, and even turn the pages of a book by remote!

acter he is playing. Grace Zabriskic has
the sister role, which calls for her to
plunge her hand inside Culp’s robe and
down his shorts, an act which—what the
hell, it’s a paycheck—she accomplishes
with a minimum ol apparent distaste.
The other actors and actresses would pass
muster on daytime’s linest shows; they

'Virtual Reality

Virtual Vanessa is computer generated

_Real Reality

sputter and pace and look beautiful when
they're angry, just like good little soap
opera stars should. I'm a little disappoint-
ed in mysell that I've reached the point
where actors in a computer game merely
have to be as good as soap opera actors to
satisfy me, but when youn think about all
the games that aspire to be much more

Girlfricnd Maria™ is the real thing

Lo talk - Mouse clicking:
|J Hey Baby! What's your sign?

| I Do you come here often?

J Don’t I know you?

l I_I Aren’t you a famous model?

Virtual Dialog |

How most computer games want you

Real Dialog

How real people (and Girlfriends) talk:

D: Hello Maria! How are you?
M: Great, Dave! How are you today?
D: I'm really depressed. [
M: I'm sorry to hear that. Why?

D: Harold is such a jerk.

M: I'm sorry your boss is a jerk. What
can I do to make you feel better?

D: You could kiss me.

M: I just love kissing. Mmmm!

D: [ feel better already! Now, let’s...

When you’r you’re ready to experience something better than goofy
virtual reahty, just let us know. (800)324-AIVR -

4 Girlfriend™

artificial intelligence games on disk or CD-ROM to pick
from, rated G thru Adult. Step up [rom animations - get the real thing!

iV

Corporation

709 Lingco #106, Dept CG502, Richardson, TX 75081 USA {214)235-4999
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than soap operas and cast actors who are

Just awful, you can’t help but appreciate a

game like this one that has more modest
ambitions and achieves them nicely.

SEE YOU SHORTLY
As noted above, there isn’t much of a
game o VOYEUR; a bigger problem is that
there isn’t much of the stuff that isn't a
game, either. Because time keeps march-
ing along even il you don't do anything,
and because each session is so short, the
whole shebang is over in a little more
than half an hour. Just when things are
starting to get interesting, in other words,
they stop. This is a shame. When other
CD-ROM games are boasting several
hours of video and more hours on top of
that of gameplay, it's hard to think of
VOYEUR as anything other than slight.
The script is as good as a random
episode ol “Dallas,” which is to say com-
petent but about as filling as popcorn.

The visuals are blandly ordinary: noth-

ing awful, nothing great. The single most
disappointing thing about the game is
this air of averageness and timidity that
hangs around the project. Modest ambi-
tions are one thing, but for a title that
wants to sell itsell as pushing the enve-
lope to trade in nothing but convention-
al characters, conventional images, and
conventional events is a matter of imagi-
native impoverishment.

As for the rest of it, I can only shrug.
Why make a game called Vovieur and
have people in it half-undress and half-
kiss and flirt tentatively like teenagers on
a lirst date? Making a game that is a liule
bit sexy is not a way Lo please everyone—
the prude will still be offended, and the
libertine will go away unsatisfied. If you
want to make KING's Quest, make KING's
Quest. If you want to make an interactive
movie about lusty, nefarious, backstab-
bing scalawags, drop the towel, fling the
bra on the lloor, and be done with it. €

THE EDITORS SPEAK
VOYEUR

S W

RATING 2,8 25828

PROS | he interleaving of related
scenes produces an interesting tapes-
try effect that you have to play the
game several times to appreciate fully.
CONS Tapestry, shmapestry—the
game’s a hall hour soap opera spiced
mlh a little R-rated language, noth-
ing more,



&

There you are, flying through the ait
with the greatestg of easeg?vhen

the air-to-airmissile locksenyou

and starts homing in. Let it close to 4 miles.
Roll 90 degrees ino it and start laying chatt
and flares like crazy. Its still coming
Keep turning, G forces. Everything’s going black.

Tuen harder oryoute dog meat.

Youtre dogmeat.

Even a Power Macintosh

cant do everything,

Games for the Power Macintosh™ computer have better & b find out where you can take @ test run, give us a

graphics and smoother animation” Thanks to the siz- : call at 800-538-9696. Then go strap yourself into

zling processing speed of the PowerPC chip, they — the cockpit of an F/A-18, and be prepared. The

also deliver dismally timely, realistic payloads. o~ #Z2zz2% 1A -~ animation won' jump, but you may have to.
Power Macintosh
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lay with thousands of gamers on the '
Information Super Highway and lose
A yourself in the graphic adventures
and traditional games offered on the
Multi-Player Games Network.
MPG-NET gives you something you just 0 R I_ D W I D E N HE
can't find on a floppy disk...another
human mind. Whether you like fantasy
role-playing, 3D action, war simulationor =~ N Fo H M AT I 0 N
card games, MPG-NET offers games

24 hours a day, seven days a week Wlth_
players from all OVer the glohe S

= Warlords of the Apo:alypse

e i)

War Room
B L

ACCESS
THROUGH
INTERNET
FOR ONLY
$900

per hour



In December 1994, MPG-NET goes * Download files from our database « More games than you've ever seen

all graphic! No more text menus. No and read the latest in gaming news, before!
headaches trying to log on. It's never updates and stories from other MPG-NET ,

z ; J il -NET can be accessed with a local
peen easieriobening ";ZTES::&:;::E;:‘:? 'as aisting phone call from over 600 cities in the
Here's what else you'll find: y v USA and 40 nations worldwide. All you

: : : « The Persona Creation Room-lets you  need is a modem, a phone line and a
* Electronic Bulletin Boards filled generate a face to match your on-line  computer to join the fun! Call our 800

with the latest adventure reports and
discussions by gamers from all over :
the world! e Conference Rooms-have real-time
A -cnnvarsatlons'wlihpenple all uver the  MPG-NET-twenty four hours a day,

g tha seven days a week, bringing you games
that w;ll take you out of thls world!

personality! number from 9am to 8pm Eastern time
on weekdays to receive our free starter kit.

0 Eleclronie_MalI—send anﬂ rana_lua :

Persuna?r;:tlon .I?o:-m wﬁ ‘!|

Access Room i

© 1884 MPG-NET, Inc. Multi-player

Games Network and MPG-NET are

sarvice marks of MPG-NET, Inc. The

Kingdom of Drakkar is a trademark of

Drakkar Curp Emplre Bullder is a

TANTALUS  Inc.

Dpamllun Mnrkai Garden and Siar

; j Cruiser are trademarks of GDW

C \  Games, Inc. Flefquest and Warlords

N & | of the Apocalypse are trademarks of
.. the Dreamers Gulld. All other brand Your Mufﬂ.Pfayer Games Network™

The aru‘.l pruduul names are trademarks or

koot e 1-800-GET-GAME
Guild respec!tw holders. I o =
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REVIEW

Speak Of The

Devil

Take 2 Takes Gamers Into The Deepest Pit of HELL

by Charles Ardai

OO0 OFTEN THESE DAYS 1 FIND MYSELF

FEELING LIKE THE KID IN "THE EM-

PEROR'S NEW CLOTHES,” THERE'S A

crowd gathered and cheering in

the streets, oohing and ahhing
over something truly magnificent, but
when I scamper to the head of the line to
take a look at it myself, there’s nothing
there.

The main difference is that in the story
there's a real emperor and no clothes,
With too many recent multimedia games,
all you get is the clothes—there’s no em-
peror inside. With some, even the clothes
leave a good deal to be desired.

Case in point: HELL: A CYBERPUNK
THRILLER, 2 major new star-studded re-
lease from Take 2 In-

teractive Software. [[QUTUEW W0 0TI g SR

Big advertising | price: $79.95
spreads in all the | System '
computer game mag- | Requirements:

IBM compatible
386-33MHz or

azines have touted the
thing; software stores

have pyramids of it in befleri436.
S 33Mhz

their windows; readers recommended),

of this magazine saw it | 3 MB RAM,

mentioned several | 'VGA-grapliics.l i

times before its re- |+ 20 MB hard

lease; and now, final-
ly, it’s here. So, what
does it turn out to be?

People will think 1
am (rying to be cute.
I'm not. HELL is—it
must  be  said—
abysmal,

H ;1|Ii\';1\' between what used to he called
an adventure game and what is currently
called an interactive movie, HELL is a

Protection: None

| New York, NY
(212) 941-2988

drive space, CD-ROM; supports AdLib,
PAS, Roland, Sound Blaster and Sound
Master Il sound cards.

Designers: John Antinori, Laura Kampo
Publisher: Take 2 Interactive

dark-toned yarn about o renegade gov-
ernment agents on the run from their
murderous, fascist hosses. The year is
2095, the city is Washington, D.C., the
United States is uncler the rule of a group
of religious zealots, and for reasons that
no one ever bothers to explain, demons
roam the streets day and night. There is
also a place called “Hell," as erimson-
hued and sulfurous as any Sunday school
primer could paint it, to which bad peo-
ple get sent when the government does-
n't like them any more,

Rachel Braque and Gideon Eshanti are
“ARC agents” working (or the Feds, turn-
ing in underground hackers who use
technology for illegal purposes and help-
ing the govern-
ment winnow
out the faithful
from the uncde-
sirable.  One
night, a govern-
ment hit squad
(complete with
dark glasses,
big guns, and
bad aim) shows
up while
Gideon is show-
ering; in the
game’s opening
animation the
tables are
quickly turned
(a karate chop!
a laser Dblast
through a bad guy's eye!) and Gideon
and Rachel flee into the night, he flexing
his biceps, she showing hu panties, th\
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hide out with a hacker buddy (complete
with long hair and sassy cyberhippie jar-
gon) and plot a mission to find out why
their old bosses now want them dead.
The secrets they uncover will not only
blow the lid off the biggest government
conspiracy since JIFK hllll(.]\ his mistresses
into the White House but also destroy the
reign of the strangely androgynous uber-
ruler, Imperator Solene Solux, and, who
knows, maybe also cure gum disease.
Ho-hum, says 1. Double ho; triple hum.
Anyone who has read Ray Bradbury's
Fahrenheit 451 knows how I'['IltL'l a ;.,un{l
writer can do with a universe like the one
designers John Antinori and Laura Kam-
po posit here; that these two do so Titde is
uub(um&alm, That they do it in a setting
that is visually distasteful and with sound
effects that are almost literally painful 1o
listen to is the (sour) icing on the cake.
That they manage to get no better than
mediocre performances out of their
stars—Dennis Hopper as the chiefl de-
mon, Geollrey Holder as a well-connect-
ed doctor, supermodel Stephanie
Seymour as a sexy hologram, and Grace

Jones in the Jaye Davidson role as Solene

Solux—almost goes without saying.

Worst ol all, lh( writing is astonishingly
bad. Scenes drag on uulluhi). long past
the point at which any sane llhll.l!tf
would give up listening. The dialogue is
convoluted and incomprehensible; at a
certain point, you stop hearing the words
as bearers of meaning and start hearing
them just as sound, a sort of fuffy verbal
quilt that’s being knit around your head.

What could they possibly have had in
mind? My guess is that they were tying






to imitate the stream-ol-consciousness
riffs for which film-maker Quentin
Tarvantino (Reservoir Dogs, Pulp Fiction)
has won praise. But Tarantino’s act,
which consists almost entively of skating
on thin ice and gigeling as it cracks be-
neath him, is a particularly tough one 1o
follow. When
Hopper launches
into an extended,
insane rant about
his lellow demons
and the “spics”
and “dagos” they
employ, it's not
teasingly, ironical-
ly, ever-so-barely-
acceptably funny.
I1's just olfensive.

When it's not
olfensive,  the
script is simply bad. Lines like
“T'hings are comin’, man,
great things are comin’!™ and
"Don’t play games with me,
girlie!” and “This is a tyranny,
man, a government with
supreme power!” belong in a
comic book from maybe thirty
years ago. Other lines belong
nowhere at all, they are so pre-
posterously retro and written
with such a tin ear. “Everyone
in the place fancies themselves
a badass.” says one character,
“and most of them actually
are.” "Judas Priest!” Gideon
exclaims. “Judas Priest!”

Judas Priest, indeed.

TO HELL

IN A HANDEASKET

You don't have o go to the game's script
to lind something to gripe about, though.

RECOGNIZABLE FACES In the bowels of Hell are some high
profile characters, like Stephanie Seymour's heautiful,
holographic Cynna Stone, and Dennis Hopper's strange and
deadly Mr. Beautiful.

Il the gameplay
is better than the
writing, it's only
because it would
be hard to imag-
ine something
being
Even the game’s
much-talked-
about graphics
are a cisappoint-
ment.

To start with,
maosl
however lavishly
|minu-(l. contain
only a few items
or characters with which the player can
interact. The opening scene in the hack-
er's apartment is typical: it looks like it
ought to give the player lots to do since
at lirst glance it appears 1o contain lots
ol objects, but you soon discover that the
only thing vou can click on is the hacker
himsell. And once vou
do that you'll vegret it,
since it lumches the first
ol the game's many in-

waorse.

screens,

terminable yakfests. (Incidentally, it's
worth mentioning that although you oc-
casionally get some limited control over
what divection a conversation takes,
more ollen, as in this case, you don't. Ii
Just goes on and on while you sit there
looking at yvour watch.)
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Even when o screen does contain mul-
tiple objects to take or multiple charac-
ters to talk 1o, it varely contains more
than a lew of either, and there is no
depth or complexity (o your interactions
with them. Fach sereen presents its puiz-
zles 1o be solved i the most banal fash-
ion imaginable. Either you get
straightforward instructions (*1F we get
you a stll, will you tell us about Brian?”)
or you get brain teasers taken out of a
third-grade puzzle hook.

In one case, vou have to ligure out the
password 1o get into a speakeasy; even an
inexperienced gamer or one who some-
how fails to notice what the first leters of
each word on the door spell might guess
that the answer is “Sesame.” Flsewhere, a
virus-infected computer presents a jum-
bled letter puzzle, tiles on the (loor of
one room i Hern oller a musical note
sequence puzzle, and a horse racing par-
lor offers a decode-the-color-coded-rac-
ing silks puzzle. This is the legacy of Tht
SEvenTi Guest: where adventure games
used to aim lor character- and sitwation-
based puzzles, and would only include
one or two brain teasers to [l out the
disk, they are now
content to include
nothing but filler.

And  stunning
graphics, ol
course. At least
that's the idea, that
gamers are sup-
posed to be willing
to put up with
brain-dead game-

play because at least they're getting pret-
Ly pictures to look at. Unfortunately,
while the graphics here are certainly im-
pressive, in the sense that smooth full-
screen computer animation is still
something of an achievement, theyre not
much fun to look at. Sctting aside the
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CHEATING
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THE MOST ADVANCED
GAME CHEATING SOFTWARE
EVER CREATED FOR IBM AND

COMPATIBLE COMPUTERS
® THE ONLY SOFTWARE CAPABLE OF CHEATING

IN ALMOST ANY PROGRAM, INCLUDING
POPULAR EXTENDER BASED GAMES

® ENHANCED SEARCH ENGINE THAT IS CAPABLE
OF FINDING ALMOST ANYTHING IMAGINABLE

* SPEED-UP OR SLOW-DOWN GAMES FOR
OPTIMAL PLAYABILITY

® SUPPORTS SUPER VGA AND MOST POPULAR
SOUND CARDS

o CREATE PERSOMAL CHEAT FILES
® VIEW HINTS OR SOLUTIONS WITHIN GAMES

@ SAVE & LOAD MOST GAMES AT ANY POINT
DURING PLAY

® SHELL TO DOS WITHIN ANY GAME
* BUILT-IN SCREEM SAVER
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*397

Please include $10.00 shipping & handling

To order please make cheque
or meney order payable to:

Enhanced Software Design Inc.
P.O. Box 92241
2900 Warden Ave,, Scarborough, Ont.
Canada M1W 3Y9

Allow d-6 weeks for delivery, Dealer inquiries welcome
Limited shareware version thru BBS: 416 497 8337

Game Wizard is currently used
worldwide to cheat in almost
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question of whether
watching bloodied
torture  victims
writhing in torment
is your idea of a
good time (it's not
mine), the dark-red
color scheme is an-
noying, the surreal
perspectives look
badly drawn rather
than bizarre or
compelling, and the
articulated man-
nequins used for
character animation
are stiff, clumsy,
and slow,

Stephanie Seymour is a hologram and
Geollrey Holder appears on a video
screen, so they get to be represented by
actual video footage; the rest of the char-
acters have human faces superimposed
on bodies that fall somewhere between
the lurching polygon creatures of 1-Mo-
tion’s ALONE IN THE Dark and the ani-
mated torsos of Interplay's Cyneria. Who
wants to watch these lumbering things
move around the screen? CyBERIA's char-
acters are ugly but at least have a certain
grace. ALONE IN THE DARK’s are ugly but
have a stylized charm to them. HeLL's are

Just ugly.

To add insult to injury, Take 2 has
been true its name: instead of spring-
ing for enough animation to fill out
the various scenes, they used the cheap
workaround ol repeating the same
Irames ol animation again and again,
So, when hacker Scub Stevens natters
on about this and that, you have to
watch him raise his beer glass and swal-
low the same swallow of beer some-
thing like 20 times. When you talk to a
topless punkette, you watch her brush
her hair away from her bare breast and
back on top ol it, away and back, away
and back, like some kind ol obsessive-
compulsive Lady Godiva. Gideon raises
his arms and lowers them, raises and
lowers, raises and lowers. It's bad
enough that the characters look and
move like marionettes—do we have to
see cach wooden twitch repeated a
dozen times?

WHEN HELL FREEZES OVER

Apart from aesthetic concerns, there
are some more concrete warnings that
gamers deserve to have before theyv ac-
cidentally plunk down their cash on
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this dog. Although the game comes on
CD, 1t won't work unless you also in-
stall the patch files that come on a sep-
darate ﬂupp)'. Even once you've done
this, you can’t count on a bug-free
ride. Twice the game froze when |
tried to do something as innocuous as
check one of my characters’ inventory
or initiate a conversation; once it
threw me out ro DOS and rebooted my
computer.

The lirst time [ went to the horse-rac-
ing parlor, before I did anything, one of
the characters said, “Holey Moley! You
won!” and another said, “Aren’t vou the
smarty-pants, figuring out the stuff with
the silks?” Not only had I not figured out
the stuff with the silks, but now I no
longer could—the computer wouldn't let
me enter the next room, where the stull’
with the silks needed to be done. At an-
other point, although T had suceessfully
unlocked a door with a lockpick, the com-
puter wouldn't let me step through it, no
matter where on the screen I clicked. And
these are only two examples; there are
plenty more.

[f HErx had no bugs, it would still be a
pitiful game; with bugs, it's beneath con-
tempt. Though I am sure the designers
did not mean for it to, HELL amply lives
|'|]] (8] If‘\ Iame. ‘

THE EDITORS SPEAK

HELL: A CYBERPUNK THRILLER

Y s X Bad

Mg g g g

RATING o e S
S, YRS,

L

PROS The hellish graphics and ani-
mation have their moments.

€oNsS Some of the weakest game-
play and easily the weakest seript any
interactive movie has had to date.



The Imperial Navy looks unbeatable.
Their next stop is the mainland.
Nimitz’s fleet is regrouping - itching
for a fight. Their courses would soon
cross near the island of Midway.

1942 PACIFIC AIRR WAR"GOLD
the multimedia PC flight simulator
that puts you on the bridge and in
the cockpit at WWII's most decisive
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For IBM-PC & Compatibles on CD-ROM. 1-800-879-PLAY.
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REVIEW

Heretic, Meet
Your Doom!

HERETIC Adds Magic And More To id Software’s DoOOM

by Vox Dei

t would be easy to dismiss HERETIC as

Jjust another Doom game from id

Software, and one that they didn"t

even bother to create themselves, at

that. But that would be a mistake, be-
cause in turning over their 3D engine to
Raven Software, id has produced a game
that is an exemplary heir to the leg-
endary Doos name.

MOUNTED, MEAN AND UGLY You don’t know despair until you've
locked horns with D'sparil, the Serpent Rider of the Abyss.

Like DooM and Doom II, HERETIC be-
gins by placing you in the first-person
perspective of a woefully ill-equipped
hero, charged with the Schwarzeneggari-
an task of defeating evil by blasting it into
blood-soaked tatters. But this time,
vou're armed with a magic wand in the
place of the customary pistol, reflecting
the fantasy setting of Here11c. Space Ma-
rine no more, you're the last of the Sid-
he, a magic-wielding ell vowed to the
destruction of D’sparil, the apocalyptic
Serpent Rider of the Abyss. It was his
magic that incinerated the Elders of the
Sidhe, clearing the way for his demonic
creatures to devour your people. Now
you stand before his City of the Damne,

armed with an Elvenwand and the knowl-
edge that D'sparil is somewhere within,

THE GRAVE PLOT

A cohesive storyline is the first of HERETIC's
many improvements over its vaunted fore-
bears. While Doow was supposedly a sci-fi
game, its futuristic aura was never very con-
vincing due to the Dante-esque motif of the
levels and plot. HErENC is
[rom beginning to end a
fantasy game, and if you
have any doubts, there's
even a poster by BROM,
the classic fantasy artist, on
the other side of the fold-
up manual, Hard-core ac-
tion [reaks may not care
much about what the plot
is, or even if there is one,
bur it’s a good sign for the
future that action games
are starting to develop a
deeper aspect.

Of course, the first thing
you'll notice upon booting
up HERETIC is the new weapons. Although
it's not exact, there is a
general  correspon- m
dence between the old
and new armaments.
The Elvenwand re-
places the pistol, while
the Ethereal Crosshow
is functionally similar
to the double-barreled
shotgun of Doowm 11,
and will probably be
your mainstay. But the
Dragon Claw has no
equivalent, nor do the
Gauntlets of the Necromancer, which cast
a furious electrical storm that may only he

sound cards.
network)

Protection: None

Mesquite, TX
(800) ID-GAMES
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Price: $45.00, 3.5" floppy
System Requirements: |IBM
compatible 486 or better, 4 MB
RAM, VGA graphics,14 MB hard
drive space; supports most major

# of Players: 1-4 (modem and

Developers: Raven Software
Publisher: id Software

useful in close combat, but looks amazing-
ly cool, The Firemace is a magical ma-
chine gun, the Hellstall' is very much like
the plasma gun, and the Phoenix Rod is
basically a rocket launcher, although in
power-up mode it operates like a flame
thrower. You too will laugh evilly when
you finally come across one.

Power-up mode and artifacts are other
features that add a powerful new element
to the game. Except lor the Crystal Vials
that add instantly to your health, there are
14 artifacts 1o be collected and used when
you deem the moment right. Tomes of
Power dramatically increase the firepower
ol your weapons, Quartz Flasks and Mystic
Urns give health, Silver Shields and Spirit
Shields provide armor, though for one
level only, and the Shacdowsphere pro-
vides near-invisibility. Other new items are
the Chaos Device, for teleportation back
to the beginning of the level in the event
of emergency, the Time Bomb of the An-
cients, and the Morph Ovum, which wrns
your opponents into chickens. And Inhili-
con'’s Wings of Wrath let you take (light for
a spell, although you can't take them with
you to the next level.

And it's  the
Wings ol Wrath that
really let you see
how id has im-
proved upon their
3D engine in
HERETIC. Not only
can you [ly, but you
can also switch your
viewing angle
look up and du'.\ n.
It's vruly a dark ec-
stasy to be floating
silently above and behind your Death-
match opponent, waiting lor just the



right moment to unleash a hailstorm of

cthereal arrows. The Wings also come in
handy when traversing the huge canyons
and waterfalls of Herenc's beautiful and
elaborate world.

THE MONSTER MASH
Raven has done an excellent job in ereat-
ing a whole host of fantastic monsters that

wond caystal

BAUNTLETS OF THE NECROMANCER These lightning-casting mitts
pack quite a wallop at close range. The only problem is that when

you're at close range, so are they.

DRAGDN S CLAW This tr:—prunged claw fires rapid pulsating blue
bursts of energy that can whack a monster from a safe distance.

look good, sound great, die impressively,
and have an abundance of interesting and
creative attacks, Each monster is a careful-
ly-designed creation that fits very well
with the storyline and setting. And while
the first few monster types look okay, they
keep getting better and more original
throughout the entire 24 levels.

HERETICS [oot soldiers, the Gargoyles,

power it up.

are very pesky little ereatures that fly and
come in flame-throwing and non-flame-
throwing varieties. If you walk into a
room with a high ceiling, remember to
look up, because there’s probably a Gar-
goyle lurking above. Golems only attack
up close, although their Nitro version
fires a screaming, heat-seeking skull at
you. Golem philosophers have never

ETHEREAL CROSSBOW This weapon casts triple bolts of pure green
energy, and is similar in power to Doom's shotgun.

HELL STAFF Remlmscent of the, Plasma Bun in Doom, the Hell Staff
puts forth crimson death. You'll be even more impressed when you

PHOENIX ROD This golden staff is perhaps Hereric's most powerful
weapon, hut don’t fire it too closely to a target or it'll kill you.
When powered up, it becomes a ferocious flame thrower.
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FIREMACE Slmalmg big balls nf deathina rapld -fire fashiun, these
weapons are few and far between. Enhancing the Firemace with
- the Tome of Power will kill almost anything with a single shot.




worried about whether they have souls or

not, because a Golem literally gives up
the ghost when it dies. Undead Warriors
look rather like zombie Roman legion-
naires; they toss ethereal axes that arven't
very hard to avoid once you get the Sidhe
sidestep down. Sabreclaws are wicked
quick, but they only light hand-to-hand,
and you'll really appreciate the
knock-back power of the crosshow
when dealing with them. If you've
got a crossbow and can find a cor-
ner to back yoursell into, they're
no problem at all.

Weredragons breathe fire, but
they aren’t too quick, so your best
bet is to fight them in the open
where you can sidestep the flames.
Ophidians are very tough and like
to fire a delayed sccond shot, so
don't just sidestep their first attack,
or you'll be continually eating
flame. With both Weredragons and
Ophidians, be careful if you're us-
ing the Hellstaff: it's tempting to
hold down the fire button and blast
away, but you can't see their projec-
tiles coming at you if you do. Sticking with
the crossbow and the sidestep is a better
tactic for both monsters.

The Disciples of D'Sparil are the biggest
pain, and you'll quickly learn to cast the
Tome of Power as soon as you hear their
dark chanting. They also fly, or rather floar,
and cast three missiles in a spread pattern
that makes them hard to avoid. I you can't
find a wall to duck behind, a direct charge
while holding down the fire button can be
effective in preventing a disciple from get-
ting off'its spells. The Iron Liches are really
wild, casting a variety of attacks including
tornadoes that actually pick you up and
throw you around, while you'll find the
Mallotaurs more initially overwhelming
than any monster since the first Hell
Barons. Among their violent repertoire
they also have the coolest-looking auack
I've ever seen in a game.

And while I won't give anything away
about D'sparil himself, I have to conless
that if I hadn't cheated and scored nine
Rings of Invincibility, I'd still be getting
wasted. It may be possible to kill him with-
out cheating, but I'd have to see someone
do it 1o believe it. And even when you do
manage (o take him out, there’s still more
to play since there are three additional lev-
els, one for each episode, hidden some-
where inside HErETC, You can warp to
them using cheat keys, of course, but why
take the easy way out?

The comparisons to Dooy are in-
evitable, perhaps, but HERELIC is truly an
excellent game in its own right. The solo
game plays very differently, thanks per-
haps to the absence of rapid-fire weapons
among the monsters. In Doowm, charging
blindly ahead meant certain suicide, while
there are certain points in HERETIC where

THROW THE BOOK AT HIM The Tome of Power, marked by the book
at top, can help you rain bloody murder on your opponents. Other
power-ups will make you invicible, cure you completely, or even

turn your enemies into chickens!

that is exactly the thing to do. It's [un to
stop and catch your breath, after recklessly
running past a brigade of Disciples and
Undead Warriors, then wondering, where
the hell am I And in addition to the abvi-
ous improvements, there are many small
changes that have been made, like the
flickering of torches and currents in the
waler, that show a concern for craftsman-
ship rare in the game world.

The levels also feel very different, al-
though the approach is still the same: find
the first key, then the second, then the
third. They're big, for one thing, much
more like Doom 1T than the original, but
there is also a consistency of design that
makes them seem more realistic. The me-
dieval castles ol the [lirst nine levels are
gorgeous and contain countless windows
and other apertures looking out over
wide-open spaces that make wonderful
kill-zones in Deathmatch mode. There's
less of the Tricks-and-Traps sort of thing
that was fun, but seemed so contrived in
Doos 11 Not that HERETIC's levels aren't
complex; it's quite likely that more than
once you'll find yourself wandering
around an empty, corpse-strewn level, ny-
ing to find one last hidden switch. At the
Bringest Them Oneth difficulty setting,
which scems to he the equivalent of Hurt
Me Plenty, it took an average of 19.59
minutes to clear a level—quite a bit longer
than Doos or Doo 11
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In addition to being entertaining, some
of the levels are quite beautiful. While the
Citadel (E115) and the Cesspool (E3L2)
are lantastic places to hold Deathmatches,
I ' was amazed by the aesthetic appeal of
the Cathedral (E1L6) and the Ice Grotto
(E214). Watch out for the slippery surfaces
in the Ice Grotto, though, because the ice
slows down your movement, and
you'll have to sidestep sooner than
you're used to in order to avoid in-
coming projectiles.

NO HARM, NO FOWL
Herenc's network play is still limit-
ed to four players, but is more fun
than ever before thanks to the
Chicken factor. It doesn't matter if
you've got 100% health, the Phoenix
Rod, and a 200% Spirit Shield,
there’s just not much you can do
once you've been fowled. Death-
match 2.0 rules are in effect, so sui-
cides both purposeful and
inadvertent will count against your
I'rag total, and objects reappear a
short time after being collected, Op-
tions for no monsters and respawning are
present too, and you can warp to any level,
And il you can't find the three hidden lev-
els, you can simply warp there—they are
listed as the ninth level in each episode.

While Herec may not be the watershed
event that Doon was, it is an excellent game
and certainly a candidate [or the top ten of
1995. The shareware version containing the
first nine levels is probably floating around a
BBS near you, but you'll need to call id Soli-
ware to get the registered version in order
to play Hell's Maw and The Dome of D'S-
pavil L|)l‘)(}(l{.b If you didn't like Doom, you
probably won't like HERETIC either, and |l{_\
good luck on your next game of Solitaire.
But that whirring noise you're hearing is
millions of Doos lovers' hard drives clear-
ing space for HERETIC.
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HERETIC

ravc NN

PROS The action is there, the mul-
ti-machine play is there, the graphics
are there, and they even threw in a
plot this time—what more could you
want?

€ONSs If'you're totally DooMed out,
you may see this as more of the same.
HERETIC also crashes occasionally on
various systems,
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REVIEW 3

Fight & Flight

Gun Like The Wind In New World’s ZEPHYR

by Gordon Goble

UESTION: TAKE TwoO pPARTS WING

COMMANDER, ONE PART DooOM,

ONE PART NASCAR RaciNG, AND

what do you get? Answer: You

get what New World Comput-
ing’s ZepHyR could have been.

As it is, ZEPHYR stands as a 24th centu-
ry fly-n-shoot (kind of a mechanized
“Rollerball”) that, despite its “all-the-
rage” [irst person
format, “3-D” envi- m
ronment, comic in-  Price: $64.95,

terludes, and  CD-ROM
similarity to the  System
above stellar exam- ~ Requirements:

IBM compatible
486 or better
(Pentium
recomended), 8

ples of gamery, just
doesn’t embody that
magical addictive
pull that we gaming
types are drawn to.
In short, if Zrpuyr
were a hamburgen, it
would be a triple-
decker with all the
trimmings. Certainly
it would look mouth-
watering enough,
and taste just great initially. But after a
few bytes you'd be asking yourself the age
old question, “Hey, where's the beefl?".

space,
Protection: None

Hollywood, CA
(800) 325-8898

LOOKS GREAT,
LESS FILLING
ZEPHYR is a visually stunning yet confus-
ing allair that moves just too darn fast for
it's own good. Around it, the designers
have constructed an intriguing storyline,
one that holds much promise and takes
up the bulk of the 32-page manual. But
in actual gameplay, ZEPHYR is an elemen-
tal, repetitious exercise in arcade-ism
that just won't, in my mind anyway, leave
you with a craving for more.

The promising plot goes something
like this: It is the 24th century. Mankind
has moved beyond the limiting confines

MB RAM, VGA graphlcs 6 MB hard drive

CD-ROM; supports most
major sound cards.

Designer: Jon Van Caneghem
Publisher: New World Computing

of this tiny planet, and has settled on var-
ious worlds in various solar systems
throughout the immediate galaxy. Lead-
ing the way is Big Business. Over the
years, big companies have been eaten up
by bigger companies, and ultra-giant cor-
porations have swelled to such monolith-
ic proportions that they often outweigh
and out-govern governments. For cen-
turies now, the
top corporations
have competed
for the rights to
new planetary
resources
through orga-
nized combat,
namely the In-
terplanetary Bat-
tle Circuit.

Just recently,
things  have
changed on the
IBC, with the un-
veiling of the
“Zephyr,” a
lightweight,
armed and shielded hover-cralt that
many feel is the ultimate fighting ma-
chine. The half-dozen top corporations
now race against one another in their
own customized Zephyrs at several loca-

tions across the galaxy, with the winner of

each round grabbing the rights to that
p].me Racing to Lmnplcte the most
“laps” at cach course is only part of the
deal though, and blowing away a com-
petitor’s cralt on race day is not only
within legal constraints, but encouraged.
The player is (did you have any
doubts?) a Zephyr pilot. As the program
loads, we are at [irst showered with some
impressive introductory scenery and rock
music/sound elfects, then it's on to the
main menu, where we pick a difficulty
level and our pilot’s name. We are then
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taken to the IBC Universal Broadcasting
Sportcenter—the control center from
which each round of the IBC is beamed
around the galaxy. A typically bombastic
host opens the show, introducing us to
oddsmakers like the green-skinned “Jim-
my the Orion” who gives us the betting
line on the opening event. Everything is
very tongue-in-cheek, including 1BC tele-
cast sponsor promotional spots: “Jag Syn-
thaholic Stout - Enjoy all the flavor
without that cranial chemical imbalance.”

SHIPS & SPONSORSHIPS
Finally, it’s down to business. Pilot prepa-
rations before entering the arena of bat-
tle include a choice of ship and alliance
with any one of the six Megacorps. As al-
luded to earlier, each corporation has
customized its own ships—within the
rules of combat, of course—and while the
“Positronix” ship is strong on armament,
other vessels have their own strengths
and weaknesses. New World Computing
couldn't resist throwing themselves into
the fray as a competing megacorporation
(now if that 1sn’t a vote of fururistic self-
conflidence, I don't know what is!), and
the NWC ship sports superior racdar and
tracking capabilities. It is to this point
that ZEpHYR's strong delivery would ap-
pear to hold much promise.
Unfortunately, once into actual game-
play, that promise of something extraor-
dinary goes somewhat unfulfilled. While
the intent is certainly interesting and the
graphical requirements are definitely
met, there is simply way too much stulf
happening way too fast. Thought
processes? Forget ‘em—cach race is over
in live minutes, and there is virtually no
time to develop strategy, never mind en-
joy or take advantage of the graphically
intense maze-like environment. To make
matters worse, the race course itself is dif-
ficult to define. Nowhere is it document-



IME 1§ SLIPPING AWRY.

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 ;:;
wanna do, Boss? /

Tsunami Media presents

A e .. L {5
Written by Chuck Plarrer, creator of NMavy SFALs
and Hard Target, Original music compositions
by Nation Rock Music.

Filmed entirely on location
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'e‘ THE ALL-VIDEO, INTERACTIVE TEGHNO-THRILLER
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JCD-ROM Y Visit your local retailer, or call 800-482-3766 to order. INTERACTIVE
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ed just how each course is laid out, and
although it becomes apparent that there
are a number of checkered pylons scat-
tered through each “arena” as a course
guide, so much is going in terms of gar-
ish graphics and manic action, that in
carly runs, one may [inally succumb in a
heap of frustrated confusion.

After a little exposure to the blinding
intensity that is ZErHyr, the visual daze will
dissipate somewhat, but never disappear.
As you grow more acclimated, however,
you will come to realize that there are cer-
tain things that a good Zephyr pilot must
do in order to outscore the competition.
Most importantly, there is no substitute
for completing laps, and while flying really
fast will do this, flying real fast will also de-
plete power. Fortunately, scattered
throughout each arena are various items
that, when flown through and “picked
up,” will replenish a ship's waning power
supply. In the best arcade fashion, such
items are not limited only to ship power,
but may also improve weaponry, autonati-
cally repair ship shielding, etc.

Also randomly placed in cach arena
are various small-time thugs, anti-corpo-
rate Lypes, [ree-
dom fighters, and
any number of
mechanized and
bothersome ob-
jects. Meanwhile,
the other Zephyr
pilots are trying
their best to
emerge victorious
from each round,
to which end they
are constantly
blasting away al
each other. Best
instruction here:
shoot everything,
while keeping an
eye on depleting
power resources.
Speciically, taking out a fellow competi-
tor (especially one that has been rated a
key target by your corporate backers) will
usually rate a lot of points, so some em-
phasis should be placed on that “mission
within a mission.”

computing radar).

A DOOM WITH A VIEW

On screen, the Zephyr pilot will be moni-
toring the action from a lirst-person per-
spective in the cockpit of his craft. He'll
have the usual arrangement of visual aids
at his disposal, including a damage

VEHICLE SPEGIFICHTIONS

PON POS=35203E MG
HDBRD SHIE I)II‘IO
MULEL POIFE DUALT

DRIVE-BY SHOOTIN' The street of this city-turned-arena are pretty rough.
Enemies and enemy fire can come from anywhere and everywhere.

screen detailing the status of defense
shields, a countdown clock, radar screen,
weapons energy level, ship energy level,
and the like. In a nice touch, the /Lp]]\ r
cannon is turret-mounted and moves in-
dependently of the vehicle itself, and
while one may be flying as fast as his litle
wings will take him, he can be mercilessly
pounding on the infidel that is speeding
along behind,

PﬂSITHUHN

POWERFULL
WERFONAY

\ Lk gl

00

= | IHEQ L ReciER Y

SPONSOR-SHIPS Pick a corporation—any corporation. Each big biz has a
technological advantage (of course, New World Computing has better

So, does this first person perspective
and the ability to hide behind certain ob-
Jects while popping around others to en-
gage whatever dastardly villain lays in
wait remind us of any [hmw It you said
“DOOM,” that is of Inllc SllelI‘it_
grasshopper. And though on paper it is
indeed reminiscent, in practice, the over-
whelming graphics and raw play speed
detract from any of that eerie and believ-
able DOOM-type feel. There simply isn't
the time to soak up the environment.
Also, there's no way of telling how well
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the competition is
doing, litle rhyme
or reason to their
tactics, and a limit-
ed field of view
which can only be
compensated by ro-
tating the entire
ship. Furthermore,
mobile objects pos-
sess this remarkable
and annoying ca-
pacity to transpose
through one anoth-
er with no ill el-
fects whatsoever,
and, aside rom
some differing col-
or schemes and uniquely attractive ap-
pearances, there is very little playable
variance between each world and its re-
spective battle arena. To say that ZEPHYR
becomes a bit repetitive in very short or-
der is to put things mildly.

JUST BECAUSE IT'S PRETTY
DOESN'T MEAN IT'LL FLY
Zernyve directly supports a multitude of
control devices such as the CH Products
Flightstick Pro, Thrustmaster Mark 1,
Logitech Cyberman, and the mouse, New
World didn’t do much to support players,
though, with its skimpy Zephyr manual,
nor has it deliverec on its advertised mul-
ti-player network play. The package does
contain a card promising a [ree multi-
player upgrade in the near [uture.

The appearance ol the compact disc as
a storage space for tons ol data has no
doubt had its positive effects on the world
of computer gaming. In ever-increasing
doses however, the window dressing
around a given game has blossomed
while the game itsell has not. Zerhyr is
an example of this “Married With Chil-
dren”™ tendency. You know...Kelly
Bundy...great to look at, but not much to
write home about. €

THE EDITORS SPEAK

ZEPHYR

RATING S

f—-/»\\ﬂ—-‘,f‘\‘_

PROS |ooks and sounds great
(from a non-gameplay point of view)
and the story is fun tongue-in-cheek
stull,

€omNs Way too much nonsensical
and repetitive stufl happening way
too fast. No network play.



T0 CREATE THE ULTIMATE
STAR WARS EXPERIENCE WE HAD 10
SET QUR SIGHYS A LIYTLE HIGHER.

DARK FORCES”
FIRST PERSON FIREPOWER IN THE STAR WARS UNIVERSE. AVAILABLE NOW ON CD-ROM.
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Can't Stand
The Heat?

Then You’d Better Get Out Of INFERNO’s Kitchen

by Vox Dei

DON"T KNOW ABOUT YOU, BUT T CAN AL-

WAYS SEEM TO TELL WHEN I'M WATCI-

ING A BRITISH TELEVISION SHOW, EVEN

without the obvious clue of the ac-

cents, it’s usually something I realize
immediately. I don’t know il it’s the light-
ing, or the sets, or the acting, but there’s
always something that just doesn’t jibe
with my Continental sensibilities.

My Brit sixth sense went wild when 1
first booted Ocean Software's INFERNO, an
import from our friends across the At-
lantic. This probably tells you more about
the game than you could learn withou
playing it yourself, because INFERNO is
more than a livde different in a lot of ways.

INFERNO purports
to be a space combal

game with a multi-  pyca. $59.95

media twist—sort ol System
a WinG COMMANDER  Requirements:
put on by the BBC.  IBM compatible
Despite its English ~ 386-33Mhz or
I il better, 4 MB
pedigree, it has thal RAM VGA
_'billy\\'ontl vibe to graphics, 4 MB
it, a term that rather  Rard drive
accurately describes  space, CD-

the quirky results ~ ROM; supports
one has learned to
expect when Holly-
wuddites are mated
with game develop-
ers. There aren't
any B-movie actors
or stars from bad
Fox sitcoms in-
volved, but there is a Director’s Cut ver-
sion waiting to he plaved. Hey, like
Bladerunner, vight?!

"The plot is a generic one involving hu-
manity’s war with an alien race called the
Rexxons, who have green skin, big tusks,
and look rather like the Creature From

controllers.
Protection: None

San Jose, CA
(408) 289-1411

INFERNO: THE ODYsSsEY CONTINUES

AdLib, Roland, and Sound Blaster sound
cards; supports Thrustmaster FCS and WCS

Developer: Digital Image Design
Publisher: Ocean Software

the Black Lagoon. Many years ago, hu-
mans deleated the Rexxons in the first
Epic game, and now their descendants
are back to have another go. Fortumately,
humanity has a hero and the most power-
ful space fighter ever devised—the Infer-
no space craft.

I1 this is starting to sound like some-
thing you've heard before, maybe an old
sci-li movie [rom the 50s, you're on to
something. Not only does the manual
have an actual comic book woven inwo it,
but one that boasts lines like: “By walking
into my little wrap, you have unwittingly
provided us with the technology to bring
about the annihilation of your species!” It
was awlul, though
not quite bad
enough to cause
me to do any-
thing as extreme
as opening i vein,

NO JOVY

However, I did
find myself seri-
ously contemplat-
ing a first degree
CD-ROMicicle al-

wrestling with the
Joystick conligu-
ration. As the
proud owner of a
Thrustmaster

Flight Control
Stick, 1 was pleased to see that there were
two joystick options: normal and Thrust-
master. Unfortunately, the setup pro-
gram and | were apparently not reading
the same astral chart, because the pro-
gram insisted that I did not have a
Thrustmaster, despite the convincing evi-
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ter an hour of

dence of my naked eyes. I managed to
get the game to successfully recognize the
FCS as a normal joystick, but upon enter-
ing the actual game itself, discovered that
the joystick didn’t work at all. I'm still ny-
ing to decide whether it's more fun to: a)
play with the keyboard, b) play with the
mouse, or ¢) perform manual labor on
U.S. Air Force bases in Japan,

Once you've entered your name and
call sign, you're given three choices of
play: Arcade, Evolutionary, and the
aforementioned Director's Cut. The Di-
rector’s Cul is the “interactive movie,”
while the Evolutionary game offers con-
trol over both the strategic direction of
the war against the Rexxons as well as
tactical command of the Inferno fighter.
However, the Action option, which
promises “a quick blast,” is hardly that,
due to an intro sequence longer and
more tedious than the average dental ex-
amination,

But if you grit your teeth or manage to
find the ESC key in time, you'll eventual-
ly find yoursell in command of your
spacecralt, ready and waiting for your
command to launch. At this point you
may recall the great graphics on the box
and in the ads, but you can forget about
them. Those lovely 3D renderings are
only seen in the cut-scenes, not in the
playable game. Flat-shaded polygons in
primary colors are pretty much what
vou're left with.

Believe it or not, the game iself bears
more than a passing resemblance to
some of the original CGA [light sims. The
action is very fast and lurious once vou
ligure out what's going on, which is
rather difficult because the cockpit looks
as if it was designed to be displayed on an
amber monochrome screen. Unlortu-



APACHE-GUNSHIP

Armed and Dangerous

1984...
“Wild Bill" Stealey and
MicroProse® introduce

Gunship® — the first :
altack helicopter £ f v 4o
simulation. :

1989...

Gunship 2000°
arrives,
incorporating the
hottest technologies
and graphics.

Now...

Technology march-
es on. A new gen-
eration must lead
the way. Who bet-
ter to once again
push the gaming
envelope than the
man who's been

= Hot new 3-D visual technology

» Combat helicopter simulation for ?;‘ﬁ E 3” af";’g ?
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time helicopter gunner in arcade
free-for-all level BCCD-ROM

® Qutstanding high resolution low
level terrain graphics with highly
variable explosion graphics
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“[Apache-Gunship] is going to push all directions in serious combat air simulation to the limit,
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IN THIS CORNER...Our hero takes on all comers in Inrerno. The cut animations are nicely rendered, but

they could have used an editor.

nately, INFERNO offers a remarkable ap-
plication of that old saying about not
Judging a book by its cover.

Now you might think that I'd be in se-
rious trouble playing only with the mouse
and keyboard. After all, without a joystick
you'd survive about 3.2 seconds in Fal-
con 3.0 or TIE Ficrrer. But surprising-
ly, this isn't the case at all. Instead, 1
found it relatively easy to take out the
Rexxon lighters simply by holding down
the space bar and waiting until their
flight path intersected with my constant
stream of laser fire. They don't have
much in the way of armor or shielding,
s0 you can regularly take out a squadron
in a single burst if you plot your trajecto-
ry correctly,

ZERO CRAVITY

The flight model, such as it is, isn't.
Which is to say that Ocean has taken the
reasonable position that by the time hu-
manity has established an interstellar em-
pire, we'll probably have wirned gravity
into humanity’s lapdog. When flying the
Inferno craft, there's little difference he-

poorly.

UNFANCIFUL FLIGHT The combat simulator portion of the game
treats both space hattles and atmospheric hattles alike—that is,

tween cruising through deep space and
cutting throngh the thick particles of a
planetary atmosphere. Essentially, the
rule is to simply point your
nose and go, without wor-
rying about little things
like G-forces and the like.

Other than the handy
new anti-gravity technolo-
gy, the Inferno fighter also
boasts an impressive array
ol auto-assistance. There's
auto-navigation, auto-pilot,
auto-docking, and auto-
combat options, which will
almost let you cruise auto-
matically through the
game if you have the pa-
tience for it. While the rest
ol the auto-assistance
works fairly well, the auto-
combat doesn’t handle the Inferno much
better than you'd expect R2D2 1o handle
an X-Wing against Vader. But keep in
mind that you don’t score points for suc-
cess garnered this way, and the manual
seems to consider it bad form.

And speaking ol bad
forms, one thing that can-
not pass without being
mentioned is the truly un-
helievahle cinematics.
While the dialogue be-
tween the armless Emper-
or and the prosthetically-
enhanced protagonist is
cheesy enough to stun
senseless nearly any sen-
tient being, I find it very
difficult to believe that
anyone with a pulse can he
expected to listen (o over
two-and-a-hall straight
minutes of subtitled alien

13 PRIVATEER.
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FOWERINSTAL. |

grunting. Two-and-a-hall, I swear, I timed
it! Rumor has it that the CIA is looking
into buying the rights for use in interro-
gations. “HNGH GAGH GRRLLL
GRAAAKCKH?" “gwo heegee krakrakrak
urrnaath neee whom!” Okay, I'll talk!

‘There are some positive aspects to IN-
FERNO. ‘The sound effects are quite good,
as is the music soundurack provided by
Alien Sex Fiend, a British band of some
renown in the mid-to-late 80s. Fans of
the band might be a bit disappointed, as
the music sounds more like pop MIDI
techno than the band’s traditional sound,
but it's good pop MIDI techno, and
there’s nothing wrong with that!

Also, while it seems that the designers
ol INFERNO have [allen a fair ways short of
their lofty goals, they do succeed in creat-
ing a game universe with a very large leel

STORES IN51

TERMINAL

TERMINAL |

(]

|
: un un
| FERERATIG ey insTAL
com Tians

| STORES INSTRL

SNAPPY MAPPY One positive aspect of InFerno is the way it handles
mapping. Coordinates and mission objectives are clearly labeled, a

to it. While the cheesiness of the plot and
weak combat prevent one from caring
much about the fate of this particular
universe, it seems clear that there was the
potential for a very good game in INFER-
NO. IUs unfortunate that the potential was
left waiting at the altar,

INFERNO isn’t a bad game, just a terri-
bly mediocre one. But in a world with
games like TIE Ficirer and WING Com-
MANDER T, it's really impossible to rec-
ommend INFERNO to anyone. €

THE EDITORS SPEAK

INFERNO

RATING *f :

PROS A CD space combat game
that'll run on 386 PCs.

€onNs Combines mediocre action
with paralyzingly dull cut-scenes.



How To MAKE SURE
YOUR MIULTIMEDIA
SOFTWARE TALKS TO
YOUR HARDWARE.

BLASTER

INTRODUCING THE MULTIMEDIA SOUND STANDARD.
Want to make buying multimedia hardware and software a
no-brainer? Just look for the Sound Blaster” compatibility logo.

Any hardware, sound card, or multimedia kit bearing
the logo is a-genuine Sound Blaster — the established multi-
media sound standard.

Any software bearing the logo has been carefully evalu-

ated by the multimedia fanatics in the Sound Blaster test labs.

And you know if it satisfies them, it’s going to sound the way
it should. So you don’t have to worry.

Lel’s face it. There’s enough confusion out there about
multimedia. Isn’t it nice to know that somebody is trying
to make your life eas- )
ier? To find out more, CR :_TIVE

just call 1-800-998-5227, s i e W

ext, 105

111994 Creative Technology Lid. The Creative Logo is a registered trademark, Sound Baster, the Sound Blaster Logo and the Sound Blaster Compatibility Logo are trademarks of Creative Technology Lul.
LS, inguiries: Creative Lals 1-800-998-3227 ar 408-428-6600. International inquirics: Creative Technology L, Singapore, TEL 63-773.0233, FAX 65-773-0353,
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Hot Grap}ﬁcs,
ColdWar

Interplay’s CyBERIA Shows Us The Future
of Graphics, The Gameplay Of Days Gone By

by Charles Ardai

HE FRENCH HAVE BEEN SAVING TT

FOR A CENTURY AND A HALF, BUT

WHO LISTENS TO THE FRENCH? THE

famous aphorism [orgotien, we're

continually surprised when, no
matter how much they change, things re-
main the same. [ know T am,

For example, you see a game called
Cyieria being advertised as the next big
thing, the game that will out-Reser. As-
SAULT RepeL Assavrr with its hopped-up
hyperspeed action and its pick-your-jaw-
up-it's-scraping-the-floor graphics, and
vou say Lo yoursell, “Gee whiz, that baby's
gonna he a hang-up arcade adventure
the likes of which the world has never

seen belore!™ 1

know I did.,
Then you play  Price: No SRP,

it—and, lo and  CD-ROM
behold, it's noth- :!‘Sl:_T 4

: “N— equirements:
ing but !.I_RI',‘I‘(F!. IBI'?'I compatible
the old Taser-disc 386-16MHz or
quarter-gobbler better (486
vou played back  recommended),
in 1985, It's not 4 MB RAM,

VGA graphics, 3

really FIReFOX, of
MB hard drive

course; lor one
thing, it doesn’t
have Clint East-
wood in it. But
it’s FIREFOX in
the ways that
count, at least for
the middle third
of the game. And [or the lirst and last
third, it's..well, iU's what you imagine
Firerox would have been il they'd had
better compurer animation back then.
What was Firerox? Tt was the lirst

Protection: None

Publisher: Interplay
Irvine, CA
(800) 969-GAME

space, CD-ROM; supports Sound Blaster
compatible sound cards.

Designer: Drew Markham of Xatrix

laser-dlisc arcade game ever licensed [rom
a movie, the movie being Clint East-
wood's 1982 technothriller of the same
name. The plot of the movie involved an
American fighter pilot who sneaks into
Russia, steals a high-tech bomber the
Reds have invented, and flies it out to the
West, stopping brielly to rveluel at the
Arctic Circle. The movie starts with
James Bond-style espionage as Eastwood
skulks his way to the plane and ends with
one of the highest energy dogfights ever
committed o film,

The arcade game cut out the espi-
onage, starting and ending with the dog-
fight. Computer-generated adversaries
were superimposed
over background
video snipped from
the movie; your job
wis Lo tack
crosshairs over them
and press the fire
button, Periodically,
the scene cut away
Lo a close-up ol Fast-
wood grimacing in
his cockpit, but the
game was basically a
gussied-up shooting
gallery. The action
was stll and the
crosshairs hard 10
control, but the
SWooping, swerving,
diving video was fantastic, and the thing
ate quarters like a starved poodle nirned
loose inan Alpo [actory,

What is Cyperiaz? It is, as Roger Ebent
wrote abour Firefox, “a slick, muscular
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thriller that combines espionage with
science fiction.” "The hero is a renegade
hacker named Zak retained by the gov-
ernment to snatch a plane off an oil rig
in the Norwegian Sca and v it into Rus-
st Onee in Russia, Zak’s mission is to
infiltrate the enemy complex, code
named “Cyberia,” and locate the secret
weapon being built there. Along the
way, just to drive home the homage 1o
anvone who might otherwise have
missed it, he flies through an ice canvon
while being pursued by enemy planes,

Just as Eastwood did in Firefox's best-re-

membered scene.

In short, CYBERIA is 4 mirror image ol
Fivefox: Eastwood started at the top secret
Russian weapons lab and few out 10 safe-
ty: you start out in safety and fly in 1o the
top secret Russian weapons lab. There's
even a mid-Mlight vefueling bit, though in
Cyperia the scene takes place a lew miles
south of the Avetic Civele. Quel difference.

Look at the Figerox arcade game and
the similarities become even more appar-
ent, since CYBERIA is also a gussicd-up
shooting gallery. You're still in the cock-
pit ol a lighter that navigates on autopi-
lot, and your sole responsibility is still 1o
place the crosshairs on your enemies and
fire. The terrain still swoops and swerves
dizzyingly around you, though in Cyni-
kiA the visuals are all computer generat-
cd. The controls are stll safl and difliculi
to handle. The only real difference is that
Cyperia gobbles up a couple of hundred
quarters up front.

FIGHT PATTERN
The game opens with the sequence on



“It’s an imaginative,
engrossing and vis-
ually mesmerizing

experience...”
Computer Gaming World—December 1994

“Magic Carpet’s graphics
probably represent the PC’s
finest hour. The gameplay
in Magic Carpet is bloody
marvelous.”

Edge Rating: 9 out of 10.
EDGE Magazine—December 1994

“Magic Carpet is a ground-
breaking title that combines
the best features of a flight
sim with the intellectual

backbone of an RPG.”
Next Generation Magazine

Shred the skies on the world’s fastest,
most-heavily armed flying carpet. Get
ready for non-stop blasting action. Feel
the groundrush created by revolutionary
fractal graphics in the fastest arcade
flight experience ever. See for yourself
why critics AND gamers are raving about
Magic Carpet. Visit your local retailer
or call 1-800-245-4525.
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the oil rig, the duration of which depends
on whether or not the plaver accepts a
victory Kiss after the intraductory shoot-
‘em-up scene. I not, it won't be two min-
utes belore you're up in the air with the
happy consent of the rig's owners. I you
do kiss your female co-gunner, her boss
gets jealous and tries to kill you. As a re-
sult, you'll have to do some Eastwood-
style skulking to get away with the plane,

‘The animation ol Zak and the bad guys
running down catwalks and corridors is
fluid and gorgeous, but very little of it is
under the player's control. When Zak
reaches a crossroads at which he could
turn one way or another, he stops moving
and the player gets to push one of the four
cursor keys to get him started again. When
Zak enters a situation where he can use his
gun, the player gets to push the space bar
to make him raise his arm and five. But
that's really all there is to do, and in most
situations you only have one or two of
these choices, not even all five.

Fortunately, Zak occasionally comes
across puzzles that are not action-hased.
The one in the opening sequence in-
volves delusing a bomb planted on the
underside of the plane; you have to use
your Geordi LaForge-style visor to scan
the bomb and then press its buttons in
the proper sequence to deactivate it. A
combination ol trial-and-error and
common sense should get players past
this puzzle, even if they've chosen to
play the game on the “Difficult” puzzle
level ldl]]L‘ than
“Medium”™ or “Easy,”
but at least it is a puzzle
and a welcome break
from the single-key-
stroke gameplay of-
fered elsewhere. Five
or six such puzzles
break up the monotony
in CYBERIA's second in-
liltration sequence, the
invasion of the Russian
hase at the end of the
game,

The action portions
of these two infiloration
sequences ask little of
the player other than
that he jump, duck,
and shoot at just the right instant. Oc-
casionally, some one-time cleverness is
Icqtlllcd—]mw do you sneak past a
guard posted behind a glass wallz—bu
since the game is entirely pattern based
and since you have five or fewer choices

at each juncture, itis a simple matter to
try every option and identily the one
that moves the game forward. Doing so
is not necessarily loads ol [un, since the

ZAK AND HIS MAGIC SHADES Zak’s multipurpose BLADES system will
help you solve the various puzzles scattered around the Cyseria
complex. Here, mechanical imagery shows you all the circuits in a

diabolical door bomb.

game’s lack of a save lunction means
that you have to memorize and repeat
the sequence of moves to get you from
one “milestone” event to the next, but
at least it's unlikely that you will ever
get stuck and not be able to figure out
what to do next.

The more likely case is that you will
know exactly what to do, and may even
have pulled it off once, but subsequent-
Iy will have wouble getting the timing
right to pull it ol again. Beginner's

GUNNING FOR A GUNSHIP Right at the start of the game, you'll be
thrust behind the gun turret, where you'll blast away waves of enemy
ships and mines.

luck saw to it that I successfully blasted
the main guard on the oil rig the very
first time I ried—but when [ was sent
back to that sequence after dying a few
scenes [urther on in the game, I had to
play through it nine Ilmm belore 1
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could replicate my initial success.

These criticisms are equally true of
the air combat scenes, of which seven
are sandwiched between the wwo infil-
trations. Your [light
path and the paths of
your enemies are en-
tirely pre-determined,
so that the second
time you fly a given
leg ol your mission,
vou know exactly
where the unfriendly
fire will come from
and where vour tar-
gets will be. I it
weren't for the lact
that the crosshair is so
sluggish and the tim-
ing so crucial, there
would never be a rea-
son to play any of the
sequences a third
time, other than to
show vour friends the nifty gr: aphics.

As itis, you'll know very quickly exactly
what you have to do, but because of the
poor controls you may have to play
through a scene 10 or 11 times before
you manage to do it. Sometimes you have
to drag your lead-bottomed targeting
sight all the way across the sereen in a
fraction ol a second, and all T can say is
“good luck.”

The relative difficulty of the air com-
bat sequences scales independently of
these difficulty settings, which are set
when you start a game and cannot be
re-set therealter; the scenes generally
get harder as you go along. However,
they don't do so in a well-thought-out
fashion. The very first action sequence
in the game, without heating which the
player cannot do anything other than
regret his purchase, plants Zak behind
a stationary gun on the oil rig and asks
him to blow an onslaught of planes out
of the air and mines out of the water.
Bizarre but true, this is one of the hard-
est action sequences in the game, in
part because the gun has a restricted
range of motion, in part because it lacks
crosshairs, in part because the sequence
goes on lor an awlully long time with no
indication of how close you are getting
to completing it, and in part because it
does not function with the mouse.
Gamers who have no joystick have no
choice but to struggle through the
scene with the keyboard, which is like
trying to drive a nail with a Q-Tip.






Things improve once
Zak is airborne, but the
escalation of difficulty still
seems haphazard. The
first flight sequence, over
the open ocean, is quite
tough; it took me seven
tries to get through it.
The next three I complet-
ed in a single run—I did-
n't die once. Then, out of
nowhere, the nearly im-
possible fifth sequence, in
which Zak flies into a nar-
row tunnel filled with ex-
plosive fuel trucks and
charging enemies, clob-
bered me. I lost count of the number of  clearing viruses out of a vaccine and out
times I played this sequence. It was more  of the base itself. There's also some real-
than 50. The speed is tremendous, the ly nice character animation, though I for
view is limited, the targeting boxes pile  one will be glad when a designer finally
up into an unreadable mess of yellow and ~ comes up with “synthetic actors” that
blue lines, and if you shoot so much as a  look like people rather than puppets.

decade ago, and maybe that's as much as
you can ask ol a game.

But I'd like to think it’s not. I'd like to
think we've made some progress over the
past 12 years, that we could do better
than recreating, with today’s glorious
technology, the rather elementary games
I played as a kid. Mind you, I don't ex-
pect target-shooting games to vanish—I
wouldn't even want them to. I'd feel bet-
ter about it, though, if they weren't being
heralded as one of the hottest new devel-
opments in computer gaming. €
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CYBERIA

FLY BY WIRE Cyserir's SGI-generated flight sequences are
certainly rich, but fixed flight paths limit you to targeting and
shooting. Every time you fly a mission, it will be exactly the same.

PROS Visually, it's awesome: the
game takes you soaring over land-
scapes so well-rendered it leels like
you could touch them.

€ONS The action is uneven—some-

single fuel truck, you bring the entire But people will buy Cyperuy, if they buy times much too hard, sometimes

tunnel crashing down around you. it, not for the character stuff but for the much too easy—and there is some-
flying sequences that are its showpiece, thing sad about putting this much

COLD COMFORT And basically I see nothing wrong with energy and talent into a game that’s

little more than an old-fashioned

Reach the Cyberia base and the story  this—heaven knows my pocket and my
shooting gallery.

takes a couple of interesting turns. Two  heart were both a good deal lighter when |
unexpected action sequences have you  left that Manhattan arcade more than a
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Enter the
world of brain-
teasing fantasy and
humor! Renowned
author Terry FPratchett’'s
Discworld® series of novels
explodes to life in this rich,
humorous plot with engaging
characters and gameplay. Travel
through space and time to help
Rincewind, the hapless wizard,

. rid the land of dreaded dragons.
. The plot twists and turns in over 100
luéh locations. Discworld’s® CD quality
Speech features voices by Eric Idle of Monty
Fythan fame, Tony Robinson of Black Adder, and
Jon Pertwee of Doctor Who. A transparent user
interface allows you to fully interact with the
ame by simply clicking the mouse.
Your world deserves fun and adventure!
world® will keep you laughing with hours
f ﬁm filled fanl:asy game play for PC CD-ROM.,

FREE JJ.[" GLID]E

Fig .ulu—* Ly Bligireel
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Pass Long
AndPro

Accolade Faces Fourth And Long
With UNNECESSARY ROUGHNESS ‘95

by Jim Gindin

F DEVELOPMENTAL PSYCHOLOGIST JEAN

PIAGET COULD HAVE STUDIED UNNECGES-

SARY ROUGHNESS ‘95, ACCOLADE'S

action-oriented football game, he

might have observed lour distinct
stages in the evolving attitude of its
players.

STAGE ONE: ADMIRATION
UNNECESSARY ROUGHNESS *95 puts a
smooth-scrolling, SVGA product on the
playing field. On a Pentium-75, you even
have to slow the game to medium speed
with all the graphics options enabled in
order 1o secure a realistic pace for a foot-
ball game. Uniform numbers proudly
adorn the chests and backs of cach of the
3-1) modeled, slightly-pixelated players.
Sure, it looks a little like your lourth-
grader was toying with some glue and a
set of pipe cleaners, but these are recog-
nizable, bona fide uniform numbers and
no sports action game this side of lawn
bowling should be without them.

As they did with
HarnparLr 3 & 4,

Accolade employs ~ Price: $49.95

the dulcet tones of CD‘,.ROM and
Al Michaels for the Sea 3 foopy
.\ VHICTTACTS = Systern
play-by-play an- Requirements:
nouncing. While  IBM compatible
the sound is some- 386 DX-33
times out of se- (486 DX—GS 4
S . recommended),
quence d]lt? often SMB RAM (16
repetitive, it does g e

add to game play.
UNNECESSARY

RoucGHNEss ‘95
doesn’t crash, ei-  Protection: None
ther. In dozens of
test games, the only
program hang up
came in the open-

San Jose, CA
(800) 245-7744

SP@I'

UnnEcEsSsanyYy ROUCHNESS ‘95

mmended), VGA/SVGA graphics, 21MB
hard drive space, 2x CD-ROM; supports
Sound Blaster compatible sound cards.

Designer: Gene Smith
Publisher: Accolade, Inc,

ing coin toss sequence. In today’s enter-

tainment software world, you're lucky if

you can make it through the first safety
blitz without witnessing a bad memory
relerence or a segmentation fault. This
game’s programmers clearly put a premi-
um on keeping you up and running.
UNNECESSARY ROUGHNESS ‘95 is set up
to run NFL-style IL‘ZII_,II{'R of 28 reams.
League simulation requires 28 teams and
deals only with 16-game, 17-week sched-
ules. You can create your own teams and
players, complete with NFL team names
and logos. Accolade also bought NFL
Players Association rights, which means
most NFL players are represented by
name and picture. When one of those
players makes a big tackle or a nice recep-
tion, you see his picture on the sereen,

STAGE TWO: FRUSTRATION

UNNECESSARY RouGnnegss ‘95 reached
store shelves just a week before Christmas,
which perhaps explains the [eeling that
the game was lin-
ished in a leverish
panic. Minor tics
and  bugs  so
plague this pro-
gram that you be-
g};in to wonder il
any of the testers
have ever wii-
nessed a football
game.  Return
yards are aclded to
total yards. Penal-
ty vards are added
to incividual run-
ning and passing
totals. Rushers are
credited with nei-
ther yardage nor a

UNNECESSARY
ﬂﬂl[[jﬂﬂi? g

122 COMPUTER GAMING WORLD » MARCH 1995
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rushing attempt on fumbles.

Worse, the interface i1s imundated with
litde playability problems. In the recom-
mended joystick mode, moving from
page to page through the playbook is an

exercise in freakish dexterity. Il you
don't select a play on offense belore “17
appears on the 40-sccond clock, you will
end up with a delay-of-game penalty.
You can turn this penalty off, which 1
would recommend unless you're playing
using a gamepad or the keyboard.

Long field goals are amazingly easy. My
first attempt in a game was from 65 Vi ll(l\
and it sailed through with plenty of room
to spare. That exceeds the NFL record of
63 yards. Extra points and short [ield
goals are not so simple, and it wasn’t until
I switched 1o a gamepad controller that |
was Kicking those accurately. The game's
computer opponent seems to have mixed
feelings about the field goal. In autoplay
mode, it atempts about six field goals per
game, yet the average human-controlled
Kicker succeeds 50 times each season. For-
mer Michigan and New York Giant stand-
out Ali Haji-Sheikh, who holds the NFL
record of 35, would be disappointed. In
head-ro-head mode, however, the com-
puter-controlled team will not attempt a
field goal; even on fourth-and-goal from
the 20 yard line in a tie game, you'd better
select a pass defense.

Aside from watching the computer zip
through the pages of its playbook, you
have no way ol knowing what formation
the computer has selected. Obviously,
vou want to be in a pass delense when
you see the computer with four wide re-
ceivers in position. Even more so, you
want to be in a punt return mode when
the Al is punting.

Rushing success is determined entirely



Every football fan’s dream—
75 of the greatest plays in
NFL history at your command!

SUPER BOWL
SWEEPSTAKES!

_ You can win a
trip for two fo the
Super Bowl'!
See details below.

« Run with it More _ : =R
any fitle in histﬂl’}'! ; L2 il p————————

» Watch three different play a . .

even a 3-D animated coach’s
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to do?

by your primary halfback’s ratings. Even
with a line made up entirely from free-
agent rejects with the lowest possible rat-
ings, a runner ol Barry Sanders’ caliber
will gain 3,500 yards per simulated sea-
son. Eric Dickerson’s real-life league
mark of 2,105 is eclipsed by about nine
players during the course of an Al-played
season. Passers benelit from the benevo-
lence of the Al, too, as a handful annually
break the 5,000-yard mark, something
only Dan Marino has done in NFL play.

The defense is modeled in a vather fun-
ny manner, too. Safeties are the game's
most powerful tacklers, while defensive
linemen aren't good for much more than
dancing with equally ineffective offensive
linemen. A typical running play using Bar-
ry Sanders closely resembles a game of
pinball, Sanders bounces off assorted line-
men and linebackers, changing course
several times until a safety appears on the
scene to make the tackle.

The instant replay capabilities allow
you to select from several camera posi-
tions, including play-level views, views
from inside the helmet (if Doom doesn't
bring on motion sickness, this will) and
cameras that track each individual player.
You can adjust the selected camera’s
viewing angle, and you can even,play the
game from any dillerent camera view as
an added challenge. But the interface lor
selecting and moving these cameras is
entirely keyboard-based and not even
documented correctly.

Perhaps most [rustrating of all these
minor problems, individual statistics
simply aren’t available after a game.
You must remember to look at the

POP WARNER, WHERE HAVE YOU GONE? It's hard to helieve, but pro
linemen often just stand around instead of blocking. What's a coach

numbers during the
closing scconds of the
game because they're
lost forever once the [i-
nal gun sounds.

STAGE THREE:
ACCEPTANCE?

This is, alter all, an ac-
tion game, with smooth-
scrolling views and
generously sized players
that respond well to the
controls, Of course, Ac-
colade gains  that
smoothness by limiting
the number of poses
possible per player and
by greatly reducing the
frame rate. As a result,
you don't actually see
animated receptions, fumbles or tackles;
they simply occur.

The game comes with only 89 designed
offensive plays and 38 defensive plays, but
the play cditor allows for individual play-
book design. Three of the 36 plays of your
playbook may be specified as audibles (al-
though audibles do not work properly
during game play). You can assign strate-
gies to each play, which allow the Al o

OPTIONS, OPTIONS The inset windows at top allow the 0B to see how
each receiver is covered downfield.

make selections in specilic situations. If

you spent all night fiddling with the strate-
gies, you could probably even get the com-
puter to attempt a field goal in a
head-to-head game.

Testing plays is a good way to learn
passing techniques. Your level of play de-
termines passing difficulty. In the “Pro”
mode, receivers appear in boxes at the
top of the screen. Once the pass is
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thrown, you must guide your receiver
into position to catch the ball.

In easier modes, either receiver sclec-
tion is sequential, receivers guide them-
selves into  position, or hoth.
Unfortunately, you can't determine the
arc of the ball and you can’t make players
dive for receptions or tackles. You can,
however, change a pass into a run simply
by handing the ball off to a running back,
Or, if it looks like the defense has your
hallback’s path well-defended, you can
give the ball to the fullback. You can even
turn a run into a pass if you're fast
enough with the controls. This reedom
adds to the game’s feel.

STAGE FOUR: BOREDOM

Does it really matter ift Barry Sanders
gains 4,000 yards in a purely action
game? Perhaps not, but even the most ca-
sual football fans will be disappointed
that TUNNECESSARY ROUGHNESS ‘05 allows
you to beat the opposition with ease. For
instance, the Al is supposed to recognize
play-calling patterns from the opposing
coach. While the computer will call more
pass-oriented defenses if you pass a lot,
certain passes will succeed regardless of
the defense chosen. Although the “long
bomb always works” syndrome from the
original UNNECESSARY
ROUGHNESS is gone, it has
been replaced by the
dreaded Multiple Person-
ality Disorder. If you put
three receivers in a very
small area, one ol them
will  catch  anything
thrown in their vicinity.

Late in a game against
the computer, [ ran a
“Hail Mary” pattern,
which features three re-
ceivers running 20 vards
down the right sideline.
The completion looked so
casy that I tried it again
and again, gaining the
winning touchdown. 1
made some modifications
to the play, improving the blocking and
using the middle receiver as a decoy 1o get
the other two receivers behind the sec-
ondary. I then made this the only play in
the team’s playbook. Sure enough, the
quarterback completed 1142 of 1728 pass-
es for 13,428 yards and 152 touchdowns
cduring an Al-simulated season. This team
defeated the mighty San Francisco 49ers,
70-13, for the league championship.
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effective runs per game.
But the computer’s offense
15 no match for a human-
controlled defense.

Salety blitzes kill just

a5 F | 2pmesip :QﬁP about any offensive op-

i EY | 3 e gis 7 7 | tion and even without
T e BT =l 4 s 7 || blitzes, simply having
_ﬁ_.m.%;ggu 5& (5] \7 7 @ | control of one player on
-6—%"-““-— S—— vanr ; N defense devastates the
GMaRE AW ' sy a1 = | computer’s  running
6 iﬁ} - game. Alter a while, you

s | discover that UNNECES-

SARY ROUGHNESS ‘05 runs

R || TEE
1 wreane Bitis ‘I:i 1 Hese W
2] :w:ﬂtl;.;:l : E’ﬁi 2 ke EE‘“"‘““

INCREDIBLE STATS—NEWS AT 11! Emmitt Smith is certainly a great
hack, but if he gained the yards in real-life that he does in this
game, the Cowboys would go hankrupt renegotiating his contract,

If you eliminate the Multiple Personali-
ty Disorder from your playbook, passing is
more challenging. You can't beat the com-
puter by rushing the ball constantly. It will
adjust, and your running plays will not
gain as much yardage. UNNECESSARY
ROUGHNESS 95 also has a well-implement-
ed fatigue factor which limits your run-
ning backs to a realistic number of

plays as if there were 11
robots on the field. A
player goes to a specified
location and performs a
specilied task. If, for in-
stance, a lineman is told
to run three yards to the

' (B o

right and block, he will do exactly that. If

no one is in the area, the lineman will
impersonate a statue,

All the computer really can do is pass.
Passes are hard to defend, but il you're
willing to accept a lot of interference
penalties, you can easily hold the com-
puter to ahout 40 percent completions.
That, combined with a complete shut-

down of the run, is enough to hold the
computer under 10 points in most
games,

UNNECESSARY ROUGHNESS ‘95 desper-
ately needs changes 1o pass defense and
offensive blocking algorithms, but even
with these changes, it wouldn’t be as
good an action game as JOHN MADDEN
FoorsaLL. Certainly, anyone interested
in re-creating a football season will be
disgusted with the ludicrous individual
statistics. So, despite the SVGA graphics
and smooth action in UNNECESSARY
Roucuness ‘95, both the action and the
statistics [an would be a lot better off with
Sierra’s FRONT PAGE SPORTS FOOTBALL
Pro. €

THE EDITORS SPEAK

UNNECESSARY ROUGHNESS ‘95

S

G N T T
PROS SVGA graphics with real jer-
sey numbers and NFLPA licensed
names and faces.

€ons Ridiculous statistics, huge
game play galls (i.e. you can't refuse a
penalty), and the action just doesn't
compare 1o 1S compeutors.

,' : Rather be Golfing?

| With Picture Perfect Golf
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LYRIQ

Now You Virtually Can Be...

Picture Perfect Golf, from LYRIQ is the only
goll 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 photographs 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 that costs about $25 an hour at indoor
golf centers is now available for your PC. So go
golfling virirally anytime,

Call Toll-Free Now
1-800-433-4464

For the Dealer Nearest You!




FORGET READING

“Impressive, a must have for
computer gamers”

Steve Wartofsky, Editor
Strategy Plus Magazine
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what’s new.”
Bob Bates
Legend Entertainment

INTERAGTIVE
ENTERTAINMENT

The #1 Entertainment CD MAG
Interactive TV for your CD ROM
12 episodes $59.95 1 episode $9.95

800 283 3542 or 802 767 4622
Source 10223

Visa & Mastercard accepted. Make checks payable to: Interactive Entertainment PO Box 21 Hancock VT 05748. Fax: 802 767 3382
® 1994 Chips & Bits, Inc.
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MANY HAVE TRIED...NO ONE HAS SUCCEEDED *

'small ropical island, 1500 miles soutt
going on... Rumors abountd: mons

o as (he last hope, the military has tumed

y and save the world from impending

N is to explore this island with the aid'of a highly
d robot and an arsenal of state-of:the-art

St investigate unchartered tropical terrain,- examine’

'to'seek out and destroy the souree of this Evil, It wil

ourage, skills and wits: And remember.. -~
xpected! AR

N
o v b

. e - r
i Reztd?::{fz.’émijl features make this game a totally spectacular
interactive experience. Qver 1400 3D animations - more than in any
“other game on the market today - allow the user to explore an ever-
changing backdrop of intriguing scenery. A gripping plot challenges
the player at every turn. Hundreds of audio effects and original music,
bring each moment of play to life. Mutant creatures, evil aliens and
captivating live action video clips are just some of the reasons
MAABUS s sure to be one of the most exciting games you'll ever play!

o
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Approach
With Caution

If you fly Mi-
crosoft FLIGH
SIMULATOR
very much, es-
pecially ver-
siton 4.0 or
5.0, you prob-
ably already
understand

the basics of
radio navigation. There’s a huge amount of

scenery and many navigational aids available in
either version, and exploring the virtual world
via radio navigation is a very entertaining chal-
lenge. Also, if you're a FLIGITT SIMULATOR [an,
you probably handle the aircralt well and can
follow the ILS for a perfect landing every time.
But, there’s still another challenge awaiting your
mastery: instrument approaches,

[I'you've ever watched the skies near a busy air-
port, especially Chicago’s O'hare, you've proba-
bly seen a long line of aircraft spaced a few miles
apart approaching a busy runway. One aircralt

ON THE RADAR

Domark Software and Interactive Creations have teamed up to develop a
multi-player air combat simulator entitied Conrirmen KILL (a project that was
formerly confirmed dead, but has arisen again). A stand-alone version of
the game will allow eight players to link via modem, serial and network.
Special modem code will also enable three-player games over normal
telephone lines. But'the hig news is that a dedicated high-speed Internet
host will also allow over 300 players to duke it out in cyber-airspace at
prices far below any other major on-line game. Players will be able to
choose from an initial offering of over 50 fighters and 12 hombers ren-
dered with an enhanced version of Domark's SVGA texture-mapped graph-
ics engine. Concerted efforts are under way to woo the “hard core” on-line
sim fan with superior graphics, realism, and scope, while giving budding
sim aces a friendly and fun environment to wage war in. Testing is under
way now, and the final product is scheduled to debut in May.

lands and taxis out of the way just in time for the
next one o land. How did they get so neatly
stacked? The diligence ol watchlul air traflic con-
trollers keeps things under control, vectoring air-
craft 1o and fro as needed. Additionally, most
airports provide “published approaches.” Also
called “instrument approach procedures” (IAPs),
these maps provide guidance into the airport. An
[FR rated pilot should be able to lollow these
maps in, line up with the runway, and execute a
perfect touchdown. In my conversations with real
world pilots I've heard differing opinions on the
effectiveness of TAPs in the real world. Some pi-
lots indicated TAPs are not very useful given the
presence of a radar air wrallic controller (ATC)
who will simply guide you where you need to go.
But the conspicuous absence of ATCs in the virtu-
al world presents a unique opportunity for simu-
lated IAPs. Following an IAP ensures a
reasonable lineup and approach to the runway
under realistic circumstances in the simulator
world given the limited ATC presence. I'm sure
you're asking yourself, “Self, how do T get instru-
ment approach map plates and
how exactly do I interpret
them?” I'm glad you asked.

WHERE TO GET THEM

The actial books carried by pi-
lots are available from numer-
ous sources, but vour best bet,
of course, is pilot-supply stores.
Many airports have plates for
sale, or you can mail order
them. Sporty's Pilot Shop in
Batavia, Ohio carries a full line
ol up-to-date Terminal Proce-
dure Publications containing
instrument approach proce-
dures and other information.
Fach book is $3.60 and covers
large geographical areas. One
book covers all of Texas, an-
other covers Colorado, Utah,
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FIG. 1 - The Header

Nevada, Arizona, and New Mexico.
Sporty’s phone number is 1-800-
LIFTOFF. Alternatively, you can visit my
favorite place: CompuServe’s Flight Simu-
lation Forum (GO FSFORUM). If you
have a CompuServe account, the Flight
Simulation Forum library 6 contains a
shareware Windows-based approach plate
tool called FINAL APPROACH and over
1,000 approach plates for airports arounc
the world, The shareware version of A al-
lows viewing of existing plates and cre-
ation of new ones. For the 530, the
registered version allows printing of all
plates. The author will discount the regis-
tration fee $1.50 lor each plate you design;
il you use FA 1o create five new approach
plates, the author discounts the registra-
tion fee by $7.50. The 1,000 available
plates cover major airports in North
America and around the world, including
Hong Kong, Glasgow and London.

Being user-designed, the IAPs are subject
to error or omission. While [ haven't exam-
ined all 1,000+ available at the time of this
writing, all that 1 have used are sufliciently
accurate for simulation navigation.

HOW TO USE THEM

OK, once you have IAPs for your favorite
airports, how exactly do you use them?
Fully understanding the myriad ol IAP
abbreviations, terminology, and symbolo-
gy exceeds the space limitations ol this
magazine and probably the attention span
of most simulator-only pilots! Numerous
conversations with fellow flight enthusi-
asts, especially FSFORUM sysops Bill Ci-
ciora and Rick Lee, determined that
numerous [AP details apply to situations
nof modeled in the FS5.0 world. There-

, we'll focus on the main elements of

an approach procedure required o get
your simulated Lear, Cessna, or DC-9 on
the simulated ground and hope the TFR-
rated pilots among us forgive the
abridged description, Let's look at IAPs in
[our pieces: the heacler, the plan view, the
profile view, and “the other stuft.”

THE HEADER

First, the header explains information
about the airport (see Fig. 1, The Head-
er). The right side of the header details

CHICAGO, ILLINOIS
40y HARE INTERNATIONAL

LOC Rwy 04L

the airport’s city, its name and the name
ol the d])!)l()dth Our first L.\(II:IIPIL indi-
cates that “O’hare International” is the
airport name, situated in Chicago, Illi-
nois. The approach is named “LOC Rwy
04L" indicating a localizer-only approach
to runway O4L. "LOC” indicates the run-
way has no available glideslope; you can
use ILS to line up with the runway but
you have to manually judge the proper
altitude during the descent. An approach
name beginning with “ILS" indicates full
ILS with localizer and glideslope avail-
able. “NDB" indicates there's only an
NDB. You can use the ADF 1o point to-
ward the runway, but you must manage
to line up and descend on your own (sim-
ilar to a landing waypoint in Farcon 3.0).

( _ms:,lf'g,m;x )

D 135 ORD

FIG. 2 - The Plan View

The lelt side of the header gives radio
frequencies and airport elevation. "The
statement “LOC 1115 ITHNA" indicates
the type ol navigation aid you'll be us-
ing, i this case a localizer at frequency
111.3 with the call letters IHNA. In the
real world Morse code for THNA would
be ransmited as well as the localizer in-
formation, letting pilots audibly identify
the nav-aid. For the most part, I'S5.0
only models the ATIS (weather informa-
tion), the nav-aid type, and the airport
clevation.

THE PLAN VIEW
The plan view shows a top-down view of
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Chu:agu O'Hare.
113,9 ORD

the landing area (see Fig. 2, The Plan
View). The concentric circles symbol in-
dicates a radio nav-aid. In this particular
example lor O'hare 04L we have three
VORs: Northbrook 113.0 with call let-
ters OBK, DuPage 108.4 with call letters
DPA, and O’hare 113.9 with call letters
ORD. The indicated rectangle repre-
sents the runway. The arrow symbol rep-
resents the landing path. The wriangles
along the arvow are inlersections, named
ELLYN and LAPPS. The lines between
DPA and the intersections indicate what
racdial to fly along. Let's assume vou
wanted to pick up the ILS at ELLYN in-
tersection. You could tune VORI to
[11.3 (the ILS [requency) and select ra-
dial 40 (the indicated heading ol the
runway) and tune VOR2 to 108.4 (DPA).
With VOR2 active, you would fly to DPA,
then select radial 110 and fly from DPA
to ELLYN. Once en route to ELLYN,
switch to VORI, When you intersect ra-
dial 40, you've crossed the ILS. Make a
left hand turn to heading 040 and follow
the ILS down.

RADAR REQIRED The footh: ;
| 1130 OBK Simultansous spprosch authorized I'he football .v.hapler.l
with Rwy 4L. symbol along the landing

path is a marker. A large
football symbol represents
the outer marker while a
smaller one represents the
middle marker. In this
case, the LAPPS intersec-
tion is directly over the
outer marker. Beneath
each intersection name is
the letter D" followed by
a number and leters. This
indicates DME distance in
nautical miles; in this case
the ELLYN intersection is
13.5 nm from the ORD
VOR. LAPPS is 5.8nm
from ORD VOR.

Most plan views label some point “TAEF”
for Initial Approach Fix. This point is
generally considered the “start” of the
landing procedure. Pilots are expected to
report their status, altitude, ete., to the
tower when they reach the IAF. This par-
ticular plan view does not show an IAF.
In the simulator world that’s not eritical,
so Larbitrarily designated the ELLYN in-
tersection as the IAF,

Lastly, the oval near OBK indicates a
holding pattern. Aireraft would fly at
heading 088 1o OBK, mrn right to head-
ing 268, extend west of OBK, then turn
right again to heading 088. We'll come
back to this holding pattern in a moment.

-t



The Ultimate Flight Experience

Introducing the total Flight Simulator adventures from BAO

BAOQ 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 BAQ. File your flight plan today and start your adventure.

"A sure bet for
computer pilots
who demand
realistic scenery”
—Greg Harris,
Ldlitor of
Full Throttle

Challenge your skills with a fly-by of Hoover
Dam and other farmous Las Vegas landmarks.

Las Vegas Scenery ofters you startling, realistic,
3D-level detail of Las Viegas and the surrounding
desert, The scenery combines actual satellite
images with special aerial and ground-base
photography Lo 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 easy-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
your own planes and a flight dynamics editor
allows you to specify the flying characteristics.
Share your designs with other flight enthusiasts through BBS's such as
CompuServe®. Create your own flight plan and send it to the built-in
Flight Service Station (FSS) and then hop in your flight simulator
airplane for an ATC controlled flight.

o e et e e
e o a1 BAD

Europe | includes over 100 airparts with
taxiways, moving objects, unigue buildings
and approach lights.

Enrope I lets you explore from the air the scenic
countries of Germany, Austria, Switzerland and
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/VER airports. Experience Europe from your own cockpit.

LT e re——r—

"Best of Show*
at C.L.S.
—Awarded by
Crane Bytes
Magazine

You'll calmly choreograph 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

MI

Developers of Mirosoft

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

k af Briwce Artwick, Eneope | was designed for BAO by Alting Software inder

994 Brivce Artwick Ovganization, Ltd. Microsoft iv a registered trademark of Microsaft Corp

fone. Flight Simaudator is o trod

Heense, and produced by the Brisce Arwick Organization, Ltd. Tower Is a trademark of Aviation Shilations, Inc., o foint venture of Wessan Intermational, Ine. aond Brice Astwick Organization, Ltd,
ComprServe is a registered tradenmark of CompaServe, e, BACYis a trademark of Brice Artwick Organization, Ltd. AN rights reserved. Printed in the USA.
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THE PROFILE VIEW

The profile view shows a side view of the landing path (sce
Fig. 3, The Profile View). Notice 5,000 beneath ELLYN.
When arriving at the ELLYN intersection, your aircraft must
be no lower than 5,000 feet above sea level

contains instructions for such eventualities. In this case, you
must climb to 1,200 MSL then execute a climbing left-hand
turn directly toward OBK. Level off at 4,000 MSL, then enter
the holding pattern over OBK described in the plan view.

(MSL). The asterisk indicates ATC can autho-

rize an altitude for ELLYN as low as 2,700 ELLYN * 2700 when authorized by ATC,
feet. In any event, you must be no lower than @ D 13.5 ORD

2,500 MSL at LAPPS. This plan view shows an || 2000

additional intersection called RACCY near the (4333)

runway with a minimum altitude of 1,260 OM Lapps

MSL. The numbers 7.8 and 3.6 along the hori-
zontal line indicate the horizontal distance
(not the DME distance) between ELLYN,
LAPPS, and RACCY.

The inverted triangle under LAPPS indi-
cates a marker. A tall wiangle represents the

D 5.8 0RD

TDZE 667

o

78

outer marker while a shorter triangle repre-
sents the middle marker (not shown here).
The “X” where the landing path crosses the
outer marker is called the Final Approach Fix

APT. BB7

Missed Approach: Climb to 1200, then climbing LEFT turn to 4000 direct
OBK VORTAC and hold.

(FAF). If no “X” is specified, assume (for simu-
lator purposes) that the outer marker is the
FAF. Notice that the landing path bends up-
wards just at the end of the runway. This is the
Missed Approach Point (MAP). At this point you must de-
cide to cither execute a missed approach procedure or press
on with the landing.

Speaking ol missed approaches, the plan view normally

* Most flight :ontml!ypz

Jjoysticks

Its patented pivoting tray keeps your joystick from sliding and
allows you to adjust its angle for maximum comfort. With your
flight controls positioned low and close, you'll be able to rest
back 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.

77 ORDER TOLL FREE

1-800-680-2523
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Or send check or money order for $24.95 +
$§5.00 ss.00 can| for shipping and handling to:
HOME BASE PRODUCTS
3025 Timberline Dr.
Eugene, OR 97405

FIG. 3 - The Profile View

THE OTHER STUFF

So far it hasn't been oo difficult, but now there's more data
to contend with. Real-world IAP complexity exceeds that of
this sample, describing dilferent conditions lor dilferent
class of aircraft and pilots, etc. For our purposes we're ignor-
ing that type ol data. We're concentrating on the standard,
“straight in, follow the ILS approach.” In this particular ex-
ample, we see a box labeled straight in approach (see Fig. 4,
The Other Stuff). This box may give you a Minimum Descent
Altitude (MDA). If specified, descend to the MDA | then hold
altitude until reaching the MAP, then continue descent. Al-
ternatively, the box may specify a Decision Height (DH).
When you reach the designated DH you must either have vi-
sual contact with the runway or execute a missed approach.

STRAIGHT-IN LANDING CIRCLE - TO - LAND
S0ks NA |140ks NA
MDA NA 120ks NA |165Ks A
Gnd speed - Kis 70 | 90 | 100 | 120 | 140 | 160
FAF to MAP 52 4:28 | 3:28 | 3:07 | 2:36 | 2:14 | 1:57

FIG. 4 - The Dther Stuff

Below that we have the FAF to MAP table. This tells us that
the MAP is 4.4nm from the FAI' and how long it takes to
travel those 4.4nm at various ground speeds (for example, 2
minutes and 56 seconds at 90kts). At 2:56 after you cross the
FAF at 90kts you must make a decision to land or execute a
missed approach.

Those are the basics. Some details have been left out ei-
ther to conserve space or because they aren’t applicable to
the MS Fricir Simurator world. This information helps
navigate various airports around the virtual world, making
for better landing approaches and adding a touch of realism
to the experience. Land softly! &
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REVIEW

Light As A Feather

Merit Software’s FIGHTER WING Wants To Be

The Everyman’s Sim

by Martin E. Cirulis

EFORE T GET ON WITH THIS REVIEW,
I FEEL T SHOULD SET SOMETHING
STRAIGIT. T DON"I TELL PEOPLE
I've flown a real jet, I don't be-
long to a pretend fighter
squadron, I don’t think more air missions

would have won the

war in Vietnam, |
don’t own a pair ol price: $69.95,

mirrorshades, and I CD-ROM &
still say “Take care,”  3.5" floppy
when bidding good- ~ System

bye to friends, in- Requirements:

IBM compatible

L L] S T 1 1]
stead of “Check six!" ooz 23y

I someone has to

[FIGHTEDR]

T ,
A

TALKING THE TALK...

FiGiTer WING allows the player to fly five
“NATO” fighters (the F-4, F-15, F-16, F-
18, and F-117) as well as five models
from the other side of the fence, (MIGs
21, 23, 29, 31 and the SU-27). In addi-
tion to these jets,
players will en-
counter ten other
types ol aircralt
that fulfill the
“target” role in
various scenarios.
Weapon  loads
are not forgotten,
and all major ex-
ternal weapon

: better (486
do all these things  recommended),
in order for you to 4 MB RAM (8
take their opinion ~ MBRAM

on a flight simula-
tion, then you might
warnt Lo pass on this
article.

On the other
hand, 1 do know my

recommended), VGA graphics, 4 MB hard
drive space (16 MB with < 8MB RAM), CD-
ROM; supports most major sound cards.

# of Players: 1-16 (modem and NetBios
network)

Protection: None

Developers: Gemsoft Corp.

Publisher: Merit Studios

systems popular

in the conflicts of

the past 30 years,
“low-intensity” or
otherwise, are in-
cluded, along
with a utility that

aireraft; T hold my
own little opinions
on what was the best
lighter of any given
era, and I've been playing flight sims
since the WWI1 module on the first Mi-
CROSOFT FLIGHT SIMULATOR for the Atari
ST was the hottest thing around. T may
not be able to tell you what the nose
wheel of an F-15 weighs, but if the screen
doesn’t go black when 1 pull back hard
on the stick of a Hornet at Mach, I know
a sim’s flight model may be on the flufly
side. So when I was asked to look over
FIGHTER WING, a new, network-capable
flight sim focusing solely on high-perfor-
mance jets, though it was the networking
aspect I was most interested in, I felt |
could do the package justice. Unfortu-
nately, it seems that this is a flight sim so
{luffy that even I might be over-qualified.

Dallas, TX
(200) 238-4277

allows players to
choose their own
load-outs—with-
in the g
confines of reality, of course.
OF the scenarios, there are
a satisfying number, and the
ability to play either side of a
scrap lends quite a bit of ver-
satility to the proceedings,
even though there is no cam-
paign mode. While the manu-
al states the scenarios “are
based on actual historical lact
or conjecture,” a simple
glance over the manual re-
veals the "Gas Attack” sce- I
nario, which begins with “The
American Presicdent has gone
insane...” This may be some-
what outside the boundaries
ol serious warfare for some.

COMPUTER GAMING WORLD = MARCH 1995

Of course, it might depend on your polit-
ical persuasion.

FIGHTER WING boasts a full 3-D engine
and the graphics are very good, some-
what better than Farcon but not in the
realm of the dumb-but-pretry STRIKE
CoMMANDER. Aircraft are very well ren-
dered, up to and including nationality
markings, and hold their lines consistent-
ly as the viewing angles rotate, while the
ground is modeled on actual map ter-
rain. Unfortunately, this graphic joy
comes at a very heavy price, and anyone
using an older graphic card will have to
settle for the lowest resolution the game
oflers—or ligure out how to play at frame
rates well below a hall-dozen per second.

For CD-ROM users, there is an
added visual bonus in the form of
“video clips” that can appear in re-
sponse to various events like taking ofl
or launching a missile, showing real
footage of what you are trying to do.
This is enjoyable at times, but can he
disconcerting when the whole game
goes away in the middle ol a doglight to
show you 30 seconds of a Sparrow leap-

T

YANK AND BANK Ficrver Wine aircraft hold their crisp lines even
as the viewing angles rotate, as this well-detailed MiG 29
illustrates while maneuvering ahove a city.
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ing off your wing tip and going on to
rip a target drone a new posterior ori-
fice. After a few doses of this, all but the

player desperate to get the most out of

his CD-drive will turn this option off for
the sake of combat continuity.

The real novelty in this sim is the net-
work capability, which allows up to 16
players to fight against each other in two
teams; up to three players can play sce-
narios together against the computer’s
forces, as well. At the moment, the net-
work protocol of choice is NetBIOS, but
there are plans to include an IPX patch
that would make the game accessible to
virtually all network users.

+.STUMBLING THE STUMBLE
FIGHTER WING is the type of flight sim
that tries to cover a number of aircraft
instead of concentrating on a single type.
Traditionally, there has been a slight
tendency to assume that sims of this kind
sacrilice the [light model [or variety. Un-
fortunately, this game does nothing to
dispute this stereotype. While there are
obvious differences in the handling char-
acteristics of the :
different aircraft,
Farcon or US
Navy FIGHTERS
are in no danger
of being left be-
hind in any “real-
ity" war. The
same can be said
of the various
HUDs and cock-
pits; they vary,
but bear little
real resemblance
to the actual
models.

In fact, any-
body who needs
serious realism
should invest
their time and

the tailpipe.

SLOW-MOTION MISSILE It may be enjoyable to see your gouraud-shaded F-
18 hose off a Sidewinder with all the graphic options on, but the payoff in
frame rate is hardly worth it.

am no stickler
for detail, even 1
have a little
problem with a
cloud-layer that
grays-out the in-
side of the cock-
pit as you pass
through it, caus-
ing you
to try and roll
up the window
in your F-16.
That's a comical
example, but
this Kind of slop-
py  graphics
work annoys me
in a game that
runs far slower
than  STRIKE
COMMANDER at

drawbacks to the game I'd still be some-
what happy with it. I personally believe
that there is a place for “fluffier” flight
sims in this world, where some people ac-
tually don'’t want to choose between their

SCRATCH ONE SUKHOI A Russion Su-27 takes a hot lead suppository right up

energy in buying and then complaining
about this product. While the package
tries to cover everything, the treatment is
very superficial. Radar modeling is sim-
ple; the most a player can control, other
than turning it on and off; is the range
and target selection. Also, there is noth-
ing like the padlock-views so popular
with today’s sim crowd. The only thing
resembling situational awareness in this
sim is a change of views to the outside
Camderd.

To be honest, il these were all the

marriages and the learning curve for a
computer game; FIGHTER WING could
have reserved a nice little niche for itself,
especially with its multi-player capability.

Unfortunately, there is much worse
afoot.

The real problem with FicHTER WING
is that for all the demands it makes on
processing power, it delivers very lit-
tle—and what it does deliver is flawed.
While the ground looks very nice, how
relevant is this in a game designed
mainly for fighter missions? And while I

136 COMPUTER GAMING WORLD » MARCH 1995

full detail level. Combine this with a
tendency to crash every 15-30 minutes,
and this is not a very rewarding or fun
simulation to play at the moment.

A truly 3-D engine is a nice thing;
there is just nothing here that would let
you guess or even care [hﬂ[ you were
playing with one.

TAKING ADVANTAGE

OF THE LAW

Luckily for the future of FIGHTER WING, 1t
is an enjoyable multi-player brawl in net-
work mode, when it isn’t locking-up—
and 16-player capability could mean a
serious reduction in AIRWARRIOR bills for
some of us. This all depends, however, on
Merit following through on its promise of
a patch that adds IPX compatibility (as
well as fixing the more glaring bugs). The
easy learning curve might attract the
more casual players who have been
scared away from multi-player FarLcon by
flight-suited weekend wingmen with the
optimal RPM settings memorized.

THE EDITORS SPEAK

FIGHTER WING

marma 260

PROS Potentially a good introduc-
tion to modern flight simulations;
even more potential as a light, fun
multi-player sim.

€ONS Requires a lot of hardware
for a little bit of sim; riddled with
bugs, errors and omissions.
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STRATEGY/WARGAMES

You Are There

OLDER BABY BOOMERS MAY FOR-
GET HOW THEY LEARNED HISTORY
IN GRADE SCHOOL, BUT | WON'T,
In addition to the forgettable
books, we were treated o one
highly memorable film series en-
titled You Are There. These 22-
minute vignettes (clesigned to be
aived in half-hour TV time slots)
were classic *50s black-and-white
television episodes. Owr host, Walter Cronkite, was
injected into some historical event, such as the
Boston Tea Party. There, he would follow the action

and interview the principals, reporting “the news” of’

history in a way that honored the series title, I'll nev-
ar forget those wonderfully corny shows.

While I'm waiting for my local cable station to
pick up the History Channel in hopes of seeing
those nostalgic You Are There episodes, I've been re-
flecting on the role-playing aspects of war and strat-
cgy gaming. While cross-genre gaming will always
be with us (hence those fine lines between space

G-2

flight simulations and arcade games),

games with role-playing elements
blended with war and strategy game

memorable products.

What prompted this line ol thought
is the success of SSI's PANZER
GENERAL. While some might argue
that it's more of a game and less of a
historical simulation, one aspect is not debated: the
campaign game element is a trinmph. Now, PANZER
GENERAL is not the first game to have a player's core
units follow him from scenario (o scenario, stringing
them together into a “campaign,” but it is the latest
and has been particularly well received for it.

In addition, PANZER GENERAL goes out of its way to
personalize the player as the Panzer General. Your
marching orders are given Lo you. Success or [ailure
In a scenario begets a personal commendation or
condemnation. At the campaign’s end, the goal is
how history will remember you, as a Panzer General,
that is the game’s great reward. When combined

with the individual unit citations and campaign rib-
bons and the personal [eelings
a Panzer General develops for
his core forces, the sense of You
Are There is complete.

there has been a great dearth of

elements—at least, a great dearth of

ROLE-PLAYING

AND WARGAMING

IN THE SAME BED?

[T MAY BE A

MATCH MADE |

N

GAMING HEAVEN.

¥ For the wargame designer who has everything, J.D. Webster
has acquired an unusual new toy. He is currently restoring an ex-
Czech Air Force MiG-21F-13 Fishbed C aircralt that he is planning
to restore to flight status. I wouldn’t want to be with the Michigan
Air National Guard when he decides to take it for a spin!

% When away from his plane, ].DD. Webster is working with
Charles (FLiGraT COMMANDER 2) Moylan on OVER THE REICH, a
computer translation of J.D.'s highly regarded boardgame. If you
catch them on-line (GEnie: | WEBSTERG and C.MOYLAN),
there's still time to give them your input.

¥ Speaking of FLIGHT COMMANDER 2, Avalon Hill should re-
lease the Campaign & Mission Editor by the second quarter of
this year. Players will be able to make up their own force compo-
sitions (F-16s could escort Su-27s), place starting forces (includ-
ing ground units) on specific squares, ete. After this project will
come the World War 11 version ol FLIGHT COMMANDER,

(continued on page 140) i

While other games always
seem to put you in another
person's shoes, PANZER GENER-
AL puts you in a pair ol com-
fortable, glistening jack boots
thar fit your feet just so. While
war and strategy games, by
their nature, put the players in
a “role,” the type of role-play-
ing that so effectively perme-
ates PANZER GENERAL deserves
some special recognition.

Other war and strategy
games, 0o, incorporate more
role-playing elements than
most in their genre. Micro-
Prose’s MASIER OF Macic, lor
example, draws players in by al-

by Alan Emrich
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lowing them to create their own custom
wizard. By blending various colors of mag-
ic spell books, wizard skills (such as Alche-
my or Runemaster), and selecting [rom
among several starting races (from Ell'and
Human to Klackon and Lizardman) at the
beginning ol every game, there is more
than a whole new world to explore—
there’s a whole new self 10 explore. MastiEr
orF ORION also personalizes your strategy
by having an elaborate council routine
where diplomacy and vote bargaining is
necessary for success.

While pure wargames might put you in
the shoes of a commander, such as Avalon

62 (continued from page 139)

# In the something-for-nothing de-
partment, Blizzard Entertainment has re-
leased an editor utlity for their popular
WARCRAFT: ORCS AND HUMANS as free-
ware. Players can adjust unit strengths,
ranges, hit points, etc. It should be posted
on America On-Line, CompuServe, the
Internet and other locations, or you can
call Blizzard divectly at (800) 953-SNOW.

» Also blowing in from Blizzard is
their announcement that they will devel-
op Pax Imperia 2 with Changeling Soli-
ware. The game should be released in
both Mac and Windows formats by
Christmas of ‘95.

» New World and SimTex's battle-
mech game (working title: MECHLORDS).
could potentially have up to 18-players
per game (there will be six great houses
with three key nobles each). Each player is
a noble who must decide what missions
will be conducted on which planets each
trn. There will also be individual pilots
(with personalities) commanding key
‘mechs. Strategically, the game is played
on a star map with point-to-point move-
ment and has something of a MASTER OF
OrioN feel for fleet maneuvers and poli-
tics. Much of the action takes place on in-
dividual planets, where players set up
mining and manufacturing operations,
played out on operational-level maps (a la
Empire DELUXE). Each planet will feature
indigenous towns and races. Since it takes
a while to get planets up and running to
their economic potential, players will be
able to drop in some pre-fab cities and
factories to seed their growth. Naturally,
there will also be an evil alien race that
threatens all players, who must combine

Hill's Operanion Crusaper allowing play-
ers to assume the role of Rommel, (’Con-

ner, or Montgomery, Ih{'.y’:'t: not much of

a role-playing experience. Neither is be-
ing the abstract commander ol forces in
New World's SPACEWARD, HO! or EMPIRE
DELUXE. But when games ol this caliber
manage (o transcend these given roles for
human players, and personalize them in
ways that PaNzER GENERAL and MASTER OF
Macic do, then they raise our niche a
notch and peg their games to a broader
base of gamer appeal.

Although 1 see little hope for adventre
game puzzle solving to make its way into

to thwart it. Thankfully, ¢-mail play is be-
ing strongly considered.

¥ SimTex and MicroProse have also
lost the MOOD. Instead of pursuing a
Mastir OF OrioN DELuxe (MOOD), Sim-

Tex will release a major upgrade of

MOO. This budget-priced add-on disk,
MasteRr oF OriON 2, will feature greatly
beeled up Al one or two new alien races,
faster game play and—brace vourself—
multi-player capabilities. This project is

Ml Peivateer attempts intermpuon...
senils W hitebeard evades privateer!

HE WHO FIGHTS AND RUNS AWAY Whitebeard the Pirate (who
hears a striking resemblance to AH CEO Eric Dott) evades

capture in Avalon Hill's BLackBeARD.

on Sim Tex's fast track, so it should be out
sometime in the third quarter of this year.

» Napoleonic Alert! Bill Stegkemper
has uploaded a Napoleonic WARLORDS 11
scenario on CompuServe in the
wargames library of the Gamer’s Forum.

» Did you know it was a gamer who
blew the whistle on the Pentium chip
flaw? Lynchburg College math professor
Thomas Nicely, who found the much
publicized Pentium problem, is also the
same Thomas Nicely who does the statis-
tics for Avalon Hill's PAYDIRT [ootball
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war and strategy gaming, role-playing will,
1 hope, continue to m.lkr: some inroads.
While it is worthy to mention that simula-
tions go lnqulln with war and strategy
games like bread and butter, and action
game elements have had their place in our
niche (thanks, largely, to Dani Bunten's
designs, in particular Cosmann HQ),
these are not in discussion here. Here, 1
want to commend the war and strategy
game designers who looked to role-play-
ing games to add a \']]L’L’iill element to our
war and strategy mmmwL\puwnu.s May
my disbeliel remain as suspended as it was
(all too ofien) in Junior High School. &

boardgame. Here's (o the gamer-as-per-
fectionist, Thomas Nicely, who brings
new meaning to the term “Nicely done!”

¥ In addition to BEvoND SQuan
LEADER, Atomic plans to convert AH
board games BLITZKRIEG and STARSHIP
Troorers, and re-release the upgraded
V 1roR VICTORY series.

¥ Other Avalon Hill news linds Coum-
PUTER THIRD REICH finally ready to release
in the second quarter of this year. Com-
puter BLACKBEARD, due in the
third quarter, will include lots
ol extra material that would
have overburdened players in a
boardgame environment, but
which a computerized version
now makes easy (o incorporate,
Bracksearp will also incorpo-
rate more ol a role-playing ele-
ment.

» Now that the 2.0 version
of his THE ROAD FROM SUMTER
TO APPOMATTOX is oul (available
through HPS Simulations),
Frank Hunter is beginning
work on THE ROAD FROM
MARENGO 10O WATERLOO and an
exciting new title, BETWEEN
WiND AND SEA: THE AGE OF
SaiL, Heave, ho, Frank, Keep us posted!

» While TacOps is currently only
available for the Macintosh, it is being
ported to Windows with all dispatch.
Paul Pucci of Arsenal Publishing projects
a mid-1995 release.

¥ In answer to a recent obscure infor-
mation request, FLEET COMMANDER is on
a back burner at RAW Entertainment.
Alan Zimm, who published the original
Action StaTions (along with Dave Isby)
is still on active duty with the United
States Navy.



SSI's immensely successful
ADVANCED SIMULATOR SERIES
continues! GNB lll: FURY. IN
THE PACIFIC is a huge simu-
lation encompassing the
entire Pacific War,

You get all major
American and Japanese
ships and aircraft of the
Pacific Theater, A Random
Battle Generator lets you
create unlimited conflict —
from small surface engage-

ments to full:blown carrier:.
task force batties! Use the
powerful scenario editor.to
create your own battles or:
modify existing ones in.araas
like Midway, the Solomons
or the Phillipines. A sophisti-
cated customizer lets you
alter various aspects of the
game routines — for
unprecedented control.

A new interface and
menu options, laser-sharp

G, 19447:49

iper-VGA graphics andan
astounding sound track make:
this simulation the hottest
thing afloat: e
GREAT NAVAL Barries 111,

The Paclific is yours, if.you
can stand the heat! e

To order: Visit your retailer or
call 1-800-601-PLAY with
visa/mc (North America only).

IBM 256-COLOR SVGA DISPLAYS.

21985 Strateqic Simulations, Inc., A Mindscape Company. All righls reserved,



PREVIEW

Avalon Hill’s ADVANCED CIVILIZATION Secks To Make [ts Own Name

by Alan Emrich

STHERE ANY QUESTION THAT CELEBRTTY
WATCHING 18 THE WORLD'S MOST POPU-
LAR SPECTATOR SPORTZ JUST THINK
how many tons of ink have been
splashed across the tabloid pages in
England over the exploits of the Royal

family. And how many broad-
ARCHITECTURE

hoardgame was an inspi-
ration for many of the ba-
sic elements of his game,
Like Sid’s own CiviLiza-
TIoN, Avalon Hill's com-
puter game version of the

suceesslul boardgame chal-
lenges gamers to build a civi-
lization from the ground up,
using trade, diplomacy and
expansion as tools. Unlike
Sid’'s game, Apvancen Civi-

cast hours and tons ol paper
have we Americans devoted to
the escapades of our own sur-
rogate royalty—the jocks, star-
lets, and crooners in the pop

spotlight? LizaTIoN ends at 250 B.C.

In the computer gaming (where Sid's game is just get-
world, the stars are few and far itieuinawm ting warmed up) and olfers
between, but we're not com- Aty multiplayer games (a feature
pletely without our royalty. If & 120 Sid’s fans have been request-

we had to crown a ng the ing for vears),
Jjewels would have to go to Sid Meier, the
humble guru of “god™ games (PiRATES],
CIVILIZATION, RAILROAD TYCOON).

So it was with no small amount ol
guilty pleasure that T got to do my own
celebrity watching at the recent Con-
sumer Electronics Show, where T saw Sid
wandering the aisles of new computer
games on display. | watched carefully as
he stared at screens and occasionally
pushed a few keys. Alter all, if Sid Meier
expresses interest in a game, the head-
lines are sure to follow!

Naturally, T smiled when Sid moseyed
over to the Avalon Hill Game Company
booth and, in the most unassuming way
imaginable, ventured to look at Comput-
ER ADVANCED CiviLizaTion. Alter all, Sid
has admitted that their CIVILIZATION 1

THE HISTORY OF CIVILIZATION
Avalon Hill has the license to
publish  the  CiviLIZATION
boardgame in the United States,
but the game was originally re-
leased in England by Hartland
Trefoil, whose 1829 railroad
boardgame served as the inspira-
tion for Avalon Hill's upcoming
1830 (another former board
game that Sid Meier was cager to see, by
the way). The original CIviLizaTion

commodities such as Dye, Gold, and
Ochre, calamities such as civil wars, and
the goal of acquiring Trade Cards, each
providing special benefits.

was only when  Canadian
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hoardgame was driven by the trading of
8 f

lawyer/game designer Bruce
Harper entered the picture
that Cvitizanion headed into
its “Advanced” state. Harper's
terrific enhancements included
more Civilization cards (including Road
Building, Monotheism, Mining, etc.),
cleaner and more comprehensive rules,
streamlined trading, plus newer and
more calamitous disasters. The new ele-
ments all combined into a critically ac-
claimed boardgame that continues to
withstand the test of time.

On top of the Advanced game, many
layers of enhancements have been added
like sinful pleasures on a triple-decker
cake. These include player variations
(“house rules”) published in boardgame
magazines and in Avalon Hill's published
expansions. Both the unofficial and the

n sanctioned additions will con-
tribute to a rich play experi-
ence for computer users.
Specitically, CIVILIZATION's west-
ern extension map and ex-
panded wrading cards have
heen fully incorporated into
ADVANCED CIVILIZNTION,

FROM THESE HUMELE
BEGINNINGS

Players of Apvancen Civiizamion don't
begin with much. Just as Sid Meier’s new
rulers started with a single group of set-
tlers, so players of ADVANCED CIVILIZATION
begin play with but a single token w rep-
resent their civilization,



From that point, ADVANCED CIVILIZA-
TION is played in epochs. Time is
recorded on the Archaeological Succes-
sion Table (AST) beginning in the
Stone Age. From there, the various
players at the various starting positions
(Africa, Lialy, Hlyria, Thrace, Crete,
Asia, Assyria, Babylon, and Egypt) try to
meet the minimum requirement to ad-
vance into the carly Bronze Age, where
the player owns two cities. After three to
five turns in the carly Bronze Age, play-
ers must leap the next hurdle to ad-
vance into the late Bronze Age (which

requires three cities and ownership of
Civilization Cards from at least three of

the following groups: Arts, Crafts, Sci-
ences, Civics, and Reli-
gion). From there, the
requirements for the
early Bronze Age (four
cities and nine Civiliza-
tion Cards with all five
groups represented)
and the late Bronze
Age (live cities and
specific point totals of Civilization
Cards) must be met in future turns.
Failure to meet these requirements by
the specified turn keeps your people
from advancing on the AST, and you
fall behind in the race to the finish.
What can players do with the single to-
ken they start with somewhere along the
edge ol the map? Grow! Each turn, there
is a population growth phase where every
area that contains one token receives an-
other, and those areas with two or more
tokens can receive two others. Early in
the game, tokens multiply like rabbits.
Fach arca on the immutable map (there
- are no random map
variations—the terrain
15 lixed from Gibraltar
to Basra, and Ireland to
Upper Egypt) has an
agricultural support val-
ue ranging from one to
five and, possibly, a city
site, voleano or Mood
plain. The agricultural value is the unit
stacking limit, with the number of differ-
ent tribes able o coexist in a given area
adding up to that value, When exceeded,
tokens are removed alternately among
players until a stasis between tribes and
agricultural value exists. Thus, combat
consists ol simply removing excess tokens
in an area until the unit numbers no
longer exceed the location’s agricultural
support level.

6
EPIDEMIC

It is here where I perceive a weakness
in COMPUTER ADVANCED CIVILIZATION'S
basic design. While it is often interesting
to watch every player move every one of
their pieces every wrn, more olten it is
not. Even with my Pentium 90, the move-
ment phases of the latter game crept
along to the point of boredom. T would
like to see an option that would expedite
the computer players’ unit movement
and just show their linal placement.

URBAN MAJESTY

Cities are the engines of Awvancen Civi-
LIZATION, They are

built at the various

the game. Hoarding too many tokens in
your treasury means that only selective
population growth occurs and, if there
are not enough tokens available when
tax time comes around, untaxed cities
revolt (there’s an interesting twist in
logic for you). The simple management
of your stock of tokens is a game within
a game.

The cities also allow for the collection
of trading cards, which serve as the
liteblood ol the game system. The more
cities you own, the higher the value pile
ol wrading cards reached. For example, if

Acquire Clvitization

historical city sites
dotting the map by
combining six to-
kens, or 12 tokens
On any non-city

site., With cities

come trade cards
and taxes which, in
turn, create an
cconomy, and the
game progresses
rapidly from there,

Taxes are re-
ceived at the rate
of two tokens from

CRETE
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CATEGCAY: Rafliglon/Arts,
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the player's
“stock” per city per
turn (with
Coinage, you can
set your own tax rate of 1, 2, or 3 tokens
per (tily per turn). One’s stock of to-
kens, however, is also where population
growth comes from, and players have a
set limit of pieces at the beginning of

CIVILIZED ACQUISITION Acquiring Civilization cards is the game-within-the
game, because each one gives a player an advantage for future turns.

you have four cities, you receive a card
from pile 1 (the cheap stufl, Hides and
Ochre), a card from pile 2 (better junk,
Iron and Papyrus), a card from pile 3
(Salt and Timber) and one from pile 4
(Grain and Oil).
Similar to the das-
sic card game Prr,
the goal ol wading
is to corner the
market on a given
commaodity. Thus,
the more of a sin-

gle commodity you

winning the race to the late Iron Age.
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acquire, the greater

the value of the set
when cashed in 1o
purchase Civiliza-
tion Cards such as
Astronomy or
Military.

While the me-
chanics for rading
cards have evolved
into something
more-or-less intu-




itive in this com-
puterized version
ol Anpvancen Civi-
LIZATION, it might
seem a bit Byzan-
tine to new players
at first. That's be-
cause the trading
mechanics were
designed for case
ol play via e-mail,
In the end, it
works well, and
Avalon Hill is to
he commended
for working
through such a
thorny problem
on behall ol e-mail

shaped areas that regulate movement. The numbers show each area's

gamers  every-
where.

CALAMITIES R US

With up to eight players involved, there
is a lot more than just trading going on.
Shuffled into almost every pile of trade
cards is a disaster or two. These cards are
like hot potatoes: whoever is stuck with
them at the end of the trading session
suffers a disaster. Since trade cards must
be moved in groups ol at least three,
many are the times that you will find
Greeks bearing gilts. 'These disasters are
CIVILIZATION's great equalizers, allowing
players to bring the leading player’s (or
some other foe’s) empire to ruin without
the need lor direct military action. Fortu-
nately, empires quickly rise as well as fall
in CiviLizaTion, so these setbacks, while
moderately devastating, can often be
overcome in two or three turns (barring
more calamities, ol course!).

As it is with tokens crossing one’s per-
ceived borders, however, computer
players seem to have no memory of be-
ing picked on by others via disasters.
'T'he faceless, soulless Al seems to take it
like the perfect patsy, rather than
steaming and plotting revenge against
someone who passed it that damnable
Civil War card.

CIVILIZATION CARDS

AND THE NEW DEAL

Of the many treasures inside ADVANCED
Civiizanion, foremost are the new types
of Civilization Cards included. Every
card provides a discount toward the pur-
chase of other cards in its category on fu-
ture turns, in addition to having its
specilic elfect. Astronomy allows your

“Agricultural Support Level,” which determines max unit numbers.

ships to move across the open seas (i.e.,
your ships no longer need to hug the
coast), while Cloth Making increases ship
movement by one per turn. When com-
bined with Engi-
neering (for more
casily reducing en-
emy cities) and Mil-
itary (allowing a
player to move al-
ter other players
who do not have
this card), you're
looking at a player
who is a serious,
long range threat,
Civilization
Cards also have
considerable influ-
ence over the
severity of calami-
ties. While the
benefits of Mining
are terrific (allow-
ing any set ol ore
trading cards to be
cashed in as il there were an additional
card in the set), should that player suf-
fer a Slave Revolt
calamity, look out!
Another example is
the calamity of Icon-
oclasm & Heresy,
which is exacerbated
by players owning
Monotheism and re-
duced for those who
have Theology, etc.
The acquisition of

5 |20]45]80
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IT'S ALL IN THE CARDS Cities generate taxes and trade cards, but the hig
money comes from cornering the market. Watch out, though, for any
dastardly cutthroats who try to slip you a disaster card in trade.

Civilization Cards
has a definite struc-
ture. Mining and
Road Building re-
quire Engineering as
a prerequisite, for ex-
ample. Democracy
and Philosophy re-
quire Law, and En-
lightenment begets
Monotheism and Theology (so that’s
where Sid got the ideal).

2
TREACHERY

WHAT'S IT ALL ABOUT, ALEX?

Although Advanced Civilization ends
circa 250 BC, enough happens on each
turn that players will feel they've com-
pleted a worthy challenge. Surviving
calamities long enough to acquire need-
ed Civilization Cards, all the while plan-
ning military ventures and cornering
the market in Gems, makes for seriously
absorbing game play. Of course, a great
deal of the game’s appeal stems from its
multi-player aspects, as up to eight hu-
mans can play (by e-mail or hotseat).

Acquire Goods
CRETE

T LT RO
~ B
e

For e-mail play, one player is designat-
ed the host, while the others send their
moves through that player’s computer,

Regardless ol whether they play e-mail
or solo, gamers will be fortunate to have
such a thoroughly tested and developed
game on an interesting subject with
broad appeal. Wouldn't it be nice i every
computer game could make this boast?
In the meantime, I've got 15 in Dye and
Salt and I'm looking for Grain and Cloth,
But il you slip me that Civil War card
again, I'm coming alter you! €
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'‘TALISMAN:
CITY OF ADVEN-
TURE’ New peris
await the brave
adventurers taking
part in the quest 1o
defeat the Dragon
King. Amongst the
crowded markets
and shops of the
City of the
Emperor-can be
found almost
anything an adventurer might desire, from a stur-
dy warhorse to a magic sword. Meanwhile, far
away from the hurly burly of the city lies lhe forest
realm of the Wraith Lord. Contains 2 new board
seclions, §29

‘HISTORY OF THE WORLD' Iraces the progress
of mankind from the dawn of civilization to the
threshold of the modemn era. Each player com-
mands 7 empires, vies with armies and fleets, and
builds monuments:

‘WE THE PEOPLE' American Minulemen have |
fired the shot heard ‘round the world. Join in the w
for independence with this exciting historical game
that lets you lead the forces of the Continental
Army. 529

= reaares [ ABATTLETECH®
B ATHUEFECLE A Dark age has
A SLMY OF ARMORED CNMPAY befallen man-
r =1'3 kind. The United
Star League once
reigned, five suc-
cessor states
now battle for
conirol.  The
Succession Wars
are fought over
water, anclent
machines, and
spare pars faclo-
ries. Control of
these elements
will lead to final
victory . 518

BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES
MEDIEVAL RAILROAD STRATEGY WORLD WAR Il

€ oo
TALISMAN is a game played in a mythical
dragons and sorcery. As a Warrior, Wizard, EIf or Dwarf
you are on a quest o find the Magic Talisman and o
retrieve the fabled Crown of Command from its fearsome
guardian, the Dragon King. s44

BOARDGAMES
ANCIENT

(n':.-nd‘cx?\rt' < v
‘WARHAMMER 40,000° It's more than just the
game in the box, it's an entire hobby support-
ed with a huge range of supplemenls, boxed

2ls and blister packs of miniatures. Includes
hundreds of different models. S47
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Move It

Or Loselt

Haulin’ Mass Is The Name

Of TRANSPORT TYCOON’s Game

by Robert L. Hayes, Jr.

ICROPROSE'S TransPORT Ty-
COON IS THE NEWEST CAR ON A
LONG TRAIN OF GAMES WITH
transportation management as
their theme. Sinp MEnER's Ran-
ROAD “TYCOON (MicroProse) let you build
a rail network mile by mile while playing
both dispatcher and financier simultanc-
ously. Impressions’ AR Bucks allowed
you to recreate the history of airlines. A-
Train (Maxis) not only allowed you to
manage Japanese-style railroads, but to
deal with entire economies. Now, TRANS-
PORT TYCOON lets you dabble in all parts
of the lr:mspm‘tatiml infrastructure,

[s TRANSPORT TYy-
COON designed to help
us understand the pro-

Price: $47.95

found implications of | CD-ROM and

transportation policy | 3.5" floppy

on the [illm'c of ourin- | System

|lMll ucture? Hardly. ?;f?ﬂu{i:nr:::t:?le
You (l. I)c'_]u§l as likely 386 (486

to gain insight from | facommended),

this game as you would | 4 MB RAM,

Sensitivity Training | SVGA graphics,

from a session of | GD-ROM,

DOOM. TRANSPORT TY-

COON 1s a game, and a
really good one at that.
You're not likely to be-
come a real-life ship-
ping magnate like
Aristotle Onassis, a
railroad robber baron
like Collis P. Huntington, or aerial pio-
neer like Howard Hughes alter playing
it. But il you like the kind ol "toying
around” and micro-management offered
by SimCriy, you might find that your ro-
mantic partners will split up with you,
you will lose your job, your pets will
starve, your computer will overheat, and

mouse; supports PAS, Roland (+Sound
Canvas), Sound Blaster (+AWE),
Ultrasound and General MIDI sound cards.
Protection: None

Designer: Chris Sawyer

Publisher: MicroProse

Hunt Valley, MD

(800) B79-PLAY

you won't even notice.

You begin in the role of the all-power-
[ul head ol a transportation conglomer-
ate, starting out with a modest loan of
$200,000 and a blank canvas on which to
lay the foundations of empire. Over the
course of a full century (from 1930 to
2030) you must lay rail lines, build air-
ports, construct roads from town to town,
establish shipping lanes, negotiate with
local governments, and of course, cash
the lucrative checks that begin to roll in
once the transportation network heging
moving cargo and making profits.

The game is set in a randomly-gener-
ated world (ca.
200 miles in
breacth) sprin-
kled with in-
dustries, raw
materials,
cities, lorests,
rivers, oceans,
mountains ancl
valleys. Your
transportation
network must
connect  all

these locales
and commodi-
ties with other
parts ol the
world, whether
by road, rail,
air or sea. For
example, a railway might convey wood
from a forest preserve 1o a sawmill where
the wood is converted into consumer
goods. These goods might then be
trucked to a small port and loaded onto
an ocean liner where they are carried
hallway across the map to a large city
with an insatiable demand for toiler pa-
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per, notebooks and newsprint. Alterna-
tively, small airports scattered across the
map might convey passengers and mail
from hamlets and small towns to major
metropolitan areas, or barges might car-
ry thousands of tons of coal to an electri-
cal generating station. As the game
progresses and your bank account swells,
the transportation network may expand
until every resource and city on the map
is connected into an all-encompassing
web of monstrous proportion. You won'l
be unchallenged in this quest, however,
since up Lo seven computer-controlled
firms are also out to make their mark on
the world,

SICHTS AND SOUNDS

OF THE INFRASTRUCTURE
TRANSPORT TYCOON's slightly tilted over-
head perspective on the world provides
excellent visibility for everything happen-
ing within the view area. There are three
zoom levels to assist you in observing the
vast SVGA world: a close-in view which
doesn't show much of the map, but pro-
vides both impressive detail and an ideal
scale for laying rail or road through diffi-
cult terrain; a medium view wherein most
of the game is played; and an extreme
but usable distant view that shows vast
segments ol the map with a correspond-
ing drop in detail.

The game is lushly animated. Smoke
pulfs from the stacks of steam engines,
water surges around the bows of mer-
chant vessels, bales ol hay appear and
disappear on farms, new buildings go
from foundation to completion with
cranes and givders, Clicking on a trans-
port station or vehicle invokes an animat-
ed dialogue box which provides all
information on the vehicle or station, al-
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Service subsidy offered:

First Passenger service f‘{om
ear’s subsldy from the

Minnbridge to Ginningpoo
attract a
ocal authority!

and lines can have
drastic effects on
profitability over
the 100-year course
of the game; a
poorly-designed

ail net will collapse
under its  own
weight, and the
player will have the
ignominious expe-
rience of seeing
computer players
passing them by in
the ratings list. As
time passes, new
decisions must be

SUBSIDIZED SUBSIDIARIES During the course of the game, various cities
will offer financial incentives for shipping goods and services to their

cities.

lows for control of movement and cargo
loading, and opens an independent ani-
mated view (for vehicles) that updates
constantly, even if you move your point
of view to a different area of the map.
The graphic quality is uniformly su-
perb and is matched only by the profes-
sional-caliber sound and music. Buses
roar into life with a growl, steam engines
whistle, diesels hum, jets scream into the
air, and news bulletins jingle with the
sound of teletypes. The volume of sound
effects changes depending on the magni-
fication level, so at close range the trucks
sound like they are in the same room,
while at the medium level, the sound has
a distance to it. Fortunately, the sound is
spaced and paced so that you won't get
tired of it. On top of that, the music is su-
perlative. Rather than commission an
original score, the designers wisely chose
over 20 jazz and R&B tunes with trans-
port themes (mostly trains, of course), all
faithfully rendered and non-intrusive. Af-
ter over 100 hours of play, I have yet to
turn off the music for more than a few
moments—it fits into the game that well.

TACTICAL TIMETABLES

All is not glitz and flash in the world of

TransPORT TYCOON, however. The bud-
ding mogul must make many strategic
decisions. Will the high payolls of heavy
long-distance rail lines make up for the
massive expenditures which overland rail
construction can incur, or would limited
funds be better used to beel up inexpen-
sive but lower-yielding bus lines? Choos-
ing the layout of your original stations

made. That new
bus carries several
more people and is
CIICHPGI‘ (3] H[)C!'}llL‘,

but is much less re-

POP GOES THE WINDOW A Windows-like interface makes it very easy to
see what's going around the world, and allows for the easy construction of
trains, planes, trucks and ships.

liable. Do I make the move to new tech-
nology now or wait until it is more
reliable? Industries lade away and are re-
placed by new ones, so that the coal mine
that was once the source of so many prof-
itable lines is gone, and your million-dol-
lar rail investment is useless unless you
can find a way to reallocate trains to carry
different cargoes over the same tracks.
Entire new technologies, such as hov-
ercraft, helicopters, oil rigs, and mono-
rails appear as time progresses, and you
must adapt rapidly 1o changing circum-
stances. At the beginning of the game, air
travel is nearly pointless, as it is expen-
sive and low-yielding, Yet, as the century
progresses and new planes come on-line,
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the tycoon without a strong air presence
will soon be as penniless as the Monopoly
character with his empty pockets pulled
inside out. Cargo pays more as you carry
it farther, but pays less if the delivery
time is too long. Also, no two types of car-
go have the same rate of decline over
time; for example, mail will hold its value
for a [ull month, while passengers start
paying less with each passing moment
their trip takes.

The game’s “influence model” is inter-
esting. Each city rates each company on
how well that company services its people
and industry, and that mlmb affects your
dealings with that city. So, ignore C hart-
field for too long and you may find that
the city council refuses permission to build
an airport in later years. Provide excellent
service to the city, though, and you may
find the government will prove very
amenable to )OUI rezoning ideas. The

T ; , more cargo taken
in and out of a city,
the faster it grows,
so there is a definite
incentive Lo provide
good service.

The economic
model is also gen-
erally realistic. Ig-
nore a factory's
need for raw mate-
rials and it will out-
put only a pittanee
of transportable
cargo. Feed it with
steel and other raw
materials, and it
will boom, produc-
ing a wealth of
high-value cargo.
The old model of
chaining transit
lines together for maximum profitability
from Sip MEIER'S RAILROAD TYCOON (iron
ore Lo foundries produces steel, carry the
steel to a factory to make goods, carry the
goods to a city for final sale) is definitely
part of the economic world of TrRANSPORT
Tycoon,

CARGCO HANDLING

WITH ALL DESPATCH

Your control over operations is ad-
mirably complete without delving too
deeply into the perils of micro-manage-
ment. Vehicles will cover their designated
routes on their own without constant
player involvement, and will even take
themselves to service depots when it is
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time for maintenance, Unfortunately, the
vehicles will not automatically replace
themselves when old and worn out, so
you must order each vehicle back to a de-
pot, manually sell the vehicle, and buy
the replacement. This is generally not
much of a problem for big-ticket items
like trains and boats, but road vehicles
are both numerous and short-lived, so
the tycoon trying to establish a Grey-
hound or Trailways will find himself con-
stantly ordering buses back to the depot
for replacement. However, pop up mes-
sage boxes will tell you when it's time for
a vehicle to be replaced, so you will at
least be spared the considerable tedium
of monitoring vehicles for signs ol age.

Vehicles such as beats, which do not
have lixed routes, can sometimes become
conlused, especially over long distances.
As a young tycoon, you will quickly discov-
er that establishing navigational way sta-
tions is a key element in making sure that
ships stay on schedule and on target. You
will also notice thal trains that are not

OVER LAND, OVER SEA Transport tycoons can cover the countryside with
their airports, train stations, and shipping docks. Just make sure you make
a profit while doing so.

locked into a single stretch of track will,
occasionally, stray into other parts of the
rail network if the route they wish to take
is occupied by another vehicle, and they
are very poor at getting back into their
proper section of railway. The only solu-
tion is to dedicate a given segment of
track to a given train and make sure there
is no way for the train to get out of it.
Also, should too many road vehicles at-
tempt to use the same segment ol road,
they can get into a traflic jam which the
player must solve, even though there is no
notification other than a sudden loss ol

profitability in the
player’s road vehi-
cle accounting.
These problems are
relatively minor,
however, and once
the player is experi-
enced with the me-
chanics ol vehicle
movement there
will rarely be any
trouble.

MOGUL MINDS

O  weaknesses,

TRANSPORT TYCOON
is strangely deli-
cient. The “intelli-
gence” ol the
computer players is
not terrific, and
they will occasional-
ly build extremely convoluted and ineffi-
cient rail or road lines where a straight
track or road is possible. They do not tend
to be highly aggres-
sive, generally pre-
ferring to pick their
own lavorite cities
and industries and
concentrating on
those. The player
wishing a more
nonconfrontational
game can wrn the
level of competition
down or off, but
there is no real way
to get a challenging
game out ol the
computer players.
For the most part
this is not an issue,
however, as Lhe
“transit construc-

tion kit" aspect of

TRANSPORT "TYCOON
is the real meat of the game, and the com-
puter players merely add a bit of spice
when opening new markets.

I have found only one bug in the game,
an astonishing fact when the size, scope,
and complexity of the program are con-
sidered. Fortunately, that bug is casily
avoidable. When saving, you must make
sure the music is turned oll or there is a
slight risk the game will erash without sav-
ing. This is annoying the first time it hap-
pens, but it generally only happens once.
Computer speed can also be an issue: on
a 486-25 the game begins to get rather
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LAST STOP, CHAPTER 11 The almighty bottom line is still most important.
Fortunately, Transport Tycoon has some useful tools that allow gamers to
quickly analyze their financial status.

slow once a few dozen vehicles are on the
roads, rails and sea. Fast 486 and Pen-
tinm owners will not notice any signilicant
slowdowns even with large numbers of ve-
hicles, however. The game manual is
somewhat weak, briefly explaining the
controls rather than examining the game
more closely, but players who love finding
out things on their own will be like pigs in
mud. Finally, each game takes a long time
to play: on a fast 486, the rate of time pas-
sage is about three years per real hour
once things start to get complicated.

On balance, TRANSPORT TYCOON is an
addictive, strongly strategic game with
great depth, replay, beautiful production
values, and fantastic gameplay. Players
who must have constant strong conflict
will be unmoved by the relatively tepid
level of interaction between human and
compuler opponents, but anyone who
has ever looked at a model railroad and
[elt the rumble of the 5 o'clock freight in
their heart will be in heaven. €

THE EDITORS SPEAK

TRANSPORT TYCOON

narme I

PROS [ans of “software toys” will
have plenty to do in this world of
clean graphics and superior sound
effects.

€oNS The competitive element is
limp-wristed, and the game may be
too long and involved [or casual
players.
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Dead
Zeppehn

MicroProse Brings Out The Proud Old Airships In ZEPPELIN

by Johnny L. Wilson

HEN THEY AREN"I TRACKING WHALES OR OBSERVING
WEATHER PATTERNS, DIRIGIBLES ARE multi-colored [ly-
ing billboards for Budweiser, Fuji, Goodyear, Met
Lile, even rock group Pink Floyd. These great-
grandchildren of the majes-

tic airships of yesteryear are part of an

arial comeback. Westinghouse is build- =g 0 $39.95

ing a huge blimp as part of the United System

States’ air defense system, A German | Requirements;

company is even proposing the rebirth  IBM compatible

of cruise ships reminiscent of the Hin- | 386 or better,
2 MB RAM,

denburg. So, it is an auspicious time for

. . VGA graphics, 5
a game celebrating the golden years ol slapiitay

MB hard drive

E.lmst! rmhlg airships, the nascent aviation space, CD-
industry of the early 20th century. ROM; supports
MicroProse has done just that with | AdLib and

ZEPPELIN, a strategy game covering 40
years of the glorious era. Its economic
model covers everything from supply
and demand for production to stock
market speculation. In ZEPPELIN, coura-
geous souls strive for ever-lengthier dis-
tance runs and enter [light competitions, trying to set new
altitude and speed records. You can invest in technological im-
provement and harvest the larger profits of your success. It is
even possible to build a solid enough network of scheduled
flights that you make profit simulated week alter simulated
week without doing anything.

Protection: None

Publisher: MicroProse
Hunt Valley, MD
(410) 771-1151

From the beginning,
ZEPPELIN (ries Lo ¢s-
tablish a delightlul
period look and feel.
All of the screens are
sepia-toned graphic
menus using buttons,
sliders and active ar-
eas to allow you to in-
put your commands.
You choose a period
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Seppetin!

Sound Blaster compatible sound cards.

Designer: Sven Vogelgesang

portrait, name your character and ship, liguratively sign an ad-
vertising contract (apparently, your character was ahead ol his
time in more ways than one, which means Iree money for you),
and get ready to fuel up the ship. By this time, however, you are
likely to have discovered the game’s chief
weakness. Every time you want to do
something, you have to switch to another
graphic menu. You can't even check your
fuel level without shilting to the Airship
sub-menu. All of this menu-shifting takes
time, and in a game that simulates 40
years of aviation history week by week,
time 1s critical
You begin with a Z-1 class zeppelin—
the first of eight progressive airship de-
signs—and two million  pounds.
Depending upon which of the three diffi-
culty levels you are playing, your ereditors
will allow you to spend your initial funds
and go a ways into debt (three million on
the Easy level) before foreclosing and
bringing about a premature end to the
game. Since you'll need money to fund your research and de-
velopment, as well as your ordinary operations, it is fortunate
that there are several ways to make money during the game,
First, take one of
those advertising
contracts—you'll of-
ten be grateful for
that stipend from
Boringer Bier, Zorn
Witner Motors,
Desert  Oil  or
Berlinger Unzeiger,
Second, you can in-
: : 4 cur income [rom
passenger fares. You
set custom fares each time you decide to fly one of your ships
(you can operate up to three zeppelins as charter vessels and as

=

or sl ...
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many scheduled flights as you can make prolfitable) and the
program calculates passenger response. If you are constantly
reaching full capacity, you are probably ahead of the game.
Third, you can transport special, time-sensitive cargo for extra
income. The downside to this method is that you have to
search through extra graphic screens to find out what special
cargo may be available at a given city, and there are penalties
for late deliveries that can consume all of your potential profit
and then some.

Fourth, you may
speculate in the stock
of other companies
(Zorn Witner, Desert
Oil and Delag, Ger-
many’s first airline).
These companies are
cyclical, since the
economic model is
roughly based on the
actual world econo-
my during this era.
You have the advantage of knowing that these companies never
completely go away, so you can confidently buy when they are
priced under 100 pounds and sell when they are priced over
200 pounds. Unfortunately, you have to go through significant
screen switching to get to the stock prices, so it is not conve-
nient to check the market each week. Fifth, there is your own
[PO (Initial Public Offering), the first time you sell your stock.
This is likely to be the best price you are going to get per share
for a while, so don't sell your initial percentage until you really
need the money.

Your stock price will immedi:-ltely begin declining until you

1(“:1(]] Cﬂrﬁiﬂ!fﬂh](‘,’ (_dmmgs curve, so g{_[ y(]lll {.:l]’]]ld]l!d[i{)ﬂ
while the hype is hot. Also, note that you cannot buy back stock
as treasury stock in order to reduce the float and support a
stock price. Once sold, you're at the mercy of the marker. The
good news is that as the game progresses, the stock price accu-
rately reflects the current performance of your company.
Sixth, you can estab-
lish  well-paying
routes between cities
to provide for consis-
tent income. Initially,
you'll need to make
these routes pretty
short. As technology
improves, however,
you can make more
money with routes of
moderate distance.
Even with Z-8s, however, I never found a way to make really
lengthy routes pay off. Once I had medium-sized ships, I never
found it profitable to run multiple ships on the same line, ei-
ther. Also, be sure to pay for a Professional stafl at cach office.
The added efficiency will take care of the extra cost in no time.
Once established, however, these routes do not reflect the his-
torical realities of the era being simulated. Though your San
IFrancisco office will be shut down for the year of the great
carthquake, war doesn’t seem to slow down the cruise line busi-
ness. The cash machine just keeps pumping.

Seventh, you can win 50,000 pounds in prize money for set-
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ting an altitude, distance or speed record. Eighth, you can
chase the lovely Roxanne around the world until you can coax
her to marry you. The Kaiser gives you a generous wedding
present for doing so. I found that I only pursued Roxanne
when it was convenient, however. The initial statement plus
three multiple choice response conversations weren't worth
the trouble of chasing her from city to city or switching be-
tween those graphic menus. I did eventually marry her, but

the simulated courtship seemed longer than my real-life en-
gagement.

Finally, you can
build airships for
other countries and
private investors. To
do so, you must
watch the ticker tape
at the bottom ol the
main screen and ob-
serve where the ne-
gotiations are going
to take place. Then,
you travel to the spe-
cific city, register for negotiations (a lengthy menu swap), and
wait until you get a chance to enter an individual tender or
haggle head-to-head via a sliding scale. The downside is that
you have to take the time to switch back and forth between
screens in order to keep enough raw materials in the pipeline
to keep those airships coming, The upside is that the process
is usually quite lucrative and you should regularly make at
least one million pounds in profit per vessel.

With so much to do, what's not to like? For starters, ZEPPELIN
is an interesting game design badly in need of an interface.
The sepia-toned playing screens and sparing use of postage-
stamp videos are a nice touch, but looks don’t make up for
good game play. I wanted to like this game, but there is no way
to “win” without reaching the magic year of 1940, and, even in
casy mode, that can take in excess of 60 hours to accomplish. It
isn't 60 quality hours, either. It is 60 tedious hours ol jockeying
between graphic menus that take a long time to access. It is 60
tecious hours of searching for cargo instead of having some
type of cargo speculation model. It is 60 tedious hours of set-
ting every possible flight record, building an asset base of well
over 2 billion pounds, courting and wooing the romantic inter-
est in the game, and being awarded every conceivable medal
without winning. Worse, I was seven simulated years (and down
circa 70 hours of real-time) away from victory, had no debt and
almost 2.5 billion pounds in cash when a pop-up window told
me that my creditors had taken away my company for back’
debt. Game over!

Frankly, ZEPPELIN
could have been a
tribute. to those
great airships of
long ago. Instead, it
crashes and burns
like the Hinden-
burg. Fortunately,
the cost in human
life was only about
70 hours of mine.
«
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ZEPPELIN

RATING *3 LML
RS ER TR

PROS Unique subject matter, artful

use ol sepia-tone graphics, and lots of

decision points.

€oNSs [t's difficult to see the deci-

sion points through the awful, te-

dious interface and the major crash

bugs.



_Shi

\

V116 COMMANDER IX

11th Hour: 7th Guest 2 CD ....ccccciinnninnen
1830
Gth Fleet
Aces 0f The Deep..... .
AD&D: Gold Collmmn CD
AD&D: Menzoberranzan ...
Air Havoc Controller CD ...
Alien Legacy .......ooo..r
Arc Of Doom WinCD .
Armared Fist .............. i
Award Winming War Games ...............
B Wing ]
Battlebugs 38
Bioforge CD 43
Black Beard 35
Blackthorne
Blake Stone: Planet Strike ..o
Breach3
Brett Hull Hockey ..
Bureau 13CD
Cannon Fodder
Capitol Punish tCco 42
Club Dead MTV CD ...

Colonization ...
Creature Slluck CD
Cyberia CD
Cyberjudas CD ..smmmmmmsssmsissessmssenns
Cyclones
D Day: The Beginning Of The End ....
Dark Forces CD ...
Dark Sun: Wake OfThe Rauagur i
Dawn Patrol ... i
Descent CD
Dominus CD
Doom 2: Hell On Earth ................
Doomware: Occurence 1 CD
Dragon Lore CD ...
Ecstatica CD
LFaleon Gold CO ...
Fialds OF GlOry ......ccoummmemmenmmenmmsimnmnndd

Tua Intemactiive Mavin

FIFA: International SOCCAT .vicnsseennn 38
Flight Con der 2 40/40
Flight Unlimited .... A
Front Lines 40
Front Page Spt Football Pro 95 ....

Full Throttle CD .........ccoommmmmmssmsnssssnss
Gadget WinCD..............
Gazzillionaire WinCD ..
Hammer Of The Gods ...
Hardball 4
Harvester CD
Hell: A Cyberpunk Thriller CD .................
Hellcab CD
Heretic CD
Heroes Of Might And Magic ....
High Seas Trader ...
Inferno
Infinity Maching ...
Iron Cross
Kingmaker: Quest For Crown ...
Kings' Quest 7: WinCD .........
Klick And Play Win

Metaltech: Earth Siege .... i
Monty Python Complete Wnslc BD wie55
MS Space Simul
Myst WinCD
Nascar CD
Navy Strike CD ... i

NFL Coaches’ Club Fcolhntl
NHL Hockey 95CD...
Noctropolis CD.........
N LLLS ﬂ]]
Operation Body Gount CD ......
Operation Crusader ...
Operation Europe.....
Out of this Warld 2 ...
Outpost
Pagemaster WinCD .
Panzer General ........
Pax Imperia
Perfect General 2.
PGA 486 CD
Phantasmagoria CD ...
Ph ix Fighter CD ......

Legend Of Kyrandia 3 CD

LIt BB PE0 i ociidisvinsssess aressdirniis

Links Collectors Edition CD .

Lion King CD

Locksmith PC

Lode Runner: The Return ... 38

Lode Runner: The Return Win .
Lords Of Midnight CD ...
Lords Of The Realm ..
Lost Admiral 2........
Maabus CD
Magic Carpet CD ..........cc.....
Magic: The Gathering CD
Master Of Maugic ..
Master Of Onion ...
Maximum Overkill Complete CO
MEGAIACE ooveercnesereeerseeereesressresssessns

Metaltech: Battledrame.............cccouvenrnnean 38

Pinball Arcade CD

Pinball F i

Pizza Tycoon ...

Quaranting

Rawvenloft: Strahd's Possesssion........ 47/50
Rebel A Itco 46
Relentless: Twi 's CD a6
Renegade: Jacoh's Star CD ....................09
Reunion

Rise Of The Robots ...

Sabre Team .............

Serf City

Shanghi 2

Sim City 2000

Skyrealm Jorune: Alien Logic CD ..

Space Ace Classic Pack CD....
SSN-21 Seawoll ..o
Stalingrad

Star Trail: Realm Arkania
Star Trek: Deep Space 9CD ..
Star Trek: Tech. Manual WinCD ...........
Star Trek: TNG Final Unity CD .......ooeverros
Stonekeep CD
Strike Commander/Privateer
Bundle Complete CD ..
System Shock...ovvvnnn.
The Dig
The Elder Scrolls: Arena.....
The Elder Scrolls: Daggerfa
The Horde
The Pure Wargame
Theme Park........cmmmmmnd

Third Reich .....
Tie Fighter
Tigers On The Prowl ..
Top Gun CD
Tornado: Desert Storm CD
Transport Tycoon ...
Tubular Worlds ...
Ultima 8: Pagan ..
Ultimate Football CD ..
Under A Killing Moon CD ..
US Navy Fighters CD................
Warcraft: Orcs And Humans .
Warlords 2

Warlords 2 Scenario Builder .................30
Wild Blue Yonder CD .........oooooovvrnnnnn. 80
Wing C wer: Armada 42/49
Wing C ler 3CD 52
Wings Of Glory ... ..A8/47
X Wing 44/48
XCom 40/40

XCom: Terror From The Deep CD .........40

Zephyr 42/45
Zeppelin CD 25
Zig Zag Win k]|
Zorro CD 32

CD prices=/bold

WE ALSO CARRY MODEMS, JOYSTICKS, CD-ROM DRIVES, HINT BOOKS

30-day satisfaction guarantee on all software, -~ - -~ —-—-—T—T——TTT T T T T T T EE T m T 1
Returns require RMA, I [ Sent me your current newsletter FREE! I

| [IHere's 2. Please send me your catalog, $2 off coupon and newsletter. I

Hours: Monday-Saturday ! :

8 am-midnight, eastern time. : Ham S I
(R |

Orders placed before 4pm g 1
are shipped same day. I Gity, State, Zip |
GEnie: Titan-Games | I
Internet: titangam@netcom.com I Phone Numbos B |
© 1995 Titan Games R 1

=l Dacdos Coamiton 44117



REVIEW

RS Sadiuonn o

b e

A Double-Click

From Disaster

Take Charge Of Phoenix Airspace
With AIR HAavoc CONTROLLER

by Alfred Poor

LL OTHER ACTIVITY IN THE LARGE,
DARKENED ROOM FADED INTO THE
BACKGROUND AS | HUDDLED NEXT
to the circular screen, focusing

intently on the glowing jewels of

text that crawled across its \lll[.]t{' M}
headset was plugged in next to the air
traffic controller’s jack so 1 could hear
every transmission between him and the
pilots acknowledg-

ing his instruc-

tions. Out of Price: $49.95
chaotic scrambling | System

of arrivals, he cre- | Requirements:

IBM compatible
4865X-33 or
better, 8MB RAM,

ated two samba
lines on his screen,

funneling flights

g Windows-

aonto |IIl'rl] Ei|)' suppor_ted
proach, graphics adapter
Suddenly, he | capable of 640 x

turned and looked | 480 X 256 colors

directly at me. “Do
vou see it?" he
asked with adrena-
line glowing
brightly in his eyes,
‘do vou get the
flick?”

The “flick” is ATC-speak for the big
picture, the gestalt of the situation, the
carelully-structured low ol dozens ol in-
terlocking factors of altitude and speed
and heading and destination—and lives.

Protection: None

Santa Monica, CA
(310) 392-3243

CONTROLLING HAVOC

You may never have the chance to patch
in next to a working controller, but a new
game [rom Trlmark Interactive can L;l\c
you an (lpplLu{llmn {or the constant _}ltg—
gling act that a controller must perform.
But be advised, Ak Havoe CONTROLLER 15
not above putting entertainment before

Ak Havoc CONTROLLER

resolution, 2X CD-ROM drive; supports
Windows-compatible sound cards.

Designer: Rainbow America
I Publisher: Trimark Interactive

realism, as you might infer from its name,

I's no surprise that this Windows-
based program comes on CD: given the
huge amount of multimedia material in-
cluded, you'd need a shoe box of floppy
disks to contain it all. Installation is easy,
and includes an installation of Video lor
Windows so your system will be able to
play the animated L|||Js And since it runs
under Windows,
there's no configu-
ration to worry
about. You do
need to be con-
cerned about your
system’s horsepow-
er, howevery the
hieavy multimedia
component boosts
the recommended
configuration to
486DX2-66, 8 MB
memory, and a lo-
cal bus graphics
adapter,
mention the 16-bit
sound card.

One thing that is missing from the box
is a comprehensive manual. The liner
notes in the CD jewel box will be enough
to get the program installed and run-
ning, but there’s nothing to tell you what
you're supposed to do or how to do it
The reason is that the manual is on the
disc, and installs as a Windows Help file
in the Air Havoe Controller group in
Program Manager.

The Help file is a must-read resource,
[t explains the objective of the game (cli-
rect the planes to their destination), how
to do i, and how the results are scored.
There is no “winning” in this game; cach

not Lo
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round has a potential top score of 1,000
points, no matter what level ol difliculty
you choose. Points are deducted [rom the
perfect score for a variety of factors, in-
cluding how long planes sit waiting to
take off at your held, the efficiency of
your routing, and “whether or not any-
body dies during your shilt.”

After you get past the title credits
(and a soundtrack that is above average,
to my tastes), vou are presented with
the image of a desktop. Click on the
VCR to view images, click on the books
to access the aircralt encyclopedia, or
click on the monitor 1o start the game.
I'll get to the references in a bit, but
lirst let’s cut to the chase.

1 CAN SEE FOR MILES

Your assignment is to handle all air waf-
lic ansiting Phoenix Sky Harbor Inter-
national Airport airspace. The tower
handles arrivals once they are on final
approach, but you're on the hook for all
the res l—leudmw clearing fights for
departure from Phoenix.

Some planes are just passing through,
others are coming to Sky Harbor or one
of the two other airports in your airspace:
Deer Valley and Scottsd lle. The Mights
departing from Phoenix will either leave
your airspace or head for one of the oth-
er two airports. All you have 1o do is vec-
tor all the airaralt so that they end up at
an appropriate altitude and speed for
landing or handing ofl to the next sector.
Of course, you must also ensure sufficient
altitude and distance separation so that
there are no collisions or near-misses.

Sounds easy, right?

The play screen is divided into four
main regions. The top halfl of the sereen
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is the view [rom your control tower; you
can see planes arriving and pushing back
from the terminal gates helow. This is
also where the animated clip windows ap-
pear when they play.

“The lelt third of the bottom portion ol

the screen has a Pending section where
flight information appears for aireraft
which you have not yet acknowledged.

Below this area is a box where the text of

all communications appears. The pro-
gram can also play digitized voice files
for all communications, but the same
voice reads both the controller's instruc-
tion and the pilots’ verification. This gets
a bit monotonous, literally, and the game
could be greatly improved by adding «
few different voices for the pilots.

Alter you acknowledge an aircralt (ei-
ther by releasing a pending departure
from Phoenix, or establishing radar con-
tact by double-clicking on the Pending
entry), the flight information is moved
over to the right side of the screen, into
the Active area. The [light information in-
cludes the aireraft’s call sign, the heading,
airspeed, type of craft and altitude. The
information also includes the flight plan;
you need to get it to the proper destina-
tion, but how it gets there is up to you.

PICK A PLANE
The type of aircraft is an important lac-
tor. There are 27 different types ol air-
cralt in Aik Havoc
CONTROLLER, and
these include both
commercial and
military  planes.
These planes have
different  cruise
speed ranges and
service ceilings. The
aircraft encyclope-
dia mentioned ear-
lier lets you see
three views of the
planes, review a list
ol basic specilica-
tions, and see a
three-dimensional
view in a hangar.
The bulk of the
action takes place in
the middle of the
lower part of the
screen—this is where your radar scope
appears. The view includes permanent
features: the three airports with their ap-
proach vectors, and a dozen waypoints
that you can use to route the aircraft. Air-

FUNDING

craft arve represented by liule pictures of
a generic plane, and they move around
the sereen in small increments.

You send an instruction to a plane by
selecting it All planes and their flight in-

DESKTOP DESIGN Air Havoc Controller's graphical main menu lets you
choose hetween reference material or a new game session.

formation are blue until you select one, at
which point the plane and the flight in-
formation turn yellow. There are live
commands vou can give at that point:
Heading, Altitude, Speed, Direct To and
Handoll, You can choose these from a
pop-up menu by double-clicking on the
flight information or by clicking on the

HAVOC CENTRAL The main game screen shows the view from your control
tower, the radar scope, pending flights awaiting instructions, and
communications with pilots.

plane with the right monse button. You
can also use keyboard shorteuts o give a
command to the selected flight.

Real air trallic controllers use a track-
ball and keyboard, and while vour prefer-
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ence may vary, 1 have to agree with them.
[ found that it was much easier 1o pick
the aircralt and give commands using a
trackball to select a function and the key-
board shorteuts to wigger it. It's a two-
handed operation,
but T found it to be
most eflicient.

Efficiency gets 1o
be important, (oo,
when your screen is
full of planes. Be-
fore you start each
game, vou pick
how many planes
you want to handle
and the length of
the session. There
are eight presets,
anging from
“Short & Easy”
(five planes in 10
minutes) to “Panic
Button™ (40 planes
m 30 minutes), but
vou can also choose
your own custom challenge. Anything
greater than about a plane per minute
will keep vou busy.

MOWING PICTURES

When you clear a plane to take off or land
at Phoenix, the program plays an animat-
ed clip illustrating the event with the ap-
propriate craft. Il you lose separation
between aircralt, or even worse, manage
to direct two planes into each other, you
will see an animated clip that demon-
strates the effects of your errors. Some in-
clude a soundtrack that ghoulishly adds
terrilied sareams to the explosions.

The only problem with these anima-
tions is that they slow down the perfor-
mance of everything else (although the
planes still keep moving on your radar
screen), It can be difficult to get your
commands through while animations
are plaving. Also, some activities get
quened up unul after an animation is
completed. This can result in an unbro-
ken string ol spoken acknowledgments
and hyper-active movement ol planes
on the ground that can take on a Key-
stone Kops appearance.

Fortunately, the animations can he
disabled. You can stll view them in the
collection of stills and animated clips
mentioned before with the main menu
screen., The graphics are excellent, with
three-dimensional shading and realistic
ground and sky elfects, but you may
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UNSCHEDULED CONNECTION Mid-air mishaps, take-offs and landings are
attractively animated in a window on top of your ground view. They tend
to interfere with your control of other flights, though, if you care.

find it better to enjoy them separately
and focus just on the radar while play-
ing a round.

EEYOND VIRTUAL RANGE
The program has some flaws, especially

in terms of realism. The radar images of

the airplanes on the radar screen are
not graphics, but instead are Windows

display lont charac-
ters. There are
eight airplane pic-
tures—Ior the four
compass poinl
headings and four
diagonals—so you
really tell
where a plane is
headed by its sym-
bol. And the key in-
lormation about the
flight is located on
a different part ol
the screen, so you
have to split your
attention hetween

can't

the screen,

IU's actually easier
on a real ATC scope,
even though you don't get a little picture
of a plane. Instead, you ger all the key
flight information right at the target’s lo-
cation, and you can call up a trend line
that projects where the target will be in a
given length of time. Also, you get a
much larger field of view on a real scope,
so the granularity is smaller and your
control can be finer than with Air Havoc.

different parts of

On the other hand, the program is fairly
forgiving—you can hand oll a landing
flight even though it isn't exactly lined up
on the approach vector or even headed
directly for the airport.

Overall, the combination of pretty
graphics and sweat-inducing workload
overcome the shortcomings. Provided
you're not training to pass an FAA con-
troller exam, but simply want some
high-tension challenges steering some
heavy metal through crowded skies, Air
HAvOC CONTROLLER is a game you'll
want to play. &

THE EDITORS SPEAK

AIR HAVOC CONTROLLER

e JHIE

PROS Stunning animated clips and
customizable scenarios. Easy to play,
difficult to master, and each session
is as challenging and fun as the last.
CONS On]_\' one geographic area,
and the small radar scope provides
limited information. The animated
clips hurt performance, and the de-
signers have placed a greater em-
phasis on entertainment than
realism.

The Serious Wargamer Knows His True Allies

Tigers On The Prow!™
Aide De Camp™
Point Of Attack™

HPS Simulations

P.0. Box 3245

Santa Clara, CA 95055
(408)554-8381

The WARGAMER'S Computer Company™
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REVIEW

Missiles,

‘Mechaand
Mayhem

Mindscape’s METAL MARINES Will Blast Holes In Your Windows

by Martin E. Cirulis

S A WRITER OF SCIENCE FicTion, 1

OFTEN FIND MYSELF THINKING OF

POSSIBLE FUTURES. SOME ARE DARK

and dystopian, like the one where

David Hasselhofl is President and
his music plays all over the world, instead
of just in Germany. Others are more
hopeful, worlds where Baywatch is only
shown to small children who have misbe-
haved and Windows Entertainment Packs
are really lilled with enjoyable games in-
stead of drivel. In such a bright and happy
world, these genuinely entertaining packs
would contain guilty little pleasures like
the one I've been in-
dulging in lately,
namely METAL

MARINES, a_Japanese :;ls::t::n$49.-95
import brought tous  Requirements:
by the newly invigo-  IBM compatible
rated Mindscape. 486 or better,
This real-time strate- | 4 MB RAM,
gy/action Windows- ?\(.;Ghli\_ag;aaprglcs.
based game, while drive space,
not exactly Machi-  windows 3.1;
avellian in its subtle-  supports

ty, still delivers an
addictive kick that
will keep you from
getting more impor-
tant things done.
Fortunately or un-
fortunately, depend-
ing on your priorities or point of view, it’s

sound cards.
Protection: None

Novato, CA
(415) 833-3000

something that will probably pass sooner

than it should.

The background for METAL MARINES,

Roland and Sound Blaster compatible
# of Players: 1-2 (modem)

Publisher: Mindscape

such as it is, is pure Japanese anime. This
future Earth has been devastated by a war
in which various powers reached out and
touched someone with anti-matter
weapons. The resulting blast shattered
the continents into small island chains,
(yes, folks, yet another SF strategy game
fought island by island—the Gods of
Originality sigh and sink deeper into
oblivion...) and society is, ol course, bust-
ed up pretty badly as well. In fact, the
only real power left is in the orbital sta-
tions led by “the brutal military factionist,
Zorgeuf, and his terrorist band” who,
apart [rom giving
a great show at
Woodstock, are
out o conquer
the weakened
remnants of
Earth.

Opposing
these rejected
guests from the
Rush Limbaugh
Show are a series
ol island bases
commanded by
you, In a series ol
island vs. island
battles, you at-
tempt to build up
your area while
ravaging your opponent’s turf. Initially
your opponent is one of Zorgeul’s three
underlings, who will each give you a hard
time based somewhat on their particular
personalities (i.e. all out atack, methodi-
cal and carelul, just plain dumb, etc.). Fi-
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nally you face the great Zorg-meister
himsell, who is the most vicious of them
all, probably [rom all the teasing in dicta-
tor-school over his dumb name. Should
you run through all these battles and op-
ponents then the Earth is saved—but re-
member, failure means death, Mr, Bond,
or at least doing the battle again and
again until you get it right.

“THAT BLEW uUP
REEEEEAL GOOD!"
Gameplay in METAL MARINES basically
boils down to a cross between SiMCriy for
Windows and MissiLE COMMAND. The
player is faced with four windows, two of
which are scaleable and all of which can
be moved to suit your desktop needs.
Apart from the two island views, there is
one depicting your control room, for
purposes ol passing along construction
updates and taunts from your enemy,
and another showing the 12 structure
tiles you are allowed to build a la
SimCrrv. There isn't a lot of careful infra-
structure building to do here; basically
you choose [rom systems that allow you
to attack (Missile Bases and the devastat-
ing Anti-Matter ICBM), defend (Radar
Towers, Armored Gun Pods, Anti-Air
Missile Launchers and minefields), or in
the case of the weapons that lend their
name to the game, a system that does
hoth, the fearsome 40 ft. tall combat ro-
bots known as Metal Marines. Other con-
struction choices either help you disguise
your vulnerable command silos or gener-
ate money and power more quickly.

Tiles can be placed on any clear, flat
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Hey, you can spend lots of
time reading reviews of all the
latest CD games OR you can
get TEET BYTES, the owesome new demo
(D that gives you a real taste of five of the
hottest new games on (D!

Now you can do your own reviews of these
five cutting-edge game titles before you put out
the cash for the full-play versions. And best of all,
you'll get o $10 rebate, good for the purchase of
any one of the gomes featured
on the TEST-BYTES disk.
So, cruise on down to your
game store today and get
a taste for just $5.99.

TEST-BYTES
CONTAINS

$10

REBATE
COUPON

Daminus is o tiademark of Visun! Concepts Entertainment, Inc,

Ml rights reserved, World Cup Go¥l is 0 © & ™ of 1994

Purolel Medio Group ple. ©41994 U.S. Gold, Inc. All rights reserved,
Retribution ©1994 Gremlin Interactive Limited. M rights reserved.

Desert Stiike and Jungle Stike © 1994 Electionic Ats. All rights reserved.
Front Street Publishing is o hodemork of U5, Gokd, Inc

"RETRIBUTION"

Five primo games you can
really sink your teeth into!

D@III ]___[US Defend your domain from hoards of

zces mrl =1 monsters and rival clans in this new
genre rale playing i gume, Exciting combination of action and stategy.

Pilot futuristic combot vehicles
ogainst alien foes in a voriety of
low level virto-ir ond air-to-ground attocks. Superior ploy-uction & grophics.

The president hos chosen you fo plan and lead o pre-empfive
stiike ogainst Middle East renegade, ‘General’ Kilbaba.

Plan your campaign, then pilot your Apache attack helicopter
! into combat in this superb strategy -oction game.

You pilot four different combot vehicles... F-117A Stealth
Fighter, MX 9 Attack Hovercraft, Comonche Atfack
Helicopter and Special Forces Assoult Motorcycle in this
aclion pucked sequel to “Desert Strike.”

WOR LD CUP GOLF Now you can ploy the

fomous Hyatt Dorado Beach Golf Course in Warld Cup Golf, the most beautiful and
sophisticated golf gome you've ever played. This exciting golf gome is so frue fo life,
you'll be oble to smell the fresh-cut gross!
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+Byles disk contains limited-play versions of fectured games.

Front Street Publishing

303 Sacramento Street, San Francisco, CA 94111

i To order direct call 1-415-693-0297
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terrain. ‘Trees, buildings and rubble can
be bulldozed flat, but hillsides are forev-
er, so the makeup of your island is ex-
tremely important to your construction
strategy. 'Tile choices are completely your
own, but are limited by money, which
trickles in at a paltry million every couple
ol seconds,

Though special buildings can improve
your income rate, you will find yourself al-
ways critically short of funds, and crucial
choices to be made are plentiful—usually
along the lines of “Should T play it safe
and protect myself, or spend the dollars
on a couple of new missile racks and hope
I can get this fight over with in a hurry?”

And speaking of missiles, let's talk
about the enemy island for a moment,
because while you are busy playing sim-
fascist, so is your opponent. The visceral
fun ol this game comes when the two is-
lands interact, solely through acts of de-
struction. Only two things travel between
the territories, Missiles and Metal
Marines—and both make quite a bang
on arrival. While defenses [ire automati-

land display, where anti-air missiles will
rise in smaller rocketry displays and oy
to detonate the incoming missiles like Pa-
triots with the right stufl. I they [ail,
though, even greater tributes to Vulcan
follow, as your war-
head “MiRVs” into
enough warheads
to incinerate the
impact zone and all

Software Store. This is more like Ninten-
do for Windows than what the average
PC gamer is used to paying for. The
game is lilled with nagging little technical
omissions, not the least ol which is the

eight of the directly
neighboring

“squares.” 11" it was
a ‘mech you sent
over, the giant war-

rior begins striding
across the land-
scape shooting up
anything in s
path, to be stopped
only by destruction
(by mine, gunpod

or enemy Marine)
or by a lack of tar-
gets in its scanning
range, in which

case it will return to
its base ol origin.

The point of this
mayhem, besides to
do unto others and
then split, is to
hunt down and de-
Stroy your enemy's
command silos be-
fore he or she does
the same to you.
Winner takes all.
The computer op-
ponents can be
pretty tough as you
get farther along in

FIRST DUD The first missile from a new base flies across Windows toward

the enemy base, but it's met by heavy ground-to-air defenses.

cally, attacking is just barely more com-
plex; all you do is select a missile or
Metal Marine base tile on your island dis-
play with the mouse, “drag” it (as a shad-
owed square) over to the enemy island
window and let [ly once you are over the
square you choose as an impact or land-
ing site. The rest is automatic, and very
graphically satisfying.

Once you let go ol the button, you get
to see your missile lift off from its base on
a pillar of smoke and actually fly across
your desktop and “into” the enemy is-

the game, and any
lack of cleverness is
compensated for by
_ ever-increasing lev-

els of inital fire-
power and infrastructure for your enemy.

A head-to-head mode via modem or

null-cable exists lor a consistent good
tume, the ulumate version of the old Ar-
tillery game.

“...BOMBS BURSTING IN AIR."”

Unfortunately, there was a reason why
this game brought to mind a desire to see
it in an entertainment pack, because,
while it is fun as all heck, I can’t say it has
the depth or technical precision to justify
the standard 40-odd smackers at the
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TAUNTED A SECOND TIME Zorgeuf likes to get in your face via vidphone just
hefore he unleashes his Metal Marines.

fact the game cannot remember your
own specific window arrangement, and
you must fiddle with sizing and position
not only every session but even alter
every bautle! Gameplay gaps, like the fact
that there’s no way to fix damaged strue-
tures, and the lack ol any kind of random
battle generator will both frustrate play-
ers wishing to invest more serious
thought into their game and seriously
limit the life span of the product, placing
it squarely in the “puzzle” category ol
strategy games.

Merar. MARINES is a light, visceral plea-
sure, but my best advice to my fellow
gamers is to snap this one up when it
reaches the Bargain Bin—or wait even
longer until we attain that perfect future
of cool Entertainment Packs, and David
Hasselholl is just a scary tale, like the
thing that might be under your bed. &

THE EDITORS SPEAK

METAL MARINES

RATING *

PROS A quick and casy strategy
game with colorful Japanese-style
graphics; modem-to-modem play.
€CONS A bit too quick and easy lor
the long term, and so not worth the
asking price.

™ [ %
S
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REVIEW

No Joystick S
Re ]ui>r]ed N

Avalon Hill’s FLIGHT COMMANDER 2
Does Flight Without The “Sim”

hy Tim Carter

IR-TO-AIR COMBAT, FSPEGIALLY IN
THE MODERN ERA, HAS DBEEN THE
EXCLUSIVE DOMAIN OF HIGH SPEED,
RAM-chewing, joystick-bending
flight simulators, all of which re-
quire good eyesight, excellent hand-eye
coordination, and agility to fly. As

wargaming grognards are often devoid of

the necessary dexterity, and as their eye-
sight is generally wretched from staring
at a murky map of Europe wondering
why Stalingrad isn’t 400 miles closer to
the Polish border, air-to-air combat has
been an under-
covered and unap-

prcci;llc(l subject  Price: $59.95

for the typical gyste;n .
N— equirements:
wrgmer. - (i
Until the re Case | 396 e o
of Avalon Hill's  petter, 4 MB

FriGirr CoMMan-  RAM, VGA

graphics, 9 MB
hard drive
space, Windows
3.1, mouse;

DER 2, that is.
Fricir CoMMAN-
nER 2 simulates
modern air combat
from the Korean
War to the present,
including the usual
“near future” vari-
ants. Players are
given control of
anywhere [rom wo
to 30 aireralt lor missions which will gen-
erally last less than a hall hour of game
time. Happily, FLcur CoOMMANDER 2 is
everything a simulation is not: mousc-
based, turn-based, and generally reward-
ing of planning, tactical thinking and
logic, rather than a fast trigger finger. It is
also a beautifully exceuted program, and
a tremencous amount ol lun.

As with ather recent Avalon Hill prod-

sound cards.

Baltimore, MD
(800) 999-3222
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FLiCHT COMMANDER 2

supports Sound Blaster compatibl'e

Protection: Document look-up

# of Players: 1-2 (e-mail and hotseat)
Designer: Charlie Moylan

Publisher: The Avalon Hill Game Company

ucts, the interface, game- J
play and appearance of the i
game all feel like a wadi-
tional boardgame. The
computer handles most of the paperwork,
as well as the fog of war, thereby pushing
Fricir Commanner 2 well beyone the ca-
pabilities of any similar hoardgame.

A welcome addition to computer gam-
ing is the concept ol basic and advanced

games, a concept which alicionados ol

Avalon Hill's board games will be quite fa-
miliar with. The basic game is easy 1o ac-
cess, as players can
be up and flying
within  minutes.
When you have
arasped the basic
principles ol the

advanced  rules
gradually introduce
more complexity
and realism,

The basic game
is more than a
mere ttorial, how-
ever, as the full
range ol scenarios
may be accessed us-
ing the basic rules,
This provides play-
ers not only with an easy introduction (o
the game system, but also with a solid beer-
and-pretzels version ol Frcinr Cosvan-
pER 2, which is enjoyable o play even alier
the advanced rules have been mastered.

The advanced rules, which begin by in-
troducing altitude and then move to
more sophisticated missile combat, air-to-
ground attacks, and more realistic clec-
tronic warfare, provide an accurate yel
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game, a4 range of

enjoyable recreation ol air combat. Dog-
fights can and do become immensely
confusing, as both sides twist and turn to
avoid the enemy without sacrificing too
much speed or altitude.

The manual is accessible, easy to read,
and seems 1o caver every aspect of the
game quite well. The discussion of tactics
is particularly well done, with advice that
is both helpful and well-integrated into
various aspects ol the game. Since it is
important to understand why things hap-
pen belore you can develop your own
creative tactics, the manual is especially
important and appreciated.

STAY IN FORMATION

Turns are divided into an order phase
and an execution phase. In the order
phase cach unit is given a set of com-
mands for the upcoming execution
phase. With all ol the advanced rules in
ellect, the full range ol aircraft maneu-
vers, including split 8's and Immelmans,
are available. When giving orders to air-
craft, the flight path for the selected unit
will be displayed, so that players may see
where their aircraft will end up at the
completion ol the execution phase. If a
particular pilot is deemed by the comput-
er to be in an advantageous position rela-
tive to the enemy (on his tail, for
instance), the controlling player will be
able to plot the movement for that pilot
in a special "advantaged phase.” Pilots in
an advantaged position have the ability
to see the planned movement of enemy
aircraft, allowing them to remain on the
tail of an aireraft or set up a missile
shot. Things do not always work as the
players plan, however, as engines may



“... A prince must act like a beast ...
a fox to recognize traps, and a lion
to frighten off wolves.”

Machiavelli the Prince”

It's 15th century Europe - resources are bountiful
and deception is king. It’s the perfect time
to execute your plan for world domination.
Manipulate military, political and religious

powers using bribery, piracy and assassination. B P
Acquire wealth by trading with over 40 cities. ; ""_’jf'='4'{-?’3;‘1;{.,_ 2
But plan your strategy carefully, young prince. ,——’\"\
Because every move can mean the difference O

between exaltation and excommunication.

1-800-879-PLAY. For IBM*-PC & Compatibles on CD-ROM.



stall, aircraft can go into spins, or pilots
may black out as a result of high-G turns
(or fail to execute them at all). When at-
tempting difficult maneuvers, the com-
puter will display the likelihood that the
pilot will succeed, based on pilot skill,
type of maneuver and the characteristics
and speed of the aircraft.

As it only takes a few minutes to give
orders to an entire squadron, the game
moves quickly, and full fledged dogfights
are exciting and occasionally stressful.
Missiles are fired in the orders phase, but
do not move until the execution phase,
heightening the tension and uncertainty,
as the sky begins to fill with crisscrossing
missiles and wildly maneuvering aircraft.

A range of pre-set missions are included
with the game, as well as six campaigns,
cach of which consists of a string of mis-
sions using the same pilots, aircralt and
arsenal. Campaigns do add some strategy
to what is otherwise an exclusively tactical
game, but their real benefit is to provide a
sense of continuity—suceess in one mis-
sion will make later missions easier, while
defeat can make them much more diffi-
cult. Campaigns are also aflected by ran-

dom variables, so that the sequence of

missions may change, as well
as the enemy forces encoun-
tered in each mission. This
gives the campaigns consid-
erable replay value. Sadly,
however, each campaign can
only be played from one
side, so those wishing to try
their hand as the Argen-
tineans in the Falklands war
or the Iraqis in the Gulf are
out of luck.

You may also give the
{'ﬂl’]'ll')“{.(‘fl' g(fll(?l'?ll pil]"dlllt‘-
ters from which it will gener-
ate random missions. Alter
you choose the air force na-
tionality, aircraft, and mis-
sion type, the computer then
creates S(f(!!‘ll’;!l')-’ and sets ll])
units. A random element
may also be factored into sce-
nario generation, so that
players will not be certain of
the size or content of the en-
emy lorce they are lacing. Unlortunately,
players are unable to build their own mis-
sions without the aid of the computer, and
(:almpaigns I]lﬂy not hﬂ gener{llt‘d n le'l}'
[orm. The inability to expand on the cam-

paigns provided, along with the lack of

any integrated system for tracking one's

has built into the

A LOVELY DAY FOR SCUD-BUSTING The mission generator will randomly
create battles from Korea to the Gulf War and beyond for your high-flying

pleasure.
success (as in QQP strategy games) tends
to give FLIGHT COMMANDER 2 a slightly
disjointed feel. Missions can be completed
in a single sitting, which is great for
gamers pressed for free time, but it would
be nice if there was some sense of
progress. Avalon Hill has promised that a
mission builder/campaign planner add-on
product will be released in the near future.

& L
b b EuYe o 3 S

I HAVE TONE, SIR This close-up view shows how missiles move
independently of the aircraft. A shame the heautiful terrain
doesn't figure in for nape-of-earth flying.

The game may be played against either
the computer or a human opponent. The
combination of a quick order-giving phase
with an execution phase that may be
viewed by both players makes this game
very well suited for “hotseat” play against
another person. In addition, Avalon Iill
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Dery Short

game an e-mail in-
terface so that trns
may be saved and
sent electronically
to an opponent.
The artificial intelli-
gence is quite com-
petent, although it
will not challenge a
skilled and experi-
enced human play-
er il the lorces on
each side are
roughly equal. For-
tunately, there are
many opportunities
for realistic cam-
paigns or missions
where the balance
ol [orces are not equal. Flying MiG-23s
against computer controlled F-15s is no

joke, even on a low level of difficulty.

THE MEAT IS IN THE FUR
Although the game simulates both air-to-
air and air-to-ground combat, the real
meat is in the “furballs,” the jumbled-up
doglights that reward solid technique,
good planning and, most of all, oppor-
tunism. Changes to aircraft design, tech-
nology and weaponry over the last 40
years are elfectively modeled in the
game. Korean War doglights, for in-
stance, are essentially identical to those of
WWII, except for the speed and perfor-
mance of some of the aireraft. Success de-
pends upon getting on the tail of an
enemy aircralt, then shooting him down
at close range with gunfire.

Sophisticated weapons such as air-to-
air missiles and electronic warfare are
preeminent in the modern battles, as the
side that is able to fire [irst gains a huge
advantage. Missile lire presents each side
with a dilemma: because most radar
guided missiles require the firing aircralt
to keep the target within the (rather lim-
ited) arc of i1ts radar, once a missile is
launched the pilot must keep flying
straight ahead, minimizing his ability to
dodge incoming enemy missiles. On the
other hand, while taking evasive action
can be effective against long-range mis-
siles, it forleits the initiative and can
bleed off important speed and altitude
belore the intense combat begins.

This dilemma is an important part of
doglights in FLiGiT CoMMANDER 2. The
side with the better weapons will usually
aet away the [irst shots, while less well-
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TIMES NOT GUARANTEED.

WE SELL OVER 5000 COMPUTER & VIDEQ GAME PRODUCTS 50 IF YOU DON'T SEE WHAT YOUR LOOKING FOR PLEASE CALL US
AT 1-800-9834321 OR 1-408-751-6975 !!] Fax #1-408-757-5565
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=| Flight Commander 2

will do well to study. The

File Display Next Pilol Radio Windows Optlons

information includes the

cach aircraft as well as a
briel description of the
history behind it, and its
strengths and weaknesses.
Unlike the information in
many game databases, the
data in Fucir CoMyan-
DER 2 is actually used in
the game. Winning often
depends on taking advan-
tage of the particular
strengths of your aireraft

WINDOWS LOOK OUT OVER THE HORIZON The interface has windows
for everything from data on enemy sightings to combat updates,

with the ability to zoom in or out at will.

u|1uppuI forces will have o struggle to
gain the initiative while avoiding bar-
rages ol incoming missiles,

FLIGHT COMMANDER 2 comes with an
impressive database ol aircralt and
weapons. When the variants of some air-
craft are included, there are more than
100 different planes to fly. The database
contains a wealth of information on each
aircralt, one which budding commanders

while preventing the ene-
my from doing the same.

The only flaws 1T could
find with this program
were ones ol omission,

The terrain is completely flat, with no

hills, canvons or other features. While it

is easy 1o see how including this sort of

detail might have cansed numerous
problems with the display, the fact re-
mains that an essential element of strike
IMISSIoNs 1s missing,

I'urthermore, as noted above, over
time there is a real lack of continuity in
terms of one’s accomplishments. A sim-

technical capabilities of

ple chart, top ten list, or other recording
feature—which would not have been dif-
ficult 1o add, would have given the game
a much longer shelf life.

Even so, FLIGHT COMMANDER 2 15 an
impressive product. It has the benefit of
being easy to learn and very quick to
play, without sacrificing realism or com-
plexity. The programming is virtually
flawless—a rather unusual feat these
days—and sound and graphics are attrac-
tive, adding considerably 1o the playing
experience. Most of all, this game is just
darn lun. Finally, the skies are open to
those ol us without the dexterity or eye-
sight to play the simulations, but who can
stll put up a good fight. &

THE EDITORS SPEAK

FLIGHT COMMANDER 2

wamme e HHA

PROS A quality treatment of a
unique wargame subject, with elegant
graphics and interface to boot.
€CONS Lacks a campaign builder to
keep you coming back after the initial
campaigns are completed.

Reals 2

g of Sword against Swo
pur Jet Engines at full
hunderSeat lets you take
bf realism! Gompatible
is and CD-ROM’S

HUNDER:

Feedback System Used in

ulators
e Public

“VIRTUAL 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,
Anyane who plays computer
games will want this
AMAZING CHAIRI"
Marc Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the
punch of the afterburner!"
Ed Dille, ELECTRONIC GAMES

OPTIONAL SIDE CONSOLES
put your favorite joystick controls and mouse ata
convenient position. Add a keyboard holder and you
have the perfect setup for both flight simulation
and office work,

Shake Rattle 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

Circle Reader Service #185
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1-800-CDROM-13

Fax orders: 214-488-2109 BBS: 214-241-4754 Mon-Sat lOum-?pm CST
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Aegis Guardion of Fleet.
Alen Logic

Arclic Bamen

Betrayal ol Condor
Bloodnet,

Camen Sandiego Mid

oumcyman Project Turbo

We offer the only NO RISK reiurn policy H'fou are not complelelv safisfied thyour purchase retum it for full exchungsl

!.ﬁn awesome , fully Internctive

|13-D time travel

ndventure

]gnmel Now that it is turbo it
|runs 300 % faster than the

| prevluu.s version.

| TIRED OF o;mamrvs VAPORWARE? i
TRUST US FOR THE

HONEST RELEASE DATE!

ABSOUUTE ZERO 03/1585

| ARSHP 060105 |

| BAITLES IN TIVE 0600195
BEYOND SQUAD LEADER  06/1055
BICFORGE 0201485 |
BLACKBEARD 03/15895
BLOODBOWL 02/14895
BLLE AND THE GRAY 022895 |
COMMAND & CONGLUER 02/1455
DAGCERFALL 033155
DARK FORCES 0201/5
EMFIRE I 053185
FULL THROTILE 0228195
GORINS 4 022855
CREAT NAVAL BATTLES 3 02/28/55
HARVESTER 058145 |
JAGGED ALLANCE 03,0195
LANDS OF LORE 2 033195
LORDS CF MDNIGHT — D3/1595
LCET ADMIRAL 2 032055
MAGIC: THE GATHERING  06/15/95
MECHWAR 050195
FERFECT WORLD. 033195
PHANTASMACCRIA 08/1055
POMERHCUSE 011785

| RENEGADE JACOBS SIAR 010585 |

| VETLANDS 058085,
101 of the Best Games 1 516
101 of the Best Games 2 519
Amer Heitoge Talkdng Dict = $26
Animeals of San Diege Zco $17
Adhurs Teacher Trouble $17
Bamey Bacr Goes fo Schoal: 512
Berenstein Bears. 515
Balter Homes Cooldbook 524
Beyond the Wall of Stars ¢ $19
Bible Library 525
C Source Code Mialrut Creek 5 19
CICAInfolviogic 3-cisk 704 $19
CICAWGInUT CreekSep 94§16

Chessmaster 4000 Tubo
Chvlization

Corider 7

Cyclones

Dagger of Amon Ra.

Dark Leglons,

Dark Sun - Sharftered Land.
Dark Sun - Wake of Ravager,
Day of the Tentacle
Crocula Unleashad.
Crogons Lok

F15 Strike Eagle Il

Frontier Elite 2.

Gabriel Knight

CGenies Curse,

Hand of Fate

Hellcab,

Incall:

| Indiana Jones

Irem Helix.

Jokers Wid

Joumayman Project Tubo
Jutiand.

Kings Quest 6

Lands of Lore.

Legend of Kyrandia |l
Ledsure Suit Lamy 6.

Loom

Aces of the Deep

1| Aces over Euwope
il Aces over the Facific
| Arc of the Doom

Amnored Fist
Baottle lsle 2200

| Bown Away

Bius Force.

|| Bobby Fischer Chess
|| Camen SanBiego LBA

Caslno Master Mullimedia
Colonization

I Commandler Biood.

Companions of Xanth
Create Your Own Garmne
Cyber War

Cybera

Cyclemania

Daring to Fly

Dawn Fatrol

Death Gate

Ciggers

Doom Il

Dream Web

Ecstafica

Comptier Tutor
Coolthook Heaven
Doom Mania
Education Master 4
Farmily Doctor ver 3
Font Elegance

Fonis Aatinum
Forbidden Subjects
Games Aatinum

GiFs Galore

Great Lit Fers Lib Series
Groliers 1995

Grotiens Pehistora

Eagle Eye Mysterdes London

$45
$38
$ 38
$ 39
$45
§34
$39
519
$35
$45
528
546
§25
$39
529
§49
546
$34
545
539
534
536
$ad
534
535
$39
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Rebel Assault
IPilot one of four Rehel ships in
the battle against the Empire. |
Renl combat scenerios in more
than n dozen levels

Mod Dog Mocrea 2 (boxed)
Wiod Dog Macree 2.

Mod Dog Macree.

Magic Eye

Man Enough

iantis Fighter

Mega Race.

| Operdtion Aistomm

Cutpost.
Rareer General
Folice Guest 4.
Privateer.
Psychotron.
Ravenlaft,

il Rebel Assoull
il Retum To Zork
Il Ringword,

Seaworhy
Secral Weapaons of Luftwalfe

| Secrets of Monkey lsland

Seventh Guest.
Sim City 2000.
Star Trek 25th Anniversary.

| Star Wors Chess

Subwaor 2050,
Terminator 2 Chess

| TEX Flight Simuiator.
| Trump Castle 3.

525
519
519
$29
529
515
525
519
529
519
5§25
527
519
Se
§30
520
$21
525
$15
$15
522
529
524
516
5§25
222
29

515 lt

UFO-COM
Uiimate Domaoin
Wit

Word Games
Whrid Cup Soccer
Zork Anthology

o unlgck the secrets of
graphical mansion.

.=.,-=lr ’ra.:."

)

Eight Ball Deluxe F\n‘txﬁl
Elder Scrolls Avena
Eleventh Hour #
Enfombed

Falcon Gold

Fomily Feud

Fighter Wing

Flight Commander Il
Front Roge Feottall
Gerlionaine

Goblins 3

Gane Fishing

Grey Wolf

Hewdiooll 4

Harcbal 4 #

Harpoon Classic

Hell Cybemunk Thiller
Increditle Machine Il
Kings Quest 7

Kings Quest Anthology
Klick and Pay

Knlghts of Zentar
Legend of Kyrandia 3
Lemmings Cheonicles
Live Action Foattal
Lode Runner

$29 Lord of the Realms 539 Spectie R

$539 Lord of the Rings, $ 15 Stor Trek Techrical Manual
559 Maglc Capet 545 Sheel Fighter Seres

536 Master of Oron 539 Syndicate Pus

550 Merzobemorzan ADSBD 547 Systern Shock

$25 Metallech Farthsiege $ 45 The Grandast Fleet

$37 Monty Python $ 59 The Horde

539 Myst § 45 Theme Pork

$ 44 NoscorRocing 547 Theme Pork

$33 NHL Hockey 95 539 Tiviol Pursuit

$ 19 Nocropalis $ 47 TV Guide Crossweord Rezles
$ 39 PEATour Goll 486 $ 47 utimate Football

529 Pnbal Arcade $ 30 Under AKilling Moon

539 Protostar, 519 Unhverse

$:32 Quaranfine 535 Unnecessary Roughness
$28 Red Baron/Al0 $ 45 (S MNavy Fighter

544 Relenfiess 547 \oyeur

538 Rise of ihe Robofs 545 Wer Croff

$49 Sobre Teamn 5 34 Wor Gomes

$53 som and MaxHit the Reod 5 34 Wheel of Fortune

$41 Scrabble 525 Wing Commander 3

539 Sea Wi $ 43 Wing Commander Amnada
539 Shadows of Calm 533 Wath of the gods

$36 Sim City Enhanced 547 Watt Earps Cld West
536 Space Arates 535 ¥Wng

$ 38 Spoce Quest Anthology 549

_HERESIMORE OF OUR 900+ TITLES

Call and ask for our Adult title list

Hacker Chyonicles 2

Hobbes 052 Movember 94
Home ond Business Flatinum
Intemet Info

Jurcssic ABC.

Just Grandma and Me.
Kodak Photo CD

Linx 3 CD Set

521 Mayo Clinic Family Healih 518 So Much Modem Madness  § 19
S 15 Mecrosoft Money 512 Software Vault Ruby 519
512 Mighty Morph Power Rongers, $ 192 Super Fogrammer 515
525 Monarch Notes. 529 The Woild of Sofware 2 $17
529 WS Encarto 1595, 589 Thres Foot Six Fock 529
S 19 MNaht Owl 14 § 26 Toohworks Reference Ubrary.  $ 17
$ 15 Norh American Indians 527 TV Commercials 1950519605 & 12
519 Ovedoad Tio 3 Disc set $ 19 s Arr Force Arcraft 512
$ 49 Paenting 519 US Alr Fower $12
519 Poject Guttenbag S 192 I8 Arcralt Camets 52
S 15 Publishers Ratinum $ 12 Us Hstory $19
$ 15 @7 Hom Radio 08/94 $ 15 Win Aafinum $12
5 19 Simtel-20 Walnut Creek S 15 World Afies 5.0

Cirele Reader Service #I?

Personal Checks only. §5 S!'ﬂpplng Iur unhru oider, $7 UPS 2-day, 315

Buy any 3 bargain lilles
and get this Litle FREE!

[You move consclously from
konm to haunted room step by
errifying step as you attempt
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$19
$19
515
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REVI

Ya Say Ya Want

A Revolution?

Then Start Your Own In Ocean’s

CENTRAL INTELLIGENCE

by Chuck Moss

b

00D MORNING, MR,
PHELPS. YOU SEE BEFORE
YOU THE CARIBBEAN 18-
land of Sao Madrigal,

lying near the coast of

Brazil. Recent discoveries show it to be
a major potential producer of oil and
chemical products. Sao Madrigal has re-
cently fallen under the control of a bru-
tal fascist dictator, supported by the
Chinese.

“"Your mission, should you decide 1o
accept it, is to mount a covert operation
to restore democracy and recover our na-
tional and economic interests. As always,
should any of your team be killed or cap-
tured, the Secretary will disavow any
knowledge of your actions. Good luck!”

Well, maybe CENTRAL INTELLIGENCE,
the new CD-ROM strategy game from
Ocean of America, doesn't really start
like the opening of “Mission Impaossible.”

- e =l

| IN THE SKY The Isle of Sao Madrigal as seen from the satellite view. The
landscape is so detailed that you can zoom in on individual houses to see
if there are counter-insurgents hiding in the hasement.

EW 'f;

| B0

But you get the
idea: a small,
important na-
tion must be
freed from fas-
cist tyranny by
covert means.
You, the player,
are sent to run
the operation.
Any means, fair
and foul, are ac-
ceptable. Rob
banks, kill po-
licemen, blow
up factories, spy
on people...hey,
it's all in the
name ol God and Country in this lavishly
detailed and highly complex game that's
easy to lose, but oddly intriguing.

The game is played on the small is-
land of Sao Macdri-
gal, which 1s
depicted in aston-
ishing detail. Every
building, road,
house, and corner
cantina can be
seen and accessed
from a top-down,
spy satellite per-
spective. The sheer
weight of detail is a
be sad  strain to bear. Sao
iy o Madrigal is a
whole world wait-
ing to be explored,
with 1360 charac-
ters, social classes,

Price: $49.95
System
Requirements:
IBM compatible
386-33 MHz or
better, 4 MB
RAM, VGA
graphics, 6 MB
hard drive space,
CD-ROM;
supports AdLib,

Blaster sound cards.
Protection: None

San Jose, CA
(408) 289-1411
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Raoland (LAPC1 & SCC1), and Sound

Designers: Ron Qulton, Dave Harrison
Publisher: Ocean of America

factions, rebels and a
political hierarchy.
Designed in Eng-
land, the game has
that peculiar “Eure”
feel Lo its interface
and graphics.

All this detail cdoes-
n't come easy. CEN-
TRAL INTELLIGENCE
requires a CD-ROM
with 4 meg of memo-
ry—and don’t iy to
run it from Wincdows.
The package says
VOU can run it on a
386-33, but I sure
wouldn't try. I had
the devil's own time booting it up on a
Pentium with 16 MB of RAM. Fortunate-
ly, the tech support folks at Ocean were
very helpful, and perseverance paid off.
But this game is not for the technologi-
cally challenged, so pay attention to the
system requirements!

THE PEASANTS ARE REVOLTING

So just how does one go about organizing
a revolution, anyway? In Sao Madrigal,
the hopeful CIA agent has a network ol
aperatives in-country, divided into three
divisions: Political, Propaganda, and Mil-
itary. Each division is made up of cight
agents, headed by a specialist.

Agents are the player’s eyes and hands.
To access materials and characters in any
given location, one must first dispatch an
agent—prelerably a political agent—to
spy (their word!) on the city, township or
hamlet. Once the spy is in place, the



shhh . . . It's a secret . . . We cannot disclose

he hidden word, it's up to you to solve it. In
ddition to the myriad of word puzzles, Zig Zag
ffers another exciting twist to the game, a word
ame adventure. The solution is near, each puzzie
rings you closer to completing the grand
dventure.

tight letter and location, you got a Zig . . . Right
atter . . . you got a Zag. A few letters to go . . .
;an you deduce the word before the puzzle ends?
'repare your deductive powers as you embark on
he ultimate word puzzle adventure game!

“A word game that you can't put down” . . .
"Non-stop entertainment for the whole family™ . . .
"A unigue word game with adventures as well” . . .

@ Intuitive Interface

e Enormous built in Dictionary

® Player History

e On-line Hints

e 4,5 6, & 7 Letter Words & Numbers

Circle Reader Service #354

“Zig Zag" computer game is for IBM PC.
It can be obtained through your favorite
retailer or call:

1-908-788-2799
or by writing to:
QQP—495 Highway 202
Flemington, NJ 08822

Copyright 1994 Q.Q.P. All rights reserved.
IBM is a trademark of International
Business 'Machines.



player can pull down the overhead ter-
rain view and start looking around. The
fun can then begin!

Revolutions are macde by helping the
locals win their freedom. There is an op-
position party and a rival leader. There
are also guerrilla bands roaming the
hills, and radical students are always
ready to make trouble for the govern-
ment. Plus, :i}-‘m]mlhclic citizens and even
leaders are itching to contribute to the
cause. You must weave all these strands
of diffused dissent into a firm, unilied
movement strong enough to dislodge El
Jefté from his palace.

To do this, you must find out where
money, weapons, medicines, and media
tools are located, and get these supplies
into the proper hands. Sympathetic char-
acters must be contacted, and wavering
leaders won aver to the cause, black-
mailed where less-than-amenable, assassi-
nated where intransigent. The opposition
must be fed information and money, with
data from the “telex” coming in at light-
ning speed.

On top of this, your network has op-
erations ol its own. Want to arrange an
anti-government TV broadcast? Bribe
the TV director. Need bribe money?
Send an agent to rob a bank. Where is
the bank and how much cash is on
hand? Send an agent to scope out the
town. If needed, military agents can he
used to attack and damage installations,
as well as to ferry weapons and medi-
cines to the guerrillas.

All this action is done against a real-
time ticking clock that counts the simu-
lated “hours” and “days.” Time speed is

adjustable. So is
1o
@

the degree of difhi-
PAUL NUNEZ

culty, with three
levels generally de-
termining how loy-
al the island is
initially toward the
government.

The actual ac-
tion of the game is
done via point and
click menus, CEN-
TRAL INTELLIGENCE
is totally mouse-
driven. Click on
an agent Lo acti-
vate him or her,
and a screen will
pop up detailing the skill level and, most

Health Good
Moral

importantly, the supplies available to

that agent.

-«ua-

_MICHELE AGUILLERO

Hame Towy Barada
Job  Propadanda Adent
High

THIS AIN'T NO

FOOLIN' AROUND

For example: want to rob a bank? Click
on a selected agent to give the agent a
mission. Then go to the main map screen
and zoom in on a sector of the map grid.
The sector will show buildings, along with
several icons on the side. Click on the
question mark icon to display the build-
ings in the sector. Click on the bank. If
you've spied out the area, a box icon will

assault the President’s palace and win the
day. Fail, and your supporters disappear
into the dungeons and the graveyard
(yes, there’s an icon for the cemetery;
point and click to see who died.)

As CD-ROM technology becomes
widely available, we’re starting to see just
what game designers are doing with the
vastly expanded room available for data.
Mostly, they're packing in lots of
“scenery.” CENTRAL INTELLIGENCE has an
entire island, down
to the smallest
house, done in
gorgeous detail.
Plus, it's got a cast
of hundreds of
non-player charac-
ters. But there’s
such a thing as too
much information,

HO WITH A VIEW Keeping track of your leaders and their headquarters is
especially important, since the President has an active interest in taking
them out.

show what supplies are available at the
bank. Click on the money. Then go back
to the agent, access the missions icon,
and click on the “steal 1000 dollars” text
line. A moving icon will appear when the
heist is complete. Got it?

So you see, there’s a lot of pointing
and clicking. Up/down, in/out, point at
icon/click on icon, point at another icon,
etc. All the while little blue and red flags

DAWN DAVE

SECRET AGENT MAN You can control every single individual in your
Palitical, Propaganda and Military task forces.

show how the population loyalty is flow-
ing, and the clock ticks on. If you do well,
the ever-stronger rebels will eventually
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and CENTRAL IN-
TELLIGENCE defi-
nitely sullers from
cdata overload.

In a world so de-
tailed, there needs
to be a method of
handling the infor-

— mation easily and
efficiently, separating gold from dross,
and retrieving important data quickly
(remember that clock!). CENTRAL INTELLI-
GENCE leaves you on your own. The 28-
page instruction manual is fine as far as it
goes, and should be studied by any play-
er. However, the manual is mostly pho-
tos, graphics, and very large type. It does
not go nearly far enough in orienting a
newly inserted CIA chiel.

There is no map whatsoever included.
I had to make a map ol my own of the
larger cities and towns, square by square,
with a list—often long—of what was
where, This took hours and did not even
cover the ldlgc[ hamlets. Where are
those TV stations, police posts, factories,
colleges and universities? Heck, where
are the two largest cities? You've got to
find ‘em yourself.

Plus, the important places are hard to
locate, and their locations hard to re-
member. A few terrain features and
neighborhoods in towns will become as
familiar as your own street. But that is-
n't enough for a point-n-clickin’ mani-
ac. Where is that State Police post that
the telex mentioned? Or the “hamlet?”
where Hamlet Chief Smith is hiding?
Or “College #8." I found a bank—but
had to point-and-click somewhere
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USED IBM GAMES
COMPLETE & VIRUS FREE:
WITH THE ORIGINAL BOX,
DOCUMENTATION AND
DISKS
Game Title Price
1942 PACIFIC AR WAR u
689 ATTACH SU8 8
ATRAN 15
AND TANK KILLER 1.5 iH
A320 AIR BUS-EURDPEAN 2
ACES OF PACIFIC MISSION 0
ALCES OF THE PACIFIC 13
ACES OVER EURDFE &
ADED COLL: HERDESTDRAG K]
ADV OF WILLIE BEAMISH H
AIR WARRIDR SVGA 19
ARBOANE RANGER 5
ALIEN LEGACY 2
ALONE IN THE DARK 16
ALONE IN THE DARK 2 19
ALTERED DESTINY 12
AMBUSH AT SORINOR 19
ANCIENT ART OF WAR n
APHA BASEBALL 0
APBA BASEBALL - WiN 1%
ARCHON ULTRA el
ATAC 10
AVARD WINNING WAR GAMES 32
BALANCE OF POWER 8
BARD'S TALE CONST SE1 5]
BATTLE BUGS el
BATTLE CHESS ]
BATTLES OF DESTINY ]
BEAT THE HOUSE 19
BETRAYAL AT KRONDOR 2
BIG BUSINESS 7
BIRDS OF PREY 15
BLAKE STONE: ALIENS 19
BLODDSTONE 15
BLUE & GRAY w
BLUE FORCE: NEXT OF KIN ke
BODY BLOWS 14
BRI n
BUZZ ALDRIN RACE SPAGE "
CAESAR %
CAMPAIGN 13
CAMPAIGH 2 el
CAR & DRIVER 2
CARRIER STRIKE 15
CARRIERS AT WAR 15
CARRIERS AT WAR 2 a2
CASTLE OF DR ERAIN 15
CASTLES &
CASTLES 2 17
G0 - IRON HELIX a0
1) - 7TH GUEST 32
01 - ADV OF WILLIE BEAMISH 18
CO - AEGIS GUARDIAN FLEET 3
€O - AL-QADIM GENIE CURSE 29
0 - ALONE IN THE DARK 2
CO - CASTLES 2 34
C0 - CORRIDOR 7 8
G0 - CRITICAL PATH 2
CD - DARK LEGIONS »
0 - DARRSEED Pl
CU - DAY OF THE TENTACLE 29
GO - DRAGULA UNLEASHED 34
0 - DRAGONSHPERE a2
G0 - DUKE 21
C0 - DUNGEON HACK »
G0 - EMPIRE DELUXE MASTER 36
C0 - ERIG THE UNREADY 2
CO - FRONT PAGE BASEBALL 36
L - GATEWAY 2 24
CO - GEEKWAD 12
€0 - GETTYSBURG INTERACT 29
CD - GOBLINNS OUEST 3 6
) - GRANDEST FLEET H
CD - GREAT NAVAL BATTLES 29
€D - HELL GAB 29
C0 - HORDE i
€O~ INCA 15
CO-INCAZ 19
CO - JONES IN THE FAST LANE 14
CO - JOURNEYMAN PROJECT 22
CD - JURRSSIC PARK 2
£ - JUTLAND £
€0 - KING'S QUEST § 19
€D - KING'S QUEST 6 15
€O - LABRYINTH OF TIME 25
€D - MAD DOG 2 29
€O - MIGHT & MAGIC. WORLD 36
CO - MILLENNIUM AUCTION 3

¥ 38

€0 - NOMAD 21
€0« CUTPOST 3z
€D - POLICE QUEST 4 M
CD-QUANTUM GATE-WIN 25
€0 - RAVERLOFT 35
€D - REBEL ASSAULT ]
CD - RED BARDN n
CD - RETURN 10 Z0RK 2
CO - SAM & MAX 11T THE ROAD 33
CO - SHADOW CASTER 2%
GO - STAR TREK 25TH ANNIV 34
Co - TFX 29
G0 - ULTIMA & PAGAN 2

FALCON 3.0 5CEN 3 HOANET 15
FALCON AT 7
FIELDS OF GLORY -]
FIFA INTERNAT'L SOCCER b
FIGHTING FOR ROME 4
FLAMES OF FREEDOM [
FLASHEACK 12
] FLEET DEFENDER 2
] FLIGHT SIM 4D 15
mor FLIGHT SIM &: AIRCAAFT ]
FLIGHT SIM &: JAPAN 8
FLIGHT SIM &: S0UND 10
€O - ULTIMATE FOOTBALL 35 FLIGHT SIM TOOLKIT o
CD - VEGAS GAMES DELUXE 29 FLIGHT SIMULATOR 5.0 7
€D - WOLFPACK 2 FORMULA DNE 1"
€D - X-COM UFQ DEFENSE M FOUNTAIN OF DREAMS 5
CO -QUARANTINE a2 FOUR CRYSTALS OF TRAZERE 7
CHALLENGE OF 5 REALMS 12 FREDDY PHARKAS FRONTIER 17
CHAMBER SCI MUTANT FREIS 12 FREE DC 5
CHESS MANIAC 5 BILLION 25 FRONT PAGE BASEBALL M
CRALIZATION 26 FRONT PAGE FOOTHALL n
CLASH OF STEEL w FROMT PAGE FOOTBALL PRO. 19
COASTER 8 FRONTIER ELITE 2 ]
CODE NAME. ICEMAN 9 FULL METAL PLANET n
COMORT 15 FUTURE WARS L3
COLONEL'S BEQUEST 10 GABRIEL KNIGHT K]
COLGNIZATION k] GAMES WINTER CHALLENGE 12
COMPANION OF XANTH 2 GATEWAY 2: KOMEWORLD 18
CONAN 1 GATEWAY SAVAGL FRONTIER &
CONFLICT. MIDDLE EAST B GERGHIS KHAN 2 el
CONQUERED KINGDOMS 15 GLOBAL CONUUEST 9
CONQUEST OF JAPAN 7 GOBLIING 1 - VGA ]
CORRIDOR 7 19 GOHLHING 2 7
COUNTDOWN 10 GODS 1
COVERT ACTION 5 GHANDEST FLEET ]

KNOWLEDGE ADVENTURE
KOSHAN CONSPIRACY
KRISTAL

LAFFER UTILITIES

LANDS OF LORE

LEATHER GODDESSES 2
LEGAGY: REALM OF TERROR
LEGEND OF KYRANDLA
LEGENDS OF VALOR
LEISURE SUIT LARRY 3
LEISURE SUNIT LARAY §
LEISURE SUIT LARRY &
LEMMINGS

LINKS JBG PRO

LINKS DISK HYATT

LINKS GOLF

LORD OF THE RINGS
LORD OF THE AINGS 2
LORDS OF THE REALM
LOST ADMIRAL

LOST FILES OF SHERLOCK H
LOSTINLA

LOST IN TIME

LOST VIKINGS

LUCAS ARTS AIR COMBAT
LUNAR COMMAND

M-1 TANK PLATOON
MADDEN FOOTBALL 1
MAELSTROM

MAGIG GANDLE 2

MAGIG CANDLE 3
MAGHETIC SCROLLS BUNDLE
MANTIS EXP FIGHTER
MARTIAN DREAMS
MARTIAN MEMORANDUM

POLICE QUEST 4

POPULOUS

POPULOUS 2

POWER HITS: MOVIES
POWERMONGER

PRINGE OF PERSIA

PRINGE OF PERSIA 2
PRIVATEER

PRIVATEER SPEECH PACK
PRIVATEER: RIGHTEQUS FIRE
PRO LEAGUE BASEBALL
PRO TENNIS TOUR
PROTOSTAR

QUEST FOR GLORY 1-EGA
QUEST FOR GLORY 1 - VGA
QUEST FOR GLORY 3 - V3A
QUEST FOR GLORY 4: SHADOW
RAGS TO RICHES

RAILROAD TYCOON DELUXE
REALMS

TEALMS OF ARKANINA

RED CRYSTAL

RED LIGHTNING

RENEGADE LEGION INTERC
RETURN OF THE PHANTOM
RETURN TO ZORK

REX NEBULAR COSMIC GEN
RINGWORLD

RISE OF THE DRAGON

RIS

ROAD & TRACK GRAND PRIX
ROCKETEER

ROMANCE 3 OF RINGDOMS 3
ROME: PATHWAY TO POWER
SAM & MAX, HIT THE RDAD

5

tall for outhorization before shipping or

E%EES A fist for currenl quotes o 605-334-8766
":};%\,co I Canada, call 605-339-2060

WE SELL USED GAMES

Al games ore tested & IBM disks virus checked
games ore in origire] bax with originel decmentaticn
Call for current fille availibility

WE ACCEPT ONLY
VISA/MasterCord/Discover

Money Orders/Cashiers
*{oll for titke wvoilibdity belore seading WO."

WE PAY CASH FOR USED GAMES

We want your current used games

1-800-377-8578

EBM @Mﬁ@

Got Something To Sell
Follow these Easy Steps

1. Prepare o list of the gomes you orw salling. Cull, fax, or
mail your it o GAMER'S GOLD.

mlfml an outh

2. GAMER’S GOLD will quote tha current buying
prices & istve an M-oumhon number for
Games will nol be

Prico quotes are good for 14 da

3. Pack games in box. Write cutherization na. clearly en
outsido of box, Mail to GAMER’S GOLD. Save
authorizotion no. We con'l onswer questions about your
shipment without your number

your thipment.
ization no.

your

STAR FLEET 1 mn
STAR FLEET 2 n
STAR LEGIONS 7
STAR TREK 25TH ANNIVERS 15
STAR TREK: JUDGEMENT L]
STAR WARS CHESS bl
STARSHIP. COMMAND ADY \L]
STELLAR 7 i
STORMOVIK [
STREET FIGHTER 2 19
STRIKE COMMANDER 15
STRIKE S0UAD 19
STRONGHOLD 19
STUNT ISLAND 14
SUBWAR 2050 18
SUMMONING L
SUPER SLOTS a
SYNIHNCATE 18
SYNDICATE: AMERICAN REV 10
TAKE-A-BREAK PINBALL 12
TANKS CONST SET 2 27
TASK FORCE 1942 17
TENNIS CUP 8
TERMINATON 2- ARCADE 15
TERNINATOR 2029 16
TERMINATOR RAMPAGE 15
TEST DRIVE 2 15
TEST DAIVED 15
TEX 2
THE PROPHECY 8
THEIR FINEST HDUR k]
THEME PARK a2
THEXDER § B
THEXDER 2 |
THUNDER HAWK 5
TIE FIGHTER a2
TIME QUEST &
TONY LARUSSA 1 NL ST 5
TONY LARUSSA 2 93 PLAYER 8
TONY LARUSSA 2 FANT 7
TONY LARLISSA BASEBALL 15
TONY LARLISSA LILT B8 2
TONY LARUUSA 2 '92 PLAYER  §

TONY LARULISA 2 ALINL

TOANADC: LIMITED EDITION 30
ULTIMA S - WARRIDRS OF DES 14
ULTIMA 6 - FALSE PROPHET n
ULTIMA 7- HLACK GATE 2
ULTIMA 7 5 SERPENT ISLE 17
ULTIMA 7 5 SERPENT ISLE 13

ULTIMA 7: COMPLETE H
ULTIMA 8 PAGAN 21
ULTIMA B SPEECH PACK Ll

ULTIMA UNDERWORLD 2 5
ULTRABOTS SANCTIONEART 18
UNNATURAL SELEGTION 18
UNNECESSARY ROUGHNESS 22
UT0PMIA n

W FOR VICTORY: UTAH BEACH 14
W FOR VICTORY: VIGTORY PAK 32

JAMERT

4, 1 you weold like 1o use yeur meney or credit fo purchose
gomes, include o “wish list” of files you ere Interested in.

5. Your check will vsually be mailed within 10-14 working
days of receivi 'f‘w . Somo "wish lis" gome
eredits moy ok n&lg tly longer lu Hill,

Games will be checked for viruses & compluteness.

VEIL OF DARKNESS 12
WALLS OF ROME 21
WAR IN RUSSIA 2
WARLORDS 9

WARLORDS 2 35
WAXWOHKS 10
WAYNE GRETZKY HOCKEY k]

WAYNE GRETZKY HOCKEY 3 19
WEAVER BASEBALL 2 5

WESTERN FRONT 15
WHEN TWO WORLDS WAR 17

Maost items shipped same day. 55 UPS/S9 2nd Day Air Ganmos must be complete with all disks, printed materials, WHERE IN AMERICA'S PAST 22
Mmmﬂmw g & in eriginal box. Incomplete gomes will be roturned ot WHERE N WORLD CARMEN 16
L T OXPEnIe. {2
GAMER'S GOLD » 1008 W, 41:tShreel » Sioux Fall » South Dokota » 57105 Moo WG COM 3 SPEEHPRCK 5
WING C DER 1 ]
WING COMMANDER 1 DELUXE 18
CRIME WAVE 7 GREAT NAVAL BAT ADMIRAL 36 MASTER OF ORION 3 SAVAGE EMPIRE 12 WING COMMANDER 2 15
CRISIS IN THE KREMLIN n GREAT NAVAL BATTLES 19 MATRIX CUBED 5 SEA ROGUE 9 WING COMMANDER 2 DLX 28
CROSSWIRE 12 GAEAT NAVAL BATTLES 2 2 MAXIMUM OVERKILL 4 SEAWOLF il WING COMMANDER ACADEMY 15
CYBER EMPIRES 10 GREENS 18 MEDIEVAL LORDS 7 SEAL TEAM 19 WING COMMANDER ARMADA 31
RACE 12 GUNSHIP 2000 VGA " MEGAFORTRESS & SEARCH FOR THE KING 10 WIZARDAY 6 COSMIC FORGE 12
D-DAY BEGINNING OF END 25 HAND OF FATE 17 MEGATRAVELLER 2 10 SECHET WLAPONS EXP P ] WIZARDRY 7 CRUSADERS 15
D-GENERATION 12 HARD NOVA 6 MICROSOFT GOLF - WIN 16 SECHET WEAPONS OF LUFT 15 WIZARDAY TRILOGY 2 2
DAEMONSGATE 12 HARDAALL 3 1" MIG 20 (SPECTRUM - HOL}) 28 SENTINCL WORLDS 4 WOLFENSTEIN 30 16
DAGGER DF AMON RA 12 HARDBALL 3: NAMOND COLL 29 MIGHT & MAGIC 3 15 SERF CITY % WOLFPACK 1"
DARK CENTURY 15 HARE RAISING HAVOC 10 MIGHT & MAGIC 4 7 SEVEN CITIES OF GOLD 15 WORLD CIRCUIT 19
DARK HEART OF UUKAUL 9 HARPOON 7 MIGHT & MAGIC S 19 SHADOW CASTER 11 WORLD TOUR TENNIS 13
DARK DUEEN DF KRYAN 15 HARFOON 2 2 MIKE DITRA 7 SHADUW OF YSERBIUS 17 WORLD WAR 2 BATTLES 1
DARKSEED 16 HARPOON CHALLGR PACK 2 MLFOOTBALL 5 SHADDWLAKDS 5 WW2: AIR FORCE COMMAND 12
DARKSPYRE 5 HARRIER ASSAULT 12 ML FOOTBALL 2 8 SHUTTLE L XCOM 74
DAVID WOLF. SECRET AGENT 10 HARRIER SUPER-VGA ] MONKEY ISLAND 1 16 SIEGE 8 X-WING b2y
DAY OF THE VIPER 7 HEAVEN & EARTH 12 IAONKEY ISLAND 2 19 SIEGE & SWOHD ] L WING 8-WING 13
DEATH KNIGHTS OF KRYNN 14 HEIRS T0 THE THARONE 14 MONOPOLY 7 SIERMA AWARD WINNERS. 24 X-WING IMPERIAL PURSUIT 13
DELTA V an HEXX 2 IAO0NBASE 10 SILPHEED 4 YEAGER'S AIR COMBAT it
DETROIT 21 HIGH COMMAND FH WORTAL KOMBAT 22 SIMCITY 17
DISCIPLES OF STEEL 21 HORDE 21 NAL'H 2 SIMCITY - WIN 18 Prices & availability subject
DISCOVER STEPS COLUBUS 15 HOVER FORCE 10 NFL COACHES' CLUB 19 SIM CITY 2000 29 -
28 HOYLES BOOK OF GAMES 12 NFL PRO LEAGUE FB 81 5 SIM CITY GRAPHILS SET mn L) cm"”‘ Gall Toll Free for
DOOM 2 a HUMANS 1" NFLVIDEO FOOTBALL 9 SIMCITY TERRAINEDITOR 10 current titles and those not
DRACULA - BRAM STOKE 1" INCA 12 KHL HOCKEY 04 25 SIMLIFE o] listed=we've got lots more!
DRAGON STRIKE 2 INCA2 18 NIGHT SHIFT 7 SINFARM 25 All Used Games are com-
DRAGONS OF FLAME 5 INDY CAR RACING 7 NOVA 9 - VGA 5 SIMON THE SORCERER 17 plete & virus free with
DRAKKHEN [ INDY JONES LAST CRUSADE 16 KUCLEAR WAR 5 SORCERLAN 5 i i
DUKE 2 2 IRON CROSS ] DBITUS 7 SPACE 1880 5 original box, documentation
DUNGEON HACK 24 |SLE OF THE DEAD 13 DPERATION COMEAT & SPAGE HULK 15 & disks. System com-
EARTH INVASION - WIN 15 JACK NICKLAUS CO 1 5 OUT OF TH1S WORLD 14 SPAGE QUEST 1-VGA 10 ibili nieed.
EIGHT BALL DELUXE 21 JACK NICKLAUS GREATEST 18 9 OVERLOAD ] SPAGE QUEST 2- EGA 10 i‘?!ﬂ:;::: g enﬁ;g{;r;g cﬁ?fe
EL FISH 5 JACK NICKLAUS SIGNATURE 19 PAGIIG STHIKE 2 SPACE QUEST 2 9
ELITE PLUS 6 JAMES BOND STEALTH 7 PACIFIG STRIKE SPEECH PACK 10 SPACE QUEST 4 13 games replaced with same
ELVIRA 2 > 1 JEQPARDY 12 PACIFIC WAR 24 spﬁi QUEST S 17 litle. Free shipping (Regular
EMPIRE DELUX 5 JETFIGHTER 20 " PATRIOT [ SPACE HOGUE 12 i
EMPIRE DELUXE - WIN 28 JIMMY CONNORS PRO TEN 5 PATTON STRIKES BACK [ SPACEWRECKED 9 ggfndj mdrm canﬁgs;;fgl’
ERIC THE UNREADY 1 JUNP JET 1w PEPPER'S ADVENTUREINTM 15 SPEAR OF DESTINY 2 on orders over »1s0.
EVASIVE ACTION 14 KG8 9 PGA TOUR GOLF ) SPECIAL FORCES "
EYE OF THE BEMOLDER 2 15 KILLING CLOUD 4 PGA TOUR GOLF - WIN 19 SPECTRE 19
EYE OF THE BEHOLDER 3 19 KING'S OUEST 2 - EGA 1 PIRATES 8 SPEEDBALL 2 m
F-1174 STEALTH FIGHTER 1 KING'S DUEST 3 - FGA 12 PIRATES GOLD 2 SPELLCASTING 101 n w u @9
F15 STRIKE EAGLE 2 7 KINGS QUEST 4 - EGA 12 PLANES. TRAINS, & AUTO" 21 SPELLCASTING 201 7 4
F15 STRIKE EAGLE 3 W KING S DUEST § - VGA 1" PLANET SOCCER 2 SPELLCASTING 301 7]
FALCON 3.0 £] KINGS OUEST 6 - VGA 18 PLANET'S EDGE 10 SPELLCAAFT ASPECT OF VAL 7 I
FALCON 30 SCEN 1FGHT TG 12 KINGMAKER % POLICE QUEST 2 L] SPELLINMMER: PIRATES 13
FALCON 3,0 SCEN 2 4| 15 KNIGHTS OF THE S8Y 7 POLICE QUEST 3 16 STAR CONTROL 2 2 —_—
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CASA DEL JEFFE The President’s Palace is the final destination for your
rebel troops, once you've whipped the people into a revolutionary frenzy.

else—now where was that pesky bank?

It would have taken litde for Ocean to
stick in a database so that players could
access the University sites, the police
posts, etc. After all, you won’t be able to
do anything or know what's there without
an agent spying on the place, so game
challenge is preserved.

Another criticism concerns the icon-
driven play. There is just too much point
and click. Remember the bank-robbing
routine? That's an easy one. To grab

supplies and give
them to a rebel
takes even more
points and clicks.
Too much of Cen-
TRAL INTELLIGENCE
is spent blunder-
ing around the
overhead  map
looking for stuff,
or else working on
a heavy case ol
Carpal  Tunnel
Syndrome. That's
not fun.

The learning
curve on CENTRAL
INTELLIGENCE 18
tough, and the busywork factor is high.
This is very, very sad, because 1 think
the folks at Ocean are on to some-
thing. This game is so very near to the
mark, yet misses the bull’s-eye. The
best strategy games have just the right
mix of complexity and challenge, yet
rarely let the process impede the actu-
al play. CENTRAL INTELLIGENCE, alas,
forces the player to spend so much el-
fort in mechanics that there's little
time lor strategy.

For those players who are nirned on by
political simulations (like mysell), persis-
tence will eventually be rewarded. It's [un
to bash around in somebody else’s coun-
try, performing acts that could land you
in front of a Senate Investigating Com-
mittee someday. And the world of Sao
Madrigal is so seductively realized, that
you find yoursell’ wanting to shrink and
actually walk those colorful streets.

But the average computer gamer may
find the payoff insufficient reward for
the sweat investment necessary to access
CENTRAL INTELLIGENCE. It's too bad real-
ly, and a fault that could be corrected, al-
beit not with an uploaded patch.
CENTRAL INTELLIGENCE s indeed a [east
ol detail—but then, revolution is not a
dinner party. €

THE EDITORS SPEAK

CENTRAL INTELLIGENCE

werme
AT
PROS [resents an incredibly de-
tailed world in which to explore the
filthy side of politics.
€ONS There's too much data and no
interface, database, or manual to help
you manage it.
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SIDELINE SOFTWARE [)) 7= /7
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Give Your Joystick
a Thrill.

“n the early 21st century, staged fight-
ing has become a lucrative profession for
female hardbodies, with dozens of legal
arenas in the city. But for the leanest,
meanest warriors, the real money comes
from the illegal bouts held outside
the city. It's the hottest day of the
summer and you're baking inside
a dilapidated warehouse. You —
and your opponent — wear the latest
in MECHA armor. The best fighting
armor in the world.

I

| THE BATTLE OF THE ROBO BABES

This won’t be any picnic. With the
intense heat and action, you'll both end
up in less than full body dress.

It's dream babes in heavy armor battling for

prize money — action packed, arcade style
fun for your PC. But be warned — with its
intense violence and voluptuous women,

Metal & Lace: Battle Of The Robo Babes is for
mature audiences only. And not for the faint
hearted. Available now at your nearest dealer or
call 1-800-258-MEGA. Or write Megatech,
P.0. Box 11333, Torrance, CA 90510. Visa,

= Mastercard, checks accepted.
-\ - System requirements: 286:20 or fuster machine
: (386 recommended) with 640K RAM, hard disk,
oo\ \ joystick recommended. Operating Sys.: MS DOS
> 3.3 or above, Windows 3.1. Grophics compotible
I~ with VGA. Sound support: Sound Blaster, Sound
\ ) Bloster Pro, Thunder Boord, Pro Audio Spectium ,

) -~ Adib Gold and Speed Mostr,

This game is not for the fuint-hearted. Contains ‘ : //"A ——
violence and some materiol inappropriate for minors. I Faf a free demo, call our 24kr. BBS at 310-539-7739. (8N1) M E B H

NOT RECOMMENDED FOR PLAYERS UNDER 13,
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Mad Max,
Madmen, And Mutants

by Chuck Miller

s a long-time [an of “Mad
Max,” I enjoy films about
barbaric, futuristic societies in
the throes of moral and tech-
nological decay. Not that 1
find that milieu preferable to
our own; it’s just that these
kinds of stories present extreme chal-
lenges to the hero or heroine to overcome
before they can get back to eating, drink-
ing and being barbaric.

By the same token, it's a thrill when I
find games that build on this Kind of sick
futuristic story. Unfortunately, they are
far too lew in number. (Okay, Hollywood!
How about a “Mad Max” action-adven-
ture where the player is rewarded for his
object retrieval and manipulation skills by
being treated to video clips ol the hero’s
successful escapades?) Occasionally, how-
ever, a title in this general category comes
along. And, while it may not fit the hill
perféctly, Safari Software's HicHwAY
HUNTER comes [airly close.

FREEWAY FUGITIVE

A luturistic Earth teeters on the brink of
disaster under the repressive control of
the Axis of Allied Planets. As a fugitive on
the run, you have to take matters into
your own hands and fight back against
your oppressors. Seizing an opportunity
to escape, you steal the MASTER, a Multi-
Attack Super Turbo Energy Ranger, a ve-
hicle that makes Mad Max’s rig look like
a little red wagon. Once in the cockpit,
you head out onto the highways to wreak
a litle overdue vengeance. ‘The hunted
becomes the hunter!

HicHwAY HUNTER is a [ast-paced shoot-
er of the top-down, vertical-scrolling vari-
ety, and it's as smooth as they come. With
the feel of a coin-op machine, this arcade
game puls many comparable titles to

shame. The graphics are crisp, music and
sound elfects are excellent, and the action
is as fast and furious as you like thanks to
a variable speed option for game
scrolling.

The idea of the game is Lo traverse each
scrolling level and reach the end-level
boss with as much firepower and shield-

ROADKILL Mad Max never had it this good: Hichway Hunter puts the
“top down” on vehicular homicide.

ing as possible. Surviving the ensuing on-
slaught rewards you with advancement to
the next level. On the way you'll find
plenty of upgrade modules, weapons, and
shields strewn across the landscape. Some
upgrades emit a massive photon pulse,
damaging all enemies on screen, while
others provide temporary invincibility or

increase your weapons loadout. A total of

nine weapons are available, each requir-
ing increased amounts of energy to oper-
ate. Shields, which never last long
enough, protect your vehicle from mines
and the ravages of oncoming cnemy at-
tacks.

As enjoyable as HIGHWAY HUNTER can
be, it does have a flaw that's characteristic
of this kind of game—a crappy driving
model. Your vehicle always travels laster
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than the other vehicles on the road,
you're unable to slow down and plan a
strategy for dealing with the vehicles in
[ront of you, and the freeway never stops
scrolling by. You can adjust the overall
speed of the scrolling, but not the speed
of your vehicle. This design not only
makes play more difficult, but it can lead
to a certain degree of bore-
dom after a while. The
game doesn’t offer much
challenge in destroying or
maneuvering past oppo-
nents; it's simply plow
ahead and shoot every-
thing! In HiGHwAY HUNTER
and its ilk, racking up the
kills usually boils down to
quick reflexes rather than
strategy.

Apart from this one de-
sign weakness (common to
many arcade titles), HiGH-
WAY HUNTER is a very chal-
lenging and fast-paced
game that any coin-op fan will relish. Al-
though Mad Max would find the action a
little vanilla for his tastes, it still offers
those with spastic digits a good deal of en-
tertainment in a very attractive and mod-
estly priced package.

Hicnway HUNTER requires a 886 or
better system and VGA graphics, and sup-
ports Sound Blaster-compatible sound
cards and the Gravis PC GamePad. The
[irst episode is available as shareware
(HIGHWA.ZIP). Registration nets you all
three episodes for $29, plus $4 shipping
and handling (Maryland residents add
5% tax). To order HiGHwAy HUNTER con-
tact: Safari Software, 10406 Holbrook
Drive, Potomac MD 20854, (800) 238-
1393. Safari ships a free bonus disk of
games with each order.



You'll have nightmares playing this game!
Never hefore has such realistic gameplay
heen comhined with such maddening
adventure. Screams abound when a
youny girl’'s nightmares terrorize a
town gone mad. Suddenly you're
caught up in a role-playing horror
story that features ellipsoid 3D
technology for the ultimate in
realism. Over 200 beautifully
animated sequences, incredibly
detailed 3-D backgrounds and

a broad mixture of action

and horror make this game a
uninue, cinematic experience.

i 3

Tris

Voluntarity Rated for Mature Audiences
e confains sub,

not oe appropnate for autiences unger 17

675 Massachusetts Avenue * Cambridge, MA 02139 » Phone (617) 497-77984 Fax (617) 457-6759
This game was developed by Andrew Spencer. Animaltion by Alain Maindron.
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SHAREWARE SHOWCASE

GOING ABSOLUTELY BATTY

If you blew your life savings as a teenag-
er at video arcades on a game called
GALAGA, then INVASION OF THE MUTANT
Srack BaTs oF Doom will bring back

many fond memories, though none of

your spent quarters.
While this blast from
the past offers nothing
unique or technologi-
cally stunning to the
shoot "em up genre, it
nonetheless offers a
nostalgically fun expe-
rience.

Your goals are sim-
ple: stay alive, elimi-
nate the space bats,
and power up. Your
first goal is accom-
plished by maneuver-
ing to avoid the bats
and their weapons.
Meanwhile, you must blast as many bats
as you can, making sure to time your
shots accurately (there is a “lag” in space).
Finally, you can power up by collecting
the crystals dropped by annihilated space

+ MLOA POWER
+ [XThA

bats. Some erystals increase the speed of

your shots, others widen their spread,
slow your opponents, give you MEGA
guns, or provide you with extra ships.
Survive and you’re a hero. Succumb to
the Mutant Space Bats of Doom and
you'll be mummilied in bat guano.
MUTANT SPACE BATS offers nothing
significantly new to the shooter genre,
aside from some interesting bonus lev-
els. It’s a lot of fun blasting the little
hats’ brains out, but the shareware ver-
sion (BATS.ZIP) is a bit lean on game-
play. It wasn’t long belore 1 could play
all 20 shareware levels in under five
minutes, which is pretty short compared
with most shareware games. However,
the registration fee of $15 is modest
enough that another 44 levels are ob-
tainable at a fair price, which is worth it

for those who could never get enough of

Garaca in the first place!

INVASION OF ‘111 MUTANT SPACE BATS
or DooM is available from Pop Software,
P.O. Box 60995, Sunnyvale CA 94088,
and runs on any 386 or better PC com-
patible with EGA or better graphics. An
additional $15 (or $24 for both titles)
buys you the sequel, RETURN OF THE
MUTANT Spack Bats. Include $3 ship-
ping and handling (plus, 8.25% sales tax
lor CA residents).

20,000 LEAGUES

UNDER THE C

In SeAarch oF DR, Rirripe marks the re-
turn ol the beloved madman-scientist-
bad guy. In this action game of
undersea exploration, you assume the

RETURN TO GALAGA Feeding the Mutant Space Bats of Doom will take
you back to when you fed guarters to a coin-op.

role of Nick Nautilus, Special Naval
Agen’T” (SNAT) 1138, on a mission to
seek and destroy the undersea laborato-
1y of quack scientist Dr. Tiberius Rip-
tide. Unlike other kill-the-madman

A YELLOW SUBMARINE Watch out for any octopi who get a crush on
your sub in The Unoersea Worto o DR. Ripioe.

action games, IN SEARCH OF DR, RIFITDE
adds a unique twist—a mini-sub named
JASON that can enter places too small
for your standard sub. You'll need to pi-
lot both subs in order to send Riptide to
a watery grave and save the world.
Several problems quickly present
themselves, the chief of which are an all-
too-quickly depleted supply of oxygen
and flirepower. Thus, to stay submerged,
you need to collect ammo and oxygen
power-ups whenever possible. This is
where the JASON mini-sub comes in
handy, slipping into tight openings to
[ree power-ups so that they float up to a
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location from which you can easily re-
trieve them. This one feature increases
the strategic element immensely, mak-
ing Dr. Rirrine a refreshingly unique
action game with a strong clement of
strategic play.

Rock-tossing crabs, pellet-spitting eels
and submerged mines are the least of
your worries. When the octopi and rav-
enous piranha get a hold of you, there
won't be much lefi. In fact, the only real
gripe I have with the game is that the
piranha are a bit too ravenous when it
comes o devouring poor Nick and his
submersibles. Still, in spite of this “bit-
ing” issue, Dr. RirTinE is one of the
freshest and most entertaining share-
ware titles I've had the pleasure of
spending time with this past year. 1
highly recommend you download a
copy and try Dr. Riptide’s undersea
world [or yoursell.

IN  SearcH  oF  Dr. RIPTIDE
(RIPTID.ZIP) is best played on a 386-
33MHz or faster computer and requires
256-color VGA graphics. It supports Au-
ra’s Interactor vest, although T wasn’t
able to test this [eature. To order a reg-
istered copy, send $29
(Florida residents add
your required 6% sales
tax) to: Pack Media
Company Inc., P.O.
Box 1857, Pompano
Beach FL 33061-1357,
(800) 628-3266. Your'll
be glad you did!

Chuck Miller is the
Editor of InterActive
Gaming and CGW's
Shaman of Shareware.
He can be reached on
CompuServe at 74774,
1476, America Online at
IGAMING and through
the Internel at inleractive.gaming
@swchbs.com. €2

To locate these

- games on-line,

tune in to the CGW headquarters on
ZiffNet. Games featured here can be
downloaded from ZiffNet both on Com-
puServe and on Prodigy. On Com-
puServe, go to CGW’s forum (GO
GAMEWORLD), Library 7, Shareware
Sizzle. On Prodigy, jump ZiffNet and
Search by Tite for the games listed
here. Or, Search by Category to browse
the entire Games Library.
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technology that made
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Do-1t-Yourself
Game Design

Iz‘xplorc The Essence Of Game Creation With Maxis’ KLIK

by Paul C. Schuytema

omputers games. We play them
for hours, lose sleep, and
through the log of the next
day, we think of nothing but
spending another night trying

to do just a little bit beter. If

\'uu'n' an avid CGW reader,
I'm sure you've played dozens of games,
but I'd Ln down a wooden nickel that
there are nlll) one or wo that really take
your breath away. Why those games and
not the others?

COOKIN' IN THE KITCHEN
WITH MEGABYTES
A game design, for me, is a lot like a

recipe. You need the finest ingredients, of

course, but if you don’t blend them to-
gether in just the right proportions, you
get some inedible garbage, High class
doesn't necessarily mean high quality. 1
whipped up a fancy Dijon salsa for last
year’s Superbowl party, grabbed the
recipe from THE source, Gowrmel Maga-
zine, and yet it tasted like crap. The recipe
just didn’t work. The same is true for
games. A game coming out ol a high-pro-

file publisher may have the authority of

glamour and mega-buck production, but
if the game design isn't sound, you end
up with crap in a very pretty box.

As a contrast, consider the venerable
WOLFENSTEIN 3D. This game was cobbled
together by a handful of programmer/
game-addicts with virtually no budget.
And yet, the balance, the recipe ol the
gameplay, was nearly perfect.

Last month, I gave you a list of resource
baoks to help you hone up on the skills
needed o become a game frogrammer. 1
emphasize * pmtn.mmw " because none
ol those books delve into the realm of de-

sign. Surl the Internet for a while, stop by
“rec.games.programming” or flip
through the game design encyclopedia
you can download, and you will discover a
very common misconception: that game
programming equals game design. 11 you
can program a Doom-like engine, the
thinking goes, then you can make a great
game. Absolutely untrue! Just take a look
at the majority of Doos rip-offs. They of-
fer great sounds and cool graphics but
bmuu{ gameplay. The beauty of id Sofi-
ware's level design just isn’t there. Moral:
there's more to a great game than pro-
gramming. Much more.

Just how do you blend all of the com-
ponents of a game together? What is the
common thread? A game may have many,
many parts, lrom video clips and sound
liles, to sprite animation and control in-
terfaces. What makes a game work is its
design and gameflow, how the player per-
ceives the motion of the game from start
to finish. Game llow and game design are
all about relationships.

ALL | WANT TO DO

IS CLICK AND PLAY

Making a killer game is about building
exciting, challenging relationships be-
tween the components of your game
world. Perhaps one of the best tools I've
lound to experiment, not with game pro-
gramming, but game design, is Maxis'
excellent Kuik b. Pray game design tool
[or Windows (though T have to give Maxis
a major thumbs down on the fluffy name
for this powerful program).

KLk & Pray gives you the opportunity
to build a complete game [rom the
ground up. Kk & Pray allows vou to
work with game designs at their most fun-
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& PrLay

damental level

objects, actions, relation-
ships and events.

One thing that you will discover almost
immediately in K&P is that it probably
can't do things exactly how you want
them done. For the purpose of studying
game design, you can consicler this limita-
tion as analogous to the limitations de-
signers face every day when attempting to
meld their design vision with the con-
straints of current technology, time or
budget.

1 WANT MY INTERACTIVITY?
According to Chris Crawford, long-time
game designer and editor of Interactive
Entertainment Design, a game, at its sim-
plest, has three lundamental elements:
representation, interactivity and conflict.
That is to say, a game reflects or repre-
sents some aspect of reality (or fantasy),
has a “game world” which reacts and in-
teracts with the player, and poses obsta-
cles for the player to overcome.

A principle of game design that escapes
many novices is that a game’s environ-
ment must not only be inherently inter-
esting and challenging, but it must
respond to the player. In the old classic
Doxkey KoxG, our friend Mario (not
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then the star he is today) had to run and
Jump to climb up the steel girders of the
building, all the while avoiding the bar-
rels that Kong rolled down to stop him.
This was challenging, but Kong never re-
ally responded to what the player did. He
only rolled the barrels according to a pre-
programmed (slightly random) pattern.

Compare that with the rather DONKEY-
Konc-esque ending to the first level in
the Sega classic (ahem, yes, 1 know we all
play PC games in this club), GHOULS AND
GHosTs. You must run your knight up a
series ol platforms to get to the top. Only,
in this game, there are these ugly pig-like
creatures who vomit green bile on you.
They, however, are not constrained to a
pattern, but will move to the best position
to vomit directly on your head. This type
of interaction makes the game play far
more exciting for the player. You can also
see this type ol reaction to the player’s ac-
tions in Sierra's LODERUNNER—the
cloakies actively chase you down instead
of running around in pre-programmed
patterns.

In Dooy, the monsters turn and try to
kill you. They don’t just move around and
burp out fireballs according to some pat-
tern. They are keyed in on your actions.
In Doowm, though, this interactivity goes
even one Sl(‘.‘]) further. Monsters can react
to other monsters, turning o attack them
and giving you a moment to collect your
thoughts.

A PLATFORM TO STAND ON
For the purpose of this column, we'll fo-
cus on building a “platform” game a la
LODERUNNER and its minions using KLIK
& Pray. 1 know you might be letting out
groans, but you can learn volumes about
game design by crafting such a simple
game. While, if we're comparing apples to
oranges, you might liken WING COMMAN-
pER 11T to Milton’s Paradise Lost, then a
game such as CENTIPEDE or TEMPEST or
LODERUNNER can be seen as a haiku: a
small splash of genius, but many of the
same artistic sensibilities apply. Besides
that, K&P is a game-design tool for build-
ing mostly hand-eye coordination games.
You can use K&P to create card games
and adventure games and the like, but
unless you cut your teeth on a simpler de-
sign, you'll endl up hopelessly lost.

Maxis bills KLix & Pray as an “instant
game creator,” which is as far from the
truth as can be. Using K&P involves a sig-
nificant learning process, and it will take
you many evenings to nail down even one

cleanly playable level. T
To make matters worse,
the games included on
the K&P CD showcase
the worst in game de-
sign: [lashy graphics
which attempt to copy
other games (there’s a
MissILE COMMAND clone
and a GALAXIAN clone),

Game  1leip

Piasorm muvement semp

Obosomp  ®eay]
Cllp + LeNRUGM &nom O Bunen 2

but don’t focus on the
nuances of solid game-
play. It's a shame, since
K&P can really create
some challenging and

exciting games,

Finally, in the “Game
Design Tips" section of
the manual, we are told
to focus on nailing
down the cool, high-
quality graphics first and

z qs) =
[T T

SPRITE CHOREOGRAPHY Setting up the movement of a player-
controlled sprite in Klik & Play is easy, as long as you are willing to
work within the contraints of the program. Here, my stand-in for
Microman gets his “platform physics” tweaked.

ENE & Py - Event Edist - nautlasm

focus on gameplay sec- FEIE et (@

ond. This is a miscon- v

ception which, 3 -

unfortunately, is all too )

prevalent in the indus- )

try. The focus should be J R |
the other way around: ¥

nail down the gameplay W/

and balance, and polish [ 3] 8 (£ s o o on ot ViV

your gemstone alter =[]l jom o V-

you're sure of its value. I8 Dl e v

While polishing graph- = . [Blzstebeeml [elh®) || ALV YA -

ics in K&P, you can get Bl s Y ) YRR ) NV

as involved as you want; ﬁ AR e e 1 ol P Y O S O S ___151

you can cven do [}SL‘lldU'
rotoscoping.

MODUS 1, 2, 3 Klik & Play provides a spreadsheet-like view with which

you can edit all of the control events in your game level. Here, I'm

MICROMAN?

KLk & Pray will immedi-
ately force you to come - —

to grips with two of the constants game de-
signers must battle with every day: han-
dling “events” (actions and reactions) and
struggling with the balance of play.

Event processing is one thing we really
don't think about when we ponder game
design or game programiming, but it is, in
fact, one ol the foundation elements in
the game creation process.

Beginning work for my “masterpiece,
a game which I've dubbed “Microman,” 1
spent a lot of time scrawling down ideas
on yellow legal pads, doodling, making
Howcharts and generally making a mess.
First and foremost is tailoring your ideas
to the limitations of your game design.
For me, it was abandoning the moving
platforms (I wanted Microman to leap
from molecule to molecule). That doesn’t
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examining the immediate action taken when Microman touches the
bouncing molecule.

work in KLIK & Pray, so I opted for static
platforms, corresponding to the fuel rods
in a nuclear reactor (the platforms looked
like bridges at first, but remember: I'm
working on gameplay first, and I'll go
back and change K&P's default graphics
Lo my own design alier the game flow has
been nailed down).

After getting a workable idea, I turn to
the level editor, basically an object-orient-
ed graphics package which allows me to
place things such as my microman, the
platforms, the single molecule (in later
levels, there will, of course, be more mole-
cules and a few radioactive isotopes [or
microman to deal with), and the wavy,
heavy water at the bottom. The level edi-
tor is much more than just a “place and
move” sub-program. You have the oppor-
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tunity to set the properties ol the compo-
nents you are placing. With the micro-
man, I selected the type of movement |
wanted (called “platform movement” in
K&P), and adjust variables such as jump
strength and gravity.

THE MAIN EVENT

After putting together the objects of the
game (or, in this case, a game level), it was
time to come to grips with the meat and

potatoes and in-the-trenches aspect of

game design: event processing.

Never before have 1 seen such an intu-
itive way to work through event program-
ming as in K&P. Once the building blocks
have been set in place, we transfer (o the
step-through editor and begin the game,
Right now, there’s not much to it. The
molecule bounces around, and you can
maove your little guy around, leaping from
platform to platform. But wait! As soon as
the molecule moves 1o the edge of the
screen, the game halts, An event has been
triggered. When an event occurs, the log-
ic of the game must take some action. In
this case, it is as simple as clicking on an
action, and telling the molecule to bounce
(we could also have it wrap around to the
other side ol the screen).

The step-through editor allows you to
build an elaborate script for any event you
choose. Take the event ol the molecule
colliding with microman (1o be avoided at
all costs). Once the event is triggered (1
actually jumped microman into the path
ol the molecule to trigger this event), you
can then build vour script. For this event,
[ first created an explosion (by using the
“ereate an object” command), then de-
stroyed microman. Then, 1 used a game
logic query to reduce the available lives by
one. Finally, I created another microman
at the initial starting point (otherwise the
game would just sit in stasis, waiting for a
nen-existent event ro oeenr).

RISKY EUSINESS

One ol the things I've noticed during my
“long strange trip” through the last
decade and a hall of daily game playing
is that a game which “works,” be it an ar-
cade game, a (gulp) Genesis game, or a
PC game, seems to have an almost mysti-
cal “completeness” about it. As | learned
by talking with of the folks who designed
some of the early Atari arcade classics,
there are some serious philosophical un-
derpinnings to great game design. Per-
haps the most relevant to our exploration
here is the concept of risk and reward.

Players should be encouraged to partici-
pate in risky play during a game, and if
they succeed, great spoils should go to
them (whether it be in the [orm ol bonus
points, powerups, or a scroll containing a
nifty magic spell). If they fail, they should
be punished (lose points, take damage,
etc.), but the punishment shouldn’t take
them out of the game, it should just
make them work harder to get back
where they were.

In this first level of Microman, I played
around with the concept of risk and re-
ward. There is a small platform, only acces-
sible by jumping off a higher platform. On
that platform is a blaster which will allow
microman 1o shoot at the molecule and af-
lect its bounce. The weapon makes it [ar
casier for microman to do his job of jump-
ing on all of the platforms to wigger the
appearance ol the end-of-level button. But
to get there, microman must make a “leap
of faith.” 1f he fails, he'll fall into the heavy
water and lose a life, and must start the lev-
el over again. Should he succeed, he'll still
have to leap down to one of the lower plat-
lorms and then perform a difficult timed
leap to get back into the main playfield.

I've given the player a carrot, but there
is a risk in getting it and some elfort
needed to pull ofl the retrieval. One im-
portant concept to note about gameplay
risk and reward is that the player should
not necessarily have to follow the risky
game path. Microman can most certainly
complete his level without the blaster. It's
a perq and not a requirement, and that's
what adds to its fun. Players want the op-
tion to choose a path, and not be forced
to jump through hoops just because it was
the designer’s whim.

GO YE FORTH AND CONJURE!
Game design is a topic discussed far less
olten than it should be, but it is the “black
magic” which is at the heart of any great
game. Graphics are cool, sound effects
and music can jazz up an experience, but
a game’s interface must be clean and efli-
cient, and more than anything, the design
and flow of the gameplay must play like a
sweet symphony, not like some discordant
dirge,

If you want to dabble in the “dark art”
of design and event processing, dive into
KLk & Pray. You'll learn volumes about
why some games play like poetry and oth-
ers are only as enjoyable as a hairy wom-
bat with whooping cough.

For more information about Kuik &
Pray, contact Maxis at (510) 254-9700. &
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CONFIGASSIST

Our Mad Hacker Offers Tips For # :

Optimizing Your Memory
by Mike Weksler

HERE ARE MANY DIFFERENT WAYS
AN MS-DOS-BASED COMPUTER CAN
CRASH WHEN YOU ATTEMPT TO RUN
a game. Often when you try to
start a game, the screen goes
blank, the keyboard won't re-
spond, and you have to reboot
the machine. Other times, the game may
start, but then the machine [reezes—per-
haps just as you were about to save—
causing you to power off and start all
over. Then there is the worst kind of
crashing—the spontaneous reboot. This
one pins the needle on the Frustratome-
ter to the max,

Sometimes these problems are caused
by conflicts with sound cards, CD-ROMs,
and other peripherals, but usually
they're the result of a poor memory con-
figuration. Yes, the answers to most of
our gaming problems lie in those nasty,
cryptic CONFIG.SYS and AUTOEX-
EC.BAT files, the mere mentioning of

Dave’s Unhacked Configuration Files

CONFIG.SYS
DEVICE=C:\DOS\SETVER.EXE
DEVICE=C:\DOS\HIMEM.SYS
DOS=HIGH
DOS=UMB
FILES=50
BUFFERS=30
STACKS=93, 256
DEVICE=C: \MOUSE\MOUSE,SYS
LASTDRIVE=E
C:\SB16\DRV\SBCD.SYS /D:MSCD0O01 /P:220
SHELL=C:\DOS\COMMAND.COM C:\DOS\ /p

AUTOEXEC.BAT
PROMPT SPSG
SET TEMP=C:\TEMP
C:\DOS\SHARE.EXE /L:500
LH /L:0;1,45456 /S C:\DOS\SMARTDRV.EXE
SET MOUSE=C:\MOUSE
PATH C:\DOS;C: \WINDOWS;C:\;C:\MOUSE
ed A\
WIN
C:\DOS\ SMARTDRV.EXE /C
C:\DOS\MSCDEX.EXE /D:MSCD001 /M:12
C: \MOUSE\MOUSE
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which will send many a gamer into a
screaming, ranting fit.

Many of you send me your
CONFIG.SYS and AUTOEXEC.BAT
files out of pure frustration. I forward
the majority of these to the Vatican, be-
cause most of them are so ill-formed and
misshapen that they will only function
with a Papal blessing. But occasionally 1
see some configuration files that are al-
most there—just a few keystrokes away
from Gaming Nirvana—and I can’t help
but lead the aspirant to full computing
consciousness.

Such was the case with Dave Stein of

Newport News, VA, who sent in the CON-
FIG.SYS and AUTOEXEC.BAT files that
you see at left below. His files are rather
typical of what can go wrong with our two
favorite files. To the right you'll find the
files that I tweaked for maximum (well,
maybe beller) gaming performance. I'll
step through the changes I made to help

HhoE kA oy

those who may have similar memory con
figuration problems.

The first step when doing any configu
ration hacking is to make backups o
your current conliguration files, prefer:
ably in a bootable loppy disk. The nex
step is to type "MEM /C” from your C>
This command will show you which de-
vice drivers and resident program file:
are loading into memory and where. I
you'd like, you can type "MEM /C >
MEM.TXT" to print the listing to &
text file for easy viewing. Then, for
readibility, I like to place all the SE
commands at the beginning of the AU-
TOEXEC.BAT. .

Dave’s configuration has some prob-
lems: right off the bat, I can tell that he i
having low memory problems and Win-
dows CD-ROM problems. First of all, he
has important commands (including one
of the CD-ROM drivers) that follow the
command to start Windows (“WIN") in his

Dave’s New Configuration Files

CONFIG.SYS

DEVICE=C:\DOS\HIMEM, SYS
DEVICE=C:\DOS\EMM3B6 .EXE NOEMS

DOS=HIGH, UMB

DEVICEHIGH=C: \MOUSE\MOUSE.SYS
DEVICEHIGH=C:\SB16\DRV\SBCD.SYS /D:MSCD001 /P:220

SHELL=C; \DOS\COMMAND ,COM CT:\DOS\

LASTDRIVE=E
FILES=40
BUFFERS=30
STACKS=9,256

PROMPT $P$G

/e

AUTOEXEC.BAT:

PATH C:\;C:\DOS;C:\WINDOWS

SET MOUSE=C:\MOUSE

SET TEMP=C:\TEMP

LOADHIGH C:\DOS\MSCDEX.EXE /D:MSCD0O01 /M:12
LOADHIGH C:\DOS\SMARTDRV.EXE /X
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Hey! you've got two
bi-directional alien-finders
attached to your head

'Now you can use 'em to play your
favorite games in 3D sound that zigs
when they zig and zags when they zag!

The Command 3D Sound Engine* can transform your favorite computer game inlo an in-your-face, look-
... out-behind-you, multi-sensory experience. Unlike other 3D sound processors, the
Sound Engine surrounds you with a 270° soundfield that responds to the
' movements of your joystick.

So when you zap that Zorgon on your left, the KABOOM! will come
' from the left. When you nail that Ninja on the right, the WHACK! will come
from the right. Imagine: a previously unheard level of realism for about one
zillionth the cost of a virtual reality helmet!

a-.a The Command 3D Sound Engine works with any game
software, stereo or mono. All you need are an analog joy-
stick, any sound card with a line-out jack and two externally-amplified speakers.

Sorry, bi-directional alien-finders are not included. But, hey, you probably
have a pair of them already!

For more information, call 1-800-379-8558

MULTIWAVE INNOVATION, INC., 747 Camden Avenue, Campbell, CA 95008
Tel: 408-379-2900 Fax: 408-379-3292
Command 3D Sound Engine is a registered lrademark of Multiwave Innovation Ple Lid *Patent Pending
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Mystic Towers

PGA Tour Windows
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SSN Z1 Seawolf
X-Com
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$14.88
$539.88
$19.88
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$14.88
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PC CD
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Alien Logic
Armored Fist
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Central Intel
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Star Crusader
SNL

Mac

PGA Tour Il
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$39.88
$39.88
$19.88
$14.88
$39.88
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$24.88
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$39.88
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$34.88
$24.88
$14.88
$19.88

Hundreds More
nder $29.99

Hurry! Quantities may be limited.

Call Now To Order

1-800-262-7462

Or Request a Catalog

Available By Mall Order Only.
Add $5 for Shipping & Handling.
Limited to Stock on Hand.

All Sales Are Final.
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AUTOEXEC.BAT. The problem is that
the commands that follow the “WIN"
command will only be executed afler you
exit Windows. This explains why Dave is-
n’t getting his CD to work in Windows un-
til he exits and runs Windows again.

You might also notice that Dave’s con-
figuration is loading two mouse drivers—
one in the CONFIG.SYS file and one in
the AUTOEXEC.BAT—and thereby
wasting a few precious K of RAM. I elimi-
nated the redundant mouse driver call
(CAMOUSE\MOUSE.COM) from the
end of the AUTOEXEC.BAT file and
used MOUSE.SYS in the CONFIG.SYS
file because it takes up less memory when
loaded. As an aside, note that you don't
need an MS-DOS mouse driver to use
your mouse in Windows, but you do need
the driver for DOS games.

Dave's configuration is also loading
SMARTDRV.EXE twice. I eliminated the
redundancy and added the “/X" option,

which tells SMARTDRV.EXE to turn ofl

“write-back caching.” This eliminates the
possibility that you might lose data that
is stored in the SmartDrive cache when
you turn your computer off.

The main problem with this configu-
ration is that it did not have the Upper
Memory Blocks (UMBs) set up. Upper
memory is a 384K area of RAM above
and beyond the conventional 640K into
which you can load some of your drivers
(think of it as extra trunk space in your
car). Drivers can be loaded into this areca
with the "LOADHIGH"” command.
While Dave had the all important
“DOS=UMB" (which you can also have
as “DOS=HIGH,UMB") and “DE-
VICE=C:\DOS\HIMEM.SYS” com-
mands, he was lacking the essential
EMM386 driver. You see, HIMEM.SYS
doesn’t set up UMBs, only EMM386
does that, so whenever Dave’s computer
tried to “load high,” there was no room
at the inn.

To fix this UMB problem, I added the
EMM386 command with the “NOEMS”
option (just remove this option to con-
figure your computer for EMS memory).
That sets up your machine for extended
memory (XMS), using the EMM manag-
er to establish the UMBs. You can use
this configuration to load all your dri-
vers into upper memory. The only killer
is that most versions of “protected
mode” games hate EMM386.EXE and
refuse to run if you even think of run-
ning it. If you have a protected mode
game, disable the EMM386 command
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by placing a “REM" statement in front
of it. You won't be able to load your dri-
vers high, but that’s okay, since most
protected mode games can run on less
conventional memory.

If you just finished this paragraph and
are totally lost, don’t worry—that’s what
memory managers like QEMM (Quar-
terdeck), 386MAX (Qualitas) and Net-
room (Helix) are for. These three
software packages will eliminate a lot
(but not all) of configuration tinkering.
My favorite is QEMM 7.5 because it can
optimize multiple configs and has a
handy Quickboot feature, but the others
will do fine as well.

Now that we have upper memory set
up we can start putting stuff in it. We'll
start with SBCD.SYS. We can casily tuck
this little file into Upper Memory with
“DEVICEHIGH=C:\SBCD.SYS.” 1
placed the MOUSE.SYS, MSCDEX.EXE
(CD-ROM driver) and SMARTDRV.EXE
in upper memory in a similar manner,
using the LOADHIGH command in the
AUTOEXEC.BAT file.

With these few changes, I was able to
load a lot of stuff into upper memory
and enjoy around 610K of free conven-
tional memory. I also made some other
minor tweaks. For instance, T nuked
SETVER.EXE because you don’t need it
with DOS 6.2. Additionally, I nixed
SHARE.EXE because it is mainly used in
Windows network situations.

There are also remnants of someone
trying to use the MS-DOS’s MEMMAK-
ER (all that stuff before the [irst
SMARTDRV.EXE command in the un-
hacked AUTOEXEC.BAT file). Don’t
use MEMMAKER if you have a multi-
config MS-DOS 6 boot menu. MEM-
MAKER will think you have one big
configuration file and completely trash
your boot menu (bet you wonder how 1
know that!). For more on this uniquely
bizarre subject, check out the book Mem-
ary Management in a Multimedia World by
Joel Powel (Waite Group Press (800)
788-3123). It offers a thorough immer-
sion into the subject without assuming
that you're a dork. '

Finally, be aware that one configura-
tion will probably not run every game.
You'll have to try different conligurations
for those really cool high-end games that
require a really un-cool amount of com-
puting resources. Your best bet is to have
multiple configurations on hand, prefer-
ably in a DOS 6.0 boot menu (see my col-
umn last month). €
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136 Dawn Patrol empire Interactive Ent. 194 114 Phoenix Advanced Gravis Cover 3
377 Deadline Vic Tokai, Inc. 138 348 Picture Perfect Golf LYRIQ International Corp 126
145 Death Gate Legend Entertainment 10,11 242 Pilot Control Stand Home Base Products: 132
76 Descent Interplay Productions, Ine. 67 35 Pinball Arcade CD-ROM 21st Century Ent., Inc. 181
21  The NEC Ready P60 NEC 8,9 18  Power The Game Power Games International 153
19  Discworld Psygnosis 121 359 Powered Speakers Yamaha Corporation 83
258 Dungeon Master || Interplay Productions, Inc. 30,31 78 PowerHouse Impressions Software, Inc. 17
367 E Media Computer Express 183 45 Pre-owned Software Bare Bones Software 191
20 Eestatica Psyanosis 179 G Ravenloft: Stone Prophet  Strategic Simulations, Inc. 82
141 Falcon MACH V Falcon Northwest 15 55  Relentless Electronic Arts 23
282 Flash Traffic Time Warner Interactive Group 109 356 Ripley's Believe Itor Not  Sanctuary Woods 99
& Flight Simulation Apple Computer 95 43  Rise of Triad: Dark War FormGen, Inc. Cover 2
246 Flight Unlimited Looking Glass Technologies 47 310 Risky Sofdec, Inc. 68
265 Game Wizard Enhanced Sw. Design, Inc. 102 *  Set Our Sights Higher LucasArts Ent. Co. 111
67 GameFix Game Publications Group 191 376 Silverload Vic Tokal, Inc. 63
117 Games For Less Titan Games 155 372 SimCity 2000 CD Maxis 147
42 Girliriend AIVR Corporation 94 280 Sound Blaster Compatibility Creative Labs 115
*  Greal Naval Battles Vol. 111 SSI 141 262 Space Ace Chips & Bits 125
288 Hardball 4 Accolade 135 234 Stalingrad The Avalon Hill Game Co. 5
51  Harpoon Il Capstone Software 157 233 Surge Protector American Power Conversion 49
71 Heretic id Soitware 51 323 Test Byles U.S. Gold, Inc. 163
7 High Seas Trader Impressions Software 19 370, The Best PD/Shareware  Lotsa Bytes 191
* ImagiNation Network ImagiNation Network 160 AB 12 Doom Accessory Pack CDs  Modern Microware 62
341 |Interactive Ent. Chips & Bits 127 143 The Hunt Begins FormGen, Inc. 119
98  King's Quest VIl Sierra On-Line, Inc. 55 119 The Infinity Machine REM Software 120
175 Kingdom Interplay Productions, Inc. 79 16  The Pure Wargame Quantum Quality Products 149
371 Klik & Play Maxis 91 378 The Scroll Vic Tokal, Inc. 64
89  Maabus 3 Microforum 128 185 ThunderSeat ThunderSeat Technologies 170
= Machiavelli MicroProse 167 3 Tigers on the Prowl HPS Simulations 160
334 Magic Carpet Electronic Arts 117 307 Used Game Software R&G 176
349 Magic: The Gathering MicraProse 133 366 Virtual Vegas Computer Express 159
15 Mail Order FC Games G&G Software, Inc. 190 374 Virtuoso Vic Tokai, Inc. 59
54 Mail Order Products Chips & Rits 70-77 219 Wargames Novastar Game Company 191
56 Mail Order Products Computer Express 84-89 99  Wing Commander || Origin Systems Cover 4
241 Mail Order Products Gamer's Gold 175 351 X-COM MicroProse 45
369 Mail Order Products Gemini Games 186 354 Zig 7ag Quantum Quality Products. 173
93, Mail Order Products Mission Control 199 207 Zoro Capstone Software 187
96
94  Mail Order Products Multimedia Specialists 185 * Please see advertisement for product information.
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"CO-ROM VERSION ONLY
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Wi “The Best WW1 Flight Sim yet for the PC!”

. PC GAMER .

e

Dawn Patrol is firmly established as
the best flight simulator for the home computer.
Check oul the features, check out the reviews,
but whatever you do don’t miss it!
[ “Shaping up to be the best World War I flight simulation since

=lw Dynamix’s Red Baron, Dawn Patrol manages to breathe new
life into a popular game genre.” Compuler Player

Over 150 missions lo accomplish ranging from Llraditional dogfighling
lo balloon busling, each with full mission briefing and embedded
hypertext.

“Dawn Patrol will represent a significanl advance in flight
simulation... Dogfighting, I'm happy to say will never he the
same. “ Strateqy Plus

SVGA mode gives breathtaking graphics over 4 limes the detail of
standard mode. ’

“Smooth graphics, very detailed aircraft, terrific terrain
features, flak. tracers and explosions!” PC Combal Simulalions
User friendly view system includes ‘in-cockpit’ and ‘external lock’
views which allows you to keep the enemy in view al all times.
“Planes... very nearly resemble oil paintings of the period rather
than the typical computer designed cralt. ” Strategy Plus
Take to the skies in one of over 15 period machines, each accurately
maodelled both graphically and aerodynamically.

"World War 1 dogfighting has never looked better than in
Dawn Patrol” - PC Gamer

of a Lifetime

Circle Roader Service #8583

Artevars by Frans Woomn
SFM Tho Groermich Wodshaon 1003 Howan Sotwing

The Aeronautical Experience

empire

C T I V E

EMPIRE INTERACTIVE ,13220 Wisteria Orive, Bay N-2, German Town, MD 20874. Voice: (301) 916 9302 Fax: (301) 916 0437
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Welcome to the Cooperstown of Computer Games.

==  Here, raised upon pedestals, you'll find the games that broke the records,

ke
R T )

established the benchmarks, and held gamers in delighted trances for hours untold.

- InpucTion Czmenony | |

FALCON 3.0

SPECTRUM HOLOBYTE, 1991

Over the next lew months, CGIW will be
inducting some new honorees into the
Hall of Fame. This month, we celebrate
Spectrum HoloByte's Farcox 3.0 and
Access’ Links 386 Pro.

The Falcon simulations have always
been Spectrum’s Hagship and the long-awaited FaLcon 5.0
wis no exception. Over two years alter its release, FALCON
3.0 is still the benchmark of combat flight simulators. It ad-
vanced the state of the art in terms of graphics, flight mod-
el, campaign design, and simulation of advanced radar
instruments. Also, in spite ol its limitations, it offered an
advancement in Al routines for the artilicial opponents.
Perhaps most importantly, it was the first to oller the pad-
lock view, an improvement added because the design team
actually [lew in some aircralt and noticed that pilots don't
stare oul of the cockpit at all times. FaLcox 3.0 also ook
seriously the need for head-to-head modem play and inte-
grated follow-on products into the human-to-human chal-
lenge of modem and network doglighting.

CIVILIZATION (MicroProse, 1991)
GUNSHIP (MicroProse, 1989)
HARPOON (Three-Sixty Pacific, 1989)
KinG's DuesT V (Sierra On-Line, 1990)
LEMMINGS (Psygnosis, 1991)

M-1 Tank PrLaTooN (MicroProse, 1989)

INDUCTEES PRIOR

BaTTLE CHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuNseoN MASTER (FTL Software, 1987)

EnrL WEAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-19 STeALTH FIGHTER (MicroProse, 1988)
GETTYSBURG: THE TURNING POINT (551, 1986)

KAMPFGRUPPE (Strategic Simulations, 1985)
MEcH BRIGADE (Strategic Simulations, 1985)
MieuT & MAGIC (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

PIRATES (MicroProse, 1987)

SIMEITY (Maxis, 1987)

STARFLIGHT (Electronic Arts, 1986)

LINKS 386 PRO

ACCESS SOFTWARE, 1992

While the original LINKS was a fine game in
its own right, LINKS 386 PrO was a revela-
tion for PC golfers. The photo-realistic
SVGA vistas of famous courses could entice
even the most casual of armchair golfers—
and [or a lot less money than playing at the real Pebble Beach
or Firestone. 'The physical modeling was improved, so that the
game played more like true golf than its predecessor, and the
putting—too easy in Links—was made tough enough to he
challenging for veteran golfers. It's fair to say that the game’s
wide appeal, combined with the high demands the program
placed on hardware, caused several users to upgrade (o a 486.
Even two years alter the release ol LiNks 386 Pro, the anima-
tion ol the club swing, the quiet ripples of the lakes, the sound
of an errant iron shot crashing through tree branches, all cap-
e the essence of goll'on a computer screen in a manner not
yet surpassed, With newer designs, such as EA’s PGA Tour
Gorr 486, now offering the opportunity to play against simula-
tions of Tom Kite and other legends, it's reasonable to assume
that Links 386 Pro will move in a similar direction.

RAaiLRoAD TYCOON (MicroProse, 1990)
Ren BARON (Dynamix, 1990)
THeIR FINEST HouR (LucasArts, 1989)
THE SEcRET oF MoNKEY ISLAND (LucasArts, 1990)
UrriMA VI (Origin Systems, 1990)

WinG ComManpeR I & II (Origin Systems, 1990-91)

Txe Barn's TALE (Electronic Arts, 1985)
UrtmMA XXX (Origin Systems, 1983)
WrTMA IV (Origin Systems, 1985)

WASTELAND (Interplay Productions, 1986)
WIZARDRY (Sir-Tech Software, 1981)
ZoRK (Infocom, 1981)

WhaR v RussIA (Strategic Simulations, 1984)
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Aces of the Deep V1.1: Up-
dates floppy version of Dy-
namix’ .\jIlL sim. Fixes
reported problems, inclucl-
ing random lockups, faulty
time (.IL'Cl}lllEI'L',‘iHiUII. anel
others. 10/27/494

Armored Fist V1A14 Up-
date: (,:D—l{(.)_\l.flh:p‘])‘ up-
dates address a number of
compatibility issues, includ-
ing: mouse, video, memory
ane missing sound effects.
1/5/95 )

Dark Sun II: Wake of the
Ravager V1.1: Fixes report-
ed problems. Separate Hop-
py and CD-ROM versions
available. 1/5/95

Delta-V CO-ROM patch: Fix-
es the problem with lock-ups
on levels 6 and 9. 12/29/94

Flight Commander 2 V1.02:
Patch hixes PBEM featnre
and reported ln'nl)irme-: with
some video drivers. Also
makes the game compatible
with the CD-ROM version.
IBM compatibles only,
1/8/95

Flight Commander 2 V1.01:
Macintosh-only patch ad-
dresses PBEM problems and
other minor bugs. 12/2/94

Front Page Sporis: Baseball
'84 V1.01: Upgrade lixes
many reported problems, in-
cluding crash bugs and Gen-
eral Manager AL 12/2/91

The Grandest Fleel Graph-
ics Update: CD/lloppy ,);l!ch
[ixes most graphics prob-
lems. 12/19/94

Harpoon Classic V1.564d:
CD-ROM update corrects
some bugs with setting air-
cralt speeds, air-to-air refuel-
ing, and some other long
standing bugs, as well as us-
ing less memory. Missiles
launch against bases correct-
ly. Works with all previous
versions. 12/28/94

King's Quest VII Update:
Corrects all known 'n‘uhlcms.

but is not compatible with
VI.L 1/11/95

Knights of Xentar V1.08a
Patch: Fixes some graphics
bugs as well as some hard-

PATCHES

Computer game programs have grown so massive and the number of hardware config- -
urations has become so huge that incompatibilities and glitches are frustratingly com-
mon. Software fixes, or “patches,” for buggy programs have hecome a necessary evil
until we reach the golden age of standardized platforms and hug-free programs.

proof of purchase.
Red indicates new files.

These patches can be usually be downloaded from the major on-
line networks (CompuServe, GEnie, ZiffNet), but can also he ob-
tained from individual software publisher's own BBSs or direct from the publisher with

ware compatibility problems.
1/4/95

Lode Runner Windows Up-
grade V1.03: Corrects prob-
lems listed in the Readme
lile of the initial release. For
Windows versions only, not
DOS. 11/18/494

Lode Runner CD-ROM Up-
grade: Corrects a problem
with restoring saved games
with the small installation
option. For CD-ROM only.
12/2/94

Menzoberranzan V1.01 Up-
date: CD-ROM/Moppy up-
date fixes numerous bugs,
including: NPC Vonar can
scribe the Light spell, Malice
will now appear in the
endgame for everyone, and

Jump potions will not disap-

pear when saving the game.
1/9/95

Master of Magic V1.2: Lat-
esl upgl':ulv 1o Microl’rose’s
strategy/magic game with nu-
merous fixes, new leatures,
and major Al enhancements.
12/1/94

NASCAR V1.1 Upgrade
Patch: Fixes in this version
include: pole bug, mterrupt
10 or higher for sound card
settings andl some |JI'H|]1L‘I1]5
with ST CONTROLS fune-
tion when using ThrustMas-
ter T'1 and other pedal units.
12/19/94

NCAA2 V1.02: IFixes S5
chipset problems and exces-
sive fouling. Also, inbound-
ing-players no longer receive
assists. 11/22/94

Panzer General V1.1 Up-
date: Separate CD-ROM and
floppy patches fix some re-
ported problems. 1/6/95

PGA 486 Update: Updates
PGA.COM [ile and t‘.I]illli-
nates GOLEFVMEXE error
message, Also allows use of
Universal Vesa Driver.
12/4/94

Shadows of Cairn Update:
Fix for fantasy/adventure
DOS/Windows game adds

jovstick ealibration profile,

|L"||J [or character move-
ment, new dungeon sound
ellects and lixes DOS sound
setup. 12/8/94

SimCity 2000 for DOS V1.1:
Fixes problems reported, in-
cluding crashes; ilL‘n includes
some minor cosmetic lixes.
10/28/0

Tigers on the Prowl V¥
1.15h: Latest patch fixes
problem accessing multiple
units and adds some new fea-
tres. 11/23/04

Transpori Tycoon Sound
Setup: Fixes sound card
recognition bug during set-
up. 1/10/95

Ultimate Foothall V1.31
Update: Replaces previous
upclate V93, 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 GUS
Driver Update: Works with

Gravis UltraSound and
Gravis UluraSound Max.
L 1/8/91

Wing Commander IIT Joy-
stick patch: Fixes reported
joystick lockups when start-
g up WC3. 1/2/95

Wing Commander Armada
Proving Grounds Add-on:
Adds 6 plaver network sup-
port to Armacda. 1/2/95

Wing Commander Armada

v1.0 Patch: Fixes reported
problems. 1/2/95 &

Publisher BBS Numbers
Many ol'these patches are
available direct from the
publishers’ bulletin board
systems, Call with your mo-
dem parity settings at N-8-1.

Accolade CA (408) 296-8300

Activision CA (310) 820-
1276

Apogee MA (508) 368-7036

Bethesda Software MDD
(301) 990-7552

Broderhund CA (415) 883-
5889

Capstone FL (305) 374-6872
Creative Lahs OK (405) 742-
6660

Impressions Software MA
(617) 225-2042

Interplay Productions CA
(714):252-2822

LucasArts CA (115) 257-
3070

Maxis CA (510) 254-3869

MicroProse MD (110) 785-
1841

Microsoft WA (206) 936-
G735

NovaLogic CA (818) 774-
9528

Origin TX (512) 328-840)2
Papyrus MA (617) 576-
7472

Sierra Online CA (209) 633-
4463

Spectrum HoloByte CA (510)
H22-6480

SSI CA (408) 759-6137 or
(408) 739 6623

Virgin Interactive CA (714)
833-3305
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7th Guest 11th Hour
AD&D Menzoberranzan 50
Air Havoc Controller 44
Arkania 2 Star Trall 44

Full Throttle

Gadget

Hammer of the Gods 44
Harvester 59
Heretic Call
Jorune Alien Logic 44
King's Quest Vil 49
Knights of Xentar 43
Legend of Kyrandia 3 44
Litil Divil 33
LodeRunner Returns 42
Lunicus 42
Madness of Roland skl
Magic Carpet 47
Nascar Racing 53
NHL Hockey '95 39
Noctropolis 50
Operation Body Count 33
Panzer General 44
PGA Tour Goll 486 50
Phantasmagoria 49

Picture Perfect Golf 48
Python's Waste Time 66
Quantum 2 Vortex 44
Quarantine 44
Quest for Glory IV 49

CD ROM HEADQUARTERS

Raiden
Relentless Twinsen's 50
Renegade 39
Rise of the Robots 50
Rise of the Triad 44
Secrets of StarGate 44
Space Pirates 44
Spectre 44
Star Crusader 44
Star Reach 44
Star Trek Tech Manual 44
Stonekeep 44
System Shock 50
Total Distartion 50

Under a Killing Moon 58
US Nawy Fighters 47
Voyeur 50
Warcraft Ores/Humans 44
Wild Blue Yonder 45

Wing Commander III 56
Wings ol Glory

Wolf Hunt or.be Hunted 39
WolfPack 38

X Wing Collector's 50
Zephyr 52

ITech: BattleDrome 44

Armored Fist 50
Battle Isle 2200 38
Blind Date 44
Bureau 13 44
Creature Shock 50
Cyber Judas b2
Cyberia 50
CyberWar 50
CycleMania 38
CyClones 46
Daedalus Encounter 50
Dark Forces 49
DarkSun Wake Ravage 52
Dawn Patrol 44
Dealh Gate 37
Deep Space 9 Hunt 43
Daminus 38
Doom Il Hell On Earth 46
Dragon Lore 44
Falcon Gold 59
Flash Traffic A4
Flight Commander 2 44

I
| IBM DISKS !
h Fleet 44
)&D Menzoberranzan 50 -
kania 2 Star Trall 44
mored Fist 45 1
itle Bugs 44 |
oForge 50
ackthome 38 !
ake Stone: Planet Strike 27
each 3 42
gakThn 38 |
innon Fadder 27
lanization A9
Clones 45
irk Forces 49 1
ik Sun Wake Ravager 49 |
wn Patrol 44
ep Space 9: The Hunt 44 |
minus 38
om |I; Hell On Earth 46 1
ingeon Master 2 39;
Shier Wing 38
ght Commander 2 44 |
riress Or Radiaki 38
ont Page Sports: Baseball50 :
aretic Call
n Cross 44
rune Alien Logic 49 3
lights of Xentar 43
rds of the Realm 44
stal Marines Call

1
 Favorite Monsters SRE
scar Racing 53:
aranting 38 :
se of the Robots 80, I
e of the Triad 40! 2

SimTower 30
Space Simulator 49
Star Crusader 39
Star Reach a4
StarTrek NextGeneration 59
Theatre of Death 27

Traffic Department 2192 Call
Warcraft Orcs & Humans 44
Wing Commander Armada 48

Zephyr 52
Il SOUNDCARDS
Audio Rock-It 16 69

Sound Blaster 16 Value 119
Sound Blasler 16 MCD 149
UltraSound 129
Wave Blaster 189

DREAM MACHINE

Navigate through a 3D
world where your ultimate
fantasies come alive. The
only CD that adapts to your

choices. As seen on
Donahue, .!aan Rivers and
CNN. 0D 549

Phone (201) 783-3600 » Fax

nd Orders To: Mission Control * 7 Oak Place * CGWO!
1d 14 days. Please Include Phone # /Shipping $7 OVER

Club
Cyberlesque Magazine $9
$39

Go Digital CD

The Most
Popular

only to realize that
ntrapped in VR cha

Harvester
559

Rudder Pedals

THRUSTMASTER
F-16 Flight Control
Weapons Control Il

Flight Control MK 1
T-1 Driving Pedals

$109
$89
$99
$59
$119

Would you like to
receive our 32 page
ADULT CD
Catalogue?
Circle Reader
Service 96

(201) 783-3686 » FAXBACK Line (201) 783-3374

300-999-7995

» Montclair, NJ 07042. MC, Visa, Discover, Checks & Money Orders. Checks
(most areas) Int'l Shipping $25. E-Mail 70007.1324@Compuserve.com




Bag Guy In Jeopardy

Famous
Game
Designers

Release
Bad Dates
Licenses  tadjusted by Pentium)

| O Simwion
[} Afrport Race i

was pretty excited about the oppor-
Lunity Lo appear as a contestant on
Interactivity, a pilot for a new syndi-
cated quiz show, especially after the
cattle call for contestants. By the
time all of the potential contestants
were auditioned for our ability 1o
fake an orgasm like Meg Ryan in *When
Harry Met Sally,” I felt like I was one of
those thoroughbreds in Koei's upcoming
WinninG Post 11 Based on the thorough-
bred racing game developed for 3DO,
WinnInG Post 11 will be a PC version
which will [ocus on American horse rac-
ing, as opposed to the Japanese horse
racing in the original,

Suddenly, the announcer began to
warm up the andience with his sotio voce
impression of Brad Grey at the beginning
ol HBO's Larry Sanders Show and the stu-
dio audience clamored expectantly as the
“Applesauce” er ... “Applause” light
went on. The fivst contestant, a former ex-
ceutive [rom Epyx, Colecovision, Mattel,
and Sega, picked “Best Dead Computer
Game Companies”™ for $200. 1 don’t like
thinking about deacd computer game
companies, but the category fondly re-
minded me of 3M Corporation’s original
Bookshelf Games, the ones acquired some

Best
Dead Game
Companies

years ago by Avalon Hill. Now,
Avalon Hill plans to release a new
version ol CoOMPUTER AcQUIRE, the
hotel merger game. It will incorpo-
rate graphics and features from a
new version ol the hoardgame that
is nearing release, It will also have
some computer-version-only vari-
ants. In fact, Avalon Hill also plans
to release Compurer Twixt, based
on another popular 3M strategy
boardgame, Luer this year.

Unfortunately, while 1 was remi-
niscing, Contestant #2, a PR
spokesperson for a Silicon Valley soltware
publisher, came up with the correct ques-
tion, “Who was Cinemaware?” | started to
add that Keei's upcoming ROMANCE OF
P Trer Kincooss 1V was going 1o be
a full-fedged multimedia product with
hot graphics and lots ol cinematic cut-
scenes, but she was requesting Release
Dates for $400 before 1 could speak. She
missed, | buzzed, and asked, *What is
BATTLECRUISER S000ADZ™ to take the
lcad. Mission Studios is no longer fund-
ing the Derek Smart venture, but Smart
expects to eventually upgrade the prod-
uct to SVGA, 32-bit code and global tex-
re-mapping.

I chose Famous Game Designers for
S300 and suddenly felt a stileto heel y-
ing Lo pierce my instep. To the answer,
“Larry Holland,” I'was only able to utter a
squeak as the lovely one asked, “Whao is
developing an adventure/strategy game
set i a historical epoch for Microsoft?”

She gave me the smile, that sensuous
little smirk that every female PR proles-
sional learns in Corporate Communica-
tions 101, at the same time she shified
her hips and gave me that cear body
language signal that said, “Just getting
vour attention, sucker.” Body language

line

environment.,
" They have

purchased

the Lucas-

Arts

tech-

nology

for

Habrrat,

one ol

hy Bill “Alex” Barker

should be one of the
cool features in Fu-
jitsu’'s new on-

the early experiments in Multi-User
Dungeon (MUD) design. The company
has redesigned it as a new, fully ani-
mated graphie environment where
you'll interact with people—animated
body language, facial expressions and
all. Code-named Reno, it is expected (o
be renamed and announced in March,

Meanwhile, she responded correctly 1o
one of the Bad License answers, "Who
was cross-promoting a 3-D action game
with Hertz=" when we came to a commer-
cial break. I told her that even with a bad
license the game wouldn't be a total loss if
the publisher was using Delphine’s new
engine. Electronic Arts is planning o
publish a 3-D action game with a revolu-
tionary new engine, and it will be set in
the land ol Delphine’s Frasupack. You
follow your 3-I) character from an isomet-
ric view or play [rom a lirst-person per-
spective. You can use the keyboard 1o
look right or left, just like in a [light simu-
lator, and in addition to having lots ol
puzzles, you can aim your weapons and
crouch behind cover,

She seemed so impressed that 1 asked
her out to dinner alter the show, Her an-
swerr Release Dates for $400. 1 was sort of
hoping for the S200 answer. €
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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 Flight & Weapons Control System.

Each of the 24 buttons can be programmed using a graphical 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.

;1 ay
NOW: i i ¥ U 1790 Msdway Ldl!e Bellingham, WA 98226
acmtosh deEI availab p__" RS A i AT N Fnrmfcrmat:un tall: 1-800-663-8558, 604-431-5020 or fax 604-431-5155
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The Reviews
Are In!

"ORIGIN raises the
stakes. Again.”

“The hest just got a
lot better.”
— Neil West,

P( Gamer

“ORIGIN may uctuuﬂy
have accomplished their
-goal of creating the
first truly interactive
cinematic experience.”

- “The best looking space
simulation ever created.”
— Steve Bauman,

. Strategy Plus

“Chris Robers has pulled off the
impossible yet again; he’s topped not .
only himself, but the entire industry
of which he is a part.”
— Charles Ardai, -

Computer Gaming World

e et

ORIGIN® w associaion wirn ELECTRONIC ARTS® PRODUCTIONS, INC. presents A CHRIS ROBERTS GAME
“WING COMMANDER 111: HEART OF THE TIGER” stanaine MARK HAMILL, JOHN RHYS—DAVIES, JASON BERNARD,
TOM WILSON, GINGER LYNN ALLEN ano MALCOLM McDOWELL as “TOLWYN"

"Was CHRIS DOUGLAS ™% PHILLIP GESSERT ‘5% GEORGE OLDZIEY s VIRGIL HARPER
"t DONNA BURKONS s FRANK DePALMA .. TERRY BORST ™= CHRIS ROBERTS ™ FRANK SAVAGE .CHRIS ROBERTS

R4 ' @UEIGIN : '
Comi &
E]].,O Interactive_Hovie. s

M-

1880 BRIEIN Systema, lu. Beant of the Ngerand Guigin detesattive Wesie ave trdemurks of ORIGIN Systvms, (oc. Drigin a4 Wing Comannder wre ruhu red trademarts o DRIGN Sposems, fuc. lecireait hane bs @ reqianered wademark ! Dlevtionic s,
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