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ow who he is. : ; iy
where he is.

A ‘Ehal.l(!nging
screwball adventure...
it" 'ngwqjkﬂnfhe pork

Join our unlikely hero Woodruff on his preposterous quest to find his kidnapped
stepfather, save the Boozook civilization, and try to remember just who the heck he is.
Caution: This game may be too rapid-fire funny for the humor impaired.

For your copy, see your local software dealer or call 1-800-757-7707.
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\ short time ago, we set out

o create a new kind of flight
imulator. One that would bring
ou the beauty, the feel, and the
hallenge of flying. It's a special
eeling, a bonJaleilotS share,
rom barnstormers to fighter
ocks. To fly. To be in the air.
[0 master the airplane. Flight
Inlimited™ brings you into this
xclusive fraternity where it’s not
bout tracking needles or flying
rectors, but about feeling the
vind or the gut-wrenching
ensation of a perfectly executed
naproll. Where you can fly with
10 limits.

[he Feel

Xe use a unique physics
ystem known as heak
[ime Computational
luid Dynamics

) sirnufate the
notion of airplanes
n flight.

t puts you in the
ockpit of a real
lane, able to fly any
naneuver, do any-
hing a real plane can
o.

[he Beauty
dur new
mageScaping "™

technology allows us to use aerial
plmtngraprm to create photo-real-
istic, 3D texture-mapped land-
scapes of actual locations. You'll
fly over spectacular scenery, see-
ing what the world looks like
from above.

The Challenge

Flying is a l:hrﬁling experience.
It's fun. It's challenging. Even
dangerous. It’s definitely an
acquired skill. So, we created 30
on-line lessons that will teach
you how to fly. From the basics
to complex aerobatic maneuvers,
your instructor will fly with you,
talking you through your lessons,
building your skills.

~ And then, to make it
even more fun, we
#added unique 3D cock-
pit modes, multiple cam-
era views, a host of other
features as well as 50 aerial
race courses
that will rest
your ability
and give you
that adrena-
line rush that
comes only
from compe-
rition.

Available in major retail outlets or order direct 1(800) 360-7455
L o o king G Il as s T e ¢

©1995 Looking Glass Technologies, Inc. Looking Glass and Flight Unlimited are registered trademark i




st game players have access to a realistic flight sim with that
-~ all too rare element of fun.” -Edge Magazine
“It produced a rush that Microsoft’s venerable Flight Simulator
-(‘-:Qu.ld_--po_t; approach.” -San Diego Union-Tribune

‘This could be the revolutionary flight simulator that takes you out
. of the wind tunnel and puts you in the air.”
 -Computer Gaming World
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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 1. You'll be its :
prisoner once again. ™ ¢

Awailable for your IBM PC
and Macintosh. Sce your local
sofltware relailer or call

1-800-969-GAME. BY GAMERS. FOR GAMERS.”

© 1995 Interplay Productions and Sofllware Heaven, loc. All Righls Reserved. :
DUNGEON MASTER is o trademark of Software Heaven, Inc.
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Get The Big Picture
By Playing Games
On Your TV

42

Victory In Europe--
A 50th Anniversary
WWII Wargames Special

COMPUIER
GAMING WORLD

APRIL 1995

S Murder, Mayhem And Metal Monstrosities In

FEATURES

32 SNEAK PREVIEW! X-COM: TERROR FROM THE
DEEP Chris Lombardi dives into the sequel to last year's
top-rated X-COM! and tries his webbed hand at
intercepting Unidentified Swimming Objects.

36 SNEAK PREVIEW! MECHLORDS Assassination,
combat, diplomacy and economics form New World’s
intrigue-rich, politically sensitive universe of mechanized
warlare and neo-feudal space conquest. Alan Emrich and
Johnny Wilson uncover the dark underside of the latest
strategy game from SimTex.

42 SPECIAL SECTION: VICTORY IN EUROPE Fifly
years afler the historic Allied victory, Terry Coleman takes
readers on a computer game “tour of duty™ through the
entire European Theater of War, If you've ever wondered
which computer game covers which battles or campaigns
the best, this is a “must read™ article. From the opening
Blitzkrieg through the Fall ol Berlin, CGW gives you the
right kind of intelligence 1o recreate these important events.

64 PLAYING ON THE BIG SCREEN Tired of that 14"
monitor? John Brassil discusses the advantages and
disadvantages of using NTSC converters lo connect your
computer to a large screen television. Join Brassil in
asking, “TV or Not TV?”

80 0S/2 WARP FACTOR You've seen the television ads.
Now, hear from gaming expert Jerry Golick about OS/2
WARP’s potential for true 32-bit computer gaming.

ADVENTURE/
ROLE-PLAYING

88 SCORPIA’S STING Tired of paying for 900 hint lines
and hint books in order to finish a game you paid $50 for?
So is Scorpial

92 SCORPIA’S MAIL If you need to: shed a little light on
the subject of NocTROPOLIS; stay out of the WAKE OF THE
RAVAGER; pick up the right kind of lore to succeed in
DRrAGON LORE; or discover the right kind of hospitality for
THE 7TH GUEST, you've come to the right place.

94 COMMANDER BLOOD Long after most gamers have
forgotten Mindscape’s original CAPTAIN BLOOD, the new
Mindscape brings its sequel to market. Peter Olafson
returns with us to those thrilling days of yesterycar.

ACTION

106 CYCLONES Mark Clarkson places his targeting reticle
on Cycrones. SSI's new first-person shooter provides
gamers with an adventure reminiscent of H.G. Wells’
classic War of the Worlds.

110 RETRIBUTION Humanity’s defense has gone drastically

wrong and Martin Cirulis suggests it will take more than flying
spaceships and driving tanks to make things right again,



114 STAR REACH Jeff James reports that all aliens are
created equal when it comes to the space vessels in
Interplay’s new game of galactic conquest.

118 DIGGERS We dispatched a mole to report on the
underground goings-on in Millenium Media’s DIGGERS, and
Jason Kapalka found a LEMMINGS in disguise.

122 STRATEGY! TIE FIGHTER: DEFENDER OF THE
EMPIRE Mission-by-Mission pointers transcribed from an
illicit document intercepted by Jason Kapalka, including a
sidebar on bonus goals.

SPORTS

132 ESPN BASEBALL TONIGHT and HARDBALL IV
Jim Gindin considers two possible replacement players to
compensate for this year’s absent baseball season.

SIMULATIONS

139 BOGEY'S BAR & GRILL Frustrated by feverish button-
hunting in the heat of combat? Join Tom “KC” Basham as he
explores voice recognition systems for flight sims.

142 WINGS OF GLORY Origin"s WINGS OF GLORY celebrates vl K ) TIE F|ghter Tactics For Dafa.nder Uf The Emplre
the glory of the “War to End All War™ with the Strike game (0 SRS & i Lo W leinite 4

end all Strike games. Martin Cirulis reports. "l A
148 STRATEGY! ACES OF THE DEEP Veteran submariner
Kevin Turner takes you deeper into ACES OF THE DEEP than
you ever thought you could fathom.

STRATEGY/
WARGAMES

157 BROADSIDES & GRIPESHOT Alan Emrich urges
wargamers to discover the spirit of giving in order to recruit DEPARTMENTS

prospective compuler gamers.

160 FRONT LINES It’s back to the future time as Patrick

Miller considers Impressions’ new “beer and pretzels” game 16 INTERFACE The Gamers Talk Back
oradvanced tank Setare. 20 READ.ME The Latest Buzz, Whir, And Click

166 OPERATION EUROPE The Koei game system fails to
take a beachhead, to reviewer Terry Coleman’s chagrin,

12 EDITORIAL Try Before You Buy

182 SHAREWARE SHOWCASE Downloads To Discover

186 HEX, BUGS & ROCK ‘N ROLL Inside Artificial

170 GAZILLIONAIRE Teamsters in space! Do you have what Opponents

it takes 1o run an interplanetary shipping empire? Arinn
Dembo tells you how you can in Spectrum HoloByte's new 192 ADVERTISER INDEX Where To Find Games

trading game. : -
194 UNDER THE HOOD Game Installation Made Easier

174 SIMTOWER This new game from Maxis allows you to i
203 HALL OF FAME All-Time Great Games

run a vertical SIMCity a la Robert Silverberg’s The World
Inside. Paul Schuytema fills in the big picture. 204 THE TOP 100 Readers Rate The Top Games
178 THE INCREDIBLE MACHINE 2 Jason Kapalka juryrigsa 5gg PATCHES Game Files To Kill Buas Dead

< 5o b &

review a la Rube Goldberg for Jeff Tunnell’s latest game of
sadget grappling and widget wrestling. 208 THE RUMOR BAG Rex Mus
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THE PERFECT GENERAL I

is an unbeatable strategic and tactical experience
with stunning graphics, intuitive interface and the
sharpest artificial intelligence ever.

THE PERFECT GENERAL I

provides you with a superior challenge and brilliance
that is unsurpassed in the computer gaming world. Feel
the power as you command missians in the most
exciting eras of world conflict, Airpower controls the
sky, Rockets hit their mark, and tanks rumble across
barren terrain as you lead your armies to victory on
any one of the thrilling fields of battle.

ERE AND IT’S PO

VWERFUL! OVE

5 levels of difficulty from novice to expert take you
through historically and technically accurate
encounters with the enemy. Modem and null-modem
play capahilities let you choose your competitor.
Master the intensity of nations at war. We proudly
present to you the invincible sequel to the Perfect
General...

THE PERFECT GENERAL 11,
Created by:

EL.IANTLJM QUALITY PRODUCTIDNS, INC.
Division of American Laser Games,Inc.

4801 Lincoln Rd. NE + Albuquerque, NM B7109

Sales Information: 5"5-88"-54‘"'

Circle Reader Service #355



*» Two GRAPHICAL
OrTioNns FOR GAMVE PLay

*» ZooM IN FOR A TACTICAL
ViEw,; or Zoomv OuTt For
A STRATEGIC VANTAGE

s TAcTICAL AIR SUPPORT

| ° GrReAaT NEW WEAPONRY
Like ELEPHANT TANKS,
MacHInNE Guns (MoBiLE),
MacHINE GuN NESTS
AND Many MoRe

* FuLL BLown CamMPAIGNS

» VASTLY IMPROVED
CoviruTER OPPONENT

> A MULTITUDE OF THE
MosTt EXoTic SCENARIDS
You'l. EVER ENCOUNTER

* A New anp BRILLIANT
GaviE Scoring HiIsTORy

> SOUNDFONT™
TecHnOLOGY & DicmzeED
Sounps FOR A ReEaLsTIC
CoviBaT ENGAGEMENT

» Live AcTion VIDEO OF
STRATEGIES FROM
MiuTary GENERALS




lay with thousands of gamers on the
Information Super Highway and lose
yourself in the graphic adventures

and traditional games offered on the

Multi-Player Games Network.
MPG-NET gives you something you just R I-DW | D E N H E

can't find on a floppy disk...another

human mind. Whether you like fantasy
role-playing, 3D action, war simulation or R I N
card games, MPG-NET offers games

24 hours a day, seven days a week with
players from all over the globe. u P ER H I G H w Av
Operation Market Ga-rden .

M e - ’ru..‘.._..'|l i
Al 4? =~
!i I

AGCESS
THROUGH
INTERNET
FOR ONLY
$200

per hour




In December 1994, MPG-NET goes
all graphic! No more text menus. No
headaches trying to log on. It's never
been easier to be on-line!

Here's what else you'll find:

« Electronic Bulletin Boards filled
with the latest adventure reports and
discussions by gamers from all over
the world!

« Electronic Mail-send and receive

messages with all your friends and

plan when to meet and play your
favorite game!

B ERIIER
IR LY o 1

Electromc Mall

Access Room

i 'MPG-Net News

 Download files from our database
and read the latest in gaming news,
updates and stories from other
members. It's as easy as visiting
your hometown library!

* The Persona Creation Room-lets you
generate a face to match your on-line
personality!

» Conference Rooms-have real-time
conversations with people all over the
world and see more than just their
words, you'll get a chance to see what
thay Innk Iike!

AR o ."‘r
- o
pantes (][] 'I LB

© 1994 MPG-NET, Inc. Multi-player
Games Network and MPG-NET are
service marks of MPG-NET, Inc. The
Kingdom of Drakkar |s a trad: rk-of
Drakkar Corp. Empire Builder is a
trademark of Mayfair Games, Inc.
Operation Markel-Garden and Star
Cruiser are irademarks of GDW
Games, Inc. Fiefquest and Warlords

of the A I ara trad ks ol
s the Dreumnm Gulld All other brand
The and product names are rademarks or
preamers  regislered trademarks of their
Guild respeclive holders,

» More games than you’ve ever seen
before!

MPG-NET can be accessed with a local
phone call from over 600 cities in the
USA and 40 nations worldwide. All you
need is @ modem, a phone line and a
computer to join the fun! Gall our 800
number from 9am to 8pm Eastern time
on weekdays to receive our free starter kit.

MPG-NET-twenty four hours a day,
seven days a week, bringing you games
that will take you out of this world!

Call now: 1-800-GET-GAME.

Conference Table
w.:uyr ------

“‘-"‘ ".": |.— =] u“um
Persona Creation Room g‘_‘

WIPGE-RIET™
Your Multi-Player Games Network*™

1-800-GET-GAME

Circle Reader Service #250




Radio Ways

The Virtues Of “Try Before You Buy” Computer Games

by Johnny L. Wilson

ost of us do not buy com-
pact discs by their covers.
We cither know the artists
by reputation, have lis-
tened to the album at a
friend’s house, or have
heard some of the album
on the radio. There isn't much risk with
regard to the purchasing decision. You ba-
sically know what you're getting when you
plunk your plastic or cash on the counter.
With a computer game, however, you
olten don’t know what you're getting.
Playable demos, limited versions of the
games, are relatively rare, so you find
yoursell having to filter your purchase de-
cision through leature lists on
the box, critical re-
views [rom maga-

- zines and/or
on-line services
that you can
trust, and word

of mouth. It's
tough to expe-
rience the full
impact of a
game  without
buying it, and
most stores no
longer have gener-
ous return policies.
With the exception of
shareware (and that is

limited to those who know where 1o find
it), nothing does for computer games the
cquivalent of what radio does for the
recording industry.

NETWORK PROGRAMMING
With the rush of networkable computer
games, the problem has been exacerbat-
ed. In order to discourage gamers from
installing one copy of a game throughout
an entire network, most networkable
games have copy protection for the com-
munications module of their game. So, in
order for me to play networked Macic
Carrer with colleagues during our coffee
break, we would all need our own copies
of the game. That’s not a problem in the
long run. Gamers should purchase their
own copies of games they wish to play.
However, the problem is convincing my
colleagues that they want to play net-
worked Macic CArrET. Having to ante up
$50 or S60 to see if'a networkable game is
a cool experience or not can be a relative-
Iy high hurdle to surmount. Wouldn't it
be wiser to include a limited network ver-
sion of a game in each box? Publishers
could put a couple of different unprotect-
ed levels, scenarios or racetracks into each
networkable game, just to give gamers a

12 COMPUTER GAMING WORLD = APRIL 1995

taste ol what they could experience on a
broader playing field. Somehow, I firmly
believe that publishers would net more
new sales than they would lose with such a
“sharenet” option.

This so-called “sharenet” option could
be implemented in several ways. First,
publishers could opt for the razor blade
approach. Every packaged version of the
game would include the “sharenet” levels
on the original CD. Il anyone wanted to
add the networkable option and addition-
al levels, they could buy a separate disk or
pay a download fee to get the network op-
tion. Second, publishers could put every-
thing on the CD in the same way
as they currently do, but only
require the copy protection
to come into play be-
yond certain levels.

Third, publishers
could use a scheme
like IBM’s Uniloc sys-
tem. The Uniloc sys-
tem allows publishers
to encode each CD so
that certain files cannot '
be accessed without
registering the soltware. -
Once the fee is paid, a
code is given to remove
the encryption. The up-
per levels of each net-
workable game could

Hlustration by Brian Clarke



Build a Railroad Empire with Iron Horses and an Emn Will!

B
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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
your lines and buying out your stock. Your only weapons
are money and trains. Will your empire succeed or fall
under the wheels of the competition?

Break through lhe compehhonl

Actunl sereens muy vary

The Avalon Hill — CD ROM COMING SOON
hvailable on; P Companibles, 386 or bener, 4 HB of Ram, 3.5 High

Ga me Compa ny % Denuty .iln{rl{rj. Heuse, ¥k r.ulnr praphis, Elunud Support f.!:r.‘awudb

DIVISION OF MONARCH AVALON, INC. i Blaster AW32, Suund Blaster 16, Sound Blaster Pro and Campatibles,
4517 Harford Road Baltimore, MD 21214 Pr udia Spectrum and Ralind

1830: Railroads & Robber Barons can be found in computer game stores near you. For
order information or for the name of a retailer near you, call 1-800-999-3222. Ask for Dept. f"( W 1

Carede: Header Service 120905




have Uniloc encryption. Then, il gamers liked the sharenet
version, they could telephone in their registration and receive
access (o the rest of the networkable portion of the game.

Fourth, publishers could release “Multiplayer Packs™ of

their games which, for an additional fee (say S20 or so?) would
feature the full version ol the game plus stripped-down, net-
work-only versions of the game for two or three friends. In
this way, I could have competition with my friends or col-
leagues and, if they liked the game, they might end up pur-
chasing full versions in order to improve their skill and
destroy me in the future.,

It seems to me that this would be a win-win proposition lor
both gamers and publishers. Gamers would get 10 “ury before
they buy” and publishers would get to protect their invest-
ments. What could make more sense?

State of the Magazine: We can't do a lot about the “ury be-
[ore you buy” approach ourselves, but we can help with your
buying decisions. This month, we have introduced our first
Compneter Gaming World Score Card. So many readers have asked
for a comprehensive listing of the star ratings given by owr edi-
tors that we have put together an alphabetical list from those
games rated during the last six months. We will be publishing
the list regularly and hope that you find it of real value.

Remember, the star ratings are the consensus ratings of

CGW's full editorial staff. They do not always agree with the
opinions ol the reviewers or the consensus of a majority of our
reaclers, but are always provided after significant deliberation
(vou can’t believe the heated debates that occur benveen our
editors each and every month).

To get maximum benelit from the card, just tear it out
along the perforation and fold it along the scored edges.
Then, you have a wallet-sized re luemc tool that you can
carry with you on your next shopping (\|‘.‘t‘(l|'[l{}l‘|. Happy
ralue hunting! &

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

FHHHH Outstanding: 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.
SN .. 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.

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

p ¥ TR

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.

B0 Abysmal: That rare game that gets it all wrong.

Usually a buggy, incomplete, and/or valueless
product,
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“If you want to go all'out for games, the Falcon is the besl 4
bet for your monay," -
-Paul C. Schuytema, Computer Gaming World

'[ho Pentium 20 they sent me is a beautiful plece
of v(ork primarily because they don't go with the
lawést bidder when buying standard
componentry.

96% Overall Score " A
- Chgprn'm Cnmpulnr Gnma anweu

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!

n - $2,995
Standard features as of 2/1/94: To Order Call:

Intel Pentium™ 90 MHz Processor

100% Compalible with All IBM™ PC Soltware - f= -

Falcon PCI Bus Matherboard, 256K Cache 1 800 258 6778

84 Bil PCI Graphics Board with 1 Megabyte - 16.8 Million Colors! VISA,MasterCard & Discover Accepted
Falcon PCI Bus Enhanced IDE Hard Drive Gontraller Financing Available On Approved Credit.
B Megabytes of RAM expandable o 128

1.44 Floppy Drive

540 Megabyle Enhanced IDE 8ms Hard Drive with 128K Cache

195 ms QUAD-Specd CD-ROM Drive - NEW!

Creative Labs SoundBlaster 16™ & Shielded Mullimedia Speakers

CH Products FlighiStick PRO™ 4 Bullon Joystick with Viewing Control

CH Products Aulomatic Speed Sensilive Dual Gameport . ;
Mini Tower Case with 250 Wait UL approved power supply . i
15" Digital Non- Interlaced Super VGA Monitor, .28dp, Edge-lo-Edge Display -NEW! Fi
101 Key Keyboard, 3 Butlon Serial Mouse !
MS-DOS, Windows™ (latest versions) & 10 free games on CD-ROM!
One Year Parts & Labor Warranty, One Year On-sile Service

UL, CSA, TUV and FCC class B cerlified

16550 UARTS, Temperalure sensitve fans, Customized BIOS' and many other unique lealures! FALCON NORTHWEST

Each MACH V is cuslom buill o meet your specific needs. There are hundreds ol oplions lo COMPUTER SYSTEMS

choose lrom. When you're ready 10 buy, please call us for the latest quole. 263 South Bayshore Dr.  Coos Bay, OR 97420

tadernarks Ao [ha profarty Of T eSpeCing OWners.

The MACH Vp-90 MHz Pe

Circle Reacler Service #141



LETTERS

MYSTERY
RELIGION
I recently purchased MYST
and absolutely love the game.
Bur an interesting fact turned
up when I played one of the
movies that make up the game
with another QuickTime play-
The file in question is
x\quwichannelholoamth.mov
(where x is your CD-
ROM drive). If
you play this file
backwards, an
ominous phrase
can be heard.
RUSH LIM-
BAUGH UNDER-
STANDS! l-'r:mkl}-',
[ almost died laugh-
ing when 1 heard it.
I guess the people at
CYAN were having
some [un that day. I'd

\a
nd, whe' “ stands
erish av 'd der
Just like to end with und\\\‘f’-gm; imba
kuclos to all the makers E\IB“ \ess $€

ol MYST and the peo-
ple at CGW. Dittos,
Rush.
Lee Betzenherger
State College, PA

Frankly, we were skeptical at first.
Your letler veminded us of the old
Beatles hoax where you played a
song backwards and heard, “Paul
is dead!” We checked it oul,
though, and found out that you
were yight! 1f you use QUIC KTIME
2.0°s movie p.-'.'a'\m and choose
“Embedding Options™ within the
Ldit meni, you can click on “Loop
Back & Forth.” This will play the
mavie file forward and backward.
Not only does the holoamth.mov
file play the phrase, but the mon-
amth.mov acls as a ditlo,

HAVEABLAST
As long as you continue the
policy of providing capsule
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interface

READERS

CGW

ratings (to which I am op-
posed), you could make the
ratings more useful by includ-
ing them for games listed in
your “Top 100 Games.” For
each game on the list that was
reviewed in a “post ratings” is-
sue of CGW, 1 would like o
see the rating

TTERANCE The! s

and a reference
to the issue number where the
rating was given. [ think it
would be extremely useful to
compare the initial reviewer's
impressions, as given “in the
stars,” to the readers’ impres-
sions as contained in the polls.
I also have one minor quib-
ble concerning your biogra-
phy of Larry Bond in the Hall
ol Fame comments about
Harroon. While he is a for-
mer Naval ollicer, he did not
serve long enough to retire
from the Navy,
Jemie Adams
Fuirfax, VA

You ave definitely not the first to
ask for a list of our ratings.
Many readers have requested
such a list and we've come up
with an intevesting way of pro-
viding it. Check out the insert

1995

facing page 112 called The Com-

pter Gaming World Score Card
that lets you ereate a wallet-sized
buying guide. You can carry it
with you (o your local software
store to make sure you don’t pick
up the wrong game on the right
subject or forget the title of a
highly recommended game.
While we've talking about
ratings, thowgh, we would
like to reiterate thai the
Sunmary box s not the re-
vicwer’s impressions. 1t is
labeled “The Editors
Speak™ because it reflects
a consensus rating by
our staff.
/s for Mr. Bond, did
we say “Larry Bond?”
that  We meant “James
Ke Bond.” Yeah, that’s it!
That's the tichet. And
we weven't talking
aboul Harroon! It was
MOONRAKER. Yeah, we just mis-
spelled i1, Okay, we know that
“former” doesn't mean “retived.”
We just slipped a cog on that one.

REVERSESEXISM
Why someone would buy an-
other computer game maga-
zine (asice from just
as an add-on to
CGIV) is beyond me.
(Blind ignorance?)
Anyway, thanks for
vour hard work.
Now, why 1
gave Johnny L.
Wilson's DAGGER-
FALL preview a
C+ rather than
what I usually

give his re-
views—an A+ c”‘RACTER
#1 — Twas [Balure g,

expecting Tom ajl ggp,
more of a re-

view; and

CORNER 7
§

#2 — 1 was curious as to
why, when speaking ol charac-
ters, he mentions “her” and
“she” only. Does this mean
that a female is the only kind
of character you can play in
the game? I hope not! This
may appeal to some, but T my-
sell—even in fantasy—prefer
to be a male. (I have nothing
against men who like to fanta-
size about being a woman, but
this is not a fantasy of mine.)

Mark Hocking
Oxnard, CA

Johnny Wilson responds: The
purpose of the DAGGERFALL sneak
preview was to offer a laste of
what you can expect later this
year. A rveview would have been
impossible becanse the product is-
w't finished enough to italk about
Play balance, difficulty and pac-
ing. Since it is a sequel, however,
I could talk about what was differ-
ent from THE ELDER SCROLLS:
ARENA In terms of character gen-
eration, interface design and the
game’s projected approach to the
story. We will, of course, review
the game when it is veleased.

As for the use of feminine pro-
nouns in the article, this did not
reflect a limited




I

“One Must Fall h2097 is the best fighting
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“MOVE OVER, DOOM, FOR &L

ONE MUST FALL: 2097 IS =4

A SURE WINNER!" S
GAMEBYTES

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

playability and fun of One Must Fall.

game available for the PC, bar
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Supports dual joystick head-to- 11 robots with over 120 frames

head combat in 5 unique arenas of 3D animation per robotl
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Run out of cash and your
repairs are over

Win cash!for repairs, upgrades
training & buying new moves

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 “outstancing”, PC
Home calls it “a must” and PC Gamer says it “plays
brilliantly”. Computer Game Review says One Must Fall

Try our games on
CompuServe just
GO EPIC

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.

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!

!_ﬁn_t;raAmnn

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

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 Intemel flp any of
our shareware games from flp.uml.edu in
the /msdos/games/epic directory.



design where you would have to
play a female chavacter. Interest-
ingly enongh, however, there
have been many compuler role-
plaving games where players,
whether male or female, were
Joveed to play a male character. 1
wrole the arlicle using female pro-
nouns as both an exercise and an
experiment. It was a personal ex-
ercise to remind me that we serve
female gamers as well as male
gamers, even though female
CGW readers are a decided mi-
nonity. 1 also thought the reverse
of traditional usage might be wel-
comed by members of this minority
as a refreshing change of pace.

It was also an experiment (o see
if anyone actually noticed the im-
Plied sexism in one’s choice of pro-

The Sth Wave By Rich Tennant

nouns. 1t was not intended (o offend
anyone, but 1 hoped that their usage
would have a slight jarving effect
that might sensitize us all to the fact
that modern English does diserimi-
nale against females. For what it's
worlh, T primarily play male char-
acters. However, 1 vecognize thal it
is possible to learn a lot about dis-
crimination and patvonization
through digital cross-dhessing in a
role-playing gume, especially on-
line role-playing games. Finally, 1
hope I can get back in the A+ col-
wmn in this issue.

RAREAS
AFINEWINE

[ love your magazine, but one
thing lrom your January issue
disturbed me. Although your

On March 3, 1992, Famk and Mora Tobman tried
Gtyike Commander through
an 05/2 platform with a fragmentad hatd drive,

TUNNing

=

—

The harddisk, seeking power from whatever
source, began tapping appliances throgghouvt
the hovsehold electrica] system, eventually
ng time wself from the wall clacks,
thrusting the couple infoan irreversible tine

sucKing

rating system says that a five-
star game is “rare,” four
games (WiNG CoOMMANDER 11,
Macic CARPET, FRONT PAGE
Sror1s: FoorsaLl Pro "95,
and Nascar RACING) received
this “rare” rating! Either
games have reached their
peak in quality and have no
room lor improvement, or you
need to add a six-star possibil-
ity! I believe a litle explana-
tion is in order.
Rewven Weiser
West Orange, N

Considering that those reviews
were writlen in December and. that
many publishers plan for their
very best games (v be veleased in
December, we don’t think the
number of froe star
games is odd. For
everything there is a
balance, however.

Windows on

There are likely to be
many months, like
March, in which the
majorily of games
are below the three-
star median.

CD COM-

MANDER

In the February
issue, Brian A.
Libby, a CD-
ROMIless gamer
(and our hearts
go out to all of
them), asked if
CDs had to be
swapped  back
and lorth in WiNG
COMMANDER TI1
in order to play
the game. Well,
you didn’t really
answer the ques-
tion very well, as
you compared it
to disk-swapping
sames that came
belore the hard
disk. As you know
WCIII is not like
this at all, as you
play the game [or
a week or so as
vou work through
the movie (ok, an

Joop!
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hour for the hard-cores) and
then swap disks so the movie
can continue. One does not
have to continuously swap
disks during gameplay. So, in
fact, you only swap disks 3-1
times through the entire
movie (depending on how
many times you want to watch
the funeral scene). This was a
good question Brian asked
and [ know a lot of people are
confused by ir.

Chris Schoenfeld

New Hampshire

Not anymore. Thanks for the fol-
low-up.

NOTAWAVE=-
PHILE

This is about the 5th Wave
cartoon in the January, 1995
issue. The Commodore 64 was
the best game machine of the
1980s and more versatile than
any clone machine ever in-
vented. I, like many others,
switched reluctantly to a clone
as soltware became less and
less available for the 64.

Anyone who remembers the
horrors ol the clones before
the 286 will agree. The days of
carefree computing are gone.
Now, | spend most of my time
worrying about viruses, com-
patibility, and buying hard-
ware at a fast enough rate to
keep up with the games.

If' you really want to dry your
hat, just remove the lan from
your 486 and start cooking.

Nick Bassett
Vienna, Austria

Or maybe an oviginal Penlivm?

A X



the POWer behind the
Power could be you!

In the next energy starved
millennium, you will
command one of four
empire building, power
grabbing megacorps.

These cutthroat behemoths
will stop at nothing to

control mankind'’s vital

energy supplies. . A
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Only one can triumph
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PowerHouse.
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THE LATEST NEWS FROM THE GAMING WORLD

Horror Plot, Puzzles And Pyrotechnics
Lead The Way On Sierra’s ‘95 Roster

artists pravide an extra lustre.

Don't ever let Roberta Williams
hear you call PHANTASMAGORIA
an “interactive movie.” She will
smile a hall=smile, breathe out
a barely audible sigh, and insist
that, “It's a game. It has plot
and puzzles, just like my other
games. [L just uses movie-style
graphics.” Indeed, Williams is
determined not to be seduced
by the film qualities of the pro-
ject, having brought in veteran
action director Peter Maris
(Viper, Diplomatic Immunily) to
handle the on-set direction anc
leave her to concentrate on the
game. Such collaboration
seems certain to bring out-
standing results, since the use
of camera angles, lighting and
special effects in rough footage
appear more sophisticated
than we've seen in other so-
called “interactive movie”
products.

VICTORY, VICTORIA Victaria Morsel, Prantasmacoria's leading
lady, says that acting in a computer game is a stretch for
her. We see why. The authentic opera house at right will
provide one of the backgrounds in Gasriee Knicur 1: A Beast
Within. Digitized photos enhanced hy traditional computer

There is no doubt that a
synergy has developed be-
tween Williams and Maris.
Maris has added to the game
experience by adding new
camera angles to the produc-
tion. This induced Sierra’s 3-D
modelers o go back and ren-
der different close-ups ol the
backgrounds of the earlier
rooms. In wrn, Williams re-
cently looked at some of the
film footage that has been in-
tegrated into the game and, as

" WOLF PARK FOR GABRIEL KNIGHT
11: A BEAST WITHIN
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a result, made a major modifi-
cation. She changed the move-
ment screen for the on-screen
characters to take advantage
of the cinematic fast-cut. The
result, they hope, will be
movie-quality production val-

ues with quality game play.
PHANTASMAGORIA is a horror
story revolving around the evil
house concept. A happy, lov-
ing couple move into their
dream home, an eccentric
mansion built by a famous
stage magician. In a matter of
days, with each day equal to a
“chapter,” the evil within the
house begins its work. Amidst
hallucinations, hauntings and
a hideous transformarion of
her husband from loving to

lethal, the player-as-wile must
solve the house’s mystery and
save her own life.

David Holm (Street Soldiers)

plays the husband and is
building up quite a portolio
as an inter-actor. He also
played Sam
Jenkins in
Electronic
Arts' Noc-
TROPOLIS. He
feels that he's
done some of
his best work
ever in PHAN-
TASMAGORIA,
“I get to really
act ‘big’ in
some places,
going all the way rom All-
American husband to crazed
maniac.” Victoria Morsel
(Random Factor, early appear-
ances on the Martin television
series) plays the wife and feels
like acting in a game is the
toughest of all. “I just finished
a [ilm up in Canada, and it
was much easier than this.”

Since Williams has made
some design changes in the
game to make better use of
the digitized film footage and




improve the game's pacing,
any estimated ship date for
PHANTASMAGORIA would be
premature. Sulfice it to say
that the game is getting better
every day and that it will be
better in both game and
movie quality as a result,
Other work occurring at
Sierra includes their Fall re-
lease of GasRIEL KNIGHT 11: A
Beast WrrHiN, Jane Jensen has
written a seven chapter screen-
play in which the action and
puzzle-solving shifts between
Gabriel and his lovely assistant,
Grace. The action takes place
in a photo-realistic Germany
rather than a painted world. In
the story, appropriately under-
scored by thematic segments
ol Wagner's Tannhauser,
Gabriel finds himsell torn be-

tween his family inheritance of

fighting evil and his desire to
be seduced by it (much like the
spiritual versus sensual inter-
play in the Wagnerian opera).

An intriguing underpinning of

lycanthropy adds extra spin,
Just as voocloo ritual enlivened
the original.

Porice Quest: SSW.AT. is
another sequel in the works.
Tammy Dargan is continuing
to work with former LAPD
Chiel Darryl Gartes on this
pl’n_icm_ The came sports
photo-realistic, high-resolu-
tion graphics, but the big
news is that the game design
is mission-based, not proce-
cural. ;:tmcrq will have the
feeling of moving through a
career rather than locusing
on one particular case, as in
PoLice QUEST: OPEN SEASON.
The game will feature four
separale scenario environ-
ments with four dilferent
events to take place in each

PLAYING LATELY?

Here are the games that your [ellow players are
blowing the most time with, Let us know which game
you've been playing the most by writing the name of
your current addiction in the “Playing Lately?” blank
of the CGW Top 100 hallot (page 145).

‘IO .
“When [ started
playing Doom, 1 had
to buy a Pentium 90,

- Now that I have US
NaAvY FIGHTERS, 1 may
be in the market for a
used F-14 or F/A-18."

Readers’

Maglc l.‘.arpet (Electrnnlc Arts)

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

“TIE FIGHTER may

the most en-
thralling, spectacular,
explosive game I've
ever played. Here's to
LucasArts for consis-

Paul Whitelock, Denver CO

“T am taking a sabbatical from Darth Vader's
fleet to save humanity (and Angel) from the Kil-
rathi. Need I say more?”

' Dr. Milton Ong, Chicago, IL.

"PAMLI = GENERAL is the wmgame I've been
looking for. I don't want to.worry about how
many rounds each grunt has inchis clip: Twant to,
have FUNIM 00 | !
Kenneth Fiester, Crofton, MD

tently producing high-quality entertainment
software. If every software company operated as
they do, we could finally trash our TV sets.”

Tom Polseno, Sutton MA

- They've made games since Doom 112!
Chris Paul, Eureka, CA

~ There was a time when Origin seemed to be
losing its grip on the market. But with WiNG
JOMMANDER 3, they've come full civele. I wonder

where Origin will take us next?
John Bateman, Jacksonville, FL

environment plus four differ-
ent character perspectives in
which to play them. So [ar,
PQ: SSW.AT. looks like it
could be the most interesting
of all the PQ) series.

The latest
product is also well underway.
The artwork depicting the
aliens invading the galaxy is
wilder than ever, but janitor-
hero Roger Wilco is still the

SPACE QUEST

centerpiece ol the wacky se-
ries. The Tormula for fun is
still there with weird arcade
games, Catch-22 situations
and insane dialogue adding
to the mix.
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Return To Krondor

Raymond E. Feist Finds A New Home For The Riftwar Saga

BETRAVAL OF KRONDOR was
the classic “snowball” game:
the longer it was out, the
more popular it became. Set
in the colorful world of Ray-
mond E. Feist's Riftwar Saga
and boasting a unique and re-
freshing style of gameplay,
BETRAYAL AT KRONDOR en-
deared itself to adventure and
role-playing gamers alike.

The game was designed by
Dynamix, with Feist acting as
a very active contributor,
Feist's input was a constant
throughout the design, ensur-

ing that the game stayed true
to his fictional universe. “I
wanted to make sure that any-
thing that had my name on nt
was of excellent quality,” Feist
stated in a recent interview.,

There’s no doubt in any-
one's mind that the collabora-
tion was a success, The only
question on the mind of
gamers since then has been:
“Where's the sequel?”

Feist recently confirmed
that production has begun on
the next KRONDOR computer
game, entitled RETURN TO

Intel Offers 486s

Pentium Performance
Overdrive Chips Kick 486s Into High Gear

Owners of low-end 486 ma-
chines probably know the
frustrations of trying to run
processor-intensive games
with their once robust but now
under-powered machines, If
you've got a need lor Pen-
tium-class speed, Intel may
have the solu-
tion. Their new F
PENTIUM OVER- |
DRIVE PROCESSOR
will convert a
4865X-25, -DX-
25, and -DX/2-
50 o a
Pentium lor less
than $500.

If you've got an Intel OvER-
Drive-compatible 25 MHz
motherboard, the PenTIUM
OVERDRIVE PrROCESSOR will
run at two and a half rimes
the clock speed of your exist-
ing machine, or 63MHz. For

33MHz motherboard users,
Intel plans to release an
83MHz version by the middle
of this year,

PC Week Tabs evaluated the
63IMHz version (January 23rd
issue) and found the most im-
provement when upgrading
from a slower
processor. There
is some improve-
ment if you're us-
ing a faster
processor like an
Intel DX4, but it
| won't be as dra-
| matic. A “cool”

feature of the
Pentium OVERDRIVE unit is its
built-in cooling fan.

The 25MHz version of the
PENTIUM OVERDRIVE is priced
at $449. For more informa-
tion, contact Intel at (800)
583-3373.
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KronNDOR and scheduled o be
released sometime in 1996 by
7th Level. Why 7th Level and
not Dynamix? According to
Feist, the initial sales of the
original game were not as
strong as Dynamix would have
liked, and they decided that a
sequel, which Feist “really
wanted to do,” was not worth
the investment. Fortunately
for all parties, unit sales did

pick up thanks to word of

mouth and the release on CD-
ROM. At that point, Dynamix
reconsidered their sequel
plans, but it was too late—
Feist was already looking [or a
new publisher.

RETURN To KrRONDOR's plot
will focus on a Krondor in
which evil deeds are brewing,
including a gruesome murder
at the beginning ol the game.
As players attempt to solve the
mystery, they will run into a
slew ol other problems, in-
cluding a potential Holy War
in which they will play an inte-
gral role in solving. In addi-
tion o the original BETravaL
cast ol characters (including
Prince Arutha, who will play a
more prominent role), a new

player character will be intro-
duced, from whose perspec-
tive the game will be played.

While the folks at 7th Level
are still making design deci-
sions—like whether or nor 1o
use [ull-motion video—both
parties agree that the game
should keep the general feel
of the original. Since Dynamix
owns the code for the original,
and since the new game will
most likely be programmed
for Windows, 7th Level will
have to start development
from scratch.

“First we want 1o equal the
Dynamix product,” Feist stat-
ed, “and then we will improve
upon it.” Feist's role will re-
main as it was with Dynamix:
he'll be consulted by the devel-
opment team on a regular ba-
sis to ensure that the new game
will have the proper “look and
feel.” While the graphies, the
music, and the character im-
ages will all be improved upon,
Feist’s thrust is content, con-
tent, content. “We're shooting
for an even better storyline
than BETRAYAL AT KRONDOR,
with an even richer environ-
ment than belore,”



HOW DOES IT FEEL TO DRIVE
THE FASTEST STOEIGARS ON EARTH?

TAKE A TEST DRIVE!

For a free demo, see below *
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P0W9f mU”Ser = f can blast you past ASCAR HACI « A simulation so

.agamst the wah' in a careiess mstant
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SLIPSTREAM 5000

As we reyved the engine ol our
futuristic hovercralt racer in
Gremlin's latest combat dri-
\'illg’ :u’ii(m g}il'l'l(:‘, gm_isr:
]]lllll]]!i Tan (’()WH OLr l'l(‘.(f]\’S‘
Would this [i-

HOVERING FOR THE TITLE Not only do speedracers have to
worry ahout smashing into natural and man-made obstacles
like the Pyramids and the Grand Canyon, but they also have to
watch out for the rocket in the tail pipe trick.

nally be the sci-fi racing com-
bat sim we've been waiting
for? Could Gremlin actually
gather the ingredients of suc-
cess: a fairly realistic arcade-
style driving maodel, a true
three dimensional environ-
ment, and a high-powered
slug-fest? Many have tried and
failed, but from what we have
seen so far, it looks like Suip-
STREAM 5000 might actually
have a good shot at accom-
plishing what it sets out to.
The beta we tested lacked
intelligent drivers and multi-
ple weapons that worked, yet
it still kept several of us rivet-

ed. The story we've all heard
before: set in the not-so-dis-
tant future, you are placed in
the role ol rookie driver on
the top international circuit.
The gameplay,
however, de-
parts signifi-
cantly. The
meat i1s the
champion-
ship circuit,
where you
race in
nine dif-
ferent in-

ternational
settings [rom Colorado to
Egypt to the
Amazon. The
amount  of
prize money
you win in
each race will
determine
how well
you'll be able
to fix your
ship, and
whether or
not you can
purchase the
Seeker missile
that your ene-
mics  have
been dying for, Each of the
races takes place in an entirely
dilferent atmosphere: race in
Colorado and you'll be twist-
ing and turning along the
Snake River canyon; race in
the Amazon and you'll have
vines slapping your wind-
sereen.

We were amazed at the tex-
ture-mapped polygon graph-
ics and how fast they zipped
around—the simulation of
motion is excellent. As we
were driving, we found our-
selves twisting and ducking in
our seats, an excellent sign for
a lirst-person action game.
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Jack and Brenda

Our only real wish, a feature
which the designers are plan-
ning on adding, is that there
be little bonus “goodies” scat-
tered around the tracks like
weapon power-ups and turbo
bhooster strips that would give
our ships some instant acceler-
ation. Even modem and net-
work play will be included.
There's only one potential
drawback, race fans: a Pen-
tium will be reguired to keep
this warrior on the roacl.

JAGGED ALLIANCE

What would happen if you
took MicroProse's X-COM,
sucked out the aliens, injected
more “personali-
ty" and role-play-
ing elements,
and then threw
the thing onto
a jungle is-
land? You'd
probably get
something
resembling
Sir-Tech's
long-
awaited
game ol tactical man-
to-man combat, JAGGED AL-
LIANCE.

The island is
Metavira, home
of a rare tree
whose sap is a key
component ol a
life-saving drug.

Richards, a [a-
ther-daughter

medical research
team. have heen

entist gets greedy, hires an
army of thugs, takes over the
island, and starts hoarding the
sap, the Richards’ and the ill
of the world lind themselves in
a fix.

The fix to this fix is you,
dear gamer, who must hire a
team of mercenaries and wipe
the island clean ol this trash.
You'll lead squads ol eight
mercenaries in a sector-by-sec-
tor, small-arms war to retake
the island. As if that wasn't a
big enough job, you also have
to [und the operation by lead-
ing the sap gathering and pro-
cessing operation. You must
hire workers to tap the sap and
guards to protect the workers,
and then convert the healthy
medicinal substance into
deadly arms

SAP, CRACKLE, POP Tree hugging takes on a whole new
meaning in Jaceeo Awwance, where successful squad level
tactics are needed to overcome a hostile rahble and save
an island of precious life-saving sap.

harvesting the sap
for the good of
humankind. But
when a fellow sci-



SHORT TAKES ON GAMES UNDERGOING BEETA TESTING AND SOON TO EE RELEASED

for your mercs.

The tactical combat system
is sophisticated, improving on
X-COM's combat in many
ways. While the action isn't as
up-close-and-personal as in X-
COM, JAGGED ALLIANCE has
more personality. Your mercs
are well-developed characters
with unique histories, and they
will communicate with
you during a bat-
tle, telling you via
digitized speech
when they've sight-
ed an enemy or
when they've run out
of .45 ammo. The
combar is phased (not
“real tme™) with hid-
den enemy movement
that will pause for “op-
portunity fire.” IU's very
well executed, the only
possible drawback being that
line-of-sight is not readily ap-
parent, so it's difficult to tell
when an enemy can be hit or
when your men are safely be-
hind cover.

As in X-COM, your mercs
will be able to lob grenades,
crouch into the brush, and
fire a huge
weaponry, but JAGGED AL-
LIANCE offers even more pos-
sibilities, like tossing stones
to distract enemy guards,
sWimming across rivers, set-
ting and diffusing explosives,
using tools to repair broken
machinery, picking locks,
and much more,

JAGGED ALLIANCE appears Lo
be a deep, sophisticated game
that will keep tactical combat
fans, and maybe even role-
players, locked, cocked and
reacy to rock,

GUILTY

In Divide By Zero’s adven-
ture game INNOCENT UNTIL

arsenal ol

CavGHt, anti-hero Jack T.
Ladd spent much of his time
evading death and taxes. In
the opening seconds ol that
game's sequel, Jack suddenly
finds himself confronted by a
large and very serious space-
ship which leaves little doubt
as to its intentions. Thus,

Jack is

captured,

and his inno-
cence is replaced
by GuiLty, the
continuing ad-
ventures ol an
intergalactic
rogue,

Claiming ;
Jack’s collar is Psygnosis.
Ysanne An-

dropath, a cocky Federation
Police Officer who takes no
small pride in the capture.
The story and the dialogue
really open up, however,
once Jack discovers that
Ysanne is female. Sexually-
charged comments fly in all
directions, and the game sud-
denly splits into two [rag-
ments. Players may either
take the role of Jack, as they
did in the first game, or they
may choose Ysanne's shoes.
There is no switching be-
tween characters once the
game begins. Each one has
his or her own problems to
deal with, and is olten at
odds with the other. While

the two participate in the
same story, each is presented
with an entirely different set
ol puzzles so that playing the
adventure through twice will
clearly be a worthwhile expe-
rience.
Much of the bickering be-
tween the two clearly
points to a love/hate re-
lationship, and one can
only speculate as to
how long it will take
belore the two recog-
nize their attraction
lor each other,
However, while
we wait for the rela-
[innship o resolve

TAINTED TONGUES Sarcastic wit and sexual innuendo

create a Spaceballs-like atmosphere in Guity by

itsell, Jack and Ysanne must
recover lost fuel for their
spaceship while investigating
a mysteriously silent planet
they [ind in the process. Jack
begins by simply searching for
fuel, while Ysanne takes on
the job of explorer. In this
way, GuiLty presents two clif-
ferent adventures related by a
common story.

While the original game's
unique interface has been
largely left untouched, Divide
By Zero has promised that
Gunry, which will be released
by Psygnosis, will include voic-
es on the CD-ROM 1o supple-
ment the already-present
word-balloons.

ESTIMATED RELEASE DATES BASED ON THE LATEST
rnmrlml FROM GAME DEVELOPERS
imznr GAME, COMPANY ...........coos

el

f ABSOLUTE ZERD Domark ......
ES OF ms DEEP 2 Sierra .. .11

UANKENSTEIN Interplay

I]LI.THR[I]TlE LucasArts . /

i Is!m' PSYENOSIS ... vvvvnns 409

- H RVESTER Merit

0OES MIGHT & MAGIC
w World

ABGED ALLIANCE Sir Tech .
ﬂS OF LORE 2 Virgin .. ..
LORDS OF MIDNIGHT Domark . .

3,1u ECHLORDS few Yiorld ... I
ETWORK CIVILIZATION

POWERHOUSE Impressions . . 4/
: '%ILEAGUE BASEBALL ‘95

ﬁl! TREK: TNG Spectrum ’
DNEHEEP Interplay ........ 0.
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Download From The Rich,

Upload To The Poor

CGW Visits The Set Of Interplay's CyserHoobp

As more
er game

and more comput-

manulacturers
choose to go the route of dig-
itized video with live actors,
the editors at CGIW [ind
themselves invited to more
and more “Hollywood” movie
shoots. At Interplay’s shoot
lor their upcoming CyBER-
IHoon game, we were able to
sit down with Martin Olson,
one of the game's primary
seript writers. His comedic
writing and producing creclits
have included Roseanne, seg-
ments on the Tonight Show
Starring fohnny Carson, and
several cable specials. Olson

Ifyou've ever playec the unlike-
ly hero in Exic the Unready, you'll
have an appreciation for designer
Bob Bates blend of legend. spoof
and bad lale-night TV, Bates also
designed Sherlock Holmes: Riddle
of the Crown fewels (1988) and
Arthur: The Quest for Excalibur
(1989) for Infocom and Time
Quest (Legend, 1991), and he's
been involved in every major 12g-
end concoclion since he founded
the company. We thought we'd
visk getling o straight answer oul
of him when we asked: if gamers
had wnlimited processing power
and you had an unlimited budgel,
whai kivd of a game would you
design?

First, encase the player in a
full body suit. Hook up inpui
devices to simulate visual, aur-
al, gustatory, olfactory and tac-
tile sensations. Next, induce
amnesia and implant memo-
ries of a manufactured past.

calls CyperHooD a “satirical
take on the cultural phenom-
enon ol cyberspace” because
he feels that he and Michael
Conti, the |)!'t)f|ll(‘{‘t‘ whom
Olson refers to as the “David
Lynch ol computer gaming,”
were able 1o dream up a vir-
tual world unlike anything yet
seen on a computer sereen.

CyeerHoon's story, loosely
based on the Robin Hood
legend, traces a son's rebel-
lious quest for his lather, who
runs a huge virtual reality en-
vironment called The Vortex,
a place where anything and
everything goes. Having seen

Finally, immerse the player in
a geography populated by
other similarly equipped play-
ers. Once all this is in place,
go away for a while, and then
return later to see if they have
invented religion.

After he had gioen us the type of
answer we've grown to expect, he
offered a move serious answer,

First of all, I don't think the
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[botage of a myriad
ol bikini-clad women
massaging a man who
appeared to be having
intimate relations with
a duck, we found our-

uck is both

. d
selves very much in- R0 THE uumﬂh\s unlﬂfﬁkrﬂm ing of ‘
clined to believe Olson's gosed and *S "3l ‘ﬁ :::l.‘ln&l?hﬂ 5 sed 0 W?“;::‘f
pledge to provide some-  gyseanood. Bri \kl;ﬂ of chiick 01 's Models
thing really diflerent. with a differen

We went on to ask Ol-
son about the differences
between scripting for TV and
lor computer game scripts.
He said that the main diffi-
culty in seripting games was
worrying about a web ol plots
and subplots that might hap-

basics would change: I'd start
with a compelling story about
interesting people who live in
an exciting environment. The
player would be the hero of the
story, and the outcome would
depend on his or her actions.

The things that would
change would be the way in
which the characters and envi-
rommnent were pl‘lf!’\t_‘ll(l‘_‘([‘ illl(l
the way in which the player in-
teracted with them. The geog-
raphy would be a visually
convincing reality. The char-
acters would be holographical-
ly filmed actors projected into
the virtual environment so the
player sees them come and go
as if they were real. The player
would be able to move across
this geography, manipulate
items within it, and communi-
cate with the NPCs using voice
recognition and the world’s
first completely accurate nat-
ural language parser,

The result would be a game
so [ulfilling that the player
\\'()Ill(l!l,l. want to return to
real life.

pen. “In a
TV show or special, there is a
fluid, linear continuity of the
plot from one point to the
next. For CyperHoobn, al-
though there is a specilic be-
ginning and a specific
ending, the middle has con-
siderably more bulk, which
meant that there is lot of si-
multaneous plot develop-
ment in there.” While Olson
linds this appealing from the
creative end, he went on Lo
say that things can get a bit
[rustrating in that, much like
a conventional storyline,
there is a limit on what will fit
and what won't. Olson expe-
rienced this first hand: his
initial script of 500+ pages
had to be condensed to
around 200, “But that isn't a
great departure from the
norm,” he stated.

While Cyperoon is similar
to most “live-action” games in
that it will use a cast ol televi-
sion performers (Brian Gaskill
ol Models Ine. is the star) and
sccond-tier actors and actress-
es, this game does appears (o
depart from the norm. Its
Twin Peaks style and wit, and
its rather surreal symbolism
became clear when we saw a
shot of a rather short man
massaging a blow up doll.

Cyperioon is scheduled to
be released in time lor the *95
holidays.
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The Inside Flap

PC PiLor Offers Ground Schooling To Rookie Flyers

No, this isn't a guide to fly-
ing without offending any-
body. PC Pieor actually does
live up to its name as a com-
plete guide to flight sims on
the PC, current up to about six
months ago. The guide is basi-
cally for h{.]_.,IIIII(.I s, but it does
contain uselul information lor
gamers who have a couple of
sims under their belts and are
thinking of getting down to
some serious silicon flying.

Author Steve Smith opens
with a couple of useful chap-
ters on hardware definitions

and considerations for new-

comers, as well as oflering
some suggestions on what
kind ol equipment might best
meet your flight sim commit-
ment. The rest of the book
covers all of the most popular
Mlight sims available, reviewing
one or two per chapter and
then returning to some ol the
old-time classics in one
overview chapter. Smith adds
enough historical aneedotes
on the aireraft being simmed
to keep things from getting
boring, and his own critiques
ol the sims are pretty solid.
All'in all, if you are just get-

CGW Articles Have New On-Line Index;
Interview With X-COM Designer On Web

An index ol articles appear-
ing in Computer Gaming
World in 1995 is now available
on ZiffNet. The file contains
an index of features, reviews,
previews, and other articles
appearing in January and
February issues of CGW. The
ASCII file 1s downloadable so
that you can use your word
processor’s search function to
find references to games.
Note that there may be more
than one entry per name.

The index can be found in
Library 1, General Files of the
CGW Forum on ZifiNet. GO
GAMEWORLD, navigate to
the libraries and search for
the file name
“CGWX95.TXT.”

Here is an example of what
you will see in the on-line In-
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dex, with asterisks represent-
ing rating stars:

5th Aeet (Feh 95, pp. 168) ****
Armored Fist (Jan 95, py. 194) ***
Dawn Patrol (Jan 95, pg. 202) ***1/2

[ you haven’t seen the
CGIW Internet Web site, you'll
find articles, reviews and vi-
brant screen shots waiting for
you there. This month we also
present a feature interview
with Julian Gollop, co-design-
er of X-COM. Contributing
writer Jefl James talks with
Mr. Gollop about life, liberty
and the pursuit of aliens in X-
COM, X-COM: Terror From
The Deep and, you heard it
here first, X-COM 3. Check it
out at “http:/fwww.zilf.com/".

1995

Swmith: Published by
AVON; 170 pgs.
$10.00

The Complete

ting into flight sims
or are wondering il
vou should begin,
then this relatively
inexpensive volume
could make your life
both easier and
more enjoyable.

PC Pilot: The Com-
plete Guide to Comfrut-
er Awation By Steve

ide In L‘umuuler nul_atmn

STEVE SMITH

Wompin’ In A Winter

Hinterland

Pack A Fur-Lined Turban With
Your Macic CARPET Expansion Disk

Fans of Bullfrog’s MAGIC
Carrer (published by Elec-

tronic Arts) will have their

turbans in a tangle
to learn that an
add-on disk with a
new environment,
25 new levels, and a
new spell is corrent-
Iy in the works. In-
titlec HinnEN
WorLps, this disk
will replace the arid
desert landscapes of
the original game
with a gorgeously-
rendered landscape
of snow and ice.
monsters will remain the
same, only tougher, but the
castles and buildings in the
game are being redrawn in or-
der to better [it the new arctic
motif. The flying opponents

Most of the

promise to be tougher this
time around, too, so it’s a
good thing carpeteers will

CARPETS IN THE COLD The heat of battle should
warm you up to the frozen tundra in Macic Carper:
Hiopen WorLos.

have a brand new spell on
their side: the Homing Mete-
or. With a projected release
date ol early April, gamers
won't have to wait too long to
re-enter one of the more orig-
inal games of the past year,



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 so you can aim your shots.
A great pinball game has that unique quality of playability and never-

| ending challenge that keeps you coming back for...just one more
& gameand 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
giftlst 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

T colors, and 4MB RAM.
Electronic Entertainment- “Crystal Caliburn is simply the :
best, most realistic, most challenging pinbal simulation for ~ WINDOWS: 386 orfuter

b8 the Macintosh yet.” (Rating: 9 out of 10) g;“;‘;”ﬁ; m"“f:“" i
- monitor,

GAMES Magazine-"You'll forget you're playing on a 4MB RAM. Supports
two-dimensional computer screen....the realism s SoundBlaster® “"ff other
astonishing,” Windows compatible
sound cards,

MacUser-"Electronic pinball's Holy Grail.”
(Rating: 4 /2 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®. i

NOW AVAILABLE FOR WINDOWS!

StarPlay Productions, Inc. + PO Box 217 « Greeley, Colorado 80632-0217 « Tel 303.447.9562 « Fax 303.447.2739
™ Crystal Caliburn and Tristan are trademarks of LittleWing CQ. LTD. Other trademarks are the property of their respective owners.
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RENECADE:

THE BATTLE FOR
JACOEB'S STAR
Apparently, SSI has gone all
out with their initial entry
into the crowded action/ad-
venture-in-space genre, Mar-
velous high-resolution, 3-D
graphics and a driving tech-
no-club soundurack
provide

Luscious SVGA cockpit views and a
hooming soundtrack give Renesaoe an
unearthly sheen.

some serious sizzle for this
game. The storyline is basic,
but the space combat is where
RENEGADE really Ilexes its
muscles. You're the typical
demoted pilot sent to the far-
away star of Jacob, which sud-
denly becomes the key
territory in the war versus the
evil empire. You lace the
requisite brielings with the

MORTAL KOMEAT I

Sometimes it's nice to simply
stop thinking and Kick the
spit out of something. For 16-
bit gamers, this is no prob-
lem: blood, gore, and high
flying drop-Kicks go hand in
hand with their systems. But
PC gamers have been left out
in the cold. Finally, with Mogr-

TAL Komsar 11, it looks as il

somebody’s gotten it right,
namely Acclaim. This side-
fighting game has the initial
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standard gruff admiral, but
the heart of the game is in
space. There, the SVGA
graphics are gorgeous, and
veterans will feel right at
home in the cockpit, blasting
away at large, incredibly de-
tailed ships that rival those in
Wing  Commanper 1L
Sometimes, though, the
combat seems almost too
smooth and too clean.
That is, it doesn’t feel
rushed and griuy like
space combat (or any
combat) should. Still,
we loved the fact that
you can pop in music
CD-ROM’s while in
space. We found
blowing away enemy lighters
at 1:00 in the morning to
Pink Floyd's Comfortably Numb
to be particularly liberating.
IBM CD-ROM, $59.95. Circle
Reader Service #1.
STRATEGIC SIMULATIONS INC.,
SUNNYVALE, CA, (800) 245-
4525,

STALINGRAD

With the possible exception of

the Battle of Britain, no cam-
paign was more decisive than
the German drive on Stalin-
grad. This medium-sized lac-
l'm)’ town on the Volga River

looks of a winner,
combining authentic
arcade style graph-
ics and lightning
fast gameplay. All
12 fighter are in-
cluded, and fans of
the red stull will
be happy to know
that the secret,
yet destructive Fatalities, Ba-
balities, and Friendship
moves all appear to be here,
as do the secret characters.

1995

became

a vortex
for the
Welrmacht,
Paulus” Sixth Army found it-
sell facing a seemingly endless
stream ol Russian reinlorce-
ments. Most games have tried
to focus either on the in-city
fighting, or the strategic
envelopment ol the Axis
forces involved in the
campaign. In STALIN-
GRAD, Atomic and Aval-
on Hill try 1o be all
things Lo all
wargamers, as the

ds

cessful tran-

sition from the rela-

tively low unit density of North
Africa to the enormous

game operates on
three dillerent scales.
Operationally, each
hexagon can represent ei-
ther one or three kilometers,
and gives a leel roughly equiv-
alent to playing OPERATION
Crusapir, The tactical scale
goes down to 400 meters/hex,
which allows for more detatled
firefights in the Red Barri-
cades Factory and Mamayev
Kurgan, the Little Round Top
of the Eastern Front. The
packaging and graphic look
typically impressive

It can be a long, cold winter for the
trapped German 6th Army in Avalon
Hill's StaLINGRAD.

manpower expended on the
Russian  steppes.  Mac-
intosh/IBM CD-ROM, $59.05,
Circle Reader Service #2.
Avaron Hinr Gasme COMPANY,
Barrivore, MD, (800)) 999-

are 3222,

AH/Atomic fare, but gamers
will have to decide [or them-
selves whether the Woren Al
War system can make a suc-

BRETT HULL HOCKEY
Using the same scrolling per-
spective and rapid-lire action

Make sure you have a four-
button gamepad, however,
or you're bound to be frus-
trated. Acclaim is particularly
proud of the sound effects in

MK I1, which are at least as

good as the arcade machine,

il not better. Is it too late to

ask for modem/network play?

IBM, $59.95. Circle Reader

Service #4.

ACCLAIM ENTERTAINMENT,

Ovsrer Bay, NY, (516) 624-

S88S.

MortaL Komear 11 finally does justice to
arcade-style fighting games on the PC.



as Elec-
tronic Art's NHLPA '95, Ac-
colade’s Brerr Hurt HoOCKEY
just might be a contender for
the digitized Stanley Cup.
The players are big and well-
rendered, and
their last, fluid
motions on our
33 MHz 486
means that nearly
everyone will be
able to enjoy the
action. Further- | -
more, Al Michael's :&"
play-by-play seems
particularly smooth
and well suited to the on-ice
action. Our initial impression
is that offensively-minded
players will love this game,
but those looking [or more
realistic NHL action probably
won't. In our first few games,
10-8 scores were the norm,
and there were usually more

D-DAY: OPERATION
OVERLORD

Sometimes, you want a long,
immersive entertainment ex-
perience like Gone with the
Wind. Other times, you just
want to plop in front of the
tube and watch Gilligan’s
Island. D-DAv: OPERATION
OVERLORD, in flight simulation
terms, is more akin to the lat-
ter. The light flight sim action
takes place dm‘ir{g the first few
hours fefore the troops hit the
beaches of Normandy, with

shots on
goal than even the

Los Angeles Kings goalies
face. We are a little con-
cerned with the dilficulty in
setting up olfensive plays,
and the passing does seem Lo
be a bit less precise, albeit
more realistic. But all things

Al Michaels’ play-by-play spices the ac-
tion as you face off in Brerr Hutt Hockey.

considered, this appears to
be a worthy challenger to the
reigning champ. Is BreTT
HuLL Hockey better than
NHLPA "957 Stay tuned to
next month’s in-depth sports

the success of the invasion op-
eration riding on your

shoulders. The simu-

lation sports SVGA

graphics and a fairly
decent flight model.
You are sent up on
quick and dirty missions
in one of three aicralt: a
Spitfire, Typhoon or P-51
Mustang, against such
stalwart aerial loes as Me-109s
and Focke-Wulf 190s. You
may also be sent on search
and destroy missions against

coverage to [ind out. IBM
PC, $59.95. Circle Reader
Service #3.

Accorape, San Josg, CA,
(408) 9835-1700.

DIZONE

A little more
than simple
shovelware and a
little less than a
coherent product
is the best way to
describe this com-
prehensive
Doom/Doom 1T utili-
ty-packed CD-ROM.,
Presenting 900 new levels
and a cornucopia ol editing
utilities for the sound eflects,
music, graphics and PWAD
files of our favorite first-per-
son bloodfest, this Wizard-
Works product appears to

have it all, including one of

the best multiplayer shells
we've ever seen. DIZoNE al-
lows you to not only tinker
with the settings ol each
game, but to also store mo-
dem opponents from all over
the country in a single dial-
ing directory. Power and di-
versity ol the utilities aside,
however, we did wish that

How you fly the unfriendly skies in D-Day
makes a huge difference in the Nor-
mandy invasion.

THESE JUST IN, REVIEWS TO FOLLOW

there was better documenta-
tion and a more coherent or-
g;mimliﬂn to D!ZoxNE. For
example, it’s difficult to fig-
ure out which

If your Doon-lust is wandering, try giving
it @ 900-level charge with D!Zoxe.

utility does what without ac-
tually browsing the documen-
tation of each program; a
simple interface and a solid
table ol contents could have
solved this problem. But still,
at $29.93, the price is right,
and if you're looking to add
value to your Doowm experi-
ence, you'd be a demon’s un-
cle to ignore this disc. IBM
CD-ROM, $29.95. Circle
Reader Service #5.

Wizarn Works, MINNEAPOLLS,
MN, (612) 559-5301.

patrol boats and coastal
batteries. The 3-D models
of aircraft are outstand-
ing—they almost look
photo-realistic. On the
down side, the docu-
mentation is a bit terse,
and an extremely clum-
sy interface gets in the
way ol the action. IBM CD-
ROM, $39.95. Circle Reader
Service #6.
VIRGIN INTERACTIVE ENTER-
TAINMENT, INC., IRVINE, CA
(800) 874-4607.
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CLAWS 2!

Just When You Thought It Was Safe To Go Back In
The Water, MicroProse Unleashes A New Menace in
X-COM 2: TERROR FROM THE DEEP

hy Chris Lombardi

O BE FRANK, I'M A LITTLE SUSPI-
CIOUS OF THE WILD SUCCESS OF
MicroProSE'S X-COM. At
first, I was completely taken in,
as many lellow gamers were, by
game's tactical, man-to-man
combat, which was made even
more absorhing by the strategic over-game
that tied the tactical battles together. Yes, [
was hooked, addicted, lound mysell star-
ing into the lace ol a pre-dawn clock on
- sions. But once [ was able to
and step back from it all, X-
smelt a bit fishy. Consider:
1ed to come out of nowhere.
Its release was not preceded by an enor-
mous marketing campaign with an enor-
mous amount of hype. It had no video
demo playing in the front window of Bab-
bages, it wasn't advertised 12 months in ad-
vance on glossy foldout m:
had no [lashing point-of-purchase kit
didn’t come in a box designed by
origamists from the school of Abstact Ex-
pressionism. It featured no full motion
video starring the hest TV actors of the 80s;
it had no voice-overs. It offered neither Su-
per VGA graphics, nor General MIDI sup-
port. It wasn't Doom-like, Myst-like, or
otherwise like a hit game from the previous
season; it didn't steal the best features from
several other successful games. It wasn’t even
ona CD-ROM!

In short, if you plugged X-COM’s vari-
ables into the “success formula” currently
in use by the majority of large game com-

ou'd come up with a big fat, goose

ording to the prevailing wisdom,

no way X-COM could survive in to-

day’s gaming marketplace. And yet it sold
and sold, and gamers played on and on.

What's one to think about this anomaly?
Those prone to conspiratorial paranoia
might suggest that X-COM was itsell’ an at-
tack from outer space, a virus carefully crafi-
ed to weaken and capture human minds.

it would be a cosmic bit of irony. Those of
a more sober tone would be harder pressed
for an explanation. Could it be that the (al-
leged) creators of X-COM, England’s
Mythos Games and MicroProse UK, have a
clearer understanding of what gamers, espe-
cially gamers of the strategic bent, really
want? Do they understand that what we need
is not Lee Majors’ voice-acting or a 15
minute 3D-Studio introduction that has litle
to do with actual gameplay? Do they under-
stand that gamers would gladly exchange
two minutes of [ull-motion video lor two
hours of inferactive entertamment? Hmm.
I'm afizid both theories are little outlandish.




I'M GOING UNDER

Whoever created X-COM, and for whatev-
er reason, they're up to the same old tricks
in the sequel, X-COM 2: TERROR FROM T11E
Deer. The designers have taken the exact
same game engine (core guts) and interface
used in the original X-COM, and added
new artwork, new weapons, and a new sto-
iline to ereate a familiar game in unfamil-
iar surroundings. In this respect, X-COM
and X-COM 2 have the same relationship
as Doom did 1o its sequel, Doom 2.

X-COM 2 also linds the aliens up to
their same old tricks. Having been driven
from our solar system through the previ-
ous cfforts ol the X-COM team, the aliens
have decided o switch to Plan B, the mot-
to ol which, when loosely tanslated Irom
the alien tongue, reads: “When the going
gets tough, the tough go surfing.”

The aliens have taken to the water, set-
ting up bases of operation under the
depths and reviving an ancient evil that
was apparently waiting in the wings lor
millennia for Plan B 1o take effect. Several
decades alier their thrashing at the hands
of the puny humans, the aliens are back
to have another go—and boy are they
milled. They've set up ambushes along
major sea lanes, they're terrorizing port
cities and abcucting humans, and they're
gathering supplies o who-knows-what
evil end. To the defense—guess whor—a

THE GAME REMAINS THE SAME From the orhital view,
the X-COM interface looks exactly the same. Zoom in
on the planet, though, and you'll quickly notice that the
tide of focus has shifted from the continents to the
ocean and coastal regions.

new and improved X-COM anti-alien or-
ganization.

Those who have played X-COM will
know the drill. But for those who've yet 1o
be captured, oh fortunate ones, we'll ex-
plain.

Your job, as leader of the X-COM inter-
national anti-terrorism team, is to set up
bases around the globe in order to inter-
dict alien vessels, stop alien assaults on
cities, and eventually, hunt down alien
bases and blast their scaly hides ofl the
planet. In managing bases, you must order

construction of base facilities (like alien-de-
tection devices, research laboratories, con-
tainment rooms lor captured loe, etc.),
direct the research activities of your scien-
tists, and put together a ream of soldiers fit
to face the alien hordes. But it's not just a
desk job, it's an adventure, since you must
also lead your soldiers in tactical, man vs.
alien, combat missions.

WATER WORLD

For veterans, it should all sound preuy fa-
miliar so far. What are the dillerences?
Well, since this scenario is set under the
sca, so will your bases and most of your
activities. At the highest level o magnifi-
cation, the global view looks the same as
helore. But zoom in further on the conti-
nents and you'll notice that the major

WHERE'S THE WET BAR? Base placement and facility
layout are still a part of your X-COM management tasks.

landlocked cities of the world have disap-
pearec, and that the political situation
has changed a bit. Where you would see
France, England, Sandi Arabia, and other
familiar political bodies in the previous
game, you'll now lind the Euro-Syndicate,
the Egyptian Cartel, Neo-Japan, and the
Brazilian Union. Chicago and Moscow
have disappeared in favor of port cities
like Fort Severn (Canada), Vladivostok,
Reykjavik, Accra, and Darwin, Australia,
Furthermore, a look at the oceans reveals
a rough geography of the sea floor and
the identification ol the major islands of
the world, the Azoves, Falklands, Galapa-
gos. Mauritius, Seychelles, and so on.

So when you're asked to choose the loca-
tion of your first base, don't ry clicking on
terra lirma—you'll get a rude response.
No, you must plunk your base into the
drink, the Atlantic or Pacific Oceans being
the best places 1o start, Bases look and act
the same (you must still design the layout
of your lacilities), but some names have
heen changed to veflect the new watery set-
ting: rackar detectors turn sonar, entryways
become airlocks, and the staging area for
cralt become “sub pens.”

Obviously, the interceptor and roop
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MODDIED SQUADDIE X-COM 2 squaddies come stock
with dive suit and fins, but no armor worth mentioning.
You must recover alien weaponry and research its
mysteries to upgrade your equipment.

transport aireraft have heen redesigned as
watercraft, bearing appropriate names like
“Triton” and “Hammerhead.” When your
subs meet an alien vessel, ship-to-ship
combat is identical to that of X-COM, as
you must still choose a basic combat stance
(Cautious, Standard, Ageressive) and fire
away, except with torpedoes and sonic
beams instead of missiles and guns.

1 DIVE, 9 TO S5

Once you've sent an alien craft to the
ocean lloor, you'll have to go after it with
your team of X-COM S.LA.Ls. Squeezed
into their dive suits and totting harpoon
guns and Hydro-Jet Cannons, the X-COM
squaddies will pour out of their transport
submarine ready to hunt for alien hides.
Here, in the tactical battles, you'll see the
most dillerence between X-COM 1 and 2,
but the difference is certainly not in the
control interface, which hasn't been
changed a mote. All ol the commands to
move, turn, crouch, and fire are here,
identified by the same icons. You'll give
your orders to your squaddies, and then
it's the aliens’ turn for “Hidden Move-
ment.” It's still the best tactical combat
game to date, bar none.

The difference is in the surroundings,
the terrain where many of your squacldies
will meet the end of their short, terror-
filled lives. The terrain scems much more

detailed and intricate, with lots of colorful

ACES OF THE DEEP 2000 Sub-to-sub battles between
torpedo-spewing craft replace the air interceptions of
the original pame.
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ocean plant-life, rock formations, and sand
dunes that obstruct line-of-sight and pro-
vide cover for lurking horrors. In some lo-
cations there are signs of ancient
civilizations (Atlantis? Lemuria? Mu?),
structural foundations, crumbling columns,
and statues ol long-dead rulers and gods.
The illusion ol being underwater is en-
hanced by the greenish-hue of the paletie
and the quickly dissipating trail of bubbles
traced by weapons fire—a nice touch.

Not all battles take place underwater,
however. The aliens will attack cargo ships,
so you'll have to fight through dark,
cramped quarters where death can come
through many port holes. You'll also find
voursell’ protecting civilians in port towns
and on South Sea isles with small bunga-
lows and multi-level colonial mansions. In
general, the combat landscapes are larger,
or at least seem so because the landscape is

so cluttered with
houses, palm trees,
and hills. Combat is
certainly more
treacherous because
of this.

THIS IS YOUR
OPPONENT'S
BRAIN

As if the landscape
doesn’'t make a
squaddie’s life diffi-
cult enough, the
aliens have also become a little smarter, or
so the MicroProse programmers promise.
In the preview version of the sofiware, I was
unable to tell just how smart they had be-
come. While one breed of alien (the “agua-
toid,” cousin ol the “sectoid”) seemed more
wily—continually firing at my squadcdies and
then retreating into the brush, forcing me
to expose my men in order to chase it—oth-
er aliens stood around or did the “X-COM
Shuflle,” pacing back and lorth as if they
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couldn’t decide whose brains 10 suck out
first. Let's hope that the intelligence of these
creatures had not yet been finished.
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What does a soldier have 1o fight back
with? The usual assortment of weapons
that progress in strength as you research
more advanced {tchnn]ng) [lm as in \—

DEATH AT 20K LEAGUES
The tactical hattles
take place in many
different settings.
Abave we find an X-COM
squad starting a
mission ahoard a
hijacked ship.
Elsewhere, it's open
season for alien hunting
on the ocean floor.

COM, htn. you start \uth the l:t|ll1\d|(.lll of

pea- shooters—the har poon gun—and no
armor at all. You'll have to suffer through
several missions, and lose several good sol-
diers, before you uncover the alien seerets
ol underwater armor and develop a sturdy
standard-issue weapon. Once the techno-
lngir::ll ball gets rolling, however, the bless-
ings of warfare science will rain from
heaven. Gauss weaponry, enhanced
grenades, torpedo launchers, and “Coela-

1995

canth” tanks armed with your choice of
mounted cannon will all have a home in
your arsenal. The only trick to this
weapomy is that some of it only works un-
denwater, a fact that can leave your soldiers
high and dry in land-based missions.

Another new addition and complica-
tion introduced in
X-COM 2 is the
“linked mission.”
The idea is that in
some missions, you
may light through a
landscape only to
find that there is yet
another region to
investigate. So, for
example, you might
investigate an alien
crash site only to
find that you've
happened upon an
entrance o an alien base. Once the crash
site mission is finished, you must continue
into the base. Bringing extra men and ex-
tra ammo to every mission might be a
good strategy to adopt.

UNSOLVED MYSTERIES
Of course, all the missions are linked in that
they eventually lead to a conclusion, the ulti-
mate showdown with the ulumate Bad
Guys. Just as you had 1o go off-world to fin-
ish ofl’ (well, almost) the aliens in X-COM,
so the successtul leader in X-COM 2 may
have a shot at finishing the aliens once and
for all. Where the story leads, I don't know,
but you don’t have to push the gray matier
too hard to figure out that the ruins of an-
cient cities and the re-awakening ol an an-
cient evil might be connected. Could we be
heading towards a conclusion that unites At-
lantis, UFOs, Stonehenge, caule-mutilation,
the Psychic Friends Network, and disco mu-
sic into a grand unified conspiracy theory?

A play lhluu;.,l] X-COM 2 will reveal all.
All, that is, except the mystery ol the
ammml) ol the game's success, Once
again, with X-COM 2 MicroProse is re-
leasing a game without the frills and
“multimedia enhancements” that the
common wisdom knows are necessary for
success in today’s game marketplace. Mi-
croProse is releasing this game on the
strength of its extended gameplay in a
proven game system—and nothing more,
If this sort of behavior continues, an in-
vestigation will be in arder. We'll have to
keep a close eye on the planned X-COM
3 when it linally rolls out of Britain,

Or is it Betelgeuse? &
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Spies, Damn Spies,
and Sadistics

Combat And Conspiracy In A Feudal Future: New World’s MECHLORDS
by Alan Emrich and Johnny L. Wilson

ARCUS WAS NOT AT ALL DISPLEASED WITH
THE ASSASIN'S PERFORMANCE. FROM HER
INFFEAL SINUOUS, SEDUCTIVE MOTION TO
the wild, unexpected climax, she had shown
herself worthy of hey street name—Spider
Queen. The articulated blade had risen from
its sheath wnder hey fingernails, the point of
carotid penelvation coming cven as Luca’s breaths had
mown shorter, the ducal envoy’s uncontrolled exclamations
more nonsensical. Luca must have thought that fivst second
of pain merely spice to his satisfaction, though the ejaculate
of blood which ensued proved the anticlimax of his life.

No, it was Mareus™ own performance in ordering the as-
sassination swoith. which he was displeased. He had hived the
Spider Queen to kill Lieca because the ducal envoy had been
an inconvenient rival, privy to fav too much of the duke’s
business. Marvcus had intended o vemove a vival, bul
through miscalewlation, all had backfived. Luca’s brother
Cesave had managed to transform his late sibling into an
impervial mavlyr by positioning the assassination as the work
of terronists from a vival howse. As a vesult, Cesare’s star was
vising and Marcus” star descending.

Mareus hnew that Cesare was far too clever not to realize
that Mareus had set the assassination plans in motion and,
as a vesult, he knew that i wonddnt be long before Cesare
sought revenge. His ascendancy made things far too hot
within the dweal court for Mavens and, eonsequently, made
that owd=system assignanent look fir move albvactive than ever
before. So, Mareus Faber, one of the most famous of House
Dyalka’s inner cowrt, assumed the vank of planetary admin-
istrator.

No, Marcus wasn't at all pleased with the aftermath of his
Plot. He could only hope that his new planetary assignment
might somehow pave the way for a glorious veturn. If not, he
might never wear that coveted ducal ving or wield the power
to which he believed himself born.

You must never forget who you are in MECHLORDS,
the new strategic epic rom New World Computing
and SimTex Software. Your goal is to have your play-
er character become the duke ol a neo-feudal realm

or “house.” To do so, you will have to master logistics
for both civilian and military purposes, tactics for bat-
tles on planetary surfaces, and court intrigue—both
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overt diplomacy and
covert spying and
espionage. Il you
get carried away
with one facet ol the
game Lo the exclu-
ston ol the others,
you could find your-
sell, like the charac-
ter in our [iction, on
another noble's hit
list.

Fortunately, you
have plenty of op-
tions at your dispos-
al.  Would  you
expect anything less
from the ambitious
developer who led
you (o struggle lor galactic domination in
MasTER OF ORION, lord over [antasy em-
pires in MastTER 0F Macic (both from Mi-
croProse), and put railroad robber
barons on track with a computerized rven-
dition of Avalon Hill's 18307

This time around the myth-making
block, SimTex has managed to coalesce a
BarrLeTech-like universe of Great Hous-
es, giant mechanized robots piloted by
heroic individuals, political intrigue, and
alien bad guys into a game that is both
similar to and different than their previ-
ous games. It may scem like they've pla-
giarized from BarreeTecn and their
previous works, but it is more like they
have taken a kitchen-tested strategy gam-
ing recipe and added their own motiva-
tional spice in order to arouse the jaded
gaming palette. MECHLORDS is less about
the knightly jousts between dueling
‘mechs in BATTLETECH's universe ol lost
technology, and more about planning,
building, plotting and fighting in a balka-

REQUISITION FORM Each mission begins with your selection of the building

complexes and vehicles needed to accomplish it.

ScleC A NO3LeE

COURT FABERITE Marcus Faber is one of three nobles that you could
choose as your player character from House Drakka.

nized, imperialistic
universe with im-
proving technology.
In BATTLETECH, you
improve your stand-
ing by improving
your battle prowess.
In MecHLORDS, you
enhance your stand-
ing in a variety ol
ways which include
commanding small
unit battles, building
up planetary
economies, sabotag-
ing buildings, selling
contraband drugs
and slaves, and [raming, blackmailing or
assassinating rivals. Although both games
are mission-driven, the campaign and
role-playing elements of MecHLoRDS en-
sure that you can't be satisfied with mere-
ly beating the scenarios. The scenarios are
means o a more complex end,

HOUSES

DIVIDED

MeciLorns has tak-
en the idea of a
balkanized [uturistic
society with its en-
tropic reduction to
neo-feudalism and
given it an addition-
al twist, both beyond
BATTLE 'ECH'S near-
equivalent enltures
and the game sys-
tems ol MASTER OF
OrioN and MASTER
oF Maaic. The Bar-
TLETECH universe
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| 3ELECT A PLANEL

has oriental cultures and militaristic soci-
eties, but the computer games based on
that universe have failed to offer any real
reason for being loyal to one house or an-
other, much less any reason for enlisting
in the service of one house over another.
In MEcHLorps, Sim'Tex has utilized their
concept of offering dilferent strengths
and abilities for each house, much as
MOQO gave dilferent abilities to different
alien races and MOM gave different ad-
vantages to different [orms of magic. Yet,
MECHLORDS goes its ancestors one better,
You cannot simply figure out which house
has the best advantages and go with that
house. You must consider that you are
competing against computer players with-
in your own house, so you must simulta-

MISSION INSIDIOUS Each mission is quickly described and its potential for
failure or success rated as a difficulty level,

neously use the house advantages against
other houses, and use your own strategy
and intrigue against those who have the
same advantages as you. Plus, there is an
intricate alliance structure in which each
house has natural alliances and declared
enemies. This must also be thrown into
the mix.

The houses or cultures of MECHLORDS
are easily described. Tt has the obligatory
samurai society, House Talos (roughly
equivalent to House Draconis in BaT-
TLETECH and receiving a 10% bonus when
dealing with merchants, reflecting the tra-
dition of zaibaisu or oriental business al-
liances). It also [eatures the mandatory
royal court, House Ordeus (roughly
equivalent to House Davion in Bar-
TLETECH and consequently, has a training
advantage for tank and ‘mech pilots, just
as Davion had the best warriors in the
previous universe). But, MECHLORDS of-
fers more. House Arilon is the epitome of
free enterprise and receives a 25% bonus
in scientific rescarch. House Athena is
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governed by female telepaths, so all
Athenian  pilots  receive a 10%
olfensive/defensive bonus to reflect their
ability 1o anticipate the moves of their en-
emies. House Drakka is a gangster em-
pire trading in slaves, contraband and
drugs. As a rvesult of their strength on
[rontier worlds, they get a 20% bonus in
mine and refinery production. House
Krakus is a non-human society consisting
ol six races.
Its members are
stronger and have a
30% construction
bonus when build-
ing houses and
vehicles.

Looming over the
empire ol Houses is
the external threat
of an evil alien race.
The aliens are like a
force ol nature, at-

MECH WITH A MISSION

To build up your prestige vou must suc-

cessfully completing missions. Ar any
given time, you have cight star systems
on your map and eight potential mis-
sions lor which to volunteer. Some mis-
sions involve building up a planet
economically or establishing a base, and
some are strictly strike missions where
you destroy another house’s complexes.

tacking  Houses
without prejudice
and bringing op-
portunity for both
gain and loss, Al-
though your assis-
tance in dealing with alien incursions is
good for the empire (as well as your rep-
utation), there might be times when you
would stay your helping hand—like when
the aliens attack a sector ol space domi-
nated by a powerful rival house.

YOou CHARACTER, YOW!

At the beginning of the game, cach no-
ble will have the House advantage spe-
cific to its culture, as well as a single
special ability ol your own choosing.
These special characteristics include
Wealthy (starting with more money
and receiving 1 free MegaCredit per
turn automatically), Ambassador
(diplomatic expertise plus 10 extra
votes in the court), and Security Advi-
sor (ability to carry out internal investi-
gations and external spy operations),
among others,

Initially, your character does not direct-
ly control his House's scientific research,
diplomacy, or military strategy. Instead,
these are controlled by computer-con-
trolled personalities until you have
achieved enough influence to dominate
these policy-making activities. In other
words, at the outset, the game plays you.
Alter achieving some prestige and influ-
ence, you play the game.

UTOPIA Building construction is handled similarly to that in Sim Ciry, with
foundation tiles placed according to taste.

GO CARTS Vehicle movement is handled via point and click, using "GoTo"
commands.

All ave rated for difficulty such that easi-
er missions reflect less severe interfer-
ence rom other houses and more
emphasis on building a planet’s econo-
my than on combat. More difficult mis-
sions reflect stilfer opposition and more
emphasis on combat,

Each mission begins with the requisi-
tion of equipment. You can choose pre-
fab buildings and complexes, as well as
vehicles, or equip each vehicle with ex-
isting technology. Each mission has lim-
ited Tunds, but it may be to your
advantage to kick in some personal
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funds in order to grease the pathway to
mission success by purchasing extra
equipment. You can also examine the
pilots assigned to each vehicle.

Next, you select the landing zone by
placing crosshairs on a strategic map of
the planetary surface and clicking. The
strategic map allows you to know roughly
the location of structures, mineral and
chemical concentration, and enemy
forces prior to landing. After that, it is
phased movement combat that will re-
mind vou of the tactical combat in Mas-
TER OF MAGIC.

FAMILIAR PHASES

The combat is not the only thing that will
remind you ol an earlier SimTex game.
Veterans of the MASTER games may be
amused at these common threads. For in-
stance, even though it “Don’t drink,
don't smoke” (What do it do?), Adaman-
tium is back as the metal of choice when
prospecting the galaxy, just as Crysx is
the jewel among gems. Likewise, many ol
the technologies in MASTER OF ORION, in-
cluding the Gauss Cannon and Mass Dri-
ver, have been sprinkled among the
myriad of interesting new technologies
such as a Corona
Generator illld
Magna Launcher.
We're keeping our
eyes open for some
mention of Klack-
ons, but have yet to
see hide or scale of
the lizardmen.

All of these small
similarities between
MEecHLORDS and
the previous Sim-
Tex games mean
nothing  unless
MECHLORDS is simi-
lar in the most im-
pm‘l:lnl 1'(‘35]1(?{.’[5:
addictiveness and replayability. From
what we've seen, there will be little dif-
ference between the late nights spent
with MecHLORDS and those with MasTER
oF Orton. It has the richness of options
and [lexibility to keep you coming back
to try this idea or that strategy. And it
has the strong empire-building appeal
that portends a long life on gamer’s
hard drives. If SimTex and New World
take the time o carefully balance and
tune the game, their House will emerge
as a very powerful player in the strategy
aame universe. [ 3



What are you waiting for?

“This game kicks a hell of

a lot of ass!”
— Fire Boy1 - AMERICA ONLINE

“Wow! At last! A true Doom KILLER!!!!!!!"
— Patrick Simmons, Compuserve 720172374

“The nasty computer game with graphics
that change as if the player is moving in
three dimensions.’

— The Wall Street Journal

“With the six-degrees of freedom, true 3-1
game engine, Descent has set the new

standard that all other 1st person shoot-em-
ups must now live up to. *

“Descent is an incredible X
— Jon Saloga, Compuserve 72712450 game
i 2 Descent is to Doom as Doom
Sensory “Descent Kicks BUTT!” was to Wollenstein”

— Al Hunt, Compuserve

overload - Rick Johnson, Compuserve 74431,1624

in 360° 3D.

Welcome to
Descent™ - 30 levels of

"The weapons are awe-
some, the game play is awesome, the
molion sickness is awesome..”

“Doom with a Jet Pack..It's not like playing
an arcade game, it's like heing in one.
— Electronic Entertainment

the mo’s‘i rg]lind—hending, " — Eric Ross, Compuserve 71221,2660
stomacn-churning action u . "
-Dimensional worlds with light — Apogee Iramamins in play if*

source shading, fexture mapping,
3-D morphing, directional soun
effects and sizzling music, this is
technology taken to fhe limif.

You hegin deep helow the surface
of Lunar Base | where an unknown alien
race has taken over the chosm of the Post-
Terran Mininﬂ Corporation. Lunge straight
down mine shaffs, twist around never-ending
tunnels and fight your way |'imsi rohofic menaces
inan environment that's truly 360" 3-D...move up,
move down, shoot everything everywhere. Hang
onto y{.our senses (and your lunch) as you drop
straight down mine shafts on a ride that'll leave you

“The sensation of speed is amazing, and the ~ — Mike Hulen, Compuserve ”_”‘7'30“
3D texture mapped graphics make this

game a genuine joy to behold.

— PC Gamer

“Holy Bat farts, Batman.... 1 have never
experienced an enemy intelligence any-
where NEAR the way these rohots act.
They peek, they fire, they chase you, they
take cover, they wait”
— Marty Peralta, Compuserve 7414733

& 603D

| ENVIRONMENT.

“It's Doom with a twist, a turn, and a
gravity free flip.’
— Computer Gaming World

“Played it ... and I have one thing to say.
Wow
— Sir Ryck AMERICA ONLINE

spifining. : : “If you still have Doom loaded on your HD ﬁ“:s anlmS;IMm.
' . A 1 X i P rights reserved, Descent is
And what's the good of losing your mind if you can't yaure mr:unn:';pm.u“ ik

share the experience with your friends? Descent invites you
and your bug_dies to dive into the action together with head-to-
head combat and cooperative two-player modem and eight-
player network support.

“Fantastic graphics, incredihle 3-1) animation,

support for modems and LANs, music, you
name it. The best 1 have ever seen”

— Jon Yardney, Compuserve 70563,2311

Challenge yourself und experience
what everyone’s talking about!

BY GAMERS. FOR GAMERS."™

Interplay Productions
17922 Fitch Avenue
Irvine, CA 92714

Coming March 17th to a store near you. For IBM and compatibles. (800) 969-GAME
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n early 1942, the chance that the Allies would de-
feat the Axis seemed optimistic, perhaps even
naive. US battleships lay at the bottom ol Pearl
Harbor. The British were driven out of Singapore,
the island fortress which had seemed all but invin-

cible mere months before. As Douglas MacArthur

lelt the fallen Philippines, his vow to return seemed
almost hollow to the thousands of Americans who would suffer
in Japanese prisoner-of-war camps for years to come.

In Europe, German forces had conquered Poland, France, the
Low Countries, the Balkans and Norway. After suviving the Russ-
ian winter, the German Sixth Army became embroiled in a long
and bitter struggle for Stalingrad, and the tide began to turn...

World War I is an endlessly fascinating subject for
wargamers. When the war began, bi-planes were still employed
in many ol the world’s air forces. Tanks resembled inflated ar-
mored cars, and sported more machine guns than cannon—
which was somewhat less detrimental than it could have been,
since they often faced cavalry during the early days of the
blitzkrieg. Weapons technology developed, as the war went on, to
include radar, sonar, portable rocket launchers, jet aircralt,
guided missiles, and even atomic bombs. And the mighty battle-
ship was superceded as queen of the waves by the far-reaching
strike capability of the aireraft carrier.

Even more than the equipment, however, wargamers find the
personalities of WWII to be compelling—quite simply some of
the greatest commanders in history. Who wouldn’t thrill to give
the order, as Eisenhower, to “Go in” at D-Day, or to race
through Western Europe like Patton, chasing the enemy before
you, until all that stops your progressis lack of fuel?

[n the broadest sense, WWII, despite its incredible carnage,
appeals to us on a very basic level. Unlike the confused and
muddled “police actions” of today, WWII offers a clear-cut con-
flict of good versus evil where, ironically enough, even the hat-
ed enemy is 1o be grudgingly respected for his professionalism
and military prowess. Despite a lot of criticism, wargames have
often treated the touchy subject of playing from the Axis side
very tastefully, a good case in point being the recent PANZER
GENERAL (SS]).

With this in mind, it seems only fitting that CGIW pay tribute
to the 50th Anniversary of the Allies” Vietory in Europe. Within
this guide, each theater of war is discussed according to its
unique strategic considerations and interest as a wargame.
Then, we have listed major battles within each theater along
with our recommendations, listed in parentheses, for the best
games in which to recreate those battles. Finally, we offer a criti-
cal evaluation ol major games based on the particular theater.
Now, join us as we rellect upon those games which chronicle
the greatest and most terrible conflict in world history.

1942 Map Photo by Paul Kennedy
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eptember 1, 1939: The Polish gov-

ernment, unwilling to cede land

which would reunite Germany with

East Prussia, deploys its armed

forces in defiance of Hitler's de-
mands. But the Polish Army, which had
blunted Soviet expansion only a decade
carlier, would be swept from the field in a
mere fortnight. It was the beginning of the
blitzhrieg, and it changed forever the way
we view mobile warfare.

In most wargames, the Fall of Poland is
but a puzzle to be solved on the way 1o
maore notable conquests, as in the begin-
ning turns of Crasn or STEEL (SSI) or
Hicn CoMMAND (360 Pacific). PanzERr
GENERAL (SSI) actually devotes two scenar-
i0s to the Polish campaign. Even though
the deck is stacked in favor of the Ger-
mans, the strict timetable and annoying
Polish cavalry and air units make this a
good start for a campaign.

CrLAsH OF STEEL gives a good look at the
“phony war” between the fall of Poland
and the conquest of the Low
Countries. Whether you opt
for an early conquest of
France, or simply secure your
northern flank in historical
fashion, the improved Al of
version 1.1 keeps the tension
up, as France may try [or an early sortie
into Germany.

The best operational treatment of the
complex Norway invasion is found in Paxz-

FR GENERAL. An intact Royal Navy, plenty of
British reinforcements, and the difficulties of

an amphibious assault into rough terrain
make this a difficult, nail-biting experi-
ence—one of the hest single battle scenarios
of any WWII game. All of the baule scenar-
ios are enjoyable and include such rarities as
the Axis conquest of the Balkans, but PANzER

GENERAL's campaigns capture the flavor ol

the early war years like nothing before, al-
lowing you to view the conflict from the un-
certain perspective ol the war years, rather
than with the comfortable hindsight of histo-
ry. The enjoyable tension of the game is
largely due to the sense of urgency placed

upon you, as the next Rommel or Guderian,
to pull ofl'one militay miracle after another.
Through a clever system of prestige points,
you earn more important assignments, ancl
may even have the opportunity to knock
Fngland, Russia or even the US out of the

Major Battles/Campaigns: Warsaw, The Balkans (Panzer
GEneraL); Low Countries, Operation Seefoiwe (THE PuRe WARGAME,
Panzer GeNerAL); Fall of France (PANzer GENERAL, TAnks!); Norway
(PANZER GENERAL, CLASH oF STeEL); Descent on Crete (Pure
Wancame, BATTLEFRONT); Battle of Britain (THEIR FiNEsT Hour)

war, As you move [rom battle w battle in a
campaign, each ol your core units gains ex-
perience, adding an element of role-playing
to this fresh and exciting game.

A REPLAY OF WWI IT WASN'T
The most intriguing campaign of the blitz
years has to be the Fall of France. The
French i 1940 were overconfident, assum-
ing that the Maginot Line of fortifications
would present an insurmountable obstacle
o the Germans, The Germans outllanked
the French through the Ardennes forest,
but were woelully short of fuel and supplies
at the tme the French surendered. This
oflers a tremendous opportunity for mak-
ing your own “what-if" scenarios, some-
thing for which Warcame CONSTRUCTION
Ser 1L Tanks! is eminently suited.

From Blitzkrieg
To The Battle Of Britain

When first released, "TAnks! had gor-
geous artwork, an easy-to-learn system,
and a number of famous battles. But it was
not a serious tactical study, and, even con-
sidered as a pure strategy game, contained
several flaws which seriously affected
gameplay. Losses at the [ar
reaches ol the battlefield, for in-
stance, influenced the morale of
units many miles away. Artillery
support was clumsy, and the in-
terplay between the various
arms just wasn't in sync. The
new version o TANKS! available
from David Landrey's Novastar
Games contains necessary [ixes
which make the France 40 sce-
nario a much more enjoyable
contest, as Panzers thrust toward
Paris much more realistically.

The Fall of France cam-
paign is a showcase for the best
parts o PANZER GENERAL's de-
sign. Despite the abstractions,
the game does a great job of
showing that the Allied tanks
of 1940 were individually su-
perior to German armor. Poor
historical tacties, such as trying to blud-
geon through the Maginot line, are pun-
ished, and air superiority is very much in
question. The Allies take chances and of-
ten make unexpected counter-thrusts,
making this a good solitaire, as well as
two-player, game.

An even more accessible game can be
found in the GREATEST BATTLES OF THE
201m CENTURY scenario set for THE Pegr-
FECT GENERAL. Based on a tabletop game
by Bruce Williams Zaccagino, this endur-
ing QOP design is an abstract, but very
good, introduction to the hobby. The
WWII batdes included are well-balanced
for two human generals, but the Al of this
sequel seems as lacking as in the original.
You need only contrast the Guderian For-
ward scenario Irom this game with France
1940 [rom PANZER GENERAL to see how lar
computer game design has come in the
past couple ol years.

ALL ILLUSTRATIONS BY ROGER MACGOWAN

a4 COMPUTER GAMING WORLD = APRIL 1995



THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE.
INTRODUCING SID MEIER'S CIVNET
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NILEATION HAS COME TO THE INTERNE

Experience the best-selling Sid Meier’s Civilization® as a multiplayer Windows game!
With Sid Meier’s CIVNET™ play on-line via the Internet, over a local network or go
head-to-head by modem. Build the Pyramids and the Great Wall. Conquer Earth or an
undiscovered planet. Play history’s greatest leaders and your friends — in any combination,
up to seven players at once! Broadcast messages simultaneously to your opponents.
Become allies with some. Taunt others. You decide. Because once you get your hands
on Sid Meier’s CIVNET™, Civilization will never be the same.

1-800-879-PLAY. For IBM™PC & Compatibles on CD-ROM.
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SSG's BATTLEFRONT series, though simi-
larly dated, is still worth a look. The design
focuses on command control of an odd sort.
As commander, you sclect orders for each
formation, then watch as the Al carries out
your commands. But the Al of this Roger
Keating/lan ‘Trout collaboration doesn’t
come close to the standards of their later
games like WARLORDS 1, and ofien leaves
gamers feeling like marionettes dancing on
a puppelteer’s string. This game has a very
entertaining Crete scenario, because the
game’s conlusing system helps capture the
spirit of the frantic paratroop landings. The
original set plus add-on disks can be had at
bargain prices through mail order houses,
but control [reaks should shy away.

A better choice [or ripcord fans would
be Tue PUrRE WARGAME [rom QQP, a
much less abstract game than its title im-
plies. The development of paratroop ac-
tions is traced throughout WWII with a
surprisingly detailed order of battle, The
combat system stresses morale and mobili-
ty, leading to tense, [luid situations in
many scenarios. Along with the inevitable
battle of Crete, the game allows you to as-
sault the supposedly impregnable Belgian
fortress of Eben Emacl, a treat ravely avail-
able in wargames, board or computer-
based. Folkestone, based on German

plans to invade England, is the most “his-

"' PANZER GENERAL, Tnmr.s' and THe PuRe WARGAME 3§
* all show how differently things could have
gune on the Western Front of 1940.

TR AT

torical” of the alternate-history scenar-
10s on the market.

Operation Seelowe is a common “what-if”
battle, appearing in nearly all of the games
listed above. That the German's plan to in-
vade England remained hypothetical had
less to do with the English Channel than
the brave men of the Royal Air Force. The
battle over Britain was the lirst, and the
most clecisive, air campaign in history.
Odd, then, that it should occupy such a
small place on our gaming shelves.

Bariie oF Brian 2 is one of the few titles
covering this conflict. Rather than a typical
Deadly Games' light [irst-person simulator,
this is an operational view of the airwar from
the perspective of the Marshal of Ier
Majesty’s Royal Air Force. The research is
thorough, and the losses of pilots and aircrafi
ring true. The system is based loosely on

John Buterfield's award-winning solitaire

board game RAF, but this computer descen-
dant [eatures even less activity for the player.
In RAF, the decisions were spaced out so that
each card flipped over only added to the ten-
sion, like a good game of stud poker. BoB 2
makes things so scamless that the tension is
replaced by sterility. Those looking for a
quick Windows game mi;,ht enjoy it, but the
board game is more L\ulm.g
A different campaign feel is evoked by
Impressions’ WW2 AIR FORCE COMMANDER,
a playable game marred by
huge reality gaps. In this version
of WWII, we find that even
Poland had radar in 1939. All-
weather aircraft must have been
years ahead of their time, since
o sorties occur around the
) clock—even in the deacd
of night. The struggle
between the quanti-

.

B tative superi-
" ority ol the
Luftwalle and
the qualitative
edge of the RAF
is the key to the

] Battle of Britain, so

e |

’"'.I AnAE

OVER THE REICH

Charlie Moylan's FLIGHT COMMANDER 2
was a most rare bird—a strategy
wargame of aerial combat. Big Time
Software’s next campaign finds them
OvER THE ReicH, which brings to bear
J.D. Webster’s experience as a former
military aviator and board wargame de-
signer. Even hardcore wargamers find
themselves daunted by the bookkeep-
ing involved in Webster’s detailed and
very realistic designs, so Moylan plans
to hide the tedious elements under-
neath the slick interface used in FC2
The game covers the air war over Ger-
many from 1943-45, including every-
thing from bombing missions with
B-17s to early interception flights by
Me-163 Komets. Each mission begins
operationally with squadron move-
ment, then allows you to resolve tactical
combat in FC2 style, with extended
campaigns and mission generator
planned for inclusion as well.

why does the design render this dynamic
useless, by representing all squadrons—
whatever their size—by one plane? Worst of
all, the erucial effects of weather are not even
included. I’l‘m‘pct‘ti\'c pilots should route to
another landing strip, regardless ol the low
price and minimal hardware requirements,
A much mare rewarding flight may be
had with TreR FiNnesT Hougr, still available
from LucasArts in a CD package of flight
sims. Though its luster has somewhat fad-
ed, in its day, the bit-mapped graphics
freed gamers from the starkness of simple
polygons, Its near limitless play options are
what keep this from being a musenm
picce. Flying from either the British or
German side, you accumulate kills and
medals throughout a campaign, as the late
of Britain hangs in the balance. You can fly
as either a pilot or crew member, which,
along with the mission builder, adds great-
ly 1o replayability. THER FINesT HOUR is a
great game which still has enough histori-
cal value to satisty all but the most ardent
simulationists. [f you ever wonder why Me-
109s should never fly close escort, simply
use the “combat [ilm" VCR-type feature
(which this game was among the first to
use) to tape your aerial experiments. Or,
you could just read the manual—a mar-
velous blend of historical background,
game documentation and sound tactical
advice worthy of any aspiring Sea Lion.
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enerals Auchinlek, Montgomery,
and Patton all won campaigns in
the North African desert, yet none

have the almost mystical appeal of

Erwin Rommel, The Desert Fox.
Daring, charismatic and inspiring, he
paved the way for a new kind ol mobile
warfare which would hardly be surpassed
until the Israeli Army (and later
Schwartzkopf) elevated it 1o a deadly art
form. Gamers trying to capture the essence
of the Desert Fox's campaigns, however,
olten find themselves lost in a sandstorm
ol poor design and documentation.

Tobruk: The very name conjures images
ol strength, of struggles in a faraway land.
Several games have tried 1o capture the
spirit of the many battles fought around
this strategically located port, but few
have succeeded.

Even the Britsh engineers, those forti-
fying maniacs, couldn’t have saved

adding to play value. While the
occassional copy can be found
in bargain bins, this is not a ti-
tle to start your WWIT desert
collection with.

Two older games that have
aged a lide better are Rovmmer
AT Gazara and Romaen at EL
Atamrein, Simulations Canada's
notorious lack ol graphics works
well here, like old black-and-
white silent films. As a campaign
study, the combat is akin to a
naval action, with the e¢hh and
flow dependant on realistic
command control and fog-ol-
war restrictions. For a dillerent
take, you might also try S8G's
BATTLES FOR NORTH AFRICA, an-
other in the Batllefront system.

Novastar Games
has  re-released
KNIGHTS OF “THE

GDW's epic RoMMEL: BATTLES FOR To-
BRUK. Tt tried to succeed on both tactical
and operational levels, failing miserably
on both counts. Incredibly, the game was

GENERAL); Gazala (ROMMEL AT GAZALA, DRERATION
Crusaner); EI Alamein (RoMMEL AT EL ALAMEIN,
Panzer GeneraL); Operation Torch (PANzER
GENERAL): The “big picture™ in/GLASH OF STEEL

DESERT, but despite
the game’s many
awards, 1t hasn't

tent yoursell with the
eminently entertain-
ing PANZER GENERAL,

so overloaded with detail that it dwarfed

even high-end board wargames in com-

' plexity, with-
out

P Fa e
_~ BLOOD & SAND Auchinlek and =1
* Rommel duel from exotic Bir el Gubi . .,
to Tobruk in Operation Crusaper, the . .,
**« hest desert WWII game to date. Fing

e .
A e \ i 3
" @ file Options Staff Buties Planning Phase

“

aged well. CGW
[ound the interlace
awkward when re-
leased, and tme has made the static and
ponderous pace ol play even more appar-
ent. Pass this one by for some
Kroegel/Landrey Civil War fare instead.
When riding a tank down memory
lane, it's hard to ignore Sid
Meier's old DecistoN I THE
Diserr, Ed Bever's research pro-
vides a solid base upon which
Meier can work his usual game-

supply, mechanized overruns and
other aspects of desert warfare are
blended well enough Lo give a
broad but accurate view ol the
campaign, while also being vastly
entertaining. Fans of Sy MEteR's
Cvitazarton will hardly be sur-
prised that this design has held
up so well, despite its dated look.

If you can't take the big graphic siep
hackwards, yon have two choices: Con-
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also shows the limited resources available to

hoth sides without hogging down inininutiae,

play magic. The importance of

or for more robust
historical (lavor, pick
up a copy ol Orera-
rox Crusaper. This marriage of Atomic
and Avalon Hill results in one ol the
finest views ol desert warlare ever con-
ceived, and is remarkably well-focused
and stimulating.  Designers Young and
Zabalaoui (V For Vicrory) are released
from their European shackles, and their
system proves much more suited to the
ree-wheeling conflicts of the Alrican
sands. Supply, reconnaissance, and
weather rules are appropriately intricate,
but the elegant interface makes them less
obtrusive—combat and air missions are a
breeze. Even the sequence of play has a
streamlined feel, supported by excellent
documentation and sumptuous SVGA
graphics—all of which give the appear-
ance of a lean and mean Panther veady 1o
roll down the coast to Alexandria. A good
Al (nuch better than V ror V), plus one
of the best systems for e-mail play, make
this a must for any aspiring Desert Fox,
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aval actions in the European the-
ater of WWII lack the grand sweep
ol those in the Pacilic. Alter WWI,
the Versailles treaty reduced the
German [leet 1o a mere shell, so
there would be no Jutland-like showdown in
the Atlantic. Mediterranean conflict cen-
tered on escorts for transports and supplies
sent from Italy to North Africa; but even
then, Italian vessels were more inclined to
stay in port than in battle formation.

For surface combat in the Western Hemi-
sphere during WWII, there is really only one
place to turn: The GREAT NAVAL BATTLES sc-
rics from SSI. GNBI1 looks a bit dated now
but is still quite good. Although it may occa-
sionally bog down in excessive detail, GNBI
still offers enough solid entertainment to
balance the frustration. The numerous ex-
pansion disks, SUPER SHIPS OF THE ATLANTIC,
AMERICA IN THE ATLANTIC, and SCENARIO
BUILDER, add both historical and hypotheti-
cal ships, several new missions, and better,
sorely needed, campaign Al. GNB2 strictly
covered the Pacific Theater and was a huge
disappointment. The overhauled AT still had
huge strategic deficiencies, and the minutiae
swelled to the point where gameplay basical-
ly capsized and sank. Though the upcoming
GNBS3 is also Pacilic-oriented, it will ofler an
improved interface, scenario editor, and
ship editor. Also, its

SEABI
~ Submariners will have their
fill of undersea action with
Aces or THE Deep and SILENT

SVGA graphics, complete
with pyrotechnic explo-
sions and gun [lashes, are
better than ever.

Otherwise, fleet admi-
rals are reduced to the
text-based naval simula-
tions of Simulations Cana-
da. KRIEGSMARINE;
TACTICAL NAVAL
COMBAT IN THE
Arcantic: 1939-
1945 features a va-
ricty of scenarios
which are largely
played by sending
and receiving radio messages alter establish-
ing rules of engagement and plotting move-
ment on a map. KriEGsMARINE doesn’t have
any bells and whistles, but it is very enlight-
ening as a command simulation.

While surface ship commanders may
find scarce waves on which to set sail, sub
captains will find several silicon opponents
to fill their periscope sights. Deadly
Games' U-BOAT is a simple, light simulator
which is actually more realistic than it at
first appears. Audio feedback drives the
game, as you listen for the propeller nois-
es of enemy ships, the launching of torpe-
does, the reports of your crew, or the
dreaded ex-
plosion ol a
nearby depth
charge. Even
the sparse
graphics ad
to the au-
thentic [eel
ol Rene Vid-
mer's  suc-
cessful game
design.

Novalog-
~ic’s WoLFrack has received a
facelift, and it is now available on
Mac CD. WOLFPACK was somewhat
¥ unique when released (allowing

you to command either subs or es-
corts), but the graphic and game-
play enhancements still leave this
game way behind the current state

oF THE DEep, U-BoAT)

Hunt For The Bismarck, Narvik Coast (all
GReAT NavaL Barmies), U-Boat Actions (Aces

of the art. It's hard to tell
for whom this product is
intended: It can’t chal-
lenge the best games in terms of realism,
and it certainly lacks the sheer fun of
SieeNt Service 11, the Pacific Theater sub-
marine simulation from MicroProse. I'd
hate to think that Mac gamers have o set-
tle for a rehashed 4-year old product just
to get their submarine fix,

The quintessential undersea simulation
is certainly AcEs oF THE DEEp, which so au-
thentically creates the dark and cramped
environs ol a WWII German sub that you
suspect Dynamix of conspiring with claus-
trophobic architects in the design. The Al
of the enemy escorts is incredible, the tor-
pedoes are modeled accurately, and the
campaign mode is as close to the life of a
U-boat captain as anyone could wish. The
CD version has interviews with Otto
Kretschmer and other U-boat comman-
ders, one of the best example of “multi-
media enhancement” we've seen yet.

Upcoming products include the add-on
missions disk [rom Acis or THE DEEP,
which will allow you to sink Allied tonnage
in the Mediterranean and command the
advanced Type XXI U-boat. Also, SSI's
upcoming SILENT HUNTER, with its light-
sourced graphics (modeled [rom detailed
photos of the interior of a U-boat), looks
like it will be a Pacific counterpart to ACES
OF THE DEEp. In addition to the extensive
torpedo and dive models, the game even
includes detailed views of each harbor you
sail into. In any case, naval enthusiasts will
have plenty of WWIT sub sims to fuel their
combative fires [or the upcoming year.
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iven that Operation Barbarossa was

the largest land campaign ever un-

dertaken, both in terms ol men,

materiel and sheer geography, it is

hardly surprising that there are
more games available on this subject than
any other WWII exercise.

The stereotypical image of Oper-
ation Barharossa is that of a lean,
mean, professional German Army
running rampant over a lumber-
ing, bumbling Soviet behemoth.
The best gaming example of this
was Chris Crawford’s EASTERN
Front, where—helieve it or nol—
the AL for the Russian side was re-
stricted to 8K ol memory. During
testing, it was found that the Russ-
ian units were retreating fowad the
German lines. Since this made the
Al a tougher opponent—il hardly
more competent—Crawlord wisely
left it in. Recent Eastlront games
claim to have left the FAsTERN
FroxT days behind; but to chal-
lenge the mostly hardeore gamers
who retrace the treadmarks ol von
Manstein or Zhukov, the Al still has
daway to go.

Qddly enough, one Al that has
held up reasonably well is Gary
Grigshy's venerable KAMPFGRUPPE.
Although respected on the Apple
and IBM, the game reached its
pinnacle on the Amiga, with stereo explo-
sions adding a lot 1o the enjoyment. The
variety ol units—Wespe sell-propelled ar-
tillery, T34/85 tanks, Hetzer tank destroy-
ers, and even [lame-throwers—all helped
to make this the first WWII tactical com-
puter game that could be taken seriously.
II'you can ignore the graphics, its still fun
to go [or Kiev one more time.

Other re-releases from the SSI “Grigshy
Files” are more of a mixed bag. SEcosn
FRONT's division-level scale serves up the
huge expanse ol Russia in manageable form,
but has single units taking out well-en-
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All Violent On
The Eastern Front

trenched, more numerouns delenders. Worse,
the strategic Al has severe problems, which
olien come into play just as the action is heat-
ing up. War N Russia, the follow up, re-
moved some of the more unrealistic aspects
of Seconn Front, but wied 1o do so much

that it lost the ele- BT ET TR T DE R e bl

gance that had
been  Grigshy's .
strength., Hard- SEHECHEE
ware inlormation

l'i”l”i'll;“('.‘i over

command and control considerations, or
even reliability. For instance, the T34/85 is
inferior on both attack and delense to the
Tiger tank, even though the latter had badly
sloped armor and suflered chronic mechani-
cal breakdowns, For a great strategic-level
Grigsby game, vy his magnum opus Pacieic
War instead.

1995

One data-intensive design that works
well as both a simulation and a game is
HPS Simulations’ 'T1GERS ON THE PROWL,
Since its original release, designer Scott
Hamilton has improved the interface suffi-
ciently to make this worth the steep learn-
ing curve, The treatment of
training, morale and other “solt”
factors add a lot to the WWII feel,
particularly in scenarios set late in
the war, where the outnumbered
Welhrmacht must coordinate difficult
delaying actions and counter-
thrusts. The detailed rules include:
lames which spread according to
prevailing winds (giving “firefights”
a whole new meaning); penetration,
angle of impact, and deflection of
shell hits; suppression fire; night
engagements; and the difficulties of
acquiring targets on smoke-lilled
battlefields before the advent of
high-tech sensing devices. For these
reasons and because of its strong
computer opponent, TIGERS is a fi-
nalist for CGW's Premier award [or
Best Wargame of 1994.

Before the advent of TIGERS ON
THE PrOwL, the owner of the ultra-
realistic Eastfront throne was Fire
BriGapE. Panther Games started out

as a boardgame

OIS LFISTEn producer, bul
the rules to their
wargames even-
tally became so
complicated
1te that even hard-

core  gamers

were intimidat-
ed. So, Dave O'Connor adapted his CLI-
MACS movement, combat and command
control system [rom Tvial of Strength 10 the
computer. The IBM views ol Kiev and the
surrounding area look dated, but the Mac
and Amiga graphics are still preuy good
(considering the game came out in 1987).
Operationally, FIRE BRIGADE plays a lot like a

sevastaopol (al
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complex 88G game—not surprisingly, since
S8G’s Keating and Trout gave [reely of their
time and advice. A lot of the information
which gamers take for granted in later de-
signs, such as in V FOR \”. was present in ear-
ly lorm here, with lots of reports and various
intelligence available from the front. The
fighting around Kiev in 1943 is portrayed
through a number of scenarios, playable
from either the German or Russian side.
“The research is very good, and the Al—with
the help of a few tricks—provides a good

enough opponent o capture the essence off

the campaign. What's really amazing is that
a game this old supports modem play. It
predates PANzZER GENERAL by seven years in
having role-playing elements, as you receive
communigqués, medals and sometimes even
dismissals, from Stalin or Hitler. So why was-
n't FIRE BRIGADE a tremenclous hit? It was
simply too far ahead of its time, especially
for the limited IBM of yesteryear. With a
fresher interface, better graphics and a hot-
ter topic than Kiev, this system might still
have some potential.

Of course, the best-known operational
system to date has been Atomic Games’ V
FOR VICTORY, soon to be re-released by
Avalon Hill. VELIKIVE LUkl is a fine exam-

ple of why this series raises ambivalent feel-

ney.

,i‘ STALINGRAD X 3 Gamers
~ may relive the drive to
~w the Volga (clockwise from ==
' above) operationally in
.e< CLast o STeeL, try grand

- tactics in Atomic's 400
meters/hex STALINGRAD, OF
get down-and-dirty at
squad level with Gary
—aﬂ Grigshy's STEEL PANTHERS.

et by

:.v

ings in wargamers. The gorgeous SVGA
graphics form a backdrop for the quintes-
sentially boring Russian r:;lmp;litm Al-
llmuu'h the basic system is sound, | 15
the unit scale is inappropriate =g s
here. The pace ol the game is
sluggish, with one of the most in-
ept computer opponents for any major re-
lease. Unless you absolutely have to own
every Atomic design, pass this one by.

STALINGRAD is another matter entirely, as
it features diee diflerent scales in the same
game: One and three kilometers for opera-
tons, while the tactical view 15 400 meters
per hexagon. Multiple scales in wargames
are often like split-level houses: they look
cool when you put your money down, but,
once sold, the designer doesn't have to wor-
ry about the waste of space...or tripping over
ill-placed stairs (or rules systems) while you
acclimate to your new environment. Where-
as Crusaper kept the unit density low and
thereby gave the Al a fighting chance, Stai-
INGRAD s so huge that the computer oppo-
nent simply can’t mount a coherent defense,
I'm sure that there will be gamers who will
rhapsodize over STALINGRAD, secluced by the
familiar game system, the sexy graphics and
the chance to refight one of the great battles
of history. But while 1 applaud the design
team for trying to be innovative, 1
can't help but feel that this system has
seen better days.

Although many strategic-level
games s‘pum r wlwn ;mmuplin(r Lo

is a nuldI}IL L.\LLplmn. The I.n—
est version improves the
Russian defense so well

that Bar-
barossa

longer a
cakewalk
for the
Germans.
7 The Drive
Con

.S no

Stalin-
. grad offers a
. very broad,

STEEL PANTHERS

. ;_,.‘--»*“"" If you've ever played a tactical
u-.-*f“”"

wargame, chances are, you're fa-

miliar with Panzerblitz and the
host of imitators it spawned. Aval-
on Hill never got around to publishing
a computer version, but SSI did a good
job of capturing that same spirit with
PANZER STRIKE, which included an edi-
tor to create your own small-unit WWII
engagements. Over seven years later,
STEEL PANTHERS brings Gary Grigsby’s
design up to current standards, while
maintaining the fun of the original, In
fact, the game feels a lot like a squad-
level PANZER GENERAL, with leaders
gaining promotions and experience as
they move through a campaign. Line-
of-sight is handled cleanly, and there
are a wide variety of unit types, includ-
ing engineers, Panzerfaust squads, and
of course, tons of tanks. The scenarios
range from France ‘40 and Berlin 45 to
Stalingrad and even the Pacific, but the
feel is Eastfront through and through—
which means a lot of potential enjoy-
ment for Panzer freaks everywhere.

LA

but pretty accurate, view of the danger
Paulus’ 6th Army was in when it allowed it-
sell 1o be tied down in building-to-build-
ing fights against a very determined
Russian opponent—an excellent two-play-
er contest.

The most accessible game for any
gamer interested in the Lastern I'ront is
Panzer GENERAL, Surprisingly, the simple
learning curve doesn’t compromise the
Al which is more competent than in many
games ol much greater complexity. The
intent is obviously to emphasize playability
over realism, and it doesn't always work
perfectly. Kursk is a wild armored melee,
closer to the German ideal of the battle,
instead of the minefield-rich horror that
the Wehrmachi had little chance of win-
ning. But at its best, PANZER GENERAL ol-
fers a widely eclectic array ol battles for
the Lastfront connoisseur. Sevastopol intro-
duces the Black Sea [leel, Caucasus is a
classic sluglest, and Budapest shows both
German defensive brilliance and the
monolithic sweep of the Russian offensive.
Mascow has a bit of everything: aerial
struggles, desperate tank duels, fortifica-
tions galore, and the infamous Russian
rocket artillery, all of which combine to
make this a fine stand-alone battle, or the
fitting climax to any Russian campaign.



Shhh .. .It's a secret . . . We cannot disclose

the hidden word, it's up to you to solve it. In
addition to the myriad of word puzzles, Zig Zag
offers another exciting twist to the game, a word
game adventure. The solution is near, each puzzle
brings you closer to completing the grand
adventure.

Right letter and location, you got a Zig . . . Right
letter . . . you got a Zag. A few leftersto go . . .
Can you deduce the word before the puzzle ends?
Prepare your deductive powers as you embark on
the ultimate word puzzle adventure game!

“A word game that you can't put down” . . .
“Nan-stop entertainment for the whole family" . . .
“‘A unique word game with adventures as well’”’ . . .

@ |ntuitive Interface

® Enormous built in Dictionary

e Player History

@ On-line Hints

® 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 favarite
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.



v mid-1944, the Axis had been

driven out of North Africa, the

Russians were reclaiming hun-

dreds of miles of lost territory,

and the Italians were well on their
way to being out ol the war. Yet Germany
still conwrolled France, The Low Coun-
tries, the Balkans, Denmark and Norway.
Having learned from their capture of Sici-
ly, the Allies planned an even bigger oper-
ation to break the back of the Third
Reich: D-Day, the most ambitious am-
phibious assault in history.

Every strategic-level WWII game must
have a D-Day of sorts, but to get the feel
of the Normandy invasions, an opera-
tional approach is best. Impressions
takes this almost to extremes with D-Day:
Tur BEGINNING OF THE END. The system
is pretty much BLUE & THE GRAY meets
Lisenhower, with all the micro-managing
that entails. Now, there is a certain viscer-
al thrill to pushing tank units forward to
meet the enemy, but moving them all in-
dividually—especially after large num-
bers are ashore—quickly becomes
tedious. If you have the patience, D-Day
has a much hetter Al than other
Grabowski designs, and the shorter sce-
narios are [un in two-player mode (hot-
seat only, no mocem).

A more traditional approach comes
from Atomic Games, where GoLp-JuNO-
Sworp and Uran BeacH look amazingly
like hoard wargames—only better. GJS
was the last of the V ror VICTORY series,
but was released too soon by 360 Pacific
to be the jewel it could have been. The
computer opponent is poor, and even
with two human generals, the German
forces are so outclassed that the game sim-
ply isn't enjoyable, despite the obvious
technical achievements of the design.

With Uran BeacH, however, the con-
cept was still Iresh, and the designers’ en-
thusiasm for their subject translated into a
wonderful game. The Al while not grear,
put up a decent fight, and it was actually

possible to drive
the Allies off the
beaches with a lit-
tle luck, or for the
Allies to break out
ol the beachhead
early and race to-
ward Paris. Both
sides have several
opportunities to
attack and de-
fend, making [or
an excellent two-

Major Battles/Campaigns: D-Day Landings
(Uran Beach); Breakout & Pursuit (BATTLES I
Normanoy); Operation Market-Garden (MARKer-
Garoen); Battle of the Bulpe (BATTLEFRONT, PANZER
GENERAL); Fall of Berlin (PANZER GENERAL, TAHKS!)

player contest. The packaging is excellent,
particularly the documentation, which is
thorough and remarkably candid about
the strengths and weaknesses of the game
system. If you've ever wondered where Op-
ERATION CRUSADER and STALINGRAD had
their origins, Uran Beact is a worthwhile,
enjoyable romp through gaming history.
I you are among those who can never
get their fill of tanks, give Deadly
Games' M-4 simulation a try. The first-
person graphics are weak, but the audio
includes enough authentic-sounding ra-
dio chatter to give you more than enough
images of approaching enemy armor.
The scenarios are OK, but the campaign
gives a fun mini-tour through 1944
France and Belgium, including small ac-
tions unavailable in any other game. The
copious feedback includes medals, pro-
motions and replacements, enough to
keep any gunner’s 75mm warm, happy
and ready for instant Windows action,
Although the V ror V series does cover
the post-D-Day fighting, to really get the
essence of fighting in the boeage, you're
better ofl with 88G's ancient BATTLES IN
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NorMmanpy. The same caveats apply here
as in the parent BATTLEFRONT system, but
there are several battles here not found in
any other notable game, in particular the
savage fighting on Omaha beach.

If the SSG system doesn’t simulate con-
fusion on the battlefield well enough to
suit your tastes, try MARKET GARDEN, an-
other good game in the V FOR VICTORY se-
ries. Regardless of whether you play from
the British or German viewpoint, chaos
reigns throughout, with pockets of desper-
ate lirefights scattered about the battle-
field. That the game is actually interesting
and fun to play despite all this is a tribute
to the design, which includes several en-
hancements over UTan BEacH, Because of
the nature of the battle and the complexi-
ties involved in simulating it, this is not a
game for novices, but it remains the best
way to appreciate this controversial cam-
paign. Although MARKET GARDEN was
somewhat buggy when released, this
should be taken care of in the upcoming
re-release by Avalon Hill. Those who are
on-line could try a different approach to
OPERATION MARKET GARDEN, the Multi-
Player Games Network conversion of
GDW’s boardgame. The double-blind as-
pects, tedious in the boardgame, are su-
perbly suited to the on-line formar versus
another human general,
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Regardless ol the outcome ol Opera-
tion Market-Garden, the Allied push to
the Rhine was inevitable. Part of the
breakout from the beachheads is cov-
ered in the scenarios found in Gary
Grigshy's WESTERN FroNT (8SI), but the
same reservations apply as in SECOND
FrONT. There are no comprehensive
studies of, say, Patton and the Third
Army as yet, but the sequel to PANZER
GENERAL may take care of this wargam-
ing dilemma (sce page 62). Until then,
we must be content with scenarios ol the
Battle of the Bulge, one of the most-sim-
ulated subjects in all of wargaming.
(Noted boardgame designer Danny
Parker has forged a career from virtual-
ly nothing but Bulge games.) Whether
the Germans, in retrospect, could have
won seems largely irrelevant. Even
though the British, Canadians and other
Allied forces were involved, the Bulge is
remembered largely as an American bat-
tle. This viewpoint is reflected by most
games on the subject, which center on
the fighting around Bastogne.

Once again we [ind that older is often

better, as BATTLEFRONT does a good job of

showing the stubborn US resistance to the

SN Dl VU] Dulles Py Pl

vy py

=3’ Cherbourg

" Normandy, moves to
scenic wartime Paris, and "
ends with stormy Holland :
in September, courtesy of ... _||
Ura Beach, Gowo-Juno- g

German advance at Bastogne. This
scenario does artificially restrict the ac-
tion, but is one of those rare duels-to-the
death actually worth the trouble. The vic-
tory conditions are simple but reasonable:
Hold the town ol Bastogne, and destroy as
much enemy armor as possible. For quick
and dirty action, this has been little sur-
passed in the past seven years. The up-
coming THE LAsT BLITZKRIEG promises to
he the BATTLEFRONT of the '90s, but in the
meantime, Bastogne will serve as a good
appetizer.

Chris Crawlord’s PATTON STRIKES BACK
(Broderbund) was a noble experiment, at-
Lempting to provide an entertaining game
with a teaching tool on the Battle of the
Bulge. Problem is, the “coffee-table book
on a computer” approach used here does-
n't give enough insight into the Bulge—if
you want a good WWII educational CD,
try NorMANDY: THE GrEAT CRUSADE by
The Discovery Channel instead. The elu-
sive “rest of us” that Crawford was report-
edly trying to reach ended up confused by
the clunky combat and movement sys-
tems, with novices and grognards alike
quickly coming to the conclusion that as a
game, PATTON strikes out,

Although it doesn’t contain the overt
multimedia elements of Parron, the
Bulge ol PANZER GENERAL is both eerie
and strangely compelling, especially
when played as part of a campaign. Be-
cause of the ambitious timetable im-
posed by the German General Staff,
it's easy to [eel the sense of des-
peration which gripped the

Flarning  Mivie

e 2 =
secretly assembled forces launched at the
Allied lines in the last German offensive,
Like a punch-drunk prizefighter past its
prime, the Wehrmacht tries to land one last
haymaker. But the US Army had matured
into one ol the great fighting forces of the
modern era, and generally proves more
than a match for its opponent. The best
winning strategy is not readily obvious,
making this a battle worth visiting again
and again.

The Fall of Berlin, as seen in PANZER
(GENERAL, is more backs-to-the-wall ac-
tion; but this time, the inevitability of the
Allied victory makes for a sobering sce-
nario. It should be played as such from
both the German, and, if you can con-
vince someone to let you pound on them,
from the Allied perspective in a two-play-
er game. If you must play solitaire, Panz-
ER GENERAL has an incredible number of
exotic weapons, such as the Me-262,
which can sustain interest even while
your forces are being justly pummeled by
the victorious Allies.

The Tanks! version of a crumbling
Berlin offers a viable alternative. The
fighting around the city seems o have a
grittier feel, which is actually helped by
the lack of graphic sheen when compared
to PANZER GENERAL. Moving Sherman
tanks through the streets of Berlin, having
Jjust vanquished the last of the German re-
sistance, is an important close to any
wargamer’s tour of Furope.
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... while the IBM version

s . u uses familiar military
.1 *= symbols. Both games

ighting through the rubble of Stal-

ingrad or silently descending,

chutes unfurled, to drop down on

Crete, is a wonderful challenge.

Completing a campaign in PANZER
GENERAL is undeniably satisfying. Yet as any
wargamer knows, there is an irresistible al-
lure to fighting “The Whole War.” Several
games have tried to harness that siven call,
but their success has been as varied as that
of the WWII participants themselves.

For a good introduction to WWII, you
could do a lot worse than THE BiG THREE.
Big Time Software’s brainchild has been
revamped by Alliance, and now has an Al
to go along with the improved gmpluu
The Windows format offers more than just
bug-free gameplay, as the simple but ef-
fective interface also keeps the learning
curve to a bare minimum. The style of

play is a combination of Axis & Allies, Third
Reich and just enough World in Flames 1o
add spice, as gamers deal with diplomacy,
strategic combat, supply and the problems

Eallla.m-.
ZATrTOY A

 CARDBOARD CUTOUTS
% Units in The BiGTuRee
.~ . (above) sport icons,

= ¢+ of Thiro Rerch (right) &

.7 will seem like family to '
., any hoard wargamer

Tue Bic THREE will have just

ol mobilization, The scenar-
ios aren’t quite up to CLAsH
orF STEEL standards, but
there is always a place for a
good beginner's game, and

about anyone campaigning
across Europe in record
time. Let's hope that this
modest success inspires
Steven Jones to be more am-
hitious with his next design.

Of course, oo much ambi-
tion can get you in trouble,
which is exactly what hap-

pened to SSI's STORM ACROSS LuropE. For

instance, each of the warring countries are
ated for “Stalin Sanity” or some other la-
bel, which measures their insulation from
politics. The German political advantage is
ridiculous—simply because they are the
bad guys, I suppose—as they can invade
nominal allies like Spain or Sweden with

impunity. There's nothing wrong with-

“what-il" options, especially in a strategic-
level game, but STorM Across EUROPE of-
ten doesn’t make you pay for the
consequences of your actions. A weird mix
of abstractions (tactical air points) and
unneeded complexity (lots of naval

rules, with little resulting action)

w]}_

== WWIL and a worse game.
=T 360 Pacific increased the
— simulation ante with Hicn
ComumanD, by taking the
, old Colorado Computer
Creations product and
' fleshing it out
with SVGA
graphics and a
toolbhar inter-
face. Such
niceties could
not, however,
lessen the im-

the most need-
lessly complex

makes for a poor simulation of

pact of one of

games ever released for the computer. The
sequence of play makes that of PaciFic War
look accessible by comparison. The eco-
nomic sub-system is a game unto itself, and
the diplomatic Al seems to rely more on
obfuscation than devious back-stabbing.
Waorst of all, after struggling through the
overbearing (loulmcnldlmn you hnd that
the heart 0[ the game, the combat system,
simply doesn't work well enough to justify
the level of detail. While two players can
struggle along, it's doubtful anyone will
have the patience to light through an entire
war, and the Al is sadly inept.

Another complex game with Al woes is
hoping to finally emerge, wraith-like, from
the mists which have shroucded its troubled
transition to IBM shores. It's easy to pick
on THirD Reici, because the Al for the
Atari ST and Amiga versions was even
worse than that of HicH CoMManp. The
pleasant surprise is that the IBM version
may actually do justice to this boardgame
classic [rom Avalon Hill. As it currently
stands, the computer has separate Al for
strategic plans, tactically relevant objectives,
and the destruction of enemy troops. Un-
like former conversions, the IBM game will
include virtually all of the board game's
rules, in the hopes that some of their mind-
numbing complications will be tempered
by the computer format. Even so, this is not
going to be an easy game to learn. You just
won't have to worry about losing a game
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because your opponent points out how you
violated Rule 37.5.3B, just as you were
about to capture Berlin. The old graphics
(mostly white) are included for grognards,
with a new colored map for novices (as
though an inexperienced player would
even aftempt this game). If noted ASL guru
Bob McNamara can pull this off, he
should receive the
Royal Clus-
ter of Aval-
on; he'll
already have ¥
the gratitude
ol every
diehard

WWII gamer,

With all due §
respect Lo the
other games
listed above,
there is no
doubt that if you want to fight the entire
war, from the stor my Atlantice, to the
scorching North Alfrican deser t, to the
frozen steppes of Russia, CLASH OF STEEL
is still the best overall. Some games are
more realistic, and others have more daz-
zling graphics, but few games in any genre
deliver more of what they promise. In a
fairly simple package, CrasH OF STEEL
shows why Malta is so important to the
outcome ol the North Alvican campaign.
The Italians are hard to use properly in
the Mediterranean, as they should be. The
naval and strategic hombing rules are ab-
stract, but integrate scamlessly with the
rest of the design. Similarly, the Russian
winter rules may be criticized as inelegant,
yet it's difTicult to argue with how well they
work. The entire game is designed for ef-
fect, which can result in some inaccuracies,
but these are far from the egregious ex-
cesses of other strategic WWIIL games. At
least with CLasH oF STEEL, it's obvious how
and why events unfold; the feedback is
good for both veteran and novice alike,
and brings them back for more. If it
weren't for ClasH oF STEEL, it's doubtful
that there would be a PANZER GENERAL; o1
at least PANZER GENERAL wouldn’t be as
good as it is.

To all those gamers who struggle on
IBM, Mac and Windows beaches, light in
polygon-generated planes, shoot from sili-
con tanks, and cajole tired and often-pixe-
lated infantry to capture each objective in
their path, we can only hope that your next
gaming tour of duty will be as exhilarating
as ours was. See you at the 75th Anniver-
sary of the Allied Victory in Europe... €

i

ALLIED GENERAL

“ SSI's designers may not be wargaming deities, but they have
risen to at least patron saints after the release of PANZER GENERAL. The forthcoming

sequel, ALLIED GENERAL, mates the core of the best-received wargame in nearly a

decade with a unique multiple perspective. You may fight as either a
Russian, British or American general, where you will have to develop
flexible tactics to maximize the effectiveness of the variety of different
troops and equipment for each army. This approach goes beyond
even PANZER GENERAL in giving an overall view of WWII in Europe,

ning the Germans out of North Aftica, for instance, you could either
retire as a war hero, or like Montgomery, go after more glory at D-
Day. While there will be little change in the main game engine,
more feedback will be provided through individual unit histories,
complete with battle performance ratings for each formation. Bet-
ter multimedia enhancements promises new life for those pint-
sized archival WWII [ilms, and Allied invasion plans call for
- voice-overs rivaling those of their German counterpart. Over 30
new scenarios and several campaigns are planned for inclusion, with the
game's release scheduled in time for Christmas ‘95, so save those Liberty dimes!

A Wargaming Tour Of WWII In Europe

Game Year  Theatre/Period Graphics Realism Solo 2-Player Replay Overall
Value
Aces oF THE Deep 1994  War At Sea A- A A N/A A A
BarTLes For NorTH AFrica 1987 North Africa D B- B- B- B- B-
BATTLEFRONT 1986 Blitz, East, D-Day D B B- B B B-
BATTLES IN NORMANDY 1987 D-Day D+ B+ B B B+ B
BATTLE OF BRiTAIN 2 1994  Blitz C- B C+  N/A C- C-
CLASH OF STEEL 1993 The Big Picture B- B B+ A- A A-
D-DAY: BeciNnING OF Enn 1994 D-Day B C+ C B C+ C+
Decision v THE Desert - 1985 North Africa C- B+ B+ A- B+ B+
FIRE BRIGADE 1987 East B- A- B B+ B
GoLb-JuNo-SWORD 1993 D-Day A- B C- c C- c
GREAT NAVAL BATTLES 1992  War At Sea B+ B- B- B B- B-
GNB Scenario Disks 1993 War Al Sea B+ B B B+ B B
GREAT NavaL BarTies Il 1994 War At Sea A- C- C- B- C- C-
HigH CoMMAND 1993  The Big Picture A C+ D+  C# c C-
K AMPFGRUPPE 1985 East D B+ B B+ B B
KnicHts oF THE Desert - 1985 North Africa D- D+ D D D- D
KRIEGSMARINE 1989  War At Sea NIA B+ B B+ B+ B+
M-4 1993 D-Day c C+ B-  NA B B-
MARKET-GARDEN 1992 D-Day B+ B+ B B+ B+ B+
MARKET GARDEN OnLINE 1994 D-Day B B+ N/A  A- B+ B+
OreraTION CRUSADER 1994  North Africa A- A- B+ A A- A-
PANZER GENERAL 1994  All A B A+ A A+ A+
Panzer STRIKE 1987  East D+ B- B- B+ B B
PatToN STRIKES BACK 1990 D-Day B- C+ C c D C-
RommeL AT EL ALAMEIN 1986  North Africa N/A B B- B B- B-
ROMMEL AT GAZALA 1987  North Africa N/A B B- B+ B B
RommEL AT ToBRUK 1985  North Africa F D+ F D- F F
SECOND FRONT 1992 East B- C+ B- B B+ B
STALINGRAD 1995 East A B- C+ B+ B B-
StormM Across EURoPE 1989  The Big Picture C- C- Gy C c (o5
Tanks! 1994  Blitz, D-Day, East  A- B B B+ B B
THE Bic THREE 1995 The Big Picture B+ B- B- B B- B-
THeir FiNesT Houn 1989 Blitz B A- A- N/A A- A-
TIGERS ON THE PROWL 1994  East C- A B+ A- A A-
U-goA1 1993 War At Sea B- B+ B+ N/A B+ B+
UtaH BEACH 1992 D-Day B+ A- B+ A- B+ A-
VELIKYE LUK 1992 East B+ B- C- C- D C-
War In Russia 1993 East B C+ B- B- c C+
WESTERN FRONT 1992 D-Day B- B B B+ B B
WaLrpack 1990 War At Sea B- D+ D N/A D D
WW2 Air Force CMDR. 1993  Blitz B- D+ C- C- D C-
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Photo by Sue Zurawik

Tired of playing games on a dinky little 14” monitor? Thinking
about spending several hundred dollars to take the big jump to a

17" display? Don’t break out the

plastic yet! Odds are that you

already have a videordisplay that’s 25, 27, 32 inches or even
larger located right in your living room. That’s right, your TV.

hy John Brassil with Mike Owen

V or NOT TV? THAT IS THE
QUESTION, ONE WHICH WE WILL
ATTEMPT TO ANSWER IN OUR RE-
view of some hardware that
transforms the VGA (Video
Graphics Array) output [rom
your PC to the National Televi-
sion Standards Committee (NTSC) for-
mat used by televisions in North America.
These hardware devices, generally known
as “NTSC converters,” are either external
devices that sit outside your computer like
an external modem, or “bus cards” that
you insert into your bus slots exactly as
you would a sound or video card. With a
simple installation, you could be getting
the Big Picture.
But would you want to? As you'll see in

our reviews, NTSC converters work fairly
well for gaming, delivering a decent pic-
ture on a quality TV set. But there are oth-
er issues than visual quality to consider. A
big one is logistics. To play games on your
TV will require that you bring your TV to
the computer or your computer to the TV,
Il"you've got a spare TV in the house that

you can tote into your den, you're set. If

you've got an enormous TV in the living
room that can't be moved, then you've got
to truck your computer and all its periph-
erals, which can be a hassle. Laptop com-
puters work best in this case.

Another issue is the type of games you
want to play. Graphically intense games
like DooM or NASCAR RaCING work very
well on the TV, but text-intensive adven-
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ture games might not. With a quality TV
set, reading text on-screen is fine, but with
a lower quality screen, text can get washed
out and grainy, and can strain the eyes.

EBEEHIND THE SCREENS

How does the N'TSC conversion technolo-
gy work? One of the reasons the PC 1o
NTSC process works at all is that PC moni-
tors and TV sets have the same 4:3 aspect
ratio ol width to height, as opposed to a
movie theater screen, which is 16:9. The
difference between the film format and the
TV format is the reason for the black bars
scen on Cletterboxed” movies and the
slightly distorted pictures of movies re-
leased on tape. In the PC 1o IV conver-
sion, there is very little picture distortion
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due to this similarity in aspect ratios,

A TV using the NTSC system has 525
lines ol resolution and displays 60 [rames
per second, with two frames per field. This
means the TV display is interlaced, drawing
every other line on the screen 60 times a
second. As anyone who has ever used an in-
terlaced monitor knows, this causes the
screen to flicker, which is line for the con-
stantly moving images that TV normally
delivers, but can be very apparent on a stat-
ic screen display from a computer. It is also
waorthwhile to note that 525 lines of TV res-

olution translates to about 465 pixels of

sareen height and 620 of width, so adjust-
ments must be made to the N'TSC signal in
order to fit all of the PC's 640x480 screen.
Most of these N'TSC converters support
true color VGA (16.7 million colors); there
are a few that only support 256-colors, but
that really isn’t much of a drawback for
gamers, since there are very lew products
currently on the market that use more col-
ors than that anyway.

[nput to a TV set is mainly designed to
be through RCA composite or S-Video
(also known as Super VHS or S-VHS) jacks.
The RCA jacks are single-pin connectors
like those found in stereo systems, and
combine chrominance (color) and lumi-
nance (brightness) information in the same
signal. A four-pin approach allows the S-
video signal to separate the chrominance
and luminance components, resulting in
improved picture quality. If your TV is an
older model that doesn’t have input jacks,
you will need o use a Radio Frequency
(RF) converter to change the signal so it
can be led through the antenna leads, but
be aware that this will result in further
degradation of picture quality.

For our tests we used a 26" Mitsubishi
(S-2610R model television with RCA
composite and S-VHS inputs. Our test
computer was an IBM PC clone with a Di-
amond StearTi 24 VLB video card with
IMB of video memory. The Steavin 24
uses the 53 86C805 chipset, which worked
with all the units except one. Just for grins
we also hooked up a Toshiba 1600C lap-
top through its external VGA connector,
and it produced essentially the same re-
sults as our desktop system.

ADVANCED DIGITAL SYSTEMS

GAME ZAPPER

The first product we reviewed was the
Game Zarper [rom Advanced Digital Sys-
tems, which sells for about 78 through

direct mail. Besides being the smallest
(palm-sized) unit we looked at, it's also
the least expensive, selling for about $70
less than the next cheapest unit. There's
also a Zarper bundle available which in-
cludes three games (PRINCE OF PERSIA,

TER
ASL-

l.‘a

Jeracrrer 11 and SPECTRE CHALLENGER)

for about the same price,

Installation ol this external unit was a
breeze, as it was lor all the external units
we tested. There were pictures of all the in-
cluded components to accompany the text
in the manual, including diagrams of all
the required connections. The cable [rom
the VGA connector that would normally go
to the monitor is replaced by a Y-cable tha
has connections for both the converter and
a I'C monitor. The converter has output
connections for composite and S-video TV
input. All the units we tested supported
both of these output types.

The first setup we tried was the RCA
(Composite Video Signal) connection,
which provided virtually unreadable tex
in DOS. Unfortunately, with the Diamond
Stealth card, this muddled text mode was
all we could get out of the Gase ZArrER.

Installing the soltware was quick (about
90 seconds) and easy. Included was a
README file which explained the video
problems we were having. The Gami Zap-
PER is incompatible with Diamond
Sreavri Carn, Orchid Farngenien, and
cards using Tseng ET4000¢ and
ET4000w chipsets. Three soliware drivers
were provided, none ol which corrected
the incompatibility problem. The memo-
ry resident (TSR) programs used hot-key
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combinations to control 'I'V or monitor
output, leli/right and up/down picture ad-

justment, and horizontal overscanning,

which is used o make the displayed im-
age take up the entive screen instead of
leaving borders on the lelt and right
edges ol the picture. However,
several of the games we tried
took control of the keyboard ,
rendering the hot-keys inopera-
tive. This problem was common
to all the units we tested, so we
Tfound it to be a good idea to ad-
just the screen positioning be-
fore using a game.

We were able to get Apogee’s
Moxster Basi (an EGA game)
working, but it only (|I.‘1p{‘l}ct|
on the left hall of the screen. As
it turned out, the only convert-
er which used the full sereen
for EGA games was the TV
Cober (below).

We were finally able o view
graphics by connecting a Toshi-
ba laptop to the GAME ZAPPER.
When connected to the Toshiba
laptop through its external VGA
connector, text mode was not
enabled, but Mastir or OrioxN looked
great! Finally, some output [rom a game!
It only worked with the laptop’s display
turned off, however.

For more information, contact ADS at (800))
888-5244.

ADVANCED DIGITAL SYSTEMS

TV ELITE

Our next product was another ADS prod-
uct, the TV Enree, which has a street price
ol about $139 for the internal version and
$219 for the external. Hardware setup
was last and easy, and the documentation
was very similar to that provided with the
Game Zareer. The converter unit is larg-
er—about the size of a portable CD play-
er—and includes outputs for both the
monitor and directly from the
adapter. A small plastic ool is provided
lor adjusting the ontput brightness of the
unit. Darker pictures on the TV make the
scan lines less noticeable, improving ap-
pearance on the TV screen. The TV dis-
play was noticeably lighter on all the
converters we Lested using the factory de-
Fault brightness settings, so having this
kind ol feature available is a delinite plus,
althongh the TV's brighiess control can
serve the same purpose,
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Again, we tried the RCA connection
first. Software installation for this procuct
requires Windows (it is possible to just
copy the DOS driver from the install disk
il you don't need or want the Windows
version) and offers hardware summary in-
formation in addition 1o the install pro-
gram. The FLICFREE DOS driver
mentioned in the manual has been re-
placed by the file ELITEVDO, as de-
scribed in the README file. A
Wincdows-hased driver called VGA2TV is
also provided. Note that while the GaMmE
Zarper required a TSR program to work
properly, it's not necessary to load one for
the TV ELre. However, screen adjust-
ments and flicker reduction aren’t possi-
ble without it

The games we tried looked pretty goorl
on the TV, There was a bit less color satu-
ration than others, but the difference in
size mare than made up for it. Doow, for
instance, was a much more “in your face”
experience. RAFTOR, the shareware shoot-
er from Apogee, also looked very nice on
the big screen. One thing that might be
helpful is to lind an extension for the key-
hoard to allow a litle separation from the
TV, This would have the dual benefit of
making the scan lines less noticeable and
reducing radiation exposure from the
cathode ray tube. When we tried the As-
teroids game [rom Microsoft’s ARCADE
FOr WINDOWS, we gol some noticeable
shadowing, but switching to S-video input
fixed that problem.

For more information, contact ADS at (800)
S88-3244.

AITECH
MULTIPRO CTV

Our next stop on the converter trail was
a look at the AITech MurLriPro CTV,
with a street tag of about $239, next-to-

highest of the group. This one initally
appeared 1o he the eream of the crop,
with the same approximate physical di-
mensions as the TV Elite and TGP, and
also features vertical adjustment and un-
der/overscan controls built into the unit.
A “freeze” button also keeps the current
image on the TV while the monitor dis-
pln}'_ changes, a feature handy for the
business presentation market at which
the CTV is aimed. An RF converter is
also built into the unit, making this the
only converter to directly support RF

conversion. Also included in the pack-
age are cables and adapters for Macin-
tosh computers and a cable TV input
switcher.

Although not absolutely required, Win-
dows and DOS drivers that allow horizon-
tal and vertical display adjustment are
included. However, these are the only
functions performed through the software
drivers, so options like TV ontput tog-
gling and flicker reduction are not avail-
able. The instructions in the manual are a
bit thin in spots, but do an adequate jobh
ol addressing installation and trou-
bleshooting.
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Unfortunately, the hardware-intensive
approach of the CTV has some significant
drawhacks. The overscan mode filled up
the screen all right, but at a noticeable
loss in picture quality, and underscanning
cuts off a significant portion of the display
area. The vertical adjustment button
doesn’t allow serolling up or down, just a
40-line jump in cither direction. The pic-
ture quality just wasn't as good as some of
the other units we tested.

For more information, contact Al'Tech at
(800) 882-8184.

AlTECH
GAMEPLAYER TV

We also looked at another AlTech prod-
uct, the GasmePLavER TV, one ol two inter-
nal units in the review. 'The street price
for this unit is about $189. Besides the
NTSC conversion, the card also has a
Yamaha OPL2 chip, enabling it to act as a
12-bit monophonic sound card providing
Sound Blaster 2.0 and AdLib emulation.
In fact, most of the manual is devoted to
describing the installation and use of the
Windows Sound System utili-
ties which come with the Gami-
Pravir TV, The video software
provided was none other than
the DOS and Windows versions
ol our old [riend FLICFREE.
Seeing this, we checked the
FCC ID for the card, and sure
enough, “JRS-FON-1025" is
about as close as you can get to
the 1D of the TV Furre and TV
GAMER PLUS.

The testing we did on the
video [eatures of the card pro-
duced essentially identical re-
sults to the TV Evrre and the
TV Gaser Pros, which is what
we had expected. Although it
was a bit out of scope, we disabled the
sound card alreacy in the PC and hooked
the GAMEPLAYER TV's audio output direct-
ly into the television's sound system. We
had no problems using the default set-
tings, and the sound quality was actually
not oo bad from the TV's built-in speak-
ers. We didn’t load or use the Windows
sound driver and Audio Accessories, since
programs like the Audio Recorder and
Talking Calculator are a bit off-1opic for
this review. But they're there lor those
who are interested.

For move information, contact Al'Tech at
(800) 8§8§2-8154.



Exp[orc T['le Sccrcts O An

ncient Civilization Lost [n Time.

Discis Entertainment presents
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CREATIVE LaBs
TV CODER

The other internal unit we looked ar was
the TV Cober from Creative Labs. It sells
for about $139. The TV Cober is the only
converter we tested that supports both
NTSC and PAL (the European TV for-
mat). In fact, the software provided allows
for selection of three types of NTSC and
three types of PAL, al-
though there's no de-
scription  in  the
manual of what the
different types are. In
general, though, the
manual was the best of
the bunch, with a well-
organized, profession-
al layout.

The picture quality
from the TV Coner
was as good or better
than any of the units
we tested. What really
set the TV Cober
apart [rom the other
converters, however,
was the installation
and utility soltware
that came with it. Besides a slight glitch
deciding which floppy drive to.use, the in-
stallation program ran smoothly, automat-
ically updating the boot files and inserting
an automatic installation script in the
WINLINTI file for the Windows utilities.

We were quite surprised to initially see
the TV display in black and white, and al-
though we linally did get color output, it
took a bit of experimenting with the “Col-
or-Run Frequency” slider and the “Signal
Type” buttons (NTSC-M is what eventual-
ly gave us color). Playing with the “Hori-
zontal Alignment” slider got us into big
trouble, though, since it garbled and then
blanked the Windows display, a problem
which we were only able to correct by
deleting and reinstalling the TV Cober
software, There are also check boxes for
color output and toggling the TV display
on and off.

The other neat Windows utility was the
Color Lookup Table (CLUT), which al-
lows mapping ol input RGB values to out-
put. This process is hard to describe, but
it uses an X(input)-Y(output) graph to
create a color line for the Red, Green and
Blue components ol the signal. Besides
the default CLUT provided, there’s also a
Reverse, which looks essentially like a

photo negative of the original image, and
Gamma corrections which adjust the ap-
parent brightness, as well as the ability 1o
create user-defined conligurations. These
changes are made to the VGA output
stream, so the results can be seen on both
the TV and the computer monitor, il one
is connected.

All these adjustments can also be made
in DOS, either [rom the command line
with the TVSET utility, or the TSR pop-

up TVADJUST, although it's hard to con-
ceive of using the CLUT functions
without the Windows interface.

For more information, conlact Crealive
Labs, Inc. at (800) 998-1000.

ADDA TECHNOLOGIES

AVERKEY 3
Finally, we looked at another hardware-only

solution, the AVERKEY 3 [rom ADDA Tech-
nologies, which goes lor $269 through di-

rect mail, making it the most expensive of

the products we tested. This unit also comes
with some Windows-hased presentation soft-
ware, but it isn't required for the unit to
function properly, The neat thing about the
AVERKEY 3 was that all the controls are built
into an infrared remote, so it's possible to
adjust the picture from across the room. In
fact, you have to use the remote, since there
are no controls on the unit itself. There are
buttons lor power on/oll, panning, width
control, screen position, brightmess, over-
scan, freeze [rame, three sharpness levels,
saving the current settings or resetting to
factory defaults, and a unique “zoom” fea-
re that magnifies a portion of the screen
to twice its normal size.
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Like the MurriPro CTV, this unit
worked fine with all the games we tried,
but like the other hardware-only solution,
the picture quality just wasn't as crisp as
some of the other units. The other benelit
ol the AVERKEY 3 is that it will support
800x600 on NTSC units, although the
NTSC display conversion results in a large
chunk of the screen not being displayed.

For more information, contact ADDA Tech-
nologies at (510) 770-9899.

SCREEN WRAP

Fach of the units we looked at has its
own strengths and weaknesses. The
GaME ZappER has a low price, but doesn't
support several popular video cards, The
TV-EvLrre and TV GaMer Prus both do
an adequate job, but don’t have much in
the way ol extra [eatures. The plus and
minus on the MurTiPro C1V 1s a hard-
ware-intensive solution that also features
Macintosh support, but with little flexi-
bility and so-so picture quality. The
GAMEPLAYER TV is a one-stop solution to
audio and video upgrade lor a basic PC,
but the mono FM synthesis sound-card
feature might not be that big of a deal in
a world that’s increasingly stereo- and
wavetable-oriented. The TV Cober has
some nice software utilities and PAL sup-
port, but lacks the convenience of the ex-
ternal units we tested. The AVERKEY 3
doesn’t use any of your precious memo-
ry, has a ncat infrared remote, but falls
short in picture clarity and has the high-
est price tag as well, although there is a
S$149 model available that doesn’t in-
clude the remote.

Which unit you choose depends on
your particular needs and preferences.
The TV ELrre and TV Cober both seem
to cover the essentials quite well, and at
about $140, provide a big-screen thrill
vou just can’t get [rom a 'C monitor.
For those fortunate souls out there with
a high-end TV, heing able to use the
Picture in Picture (PIP) feature to swap
between output from the computer and
the TV tuner means you can squeeze in
a few rounds of X-Com during commer-
cials. It will also save some bucks on an
external monitor [or a laptop il you can
pry the rest of the family away [rom the
Simpsons.

TV or not TVz Well, it depends on the
quality of your TV and just how large you
can handle DoomM demons, As lor me, to
paraphrase a popular tune (Fade in
Sting’s voice) “I want my...I want my...l
want my big TV." &
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CAN YOU COLLECT THE BOUNTY ON ALL FOUR OF
THE MOST CUNNING OUTLAWS IN THE TERRITORY?

An Old West onipost needs your help to clean np the town. Be quick on the draw and careful how you shoot ?o collect
the most bounty and upigr ade your weapon from a six-shooter to a shotgun. EB -—.R[‘ M
The Last Bounly Hunter antomatically adjusts gameplay to keep it challenging — the betler you are, the bﬂrr."er il :

gets. Try your skill against fast draw world record-holder Wes Flowers in American Laser Games' largest live-action IEN OR COMPATIBLE
production to date. The PC GAMEGUN will let you experfence the arcade sensation on your personal computer.

compatible with all M[H":AN

American Laser Games Wl LASER GAMES
H\f 2 GQL?L_[%@,.[.T b'-h:@-@,l&if S. 4801 LINGOLN ROAD NE / ALBUQUERQUE, NM 87109
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Call 800-699-4263 Fax 802-767-3382
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‘USS TICON-
DEROGA' As
Commander you
have a NAVY
Missle Cruiser
to help you chal-
lenge enemies
of World
Freedom. Travel
around the
world with this
real time game
that can make
exper-ienced
Com-manders
sweal. CD 534

FREE

LucasArts Full
Throttle/Dark
Forces Demo CD

Request your FREE LucasArts Full Throttle/Dark
Forces Demo CD with any in stock CD ROM software
order. Olfer subject to change or cancellation without
nolice. Request must be made at time of order. Valid
from 3/1/95 to 4/30/85 or while supplies last.

Quanlities limited.

‘THE WOMEN
OF PLAYBOY
MULTIMEDIA
SCREEN
SAVER'"'
Hundreds of
SENSUDUS
images lrom
five decades
af Playboy
Magazine:
playmales,
magazine cov-
ers, cartoons,
bunnies, and
line art.CD $23

'‘UNDER A
KILLING MOON'
Transports you to
the virtual world
of the detective
Tex Murphy. New
features allow you
10 save and splice
scanes together.
An amazing level
of detail & free-
dom of movement
make this game
visually and
aurally stun-
ning. CD$49

METRTECH'
r

j
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‘METALTECH:
BATTLE-
DROME’ is a vir-
tual reality combeat
arena where strat-
egy and tactics
count as much as
firepower. Mighty
Herculan robols
fight one to one
for power, pride
and money.,
Offers ten Herc
[l chassis and a
B broad weapons
arsenal. CD 537

o

‘LINKS PRO BIG
HORN Course
Disk' Bighorn's
6,888 yard
championship
golf course is a
slunning achieve-
ment by renowned
architect Arthur

é*; = WS Hills. The first si
WS holes offer a vari-
—C-f——*—l/ aty of elevations.

SIS The sixth hole,

ftde sin aiRbe

o |
S

Bighom's signa-
ture hole, is a 505
== yadpard. $19

CD-ROM DRIVES
4 Plex Quad Spd Driv $459
4 Plex 4x Spd Ext (nc)$559
4Plex 4% Drv W Cntrl 5479
Digital Edge 3x Int CD$698
NEC 4XE Mitispn Ext $489
NEC 41 Mullispin 5408
NEC 4X1 W Intric Kit 3489
Real Magic CD Upgrd $599
Snd Blstr Omni (4X) $412
Teac Spr Quad (4%) $342

CONTROLLERS
Auto Cockpit $159
Avenger Space Ball  $169
CH Flight Stick Pro 357

CH Flight Stick 535
CH Game Card 3 Aulo §25
CH Pro Pedals 375
CH Pro Throttle 589

CH Trackhall Pro S85
CH Virual Pilot Pro 75
Cybrman 564
Flight Cockpit 5219
Fight Stk Pro XWgq BndI$72
Gravis Phoenix Joystck$83
Joyswitch 538
Logitech WingMan 245
Logitech WingMan Ext $45
Notebook Gameport  $42
PC Virtual Goll Club 5118
Thrustmstr DCS (T1) 5111
Thrustmastr F16 TQS §111
Thrustmaster FCS Pro $99
Thrustmastr FCS(Mk2) $59
Thrustmaster Gm Crd  $25
Thrusimaster Rddr CS $99
Thrstmstr WpnCnt Sys 594
Uiniversal Cockpit 5219
VFX 1 Virtual Headgr 5849

COW 4

SPEAKERS
Allec ACS 100.1 Spkr $103
Altec ACS 150 Subwirs109
Audphl Rirnc 10A Spk$122
Audphl Rlrme 30A SpkS189
Audphl SW 20A Sbwir$139
Jazz J-306 Speakers  $32
Jazz J-702 Speakers 396
Jazz J-901 Mini-Sbwir$225
Labtec CS-1400 Spkrs 899
Labtec CS-1000 Spkrs 559
Labtec CS-800 Spkrs  $32
Lablec CS-800 Spkrs 824
Sony SRS-PC20 Spkrs $58
Snd Glxy BX2 WSpkrs $29
Snd Glxy NX2 wspkrs  $49
Yamha SBS 300 Spkrs 588

SOUND CARDS
AdLib Sound Card $29
Adv Gravis Ultrasnd = 119
Adv Gravis Ultra ACE  $36
Adv Gravis UltraMax  S§169
Pro Audio Spetrm Pls  S89
Pro Audio Studio 16 $119
Sound Blasler Value 857
Sound Blastr 16 Viue 5105
Snd Blsir Gamblsl 16 $379
SB 16 ASP wSCSI-2 $196
Sound Blasir 16 MCD §142
Snd Blslr Voice Assist 342
SoundMan 16 599
Snd Scp 16 Bit Wvlbl $159
Vivid 3D Plus Sound  $72
Vivid 3D Pro 81056

VIDEO CARDS
Reel Magic Vid Upgrd 5299
Speedsir Pro SE VLB $179
Slealth 64 Video Card 3219

7ih Guest 2 Limitd CD 556
7ih Guest 2:111h Hr CDS51
7th Guest CD 544
Adv Willie Beamish S24
Adv Willie Beamish CD 824
Alien Virus CD $38
Alone in the Dark 2 834
Alone in the Dark 3 CD 548
Alone in the Dark CD $46

Amazon 835
Arc of Doom WINCD 535
Atmosfear CD $34

Bneath a Steel Sky CD 533
Big Red Adventure CD $40
Bioforge CD $44
Blackthome or CD $29
Blake Stone or CD $29

Blind Date CD §38
Blood Society CD 34
Bloodnet $39

Blown Away WIN CD 339
Blue Force or CD $19
Body Count or CD $29
Brain Dead 13 CD 530

Buecaneers CD 548
Bureau 13 CD 339
Burn Cycle CD §39

Campn Carlographer S48
Caslle Wolfenslein CD 542
Central Intelligence CD $25
Chaos Continuum CD 29
City 2000 CD $20
Club Cyberlesque CD 529
Commander Blood CD 544
Companions of Xanth 532
Comps of XanthCD 533

Conan CD 526
Conspiracy CD 330
Corridor 7 or CD s29

Creature Shock CD S48

Critical Path WINCD  $19
Curse of Enchantia CD 323

Cyberia CD 345
Cyberwar CD $48
Daedalus Encountr CD $46
Damnesia CD 536
Dark Forces CD 247
Dark Seed 2 342
Dark Seed CD $39

Day of the Tentacle  $19
Day of Tenlacle CD  $42

Death Gate CD Lk
Defcon 0 CD 539
Digital Dreamware CD $24
Dinonauts CD £29
Dinonauts WIN s24
Diseworld or CD §35

Doom 2 Clolrs Ed CD - 862
Doom 2: Hell on Earth 542

Doom 2 CD S44
Doom Ware CD 325
Dracula $32

Dracula Unleashed CD 339
Dragonsphere or CD - 525
Dreadnoughts Bismark $29

Dreamweb 534
Dune CD $29
Ecslalica CD s35
En $24
Entombed CD $38
Evolution or CD $29
Extractors CD $34
Flash Tratlic CD 339
Flashback CD $38

Fortrs of Dr.Radiaki CD832
Frankenstein CD S4G

Frealancer 2120 $35
Freelancer 2120CD 341
Full Throttle CD s42
G-Force s19

G-Nome or CD $43
Gabiriel Knight 29
Gabriel Knight CD $42
Gadget CD §45
Galeway 2 or CD s29
Gateway Clcin 1842 CD 536
Gondor Wars CD S49
GrailQuest s21
Guy Spy CD 529
Hand of Fale 324
Hang of Fale CD 539
Harvester CD S44
Heaven and Earth 532
Hell Cab CD sS4z
Herotic 2 CD S46
Hired Guns $36
Hook §32
| Have No Mouth or CDS44
In Extremus S42
Inca 3 CD $39
Inheril the Earth 532
Inherit the Earth CD 525
Iron Helix CD 356
Jagged Alliance 546
Johnny Mnemonic CD S44
Jonny Quest 526
Journeymn Projet 2 CD $48
Jurassic Park 829

King's Quest 5 VGA  $32
King's Quest 5 WN CD §41
King's Quest 6 CD 545
King Quest 6 OEM CD 529
KingQues! 6 Upgrd CD §24
King's Quest 6 VGA  $45
King's Quesl 7 CD WN §49
King's Ransom or CD  $33
Kingdom O' Magic CD §54
Labyrinth of Time CD 524
Lands of Lore 2 42
Lands ol Lore 2 CD  S46

Last Dynasty CD £33
Laura Bow 2 CD 524
Laura Bow 2: s24

LawnMower Man 2 CD $49
Legend ol Kyrandia 524
Lgnd of Kyrandia 3 CD $39
Legnd of Kyrandia GD 8§32
Leisure Suit Larry 5 524
Leisure Suit Larry 6 $39
Leisure Suit Larry 8 CD844
Leisure Suit Larry 7 CD 544
Leisure Larry Anth CD §47

Little Divil CD $34
Loadstar CD $49
Lost Eden §42
Lost Eden CD $39
Lunicus CD 542
MTV Club Dead CD ~ §39
Maabus CD 32
Madness of Roland CD $29
Man Enough CD 334
Mission Critical CD $34
Marph Man CD 529
Myst CD 546

Nerves of Steel or GO §22
Nibelrung Ring Cycle  $39

Night Trap CD S48
No World Order CD 824
Noctropolis CD $47
Nomad or CD S36

Opratn Bedy Count CD 529
Qut of this World 2 CD §45
Pagemasler CD S44
Pepper's Advin Time 5§29
Phantasmagoria CD 849
Pitfall §38
Pitfall CD s38
Folice Quest 3 VGA 524
Police Quest 4 & WIN $38
Palice Quest 4 CD 544



FREE GAME OFFER"

See detalls below
'HEROES OF THRUSTMAS- ‘AVENGER
MIGHT & MAGIC' TER F-16 TGS’ SPACEBALL '
You must conguer You've got one Say later to the
the world through of the best flight clunky, herky
the stralegic use simulators on Jerky action of
ol resource the market and keyboard,
management the software is mouse and joy-
and baltle more sophisti- stick play! Enter
savvy. Fealures cated than the the next genera-
up to three cus- best the miltary tion of super

tomizable com- had just a few cyber-dynamics.
puter controlled years ago, but Spin on a dime.
warlords, slunning you're shll using your keyboard to fiy t? With the “TQS" Slip and slide.
super VGA graph- you'll be flying that bird from an F-16 Cockpil! User con- Duck. Dive. Un-
ics, and dynamic figurable, thumb trackball, fore and afl throifle movement, believable break-
sound. CD$34 dogfighl switch and throllle tension adjustment. ~ $111 through! ~ $169

‘WARCRAFT ‘'SPACE *FREE GAME OFFER
world " Spond the specified amount on any in stock software and choosa

Crisihe of SIRENS' As a a frea 1BM game from the cormesponding list below. Offor subject
WarCralt, a I'I'lySﬁ- space privateer o change or cancellation without notice, Valid from Mar 15t o Apr
cal land wheme evil you are |ured b}f 30th or while supphies last. Requast must ba mada at time of ordor,
orcs and noble the irresistible SPEND S60

mans song spm Airboma Ranger 525, Falcon 3 Scan 2 MIG 29 3.5, GNB Scanaria
fx L s of the Bulider 3.5,Gunship 5.25, Power His Sporls 3.5/5.25, Charge of
survival, Destroy Sirens emanat- the Light Brigade 5.25, Chess Net WIN 3.5/5.25. Conquered
Ihe orcish hordes ing from a myste- Kingdoms Scon 1 3.5, Pirates 5 28, Ralircad Tycoon 3.5, SDI 5.25
or crush the weak- rious space sta- SPEND $100
ling humans...the tion. You must ful- Battie Ghoss WIN 3.5/5.25, Battes of Destiny 3.5, Bridgo 7.0 35,

Cohon 2 3.5, Dragon Force 3.5/5.25, Earth Invasion WIN 3.5, Hion-
olog: Nazi Pardox 3.5, MacArthur's War 3.5, Mega Travelier 5.25,
Roturn of Phantom 3.5, Sllant Servica 2 3.5, Sony SR5G Spaakars

SPEND $160
Alono In the Dark 3.5, Command HQ 3.5, Dungoon Mastor
3.5/5.25, Faleon 3.0 3.5, F15 Swike Eagle 2 :! 5, Flight Sim
Toolkit 3.5, Mic go 3.5,
Simon the Sercerer 3.5, Ultima Underworkd 2 3. 5, Wurlon]s 5.25

choice is yours.
With an inge-
nious arsenal of
weaponry and
powerful
magic, CDS39

fill their every
desire or reman a
sex save on he st
tlon forever. Your
objective search
andfulfill. CD $49

Police Quest 5 CD S48 Star Reach $36 500 CC Race Bike $29 Novastorm CD AD & D Clctrs Pack CD 535 Hell CD

Prince of Persia 525 Star Trk:TNG Cletr CD 879 Alien 3 328 Out of this World WIN SIG ADD Cletrs Edition 3 = $19 Hero's of Might& Magic 53-1
Princo of Parsia 2 §29 Star Trk:25th Ann, 526 Alien Breed $19 Oxyd Magnum 836 Al-Qadim 842 Hexx:Heresy of Wizard $29
Psimaster CD 544 Star Trk:25th Ann.CD 549 Animation Classics 2 $42 Pick'n Pile $19 Al-Qadim CD 539 Hunters of Ralk CD 554
Psychotron CD $36 Star Trk:Jdge Riles CD $42 Atan 2600 Action Pack 525 Pinball Fanlasies $208 Alien Legacy 536 Ishar 3 CD $33
Psycholron MPEG CD 838 Star Trk:Star Fit Acad 548 Breakthru WIN $35 Pinball lilusions or CD  §29 Alien Legacy CD 539 Kingdoms CD 340
Quarantine 535 StarGale sa8 Cannon Fodder CD - §22 Pinball Worlds or CD 835 Arborea Journey 534 Knights of Xentar CD 538
Quarantine CD $39 StereoWorld CD 539 Corpse Killer CD $48 Power Rangers CD 525 Arena £39 Knights of Xentar 44
Quest for Glory 3 524 Syslem Shock $a4 Creepers g24 Ralden §29 Arena CD 545 Lands of Lore $34
Quest lor Glory 4 CD 544 System Shock CD 547 Crime Palrol CD $35 Raiden CD 536 Brandish 534 Lands of Lore CD a1
Quest Tor Glory 4 §29 Tek War CD $46 Crystal Caliburn WIN  $29 Rebel Assault CD S44 Brandish 834 Legacy:Realm Of Ter  $39
Quest for Glory 5 CD 544 Terminator 20286 CD §29 Cryslal Skulls CD 840 Revolution X CD 545 Brandish CD $34 Legend of Valor 536
Aex Nebular $36 Terminator Rampage $42 Dragon's Lair 3 s34 Rise ol the Robols 245 Cobra Mission $29 Lord of the Rings 2 CD $38
Relentless CD 344 Terminatr Rampag CD $34 Dragon's Lair CD $34 Aise of the Robots CD S48 CyClones 338 Lord of the Rings CD 833
Returnto Zork or CD - 544 Terra Nova CD 548 Dragons Lair 2 CD 839 Royal Flush Pinball CD $30 CyClones CD $39 Lord of Rings Vol 1 Ed $16
Relum to Zork w/Anth  $44 Terror of the Deep CD $36 Drug Wars CD $35 Silverball 2 s19 Cyber Space CD $38 Lord of Rings Vol 1 Ed $16
Return to Zork CD 545 The Dig 840 Eight Ball Deluxe $31 Sink or SwimorCD ~ §19 CyberJudas CD 548 Lord of Rings Vols 162 §19
Riddle of Master Lu CD$48 The Dig CO s42 Fast Attack 346 Slam City CD 548 Daemonsgate §19 Lords of Midnight CD $48
Riltwar Legacy VGA 823 Journeyman Projct CD $32 Fire & Forget $16 Sleepwalker 521 Daemonsgate CD 519 Loremaster 819
Rise of the Triad CD 542 The Trial $44 Glider 4.0 $29 Soccer Kid $19 Dark Queen Krynn Ed $16 Magic Candle 2 Editor 516
Rise of Triad:Dark War $35 Thief of Dreams 342 Gobliiins 3 519 Soccer Kid CD 825 Dark Sun 2 547 Menzoberranzan 547
Rebocop 3 832 Touche 539 Gorg CD 519 Space Ace 2 534 Dark Sun 2 CD 49 Menzoberranzan CD 347
Robot City CD 546 Trouble is my Biz CD S48 Hammer Slammers CD $46 Space Ace CD 538 Dark Sun 547 Might & Magic 3 524
Seroll CD s38 Tuneland CD S48 Ishar 3 §32 Space Ace MPEG CD 342 Dark Sun CD 249 Might & Magic 3 §24
Sea Legends CD Sd4 U.8. President CD $a2 Jump Raven CD §42 Space Pirates CD $39 Darklands 319 Might & Magic 4 $19
Secrt Monkey Island 2§21 Undr a Killing Moon CD$49 Jurassic Park CD $25 Street Fighter 2 519 Darksun Character Ed $16 Might & Magic & 519
Secrt Monky Island CD 521 Virtuoso CD §39 Lode Runneror CD  $39 Street Fightr 2 Cmp CDS22 Demon Hunter $42 Pirates Gold s18
Secret Monkey Island  $25 Vortex CD 845 Mad Dog McCree CD 835 Streot Fightr Comp. GD$§22 Devil's Gate CD 540 Pools of Darkness $38
Secrels of Stargate CD $28 Voyeur CD 46 Magnaflux Runner 529 Slrker S46 Disciples of Steel s34 Protostar s10
Shadow of Comet CD 537 Walker sa2 Mario's Gme Gllery CD $25 Striker CD 546 Dragon Lore CD S47 Ravenloft 2 CD 539
Shadows of Cairm CD $39 Wetlands CD 529 Mega Man X $23 Spr Arcade Games CD $16 Dungeon Master $19 Ravenloft S48
Silvericad CD §38 Who Killed Sam Rupert$24 Matal & Lace NR13  $27 Supreme Warrior CD S48 Dungeon Master 2 $38 Ravenioft CD s49
Simn the Sorcrer 2 CD $37 Wilchaven CD 346 Metal & Lace Upgrade S5 T2:Arcade Game 823 Dungeon Master 2 538 Realms of Arkania $25
Skull Cracker CD 4 Woll:Hnt Be Huntd CD $39 Mickey Mania CD $39 Take-A-Break Pinball $19 Dungeon Master 2 CD S38 Red Crystal g19
Slaughterhouse 5 CD 546 Woodrull & Schnibble $32 Microcosm CD 336 Telris Gald CD saz2 Elder Scrolls 2 CD 548 Return to Ringwrld CD $44
Space Quest 4 VGA 828 Wrath of Gods CD WN $44 Microsoft Arcade WIN 529 Time Pockets CD 346 Eye of the Beholder 1 19 Riftwar Legacy CD s23
Space Quest 6 CD 545 Yserbius $26 Mirage Thunder $39 Titan §16 Eye of the Beholder2  $19 Rings Medusa Gld CD $23
Spce Shp Brainlock CD$49 Zombie Dino CD $30 Monty Python's Waste $48 Tubular Worlds $36 Eye of Behaolder 3 319 Robinson's Requiem £33
Spaceship Warlock CD $29 Zonked 525 Maorial Kombat §24 Ullimate Pinball or CD  $34 Eye of Beholder 3 Edit 516 Rabinsen Requiem CD $33
Spawn 42 Zorro or CD 539 Mortal Kombat 2CD  $46 Who Shal Johny Rock $34 Gateway Savg Frontior $32 Rome:Pathway to Pwr $29
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FREE

STRATEGY
PLUS!

Receive an issue of Strategy Plus magazine
FREE with any in stock software order. Offer
subject to change or cancellation without
notice. Valid from 3/1/95 to 4/30/95 or while
supplies last. Quantities limited.

‘RISE OF THE
TRIAD: DARK
WAR' Every sec-
ond is precious.
The world Is
doomed... unless
you can change
its fate. You're a
commando who
usally eats terror-
ists for lunch. But
this bunch ain't
going down easyl
Offers 30 levels &
eye-poppin’
graphics, CD $42

‘THRUSTMAS-
TER XL ACT-
ION CON-
TROLLER'
Offers advanced
functionality
enjoyed by flight
sim enthusiasts.
Fealures lhree
instant response
buttons, aclion
trigger, 4-way
thumb switch,
pistol grip &
glow-in-the-dark
buttons. 524

‘STALINGRAD"
Russi, Novermber
1942: Afler five
months ol ad-
vances the Ger-
man ammy has set-
tled in for winter.
But the Red Amy
has other plans
and Slalin s about
to hand Hitler his
first major defeal,
Command the
Red Amy or Ger-
man Wahrm-
acht CDs39

‘RENEGADE'’
You're the best
they've got and
its up to you to
command your
squadron
against an Inva-
sion of the Terrin
Government.
Super VGA
first person bal-
tles and multiple
skill levels. You
can also listen to
your own CD's as
you play. CD $45

‘VIRTUAL
VALERIE 2'
The queen of
cybersex s
back! Virtual
Valerie 2 is the
ultimate  in
cyberotica and
the embodi-
ment of every
red-blooded
technophile's

deepest desires! Sophisticated 3D modeling, tantalizing
animation, erolic sound effects, and a sizzling music
score combine to creale a mind blowing sexlravagan-
za like nothing you've ever seen belore! s42

Rome:Pathway to Pwr $29
Shadow Casler CD 19
Sherlock Holmes 1 CD $29
Sherlock Holmes 2 CD 529
Sherlock Helmes 3 CD $39
Skyrealms Jorune CD $39

Star Reach CD 536
Star Trail CD 545
Star Trail Speech Pack $18
Star Trail S41

StarTrk:Deep Spce CD S41
StarTrk:Deep Spee CD $41
Star Trek: TNG CD 548

Stonekeep CD 44
Stronghold 519
Summoning 516
Sprhero Lgue Hobokn $34
Sword of China 42
Syndicale 537

Syndicate Plus CD S40
Thunderscapa CD 348
Treasure Savge Frotier $19
Ullima 10 CD 354
Ultima 6 False Prophet 519
Ultima & Falso Prophel 318
Ultima ¥ Series CD s29
Ultima 8 CD 532
Ultima 8: Pagan 526
Ultima 9: Ascension  §52
Ultima 9:Ascension CD 352
Uitima Underworld 1&2 $29
Ulima Underworld 1&2 8§29
Ultima Uworld 2 519
Ultima Uworld Stygian  $21
Unlimiled Adventures 519

Wizardry 4 519
Wizardry 5 ODCP s19
Wizardry 6 g22

Wizardry 7 Crusaders 319
World of Xeen CD $40

COW 053

12 Road 1o Gellsyburg $48
Annabel Dream Egypl 852
Castle of Dr Brain $19
Children Writing&Publ §42
Civil War 334
Daily Number Bustars  $30
EcoQuost Search $20
EcoQuest VGA $32
Falty Bear's Birthday  $32
Frantic Faclory WIN 524
Honorable Gd to Math  $24
Island Of Or. Brain $29
Island of Dr Quandry 526
Lst Chance to See CD $12

Linkword-Spanish 26
Multimedia; Vivaldi CD $24
Pacific Theater 519

Print Shop Deluxe 349
Pt Shp Dix Bus Grph $26
Professr Zany's Guido $29
Pult Ptt Goes to Moon $42
Putt Ptt Goes to Mn CD$34
Pult Pult's Funpack CD$34
Putt Pults Fun Pak $19
Quarky Quayson's Sci 29
Scooter's Magic Castle $32
Secnt Isind Dr.Quandry $29
Slickybear Reading 524

IBM HINT BOOKS

7th Guest 2; 11ih Hour $16
A-Train 516
Aces Over Europe 516
Across the Rhine Guid $16
Advent Willie Beamish $10
Aircombt Pacilic Guide 316
Al-Qadim: Genie Curse$12
Alien Legacy Guide  $16
Alone in the Dark 2 510

Alone in Dark 3 Guide $16
Arena 516
Armored Fist Guide  §16
BattlleTech Batle Bk~ $8
Beavis & Bult-Head Bk 88
Bioforge $12
Blackthorne Guide  $16
Blue Force: Next of Kin §12
Brain Lord Player Guide $9
Bubsy 1 & 2 Book $12
Caslle of Dr Brain 310
Champions of Krynn ~ $12
Civilization 516
Calonization: Gude  S16
Conquests Robin Hood $10
Conquests of Camelat S10
Curse of Azure Bonds 512

Cyberia Guide 516
Cyclones s12
Dark Queen of Krynn  §12
Dark Sun 2 s12
Dark Sun $12
Day of the Tentacle  §12
Daoom 2 Guide $16
Doom 2 Survival Guide $12
Doom Batllebook S$14

Double Dragon 5 Book  $9
Dracula Unleashed  $16
Dragon Lore Guide  $16
Dungeon Master s12
Dngeon Mastr 2 Guide $16
Dynamx Grt Wr Planes $16
Ecco Dolphin Book sa
Eye of the Beholder  $12
Eye of the Beholder 2§12
Eye of Ihe Beholder 3§12
Fatal Distractns Guide $26
Final Fantasy 3 Guide 311
Fleet Defender Guide $16
Flights of 13 Miko 818

Gabriel Knight
Gateway Savge Frntier
Gabliling

Gobling 2

Gold Rush

Gunship 2000

Hand of Fate

Harpoon 2 Guide

Hell Official Guide
Heretic Official Guide
Inca 2

Indi Jones 4

Indy Jones Grix Adv
Inherit the Earth

It's an NBA Jam Thing
Jagged Alliance

Jel Fighter 3 Guide
Jetlighter 2.0

King's Quast 4 -6 each
King's Quest 7

Laura Bow 2 Hint Bk
Legend of Kyrandia 3
Leisure Lamy 1-8 each
Lemmings /disk

Lion King Game Book
Lode Runner Guide
Loom

Lord of tha Rings V1
Lord of the Rings V2
LucasArs Adv Book
LucasArts Air Combal
Lulia Official Players
Madden Foolball 84
Master of Magic Guide
Master ol Orion Guide
Matrix Cubed
Mechwarrior 2 Guide
Menzoberranzan
Msoft Arcade Guide
Msalt Goll 2.0 Guide

$10
$12
$10
§10
310
$16
512
519
516
316
$10
s12
312
s12

1]
S16
$16
$16
$10
17
310
$12
310
$18

59
516
512
g14
$12
516
516

£9
s12
§16
316
$12
$16
$12
$16
$16

Msolt Spee Sim Guide $16
Might & Magic 3-5each $16
Might & Magic Guide $16
Moral Kombat Secrels  $9
NBA Showdown Guide $12
NHL Hockey 94 Guide $12
Outpost Stralegy Guide$16
Pacific Strike Playtester§14
Panzer General 1 or2 $16

Police Quest 3 510
Pool of Radiance $12
Pools of Darkness s12

Populous 1 & 2 Book  $16
Power Monger Strat.  $16
Powermonger 310
Primal Rage Arcade  $12
Privateer Playtester's  $14
Protostar s12
Quest For Clues 2 or 3 $21
Quest for Clues 5or 6 8§16
Quest for Glory 3ord  $10
Quest or Glory Guide  $19

Questbusters 2 $18
Questbusters Clues Bk $18
Ravenlolt 2 $12
Ravenloft s12

Aealms of Arkania $16
Aebel Assaull Insiders S16

Aeturn to Zork S10
Sam and Max s12
Sea Woll Guide $16

Secret Monkey Island 812
Secret Monkey Island 2512
Secrel Silver Blades  $12
Sega Games Guide Bk $12
Shadow Caster 514
Shadow ol Comet Guid 316
Sherlock Holmes Guide$16
Sim City 2000 Guide  $16
Sim Earth 516

Sim Farm Guide $16
SimTower Guide 516
Simlife Strategy Bk 516
Simn the Sorcerer Hint $12
Skyrealms ol Jorune 312
Space Quest 2-4 each $10
Star Crusader Guide  $18
Star Trail $16
Star Trek: 25th Ann $12
Star Trok: Judgoe Riles §12
Stonekeep Guide $16
Strike Commander Bk $16

Stunt Island S16
Subwar Guide $16
Summoning 812
Super Slreet Fighter2 39
System Shock 12
The Dig Guide S16

Tie Fighter Guide $16
Treasures Savg Frntier $12
Aikman Flbl Player Gd  $9

Tunnels & Trolls s12
Ullima 6 310
Ullima 7 $12
Ultima 7 & Underwrld 1l $16
Ullima 8 Guide 316

Ultima U Stygian Abyss$12
Ultima Underwaorld 2 812
Under A Killing Moon  $16
V Viclary 216
Virua Racing Guide $9
Wing Armada Playtstrs $12
Wing Commander3 318
Wing Commandr Armd $12

Wings of Glory 512
Wizardry 6 $12
Wizardry 7 516

X-COM Official Guide 516
X-Wing Collectors CD  $16
X-Wing Official Stral 516



~ FREE GAME OFFER"

See detalls below

'‘BIOFORGE"
Stripped of memo-
ry,  artificially
enhanced with
both human and
alien technology.
YOu are an untrace-
able assassin for
Mandite's master
stroke. Your inter-
action advances
the story as you
take your 30 actor
threugh a dramatic
action-packed
adventure, CDS44

‘DISCWORLD'
Bridging
between drag-
ons and wizards
and the humor
of today you'll
be the hero that
battles the
mighty dragon
to save a lead-
ing city. It's the
last hope for this
tattered city and
your only advan-
tage is... you're
notdead.CD $35

‘THE  PURE
WARGAME:
DEATH FROM
ABOVE'De-
signed to give
you full contral
of an extremely
accurate rendi-
tion of the great-
est  airborne
assaults in WWa,
Offers command
of Axis or Allied
forces & auth-
entic Battalion
Insignias. 529

'DARK FORCES'
You must capture
lhe Death Slar
plan and infiltrate
the Empie's secret
facilily where a
new army of
mechanized,
super  storm-
troopers must be
stopped. Features
richly detailed
3D  environ-
menls and lirst
person perspec-
tiver, CD 847

'BLOOD BOWL' A
mighty roar fills
the stadium as
the players take
to the field!
Across the len-
gth & breadth of
the Warhammer
World, teams of
armored war-
riors baltle to
the death in great
arenas.Offers a
broad weapons
arsenal. CD 534
Boardgame S45

*FREE GAME OFFER
Spand tho spacifiod Amaunt on any in Stock software and choosa
a freo 1BM game from the corrasponding list bakow. Ofter subject
1o chango or cancellation without notice. Valid from Mar 151 lo Apr
30th or whila supplios last. Request must ba made at tima of order.

SPEND S60
Aihomna Ranger 525, Falcon 3 Sean 2 MG 29 3.5, GNB Scenano
Buider 3.5, Gunship 525, Power Hits Sports 35525, Charge of
the Light Brigade 5.25, Chess Nel WIN 3.5/5.25, Conguered
Kingdoms Scen 1 3.5, Prates 5.25, Bailroad Tycoon 3.5, SDI 5.25

SPEND S100
Barie Chess WIN 35525, Baties of Desting 3.5, Bridga 7.0 3.5,
Cehan 2 3.5, Dragen Foseo 3.55.25, Eanh Invasion WIN 3.5, Kroa-
olog: Nazi Paradox 3.5, MacArthur's War 3.5, Moga Traveller 5.25,
Ratum of Phantorn 3.5, Silent Service 2 3.5, Sorry RS9 Speakars

SPEND S160
Along in the Datk 3,5, Command HQ 3.5, Dungeon Master
3,5/5.25, Falcon 3.0 3.5, F15 Strike Eagle 2 3.5, Flight Sim
B i M ' O

Toolkit 3.5, Mi

g8 35,

Simon the Sorcotor 3.5, Uitima Underworld 2 3.5, Warlords 5.25

IBEM BUNDLES IBM BUNDLES IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS

Air Combat Classics 519
Their Finest Hour
Batlle Hawks
Secret Weap of Luftwalf
All Star Sports Coll CD $23
Award Bundle S44
Awrd Winng Wargmes $39
EArs Top 10 Pck CD 832
Fleon 3.0&Tmastr FCS $99
5Fool 10 Pck V1 CD  $29
5 Foot 10 PckV2CD 829
Intrply’s 10 Yr Anth CD $24
Mind Shadow, Tass Time,
Bard's Tale, Waslland,
Dragon Wars, Batlle
Chess , Lord of the Rings,
Caslles, StarTrek 25 Anv,
Cut of this World
King's Quest Anth CD 854
Land Sea Air Trilogy  $12
Command HQ,
Red Storm Rising
F-15 Strike Eagle
Lemming's 1 £ 2CD  $28
Lst Treasurs Infocm 2 $25
Border Zone, Plundered,
Hearts, Bureaucacy,
Cutthroats, Hollywood Hi,
Jinx, Seastalker, Sherlock
Helmes: Riddle of Crown
Jewls, Wishbringor, Nord
and Ben, Trinity
Lucas Classic Advntrs $19
Indiana Jones: Secrat of
Monkey Island 1,
Manic Mansion
Maximum Cvrkll W/Dsk$39
Megalortress MegaPak $38
Merit CD Megapck CD s18
Mindscape 10 Pack CDS$34

Mindscape 10 Pack CDS34

PGA Tour Golf World Tour
Tennis Bundle CD §19

Perfect General Trilogy 534
Perlect General ,
Grealest Ballles ol 20th C

WWII Battles
Populous 2 Powermonger
Bundle CD 519

Power Games 3CD  $31
Powar Hits: Batllelech §22

Battletech 1,

Battletech 2,

Mech Warrior
Power Hits:Btletech CD3519
SSI's Fantasy Fest CD $39
Space Quest Anlh CD 348
Space Quest Bndle 1-4 542
Spellcasting Bundle  $29
Spelicasting Bndle CD 328
Star Control Clcln CD $19
Slrike Commander

Privateer Bundle CD $43
Take Ten CD S44
Task Force 1942 W Red

Storm Rising CD $35
The Victory Pack 339
Top 50 Gams DOS CD 526
Top 50 Games WN CD $26

Turning Point $29
Ultima Bundle 1-6 CD  §29
Ultima Trilogy 2 348

Ultima 4

Ultima &

Ulima &

Wng Commndr 142 CD§32
Wing Commandr 1 CD $29
Wizardry Trilogy 2 $33
Wizardry Trilogy 8§32
Zool Bundle (1&2) CD $19

15t Encounters §29
1st Encounters CD 528
A320 Airbus $29

AH-84 B Longbow 354
Absolute Zero CD 540
Aces Qver Europe $32
Aces of the Deep 244
Aces of the Deep CD 547
Aces of Deep Mission  $29
Aces of the Pacilic s38
Aces of the Pacific CD $39
Aces over Europe CD 538
Across the Rhine CD 847
Alr Combt Pacilic 1942 $19
Air Cmbl Pac.1942 Gld S48
Air Cmbl Series:USNF $47
Air Havoc Conlrolr CD - $39
Ajir Warrior 2 534
Alr Warrior 2 CD $34
Air Warrior SVGA 834
Air Warrior SVGA CD  §35

Armored Fist 543
Armored Fist CD 47
Army Air Corps: 1942 548
Art of the Kill 524
Assignment Miami )

Battle of Brilain 2 WIN $34
Baltllecruiser 3000 343
Battlecruiser 3000 CD $48
Chopper Pack CD 38
Chopper Strike $48
Choppor Strike CD §52
Combat Air Patrol $29
Combat Air Patrol CD  §29
Combat Classics 2 s19
Conlirmed Kill CD $44

Cyber Race 8§19
Cyber Race CD §32
Cyclemania CD §24

D-Day: Oper Ovrlrd CD $39

D-Day: Oper Ovrird CD $39

Dawn Patrol 340
Dawn Patrol CD $40
Delta V §39
DeltaV CD $32
Descent 538
Descent 2.0 CD 346
Descent CD 538
Dream Web CO 834
Elite Plus s19
European Racers CD 529
Evasiva Action 528
Evolver 538

F117A Steallh Fighter $23
F15 Sirike Eagle 2 s18
F15 Strike Eagle 3 CD $48
F15 Strike Eagla il $34
FA 18 Hornel 554
FA 18 Homet CD 554
Falcon 3 Scn 3 FA-18 825

Falcon 3.0 520
Falcon 4.0 CD 549
Falcon Gold CD 8§52
Fast Altack CD 48
Fighler Duel Pro 2 $33
Fighter Wing $39

Fighter Wing CD §39
Fleal Dindr F14 Tomel 42
Fleel Defender Gld CD $48
Fleel Delender Scen 1 8§32
Flight Light $19
Flight Light CD s19
Flight Sim ToolKit 519
Flight Sim Toolkit CD $39
Flight Sim Toolkl Scn 2 319
Flight Sim Toolkit WW2 $19
Flight Unlimited CD 848
Fly the Grand Canyon $19
Fly the Grand Canyon  $29
Flying Circus 539

Circle Reader Service #54

Formation Attack CD  $48
Formula 1 824
Frontier Elite 2 $19
Grand Canyon Scenery$16
Greal Naval Batlles 2 S44
Great Naval Blls 2 CD $39
Greal Naval Ballles CD 842
Great Naval Battles CD $42
Great Naval Bils Scen $16
Gunship 2000 VGA 832
HAW.C, 532
HAWC. CD §35
Harner Assaull SVGA 347
Harrier Assault CD $35
Indy Car Racing 530
Indy Car Racing Add 1 $22
Indy Car Racing Add 2 §22

Inferno 344
Inferno CD $44
Iron Angel CD S44
Jet Fighter 3 S41
Jet Fighter 3CD S47
Jat Pack CD 539
Jump Jet s22

Jump Jot Aces Pack S48
Kawasaki Super Bikes 24
Lawn Mower Man CD  $35

Lile and Death s18
Lile and Death 2 524
Lode Runnaor 38
Lunar Command 519

M1 Tank Platoon 2 544
M1 Tank Platoon Clssc 519
Ma:Sherman Tank Sim §34
Magic Carpel CD 342
Maxmum Owrkl Bndl 542
Mech Commander 842
Mech Commander CD 542
Mech Force CD $39
Mechwarrior 2 $46

Mechwarrior 2 546
Mechwarrnior 2 Add-an §18
Mechwarrior 2 CD 546
Megaloriress Msn Dsk 526
Megarace CD 839
Metaltech: Battledrome $32
Metaltech 2: Spch Pck 820
Metaltech 2; Msn Dsk 529
Metaltech: Earth Siege $46
Metlich:Earthsiege CD 847
MIG 29 539
MS Fit Sim 5 Europe 526
MS Flt Sm &5 L.Vegas 833
MS Fit Sim 5 Portland  $33
Msoft Flight Sim 5§ $29
Microsoft Flight Sm 5.0 544
Microsoft Flight Sim 6 §45
Msolt Flight Sim 6 CD 854
Msft Sim Flight Shop 536
Msit Sm Flight Shp CD 544
Msolt Space Sim 1.0 $44

Mig 29 Fulerum 29
Mig 29 Gold CD 549
Mule 2 S44
Nascar Racing $39

Nascar Racing CD 47
Operation Combat ~ $12
PT Boat Simulatar 812
Pacific Strike 525
Pacific Strke Spch Pk $12
Phoenix Fighter CD 549
Power Boat Sim 3 546
Privateer 318
Privatear CD %19
Privaleer Special Ops 19
Privateer Spcial Ops 2 $22
Privaloor Speech Pack $17
Rally $29
Reach for the Skies  §19
Heal Weather Filot s14

COWanh 4



CHIPS &BITS

Call 800-699-4263
Int’l 802-767-3033

—
m PO Box 234 Dept 10245 Rochester, VT 05767

Fax 802-767-3382
Source 10245

'‘RAVENLOFT:
S TONE
PROPHET'
Escape the
dreaded realm of
Har'Akir before its
legendary ruler,
the ancient mum-
my Anhketepot,
awakens! An all-
new adventure in
the vast, complex
Ravenloft game
with a new spell
management sys-
CD 39

FREE

INTERACTIVE
ENTERTAINMENT

CONQUERED KINGDOMS INCLUDED!
Request your FREE Interactive Entertainment
Episode 9 with any in stock CD ROM soltware
order. Offer subject to change or cancellation with-
out notice. Request must be made al time of order.
Valid from 4/1/95 to 6/30/85 or while supplies last.
Quantities limited,

S .
JETFIGHTER II

*JETFIGHTER 3
Hearl pounding,
you see thick
smoke billowing
oul of your right
engine. The slick
bites into your
white knuckle grip.
nothing could be
more real than
Jetfighter 3.
Gripping alarms,
digilized voices,
engine noise, and
incredible

FUBLINNED BY WISHI0N ETUGISH CORRORATION

scenery. CD $47

'ULTIMA
UNDERWORLD
2: Labyrinth of
Worlds' The
Guardian strikes
again, encasing
the building in a
gigantic black-
rock gem. He
offers the impris-
oned heroes a
simple choice:
proclaim  him
ruler of all
Britannia, or
starve. $19

FARERFANIE RATIERNAREN HAAREY

'FALCON 3.0' Fly
Falcon 3.0
through 3 explo-
sive campaligns in
Panama, Kuwait
and Isreal or train
in the Nevada
desert. FREE
MIG 29 with
Falcon 3.0 pur-
chase. Must
make request at
time of order.
Offer subject to
change without
notice, $29

‘WANDER-
LUST memd-
lessly sent fo the
outer reaches of
cyber space,
your quest is 1o
relum o reality.
In order to
retum, you must
find the key that
will unlock the
doors to new

encounters within this vast casis of high-tech daeca-
dence. Amazing 3-D rendered environments coupled
with tantalizingly beautiful women could very well make

you wanl to stay for etemnity.

CDs44

Real Weather Pilot S$14
Fed Baron Tnk Kir CD $39
Red Baran W/Msn Bldr S29
Red Storm Rising 514

Renegade CD §45
Retribution S35
Retribution CD $32

Sailing Sm 3 E. Coast $39
Sailing 8m 3 W. Coasl 3398
Sailing Simulator 3 $52

Sea Wolf 18
Sea Wolf CD 344
Seal Team $26
Seal Team CD 318
Seaworthy CD 18
Shuttle 528
Shutlle CD 324
Silent Hunter CD $48
Silent Service 2 818
Silent Steal S46
Slipstream 5000 CD 840
Space Clipper 342
Spectre VR CD $39
Spectre Virlual Reality $35
Speed Racer $17
Star Base 542
Star Crusader $33
Star Crusader CD $39
Starlord 338
Stim Slum 42

Strike Commander 326
Strike Commander CD 519
Strke Cmndr Spel Ops1822
Strike Cmindr Spch Pk 519
Sub Battle Simulator  $12
Sub Battle Simulalor 2 $39
Sub War 2050 $33
Sub War 2050 Plus CD $40
Subwar Scenario Disk $19
SuperKarls sag

COW G55

SuperKarts CD

TEX CD $36
TFX:Tactcal Fightr Exp $35
Tank Cmndr Niwrk CD $44
Task Frce Admiral Pck 839
Test Drive 3:Passion $19

The Big One $29
The Big One CD 828
Tie Fighter 545

Tie Fighter Mission 1 $19
Tie Fighler Mission 2 $19

Top Gun CD $40
Tornado S48
Tornado CD $39
Tower §a2
Tower CD S44
Train Engineer 529
U-Boat 2 §36
Ultrabols CD 18

Ultrabots Sanctn Earth $19
Voice Commandr Bndl $18
Wing Commander S8
Wing Commander2  §26
Wing Cmndr 2 Dix CD 518
Wing Commandr 3 CD $53
Wing Commandr Acad 518
Wng Cmnder Armada  $47

Wng Comndr Armd CD 847
Wings of Glory CD $40
Woll Pack §20
Woll Pack CD 328
World Circuit 2 S42
World Circuit 2 CD 544
World Circuit CD $39
X-Wing 539

X-Wing Collector's CD 546
X-Wing Mission Disk 1§19

X-Wing Dsk 2 s$19
‘Yeager's Alr Combt CD$19
Zephyr CD 528

All Amricn Clge Fibl ‘94538
Barkloy:Shul Up & Jam 342
Baseball for Windows $46
Blood Bowl or CD §34
Brett Hull Hockey '95  $42

ESPN Baseball 536
ESPN Bsball Tonight  $38
ESPN Foolball 538
ESPN Hockey 39

Empire Soccer ‘04 8§29
FIFA Internatnl Soccer $36
Front Pge Fibll Pro ‘95 $44
Fronl Page Sport Bsbl 344
Gone Fishin' CD $3g
Hardball 4 & CD £34
Jek Nicklaus Geld Bear 334
Jack Nicklaus Goll CD $39
Links Pro 486 CD 49
Microsoft Baseball CD $51
Microsoft Goll 2.0 CD 45
Microsolt Goll CD S48
MS Goll for Windows $48
Mike Dilka Power Fibll 34
NBA Jam 544
NFL Chilenge Prem Ed $59
MFL Coachs Clb Ftbll 2544
NFL Super Bowl CD 539
NHL Hockey 543
NHL Hockey ‘95 CD 540
PGA Tour Goll 488 CD 47
Picture Perect Golf CD$42
Pro Tennis Cup 538
Road to the Final 4 2 $38
Roadto Final4 2CD 543
Skins Game at Bighomn $40
Time Qut Spris Bskibll $39
Tony LaRussa Bsebl 3 848
Troy Aikman Fiball CD $49
Ultimate Football CD  $45
Uncesry Roughnss'85 534

1830:RR&Robbr Baron 534
18th Air Squadron $36

A Train $34
Advanced Civilizalion 834
Airbucks 1.2 526
Ancient Art of War Sky $26
Archon Ultra 32
Arclic Baron or CD $29
Baldies $32
Batlle Bugs 837

Battle Isle 2200CD  $34
Battle of Chickamagua $38

Baltles in Time $35
Black Beard or CD $34
Breach 3 or CD s34
Caesar s24
Campaign 2 536
Caslles 2 CD s48
Celtic Tales or CD $39
Chessmastr 4000 Trbo $36
Civilization $34

Colonization or CD $46
Colonization Gold CD S48
Conquered Kngdom 2 $36
Conquaror S48
Conquest $36
Crisis in the Kremlin ~ £29
Darklegions or CD 338

Dead Zone CD 8§52
Deadline CD 238
Delroit $39
Discovery Stp Clumbus 834
Dominus 525
Dune 21
Dune 2 s28
Empire 2 or CD s42
Empire Builder 536

Empire Dix Msir Ed CD §22
Fantasy Empires CD 842
Fantasy Fiefdom CD  $48

Foudal

Flight Commandr 2 CD 338
Front Lines or CD $39
Gazillionaire WIN CD 328
Genesia 839
Genghis Khan 2 834
Global Domination 534
Gold of the Americas  $24
Grandes| Fleet or D §34
Great Naval Btles 3 CDS34
Hammer of Gods CD $39

Hannibal S26
High Seas Tradr or CD $39
Hollywood Mogul WIN $38
Humans CD g22
Jagged Alliance CD 546
Jutland CD 529

Kingdoms of France  $34
Kingdoms of Germany $34

Kingmaker 532
Koshan Conspiracy 529
Legions WIN 234

Lemmings 3 or CD 835
Lords of the Realm CD $39

Lost Admiral 2 $3p
Machiovelli The Prince $40
Masler of Magic §39
Master of Magic CD  $39
Mastar of Orion 240
Masterof OrionCD 340
MechLards CD $35
Merchant Prince 337
Millenium Auction CD 546
Navy Strike 240
MNew Horizons 534

New Horizons CD 534
Nobunaga's Ambition 2534

Onslaught WIN $39
Operain Crusader CD $38
Qutpost WIN $38

Patrician or CD

Pax Imperia 539
Perlect General 2or CDS35
Pizza Tycoon 540
Populous 2 825
Power House WIN CD S39
Rags to Riches 336
Reunion or CD §33
Robo Sport WIN 534
Romance 3 Kingdms 2 524
RAmance of 3 Kingdm 3 $39

Rmance of 3 Kingdm 4 $39
Second Conflict WIN - 534
Sed Cily: Life is Feudal 837
Sid Meir's Civil War 558

Sim Ant §32
Sim City 2000 334
Sim City CD 547
Sim Earth CD 540
Sim Town or CD $34

SimClassic Collection  $44
SimClassic Clctn WIN  S44
SimTower or CD $33
Space Miner 338
Space Raiders CD $42
Star Control 3 CD §39
Starship Troopers 339
The Complete UMS 549
Theme Park or CD 539

Transport Tycoon S48
USS Ticonderoga 534
Ultimate Demain 536

Ulimate Domain CD  $36
Viclory or Deteat WIN 842

Vikings 2 $36
Walls ol Rome 39
Warcralt or CD $39

Worlds ol War CD 548
X-Com:Terror of Deep S40
X-Com: UFOorCD  $38



FREE GAME OFFER"

See detalls below

ONES

30 Gme Creation Syst $45
Assault Poker CD $29

Battle Chess CD 45
Bobby Fischer's Chess $34
Bridge 8.0 $32
Bridge Baran Win 34
Bridge Deluxe 2 $29

Brdge Dx 2 W/O.Sharil $43
Bridge Deluxe CD 243
Chessmanlac S Bin&1 $34
Chessmaster 3000 CD $46
Clackwerx WIN or CD $34
Cowboy Casino 2 CD  $34
Gambit V1.5 CD £39
Game Maker 3.0 548
Game Maker 30 CD  $48
Game Wizard Pro 332
Grandmastr Chess CD $32
Incredibln Machine 2 38
Kiik & Play WINCD 342
Knight Moves CD 534
Knight Moves WIN 5§34
Lucky's Casino Advnir $34
Magic the Gathering ~ $40

Mega Maze CD 528
Pinball Arcade CD $34
Pinball Dreams s$29
Scrabble Deluxe CD 525
Shanghaii CD 41

Sclitaire Deluxe WIN ~ $25
Solitaires Joumey 2 536
Star Wars Chess 38
Trivia Madness CD $20
Trivial Pursuil CD 34
USCF Chess CD 537
Universal Neverlock  $38
Videe Cube CD 839
Virtual Pool CD $40
Wheel of Fortune CD 832
Xplora Deluxe CD $62

‘JUTLAND'
Command a fear-
some  dread-
nought and fight
for control of the
No. & So. Atlantic
for the German
Imperial Fleet or
the British Royal
Mavy. Stunning
SVGA graphics,
digitized video
and sound effects
and Historically
accuratle com-
bat. CDS§29

‘KINGMAKER"
Step back in histo-
ry to the time of
the War of the
Roses. In
England, racked
by civil war, the
crown hangs by a
thread and the
throne is there
for the taking.
Features high
quality digital
graphics and
adjustable diffi-
culty levels. $32

Aegis:Guardian of FIit  $46

Aide de Camp $45
American Civil War V3 524
Baltie Stations 520

Bille Tank Barbarossa $29
Battle Tank Kursk 29
Battle of Austerlitz 524
Battle of Leyte Gult 524
Ballle of the Allantic  §29
Battle of the Bulge $39
Battleship Bismark $26
Beyond Squad Leader $45

BigacD s24
Blitzkrieg or CD $39
Blue & the Grey or CD $39
Campaign $32
Carrier Slrike 839
Carriers at War $39
Carriers at War 2 §39
CincPac CD 339

CincPac: Midway 539
Civil War: 1861-65 CD $40
Cmmand and Conquer S48
D-Day: The Beginning $39
Dreadnoughts Deluxe 359

Fields of Glory 837
Filth Eskadra 529
Fifth Fleet or CD 539
Fleel Med 827

Flight Commander2 $38
Geltysburg WIN CD ~ §42
Grey Seas, Grey Skies §29
Harpoon 2 Dix CD 42
Harpoon 3 CD £39
Harpoon Classic CD 526
Harpoon Clase WN CD $28

High Command 20
Iron Cross $29
Kriegsmarine 829
Kursk Campaign $29

Kursk Campaign 520
Last Blitzkrieg $40
Long Lance $29

Main Bll Tnk C. Germn 529
Main Bt Tnk Mid East $29

Malta Storm $29
Man ol War 336
Mare Nostrum $26
Midway 524
Moscow Campaign  $36
Napoleonics $34
Mortharn Fleet 536

Operation Crusader  $36
Operation Europe GO $34
Operation Ovarlord $36
Pacific Storm Midway $29
Pacilic Storm Solomon $36
Panzer General or CD $39
Point of Altack $32
Red Sky Mormning 836
Return to Falklands 528
Rising Sun S24
Rommel at El Alamein 336
Rommal at Gazala $36
Seventh Fleet S36
Stalingrad 339
Stalingrad Campaign ~ $36
Stalingrad PCMC CD 539
Tac Ops WIN $40
The Great War $39
Third Reich or CD $34
Tigers an the Prowl 42
USS Ticonderoga CD - §34
Wictory:Markel Gardn $29
Wiclory:Ulah Beach 329
VVictory: Velikye Luki  $29
Victory al Sea 341
War in the Falklands  $24
Wargme Cnslrucin St 2539
Warpoint 536

‘MORTAL
KOMBAT 2 Fight
7 new characlers
with  improved
graphics and
sound. Offers 40
new special
maves, new inter-
active back-
grounds, 12 new
finishing moves,
mare challenging
game play, 12
Iriendship moves
& 2 new hidden
characlers CD $46

'STAR TREK:
JUDGEMENT
RITES' You are
being watched.
By what, it is nol
known. A WW1
triplane is head-
ing for you at
warp 9 and your
sensors repor file
forms on a dead
planet. The ten-
sion increases as
you encounler a
myslerious
world . 519

DECIDE THE FATE
OF HUMANITY

‘ALIEN LEGACY
The silent planets
ol a distant sun
glimmer and
swirl before you.
Trillions of miles
behind are the
shattered rem-
nants of Earth.
You command
tlhe seedship
UN.S. Calypso in
search of a lost
huran colony so
YOU can save your
civilization. $39

*FREE GAME OFFER
Spond the specilied amount on any in stock software and choase
a frea 1BM gama from tho comosponding list balow. Offer subjact
to change o cancellation without notice. Valid from Feb 1st- Mar
31t or while supphies last. Request must bo mads al time of onder,

SPEND S60
Airbome Banger 5.25, Falcon 3 Scen 2 MiG 28 3.5, GNB Scenano
Bullder 35 Gunship 525, Powear Hits Sponts 3.5/5.25, Charga of
tha Light Brigade 5.25, Choss Net WIN 3.5/5.25, Conquarad
Kingdoms Scen 1 3.5, Pirales 5.25, Railroad Tycoon 3.5, SDI 5.25

SPEND S100
Battlo Chess WIN 3.5/5.25, Batlos of Destiny 3.5, Bridge 7.0 3.5,
Cohart 2 3.5, Dmgon Foren 3.5/6.25, Earth Invasion WIN 3.5, Kron
olog: Nox Pardox 3.5, MacArhur's War 3.5, Maga Traveller 525,
Rotum of Phantom 3.5, Sient Service 2 3.5, Sony SRSI Speakers

SPEND $160
Alone in the Dark 3.5, Command HO 3.5, Dungeon Master
3.5/5.25, Falcon 3.0 3.5, F15 Strike Eagle 2 3.5, Flight Sim
‘s C as

Toalkil 3.5,

Simon the Sotcarr 3.5, Utima Underworld 2 9.5, Warlords 525

7ih Guest 2 Demo CD §6
ATP P Flight Simulator S8

Acquire $9
Air Force Commander  $9
Allied Forces 59
Alone in the Dark s$12
Assignment Miami 9
Austrulitz $10
Banzai $9
Bard's Tale Constructn $12
Baseball Facts 36
Batlle Chess WIN 59
Batle Command 36

Blake Stone Episode 1 $9
Blue Max Aces Gt Wr 38

Bodycallo CD 36
Budo:Art of Ninja 35 <9
Captain Blood 39

Castle Wollenstein SW $6
Castles Northrn Camps$12
Challenge of 5 Realms $12
Champions of Krynn ~ §12
Charge of Light Brigade $9
Conqueror Multi Tank  $6
Conquesls Robin Hood 812

Covert Aclion $6
Crime Gity s12
CyberStrike s12
Darklands s12
Demon Blua 36

Descent Shareware §6
Dr Floyds Dosklop Toys $8
Dr Thorp's Mini Blackjck $6

Dragon Lord §9
Dreadnoughts lronclds $12
E- Motion $6

Erolic Virtual Smplr CD §12
Faleon 3 Scen2 MIG 29 39
Fighting for Rome 512
Flames of Freedm $12

Circle Reader Service #54

Goldiree Buildings s10
Goldiree Characters  S10

Greens §12
Gunship 812
Harrier Assault HD 512
Hearts s12
Herelic Shareware CD $12
Horde 512

Hoyle's Book Gmes V3 §12
Humans:insult to Injury S9
Interactive Adult Smplr $12
Internalnal Sports Chall $9
Internatnl Spons Chinge $6
Killing Cloud S6
Land Sea Air Trilogy 312
Last Chnce to See CD $12

Lighlspeed s9
Line in the Sand 812
Linkword-Spanish $6
Lost Vikings 59

ML 1950s World Senes S9
ML 19605 World Series $9
ML 1970s World Series $9
M League Teams each.. $9

Magic Candle 3 s9
Marianas Trkey Shool $512
MegaFaortress si12

MegaTraveller.Zhodani S9
M League Bsbl Seasn ea$9
NFL Chil 81 Pre Ssn 6
NFL Chling All Star Tms $6

NFL Video Football s12
Mevar Mind s9
New Facllities Locator  $9
On Targel S6

One Must Fall Sharewre $6
Operalion Combat 812
Pixis Adult Sampler CD $6
ProFiball Analyst 92 Ed $8
Puzzle Gallery 1 59

Retumn of the Phantom $12
Return to Zork Anth CDS12

Rings of Medusa $9
Rotox 89
Rules of Engagement 59
SDI 86
Sentinel Worlds 1 S8
Sex Planet CD $12
Shadow Sorcerer $9
Space Vegelables 36
Sporting Triangle 53
Slanford Wongs Poker 59
Star Legions 512
Star Trk TNG CD Demo $6
Slellar 7 CD $12

Storm Across Curope 512
Street Atlas USACD 85
Sub Batlle Simulator  $12
Taking of Beverly Hills  $6
Tales Magic 812
Task Force 1842 s12
Taste of Erotica Smplr 2 S8
Tste of Eratica Smpl CD S8
Tegel's Mercenaries 59

Ternminalor 2029 12
Terran Envoy 59
Tesl Drive 3:Road & Car$6
The Tinies 512
Tie Break Tennis $9

Tom Landry Fiball DIx §12
Tony LaRussa Baseball $9
Top 100 Gmas V. 2 CDS12

Under Fire 512
Vaxine §9
Virlual Vivid CD 58
Wacky Wheals Shrewre $6
War in the Gull 812
War of the Lance 9
Waorld Circuit 812
Xiphos $6

COW4e56



CHIPS &BIT

'STAR TREK ‘CANNON FOD-
TECHNICAL DER' Shoot first.
MANUAL' You Ask questions
now have later. And don't
clearance 1o forget to wash
roam the your hands after-
Enterprise at wards. Cbviously,

Legend of
Skullkeep'. This
new world is
alive with crea-
lures and actions
that will occur
with or without
you. Stunning

SHIPPING!

Place an order for an out of
stock software item and recieve

FREE overnight shipping when highly restrict- exaclly  what
product becomes available. ed areae; 360 MABR Lo

? , degree visuals, UK. 24 missions
Handling $2 per shipment. 1y i abilalleats and including 126 lev-

Call 800-699-4263

‘DUNGEON ‘"MONTY
MASTER II' PYTHON'S
Thera's Mare to COMPLETE
fear than ever WASTE OF
betora in ‘The TIME® You'll

face a series
of challenges
on a guest to
discover the
secrel of In-
tergalaclic
Success. Walch
new comedy or

Int’l 802-767-3033
PO Box 234 Dept 10245 Rochester, VT 05767

Fax 802-767-3382
Source 10245

'GRAVIS PHOENIX FLIGHT & WEAPONS CON-

gk

sound effects, }'.'E.-\?Li.iL!{f‘”'(\"f;:ﬂ-"I‘:'_‘ ik highlights from TROL SYSTEM' 24 programmable buttons for joystick

real lime com- o ‘_‘ B the TV epi- and keyboard controls. Preconfigured settings for the
= ) Ul oy P

bat. CD 538 =% 5 Sac sodes. CD 548 most popular games. 583

your will. You
are welcome
to investigate
aven the most

props. CDS3%

els. cDs$22

oo
CD-1 200 Magnavox  $359 Alien Gate 326 A Fish Called Wanda $22 Quigley Down Under 524 Alone in the Dark H46 Clayfighter 2 546
CD-1 220 Philips $399 Chaos Control S44 A View to a Kill $24 Raging Bull $24 BIOS Fear $52 Rise of the Robots §52
CD-1 450 Magnavox  $289 Chaos Control S44 Addams Family s22 Rainman 324 Blade Force 354 Samurai Showdown 852
CD-1 550 Magnavox 8479 Earth Command 344 Addams Family Values 522 RoboCop 1 $24 Corpse Killer $52 Spr St Fighter 2 Turbo $59
CD-l Game Pad 529 Mad Dog McCree $52 Annie Hall 24 RoboCop 2 524 Crealure Shock 854 Way of the Warrior S52
CD- Infrard Rmote Cnt $39 Mad Dog McCree & Gng72 Apocalypse Now sa2 Rocky 524 CyberWar 554
CD-1 Mouse $46 Mad Dog McCree §52 Baby Boom $24 Silence of the Lambs ~ $24 Daedalus Encounter ~ $54
CD-l Roller Controller  $54 Microcosm S$44 Benny & Joon $24 Sliver g22 Demalition Man S58
CD-1 TouchPad 226 Mystic Midway 1 326 Beverly Hills Cop 3 524 Star Trek 1 s24 Doom $56 Dragon Tales Lore 546
CD-I Trackerball $59 Mystic Midway 2 $26 Black Rain 522 Star Trek 2 §22 Dragons Lair 2 §52 Hall §30
Blond Justice $20 Star Trek 3 524 Flashback 546 Ishar 3 552
Bull Durham 524 Star Trek 4 $24 Horde 52 Slayer 529
Carrle $24 Star Trek 5 s24 Immercenary 854 Syndicate 854
7th Guest Digital Video $52 Axis & Allios §44 ConeHeads §22 Star Trek 6: S22 Killing Time §52
Aice in Wondedand ~ $44 Backgammon $30 Dances Wilh Welves 522 Steamy Windows $29 Kingdom:Far Reaches $46
Burn Cycle $46 Battleship $30 Diamonds are Forever $24 The Black Stallion S24 Mysl $50
Craature Shock £48 Caesar Wild of Gamblg844 Dr. No 522 The Firm g22 Rebel Assault $52 Flying Nightmares 552
Dark Caslle 334 Clue 2 DV 346 Fatal Attraction 524 The Secrel of Nimh ~ $22 Aobinson's Requiem  $52 Magic Carpet 554
Dragon's Lair 2 $44 Clue Sa4 For Your Eyes Only 524 Thelma and Louise 524 Shadow Casler £52 Megarace 209
Dragon's Lair 244 Clue 2 S46 From Russia With Loves22 Top Gun $22 Space Ace 552 Need for Speed $52
Effacer $26 Connect Four $26 Goldlinger S22 Trading Places s24 Space Pirates $49 Off World Interceptar 852
Escape frm Cyber City $44 Deltender of the Crown $34 Hannah and Her Sister $24 Wayne's World 2 s22 Star Trek TNG $56 Quarantine S34
Flintstones/Jetsons ~ $32 Defender of the Crown $34 Hunt for Red October $22 Wayne's World §22 Vikings 248 Road Rash S56
Hotel Mario 544 Dimo's Ques! 8§32 Immontal Desire 20 While Christmas s22 Viruosa 352 Reck & Roll Racing 348
Inca S44 Jeopardy 36 Indecent Proposal $22 You Only Live Twice $24 Top Gun &£54
Kether 544 Jeopardy 536 Lassie £24 Trance Mission 856
Kingdom Digital Video 844 Jigsaw 336 Live and Let Die 24 Wing Commander 3 $54
Laser Lords Sdd Joker's Wild! 536 Married to the Mob s24 Burning Soldior $49
Link:The Faces of Evil $44 Joker's Wild Jr.! 336 Mississippi Buming  $24 6 Button Control Pad ~ $26 Crime Patrel $52
Litil Devil Digital Video $44 Joker's Wild! 536 MoonRaker $24 Control Pad Goldstar  $36 CyberClash $52
Lords of the Rising Sun $44 Mega Maze £30 Moonstruck 24 Control Pad Panasonic $39 Drug Wars 52 ESPN Baseball 552
Lost Eden $48 NFL Instant Heplay ~ $44 MNaked Gun 2 1/2 22 Digital Video CD Adaptor Mad Dog McCree 2 $54 FIFA Internatnl Soccer $52
Return to Cyber City  $58 NFL Trivia Ching 94/95 $44 MNaked Gun 33 1/3 £24 MPEG Panasanic  $239 Microcosm 852 Jammit! 549
Spaca Ace 382 NFL Trivia Challenge 344 Naked Gun $22 Digital Video CD  Adaptor NovaStorm §52 Madden Football $49
The Apprentice $32 NFL Trivia Ching 94/95 $44 Of Mice and Men $24 MPEG Goldstar 5199 PO'ed 852 PGA Tour 354
Third Degree $38 Name Thatl Tune 338 Overboard 324 Flight Stick Pro $98 Police Nauls §52 Pebble Beach Golf 548
Thunder in Paradise  $56 Pinball 330 Patriot Games $22 Gun Sa4 Pyramid Intruder §52 Slam City g52
Voyeur $44 Sargon Chess 838 Pink Panther $24 Mouse 842 Shock Wave S56 Slope Style s39
Zelda's Adventure 344 Tetris $30 Planes, Trains,& Auto's $22 System Goldstar $399 Star Blade $54 Wicked 18 Golf $52
Zelda:Wand of Gamein $44 Text Tiles $30 Posse 8§22 Systom Panasonic 5399 Who Shot John Rock  §52 Winning Post 554
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FREE GAME OFFER*

SUPERKARTS' 1830  RAIL- ‘MAGIC CARPET
Tesl your go kart Fly through
skills agains! lop breathtaking
drivers on 18 workds on a magic
Iracks to become Welcome to the carpet in your
SuperKarts 19th  centuryl quest lo become

champion of the With immigrants ruler of Arabia.

world. Incredibly pouring in, When a wizard
smooth, wilh 80- America is poised war spiits the con-
frames-a-second for  explosive tinent into many
action! Exclusive westward growth. islands, you step
RT3D graphics Magnates famed in as Grand Vizier.

engine gener-
ates extraordi-
nary fast and
realistic. CD $39

for their greed OMers fantastic
and business
acumen rush to

cashin, CD$34

‘VAMPIRE'S ‘TV GUIDE'S *FREE GAME OFFER
KISS' Joumey . MULTIMEDIA E?nnd the specified amount on any {rlI slock soltwaro and choose
through  the " CROSSWORDS' o o coston Shb o i VK Vth Fob {0t lat
comidors of the 2 Crosswords 311 o while supplies lnst. Foquast mist bo mada ot time of order.
vampire's & with a twist! SPEND $60
ancient virtual iy Solve puzzles Alrbome Ranger 5.25, Fakcon 3 Scen 2 MiG 29 3.5, GNB Scenanio
ap castle. ; like never ﬁmldijt:SE&mslw 525, Power Hits Sports 3.5/5.25, Charge of
h e Light Brigade 5.25, Choss Net WIN 3.6/5.25, Conguored
Astounding E befare with Kingdoms Scen 1 3.5, Pirles 5 25, Railroad Tyeoon 3.5, S015.25
interactive 8 more than SPEND $100
[ Battle Chess WIN 3.5 5 7.0 35,
ol oo video, ll B ymeen e e
you to search photagraph, olog: Mazi Paradox 3.5, MacArthur's War 3.5, Mega Traveller 5.25,
for the secret and music Retum of Phantom 3.5, Silent Senden 2 3.5, Sony SRSA Speakers
passageway that leads to the vampire's private cham- clues. These SPEND $160
ber.Your actions determine the outcome, but beware of - e CD-ROMs Alone in the Dnrl: 3.5, Command HO 3.5, Dungoon Mastor
Hrings Wk e [ Who it ey el St 800k cover a varlety :T,osélskﬁ&s SFnlcr_an 3.0 3.5, F15 Strike Eagle 2s:'5 Flight gu;-
more than your blood! CD$49 of lopics,CD $19 Siman the Sorceror 3.5, Ullima Undorwortd 2 3.5, Warlords 5.25
BT TN
NOT FOR KIDS NOT FOR KIDS NOT FOR KIDS
BrainDead 13 TihGst2: 11thHr CD 551 Girlfriend Nikki CD Secrels Interactive CD $35 Chaos Agenmda CD  $52 Cyber Lip CD 569
Cyberia 346 Adventure of Mikki Finn§39 Girlfriend Suzie 544 Sinfully Yours CD $29 Club Drive $49 Fatal Fury 2 CD 569
Dinopark Tycoon $52 Alter Dark Trilogy CD  $33 Girllriend Teri CD S48 Sizzle CD $36 Creature Shock CD  $52 Fatal Fury CD 569
Family Feud $34 Amateur Models 2 CD $30 Group Therapy CD  $39 Sorority House CD 334 Demelition Man CD  $52 Fatal Fury Special CD $69
Fun 'n Games $52 Amorous Asian Girls ~ $32 Harvaster CD $44 Space Sirens CD 349 Doom £59 Fight Fever CD <69
GEX $52 Animated Fanls 2 534 Heidi's Girls 28 Spy Club CD $49 Double Dragon 5 $52 Football Frenzy CD 569
Grandest Fleet 356 Animation Temp $28 Hell CD $45 Starware Gift Pack CD $58 Dragon's Lair CD $52 Ghost Pilots CD $69
Gridders $36 Bambi & Friends Anim $29 Heretic 2 CD S46 Steamy Windows CD  $25 Dragon 539 Gururin CD 569
Incredible Machine  §52 Best of Inferno CD $39 Hidden Agenda CD  $39 Super Models Go Wild $38 Dune 554 Karmov's Revenge CD $69
Lemmings Chronicles $52 Bst of the Barlw Aflairs $32 Immortal Desires CD §25 Surfer Girls CD $39 Flight for Lile 859 King of Fighters 94 CD $69
Lemmings Chronicles $52 Bst of Bst 2:Grls on Grl $29 Indiscretion CD $36 Texas Table Dance CD$39 Flashback 552 King of Monsters 2 CD $68
Panzer General $59 Best of the Best 3 $34 Intimate Journey CD 524 Ullimate Teasers CD - $26 Gunship 2000 554 King of Monsters CD  $69
Pataank $52 Beverly Hills 90269 CD 528 Kama Sutra CD £38 Urotsukidoji Collection $59 Hardball 3 £52 Last Resort CD 289
Perlect General $56 Bikini Beach CD B44 Ladies Clb Pokr Nighl 328 Vampire's Kiss CD'~ §49 Hammer Head $59 League BowlingCD  $69
Real Pinball $52 Blond Fever CD $36 Legend 4 CD 525 Velvet Dreams CD $35 Horrorscope £54 Magician Lord CD $69
Shanghaii 552 Bloodnat $39 Loads of Fun €D $32 Virual Director CD $49 Hover Strike 52 Mulation Nation CD 69
Star Control 2 852 Busting Out CD $39 Man Enough CD $34 Virlual Valorio 2D 842 Iron Soldier $54 Nam 1975 CD 569
Star Wars Chess $54 CD Collectables 526 Mark of Zara CD $38 Virtual Vixens CD $39 Kasumi Ninja $59 Ninja Combat CD $69
Station Invasion $40 Candy Stripers CD 829 Mask CD $25 Vintually Yours CD $49 Pinball Dreams 854 Minja Commando CD  $69
Stalion Invasion 40 Cat and Mouse CD 539 Midnight Stranger CD  $45 Vaolcano CD 834 Power Drive Rally 357 Panic Bomber CD $69
Theme Park §52 Club Cyberlesque CD  $29 Mind Teazzer CD $32 Voyeur CD $46 Primal Rage 558 Puzzled CD $69
Twisted 549 Cyber-Peep Inter CD $19 Mustang Interact CD 49 WanderLust CD $44 RayMan 858 Riding Hero CD 369
Dangerous Blondes CD$29 Mind Shadows CD  $25 Wicked Whispers CD - §34 Rise of the Robots $59 Robo Army CD 569
Danish Girls Exlusive 1 $25 Night Trips 2 CD 825 Winner Takes Al CD 539 Star Raiders 2000 CD $52 Samurai Shwdwn 2 CD 569
NOT FOR KIDS Deskiop Voyeur 1 CD 549 Night at the Drive-ln ~ $26 Syndicate $58 Samural Showdwn CD $69
American Blond $a2 Deva X CD 549 Movel Desires CD £33 m Tempesl 2000 2h2 Sengoku 2 CD 269
Blind Spot $32 Digital Dancing CD  $32 Neurodancer CD $45 Tiny Toon Adventure  $52 Sengoku CD 569
Blond Justice 532 Digital Seduction CD  §$34 Neuropak CD $59 Jaguar CD System  $148 Soccer Brawl CD $69
Blond Justice $32 Doom 2 S$44 Mick Sleale P.I.CD 359 Jaguar System $249 m SpinMasler CD $69
Blondage £a2 Dream Girl CD $28 Nightwatch Inter CD $39 Air Car Wars £52 Sireet Hoop 5199
Cheating $32 Dream Machine CD  §54 Nightwaltch Inter 2 CD  §39 Alien Vs Predator $56 Neo Geo CD Syslem $569 Super Sidekicks 2 CD $69
Immortal Desire $32 Endangered CD $29 Paradise Club CD $39 Arana Foolball $54 3 Count Bout CD $69 Super Sidekicks CD  $69
Intimate Journey 532 Fantasies Inter CD §35 Parlor Games CD $25 Baldy CD $52 Acro Fighters 2CD $69 Super Spy or CD s80
Love Bites $32 Forever CD 526 Phantasmagoria CD ~ $49 Barkley Baskelball CD §52 Alpha Mission2CD  $69 Thrash Rally CD 569
Mask 532 Fox Pack CD $37 Pleasure Zones CD  §33 Batman Forever $59 Andro Dunos CD $69 Top Hunler CD $89
Neurodancer $39 Full Molion Production $29 Princess of Persia CD $34 Battle Morph CD $52 Artol Fighting2CD ~ $68 Top Player Golt or CD $69
Sex 232 Girls Frm The Big East $39 Quarantine CD $39 BrainDead 13 CD $52 Art of Fighting CD $69 View Point CD $69
Sleamy Windows 532 Girls Games CD §32 Racquelle Releasd CD $34 Bratt Hull Hockey $59 Blue's Journey CD 569 WindJammers CD $69
Super Models Go Wild $32 Girls of Mardi Gras CD 539 Rimfire Pacific Video  $32 Cannan Fodder 354 Buming Fight CD $69 World Heroes 2 Jet $89
Voices in My Bed §32 Girlfriend Maria $39 Scissors N' Stones CD $29 Castle Wollenstein 3D $39 Crossed Swords CD 869 World Herces 2CD S89

ircl r Service #54
Circle Reader Service #5 Caw 455 8



A Gamer’s View Of

oS 2

IBM’s New 32-bit Operating System Is A Real Workhorse,

by Jerry Golick

HAVE BEEN A USER OF IBM'Ss OS8/2 oreg-

ATING SYSTEM FOR ABOUT WO YEARS

NOW, USING [T MOSTLY FOR MY WORK. [

really like the capabilities of this oper-

ating system when it comes to things
like communication and integration. Bu
when it comes to games I've been a die-
hard DOS veteran. I've never found a rea-
son to run games under OS/2 (or any
other non-DOS operating system), since it
seems that i a game has been written to
run under DOS there’s no reason 1o add
the additonal headaches of an extra oper-
ating system. Besides, DOS seems 1o be
the fastest operating system around for
high-speed action games and simulations
when using IBM-compatible machines. As
a vesult, my hard drive is set up with O8/2
for business and DOS for pleasure, and
rarely o the twain meet. But all that may
be changing. You see, I've been Warped.

WHY wAaRP?

But before I tell you about 1BM’s new
0O8/2 Warr, an enhanced version ol O8/2,
let me tell you about my problems using
DOS lor games. If vou're like me you
probably have a stack of “boot disks” be-
side your machine. Games can be very
picky about the memory configuration
that they want to run in, and while reboot-

But Does It Have Time To Play?

Your on-
informat

ing the machine to load a new
conliguration is not the worst
thing in the world, it is certainly
an inconvenience I could do
without.

Fven more irritating is hav-
ing to interrupt a game of

Doos for work! Not only do | o R
have Lo stop playing, but I then Bonuslak

i . INTERNET, FAY,

have to reboot the machine so 1618 WORKS
AMELTIASEDEA & MAORE

that T can get to my work envi-
ronment. When I'm on the
phone with someone, the (|(.‘|:l_\‘
becomes Ihlstl';nillg.

Let's face it The DOS inter-
[uce is not the world’s most at-
tractive.  While  typing

commancs might be considered Verslon 3

New!

OS2 Warp

ramyp to the
!IUH \l'!f"’f'hl-..'.’!'lﬂl'-‘{\'

Uses Your Existing DOS and Windows

fun by some, it's something clse
that I could do without. One of the rea-
sons lor the popularity ol graphical envi-
ronments like Microsolt’s Windows or
IBM’s O5/2 is the fact that you can do so
much without having to type commands.

Does Warr solve all of these DOS prob-
lems? No, not all of them. But it solves
enough of them o make it worth a look.
Depending on what you are trying to do,
Wanre can be a great help.

Let's start with the problem ol multiple
boot disks. OS/2 eliminates this problem

80 COMPUTER GAMING WORLD = APRIL 1995

by allowing you to deline dillerent DOS
environments that are specilic to the
needs of a program. You can give one
game EMS memory and another XMS.
You can choose the type ol graphics envi-
ronment you want. In fact, you can have a
separate AUTOEXEC.BAT and CON-
FIG.SYS for each game. There's no need
1o play around with memory managers be-
cause WARP manages the memory lor you.

To simplify things a bit, Ware comes
with a number of preset conligurations



You destroyed
: ':illjei'r'_bns_e:- 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.
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[or many popular games. After selecting
the “Add Programs” icon, Ware will scan
your hard drive looking for any DOS,
Windows, or 0S/2 programs that are in
the database. If found, WarP automatical-
ly sets up the correct icons/settings for
cach one.

Of course in some cases you may want
to go back to DOS. Warp offers two ways
of doing this. Without getting into a long
explanation, the end result is that if you
want “vanilla” DOS, you can have it.

Most DOS games perform best in a full
screen environment, which is accom-
plished easily enough, and when you are
running under Ware a simple keystroke
combination (either <CNT>-<ES-
CAPE> or <ALT>-<ESCAPE=>) will

QRIS 130 progeamm. ol want 1o acd 1o gour Devkiop. If te

Windows users will have to
spend some time learning
another graphical inter-
lace, and might even find
it easier to use. I strongly
suggest that new users take
the provided tutorial and
that you don’t lorget about
the right mouse button. Al-
most every operation that
you want to perform can
be done via the mouse.
Warr also offers some neat
ways to customize the in-
terface [or your own neecls.
For instance, you can cre-
ate your own desktop icons
and custom menus for
those icons.
You can
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multiple desktop configu-
rations—one for games
and one for work.
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SET UP FOR THE KILL 0S/2 Warp offers an enormous number of
options when setting up the environment for a specific program. For
every program, you can determine memory, video display, and
control settings, among others.

on-line buzz over this game has become
quite a roar lately, due to its deep, ad-
dicting gameplay. In addition, a native
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WARP AND THE
SERIOUS GAMER
What about games and
Warp? If you p'.l) a lot of
flight simulators and
high-speed action games,
and you don't have a very
high-end processor, you

version ol SIMCrTy is available, Sim Criy
2000 is in the works, and there has even
been some talk of a popular game that
rhymes with “room.” There are also
many native shareware games currently
in circulation.

GAMING AIN'T EVERYTHING
Are there other reasons to give WaRrP a

PRE-CONFIGURATION 0S/2 Warp comes packaged with a number of
preset configurations for games. When you add a program to your
desktop, Warp will scan your hard drive looking for programs that
match its database. If a match is found, the program will be
automatically configured for optimum 08/2 performance.

take you back to the O5/2 interface. De-
pending on how you have arranged
things, your game will either be suspend-
ed or active until you get back to it. One
interesting side effect of this feature is
that you can have multiple games run-
ning at the same time. This means you
can quickly switch between games as the
mood strikes you. So, while you're wait-
ing for your opponent at the other end of
the telephone line to take his turn in EM-
PIRE DELUXE, you can shoot a couple of
holes of golf. This also means that my
gamus interrupius problem is solved.
When my work duties call on short no-
tice, 1 just “hot-key” back to O8/2, do my
work, and flip back into the game where
I left off. Very handy!

What can [ say about the interface? You
will either like it or you won’t. I like it.

often.

problems

with games that use Pro-
tected Mode. On the oth-
er hand, if you mostly
play strategy games, WaRP
is great. Put another way,
Ware is fine if you don't
need high-speed graphics.

To avoid these speed
and compatibility issues,
games must be pro-
grammed specifically for
05/2, and such “native”
games are finally begin-
ning to appear. GALACTIC
CiviLizaTions from Star-
dock Systems is an 05/2-
only game. It's something
like a combination ol
MASTER OF ORrION and Sip
MEIER's CiviLization. The
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may [ind yourself going
back to vanilla DOS pretty
Most of
processor-intensive games
work faster without O8/2,
and some won’t work at
all since OS/2 has some

try, even if you stll go back to DOS for
your games? You bet. WaRP comes with
something called the Bonus Pack. It’s
basically a value-added set ol programs
intended to show what Warr can do.

these

One of the programs is the Internet Ac-
cess Kit (IAK). It provides single click

TIE ON THE WINDOW After a simple configuration, LucasArt's X-WinG
runs in its own Warp window. However, as with most high-speed D0S
games, X-Win will run much faster in a full DOS screen thanin a
desktop window.



S Tired of chasing moving targets on computer shooting games with a mouse?
> | f With the PC GAMEGUN™ from American Laser Games, you can he fast, accurate
. % and have a biast.
| % | The PC GAMEGUN is a light-gun nerinheral which lets you interface by pointing at
b i the screen and shooting. In addition to American Laser Games” full-motion,
i%: live-action shooting games, other game manufacturers are programming tities
b i‘ to be PG GAMEGUN compatible. Mad Doy McGree,” Mad Dog Il: The Lost Gold"
g }u Who Shot Johnny Rock®;" Space Pirates;” Crime Patrol}" Drug Wars™ and
upcoming title The Last Bounty Hunter™are all enhanced by using the
PC GAMEGUN instead of a mouse.
' 0 T Sneed up response time and boost your enjoyment of computer-based
- === = § ° shooting games with the PG GAMEGUN. Suggested retail price ranges
SR Tl from $54.95 o $64.95. Look for It n stores this May.

- LASEF! GAMES ine

4801 LINCOLN ROAD NE /' ALBUQUERQUE, HM 87109

909-831-9441
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PC GAMEGUN is & trademark of
American Laser Games, Inc. All rights reserved.



access 1o the Internet. You get all your
[avorite Internet programs like Gopher,
Telnet, I'1'P, NewsReader and others. A
multimedia mail package called Ultimail
is also included. But my lavorite is the
Web Explorer, a graphical interface to
the World Wide Web (WWW). The
WWW is a multimedia, hypertext-based
chunk of the Internet that contains
more information than you could ever
dream of. It grows bigger everyday. Web
Explorer allows users to explore the
Web from within OS/2, is extremely easy
to use, and a lot of fTun. Many game
companies maintain WWW links so you
can get the latest info about your la-
vorite games. Bul beware! You can
spend a great deal ol time, and conse-
quently money, exploring the Web.
Once you start exploring you never
know where you may end up.

Access to the Internet is provided by
[BM’s Advantis network, and it can get
expensive. However, the same program
can be used 1o link up to your own Inter-
net access provider il you already have
one. (For those who are more technically
minded, the interface currently supports
SLIP, with PPP to be available by the
time you read this,)

Wagrp also comes with a graphical
front-end to CompuServe, similar to the
WinCim interface for Windows. The two
primary support areas [or OS/2 on Com-
puServe are OS2USER and OS2SUP-
PORT. In OS2USER you can find a
section called “Fun and Games,” which is
a good place to ask your game-rclated
questions when it comes to making them
work (or not work) under Wage.

Occasionally, Ware allows you to do
things that are simply impossible using
DOS or Windows, like running X-WiNG
in a window on the Warr deskiop. Un-
fortunately, not all games can be run in
this fashion. By the way, I don't suggest
trying to play X-WING in a window unless
you have a very [ast processor,

So, is Ware lor you? As 1 said, that de-
pends on what you are trying to do, I have
always felt that OS/2 was a great operating
system in terms ol integration. Since you
can run DOS, Windows, and OS/2 applica-
tions at the same time, this means that you
can build an interface that works the way
you want. Il you're a high-speed action or
simulation player, however, you may want
to stick 1o DOS.

In terms of system requirements, WARP
wants a lot ol disk space (about 50
megabytes), and while it can run with
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four megabytes of RAM, T would suggest
eight as a minimum, The installation
program is simple and flexible, with
both a quick installation option and an
advanced option that allows you to sct
up a boot manager and partitioned dri-
ves. And the price is nice—you can get a
copy lor less than $100.

From the numbers, it's likely that
most of you own Windows, and some of

you are eagerly awaiting the release of
Winpows ‘95, Well, while you wait (and
wait) for the Microsoft release, know
that there are other operating system
options, and that OS/2 Warp may be the
best among them. With it, you can play
many ol vour DOS/Windows games, ex-
plore the Internet, and even get some
work done. In other words, you can gel
Warped. &

Conquest 0f The “Natives”

There are a couple of native OS/2
games, but one in particular has made
quite a stir. GALAGTIC CIVILIZATIONS from
Stardock Systems (distributed by Ad-
vanced Idea Machines, 801-572-4018) is
a conquest game in the style ol MASTER
of OrIoN and Sip MEIER'S CIVILIZATION,
Like most games of this type, you start
with a single colony ship and a megalo-
maniacal desire to control the galaxy,
You can select the galaxy size that you
want Lo play inand the number of oppo-
nents you want to play against (from one
to five). The computer-
controlled players can
also be assigned “person-
ality” profiles which
range from evil to friend-
ly. Each star system will
have between 0 and 12
planets, some of which
may be suitable for colo-
nization.

Once you establish a
colony you must decide
how to develop its re-
sources. Beyond building
ships and researching
new technologies, you ®
can also improve the
planet with a wide variety
of projects such as soil
enrichment, nano-tech-

i) Galactc Civiizabone

Also as in GIVILIZATION, technology is
built upon technology, and it can be dif-
ficult to determine what you need to re-
search in order to get to the advanced
“good stuft.”

The game was originally release in Eu-
rope, and the European version does not
contain a rule book; instead, the entire
manual has been made available as on-
line help that is loaded with the game.
Since GALAGTIGC CIVILIZATION can be
played in a Ware window, you can easily
flip back and forth. The North American

WARP GETS CIVILIZED Stardock Systems' Gaactic Civiuizanons has made
a/lot of noise in the 08/2 gaming world. Its addictive strategic play has
heen compared to MicroProse’s Master oF Drion and CIvILIZATION,

nology, schools, and even
an entertainment network to keep the
population happy.

Of course, the computer opponents
have their own empire building dreams.
Even the “lriendly” opponents expand
quite rapidly. As in CIVILIZATION, you can
form trade and political alliances. These
are important, especially in the early
stages of the game, as they will help you
avoid conflicts that you do not have the
resources to pursue,

1995

version will include a manual, however,

Quite a number of discussion groups
are going on at various on-line services
imcluding GompuServe, Internet, and
others where you can pick up a variety of
tips. While I have not heard of an “Offi-
cial Strategy Guide™ for Garactic Civi-
LIZATION, I am sure that one will be
coming, because this game is big
enough, smart enough, and, gosh darn
it, people like it!



ADVANCED WAVE TABLE
BY SOUND BLASTER.
ACCEPT NO IMITATIONS.

The New Sound Blaster AWE32"

w Introducing the wave of the furure: the new Sound

((

Sound
:i:.'m'hl:sis. a puwcrful digit;l] sign;ll processor, and

Blaster AWE32. It combines advanced wave rable

the hottest audio effects all on the same sound card. That’s
why it’s the next generation PC sound standard.

The Sound Blasrer 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 depth and richness. And QSound so you can

position sounds in 3D, It even comes with downloadable

[—————— SOUND BLASTER AWE32 INCLUDES:

SOUND BLASTER AWE32 GENERAL MIDI INTERFACE
TRUE 16-BIT CTD S5OUND THREE CD-ROM INTERFACES

HSC INTERACTIVE SE
CREATIVE WAVESTUDIO™ 2.0

ADVANCED WAVEFFECTS™ MICROPHONE QSounD CONTROL PANEL
SYNTHESS SOFTWARE INCLUDES: CREATIVE ENSEMBLE ™
32.VOICE POLYPHONY CAKEWALK. APPREMTICE CREATIVE SOUNDOLE™
SAMPUNG SUBSYSTEM FOR WINDOWS CREATIVE MOSAIC

SoundFont™ technology, so you can add to the library of
.\'ilI'I'I]'I]I.‘L'I sound effects and instruments, And the latest :ipucch
technology, so you can navigate through all the major
Windows™ applications using voice commands.

Of course, it's a Sound Blaster. So it makes all vour
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
only $399* No other sound

card comes close. Sound

interesting? Visit your

local Creative Labs dealer.
CREATIVLE

CREATIVE LABS, INC.

WAKE UP THE REST OF YOUR BRAIN."

Or call 1-800-998-5227.

*Suggested retail price. £11994 Creative Technology Ltd. Sound Blaster, Sound Blaster AWEI, Advanced Wavkiflecws, Creave Voreedsnt, Creatve TeatAssnt, Creative Enermble, Creatve Wavebtudio, Creative Soundo’LE and
the Sl Baster amid Creative logons are traddemsarks of Creanve 1 echnology Lide Allother wademarks are the propeny of their respecrive owners,

U5, mauimes: Crearive Labs 1-800-998-5227 or 4084286600, International inquiries: Creative Technology Lrd., §

gapore, TEL 65.773.0233 FAX 65.773.0353,
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ADVENTURE/RPG

THESE ARE NOT
HAPPY TIMES FOR
GAMERS, OVER THE
last year and a
hall or so, game

to be few and far be-

tween, and when something

does come along, it is likely to be prety but
mediocre at best. Right now, we are in the midst

of another dronght; nothing new in the way of

adventure or role-playing games, as I write this,
is on the horizon. The barrel is not only empty,
it doesn't even have a bottom to scrape.

So I am stuck with doing a Dreaced Eclitorial,
and the subject of this one is hint books. Going

 Science fiction has heen a hot topic lately in the realms of the
crystal ball. For example, Robot City from Byron Preiss is based on an
Isaac Asimov universe and the late writer's Laws of Robotics. The
forthcoming game will be a 3-D MYST-alike with more interaction. Un-
like MYST, this new world of adventure will be heavily populated,
mostly with robots. The player's character is framed for a murder,
wakes up with amnesia, and has to prove his innocence. In finding the
murderer, of course, he also finds a more dangerous plot afoot,

¢ Just after Hero Software alumni held a wake for the Champi-
ons computer role-playing game, other software companies hegan
to express interest in licensing the system for their own games.

 After the long delay on LucasArts’ THe Di, the graphic adventure
co-written by Steven Spielberg, we were happy to discover that all the
parts are almost complete and that it may be playable soon, even

though much of the game is still in rough form.

by the letters | receive, and comments [ have SHOU‘_D H|NT BOOKS

read on- line, gamers are divided into two main
camps: those that think a hint book should he
included with every adventure and role-playing BE REQU|RED
game, and those who think that they should h(
able to finish a game without llu.(lmb a hint
hook in the first place.

Hint books, and their partners, the outra-
gL‘mlsI)‘ overpriced hint lines, are big business

DOCUMENTATION FOR

now, but it wasn't always so. Back in the good ADVENTURE GAMES?

old days, when everyone had an Apple, Atari,
or ('(lllli'l‘lt)dlil‘l' computer, hint books didn't ex-

- AFyou were stumped by a puzzle, you
wor Lui it out on your own, or called the game
company (where a real, live person Almulul
your t|u(.-l|nm) or put the game on the shell,

s unfinished. Many times,
plavers opted lor that last
option: a lot of games just
never got completed.

It wasn't that gamers were
dumb; all of us, at one time
or another, come across a
puzzle that gives us long
pause for thought. A game
may not he h; nrl overall, but
most adveniures and even
role-playing games may
have a section that is tough
(and tough can vary for each
])|.t\{‘l) However, since get-
ting help wasn't easy back
then, and being stuck is a
Irustrating experience, peo-
ple put the game aside and
bought .mmhm one, hoping
to do better next time.

Also, the game market in
the early days was small;
hint books wouldn't have by Scorpia
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been very prolitable 1o produce. Over time, that changed; as So, should game companies include hint books with the
the number of computer gamers increased, hint books began  games? Not really. For one thing, it would certainly raise the
appearing on the scene, Today, a well-stocked computer stove  price ol the game, and games aren’t cheap to begin with. For
is likely to have shelves full of hint books and strategy guides — another, not everyone wants (or needs) a hint book. For a third,
available. hint books take time to

From the game com- do, which would delay
pany's point ol view, hint vame releases even
fmoJks}emd hint lines Gamers Seem tO ha\/e a IOW :ml'c (Nobody wants
make a lot of sense: these that!). And the books
things help people to and have their own dis-

finish a game, and there- tO leraﬂ Ee fOl' fU Strati on / advantages.

fore they are more likely The first is tempta-
to continue buying I d 'th f | d i tion. Once you have
games in the future. ﬁ Coup e Wi a power u rve that book open, it takes
you buy games and don’t a lot of willpower not to
complete most of them, t G t Th P I S | d keep wirning the pages.
sooner or later, you stop 0 € € uzzlie >50lve / Just one little peek, and
buying games. g once more, and before
Does that mean game p ]C bly R ght N long, you've read the
companies deliberately refera | OW. whole thing almost
publish hard games so | without realizing it
they can squeeze some This can be demoraliz-
extra cash from desperate gamers? I've seen that accusation  ing, especially if you hadn’t really meant to do that when you
made more than once, but I don't think there’s any tuth to it. — first opened the book to find a particular hint.
Games today aren’t harder than they were ten years ago; it More insidious, however, is the "why struggle?” syndrome.
would take some thought on my part to come up with any re-  This strikes people who do have the self-discipline to not read
cent title that was on a par with some ol the old Infocom text  the whole book at once. They come to a roadblock in the game.
adventures in difficulty. However, it’s pretty obvious that people  Ten minutes, twenty minutes, an hour passes. They've made no
want hint books, and the companies are just putting out what  progress, and their eyes stray to the handy clue book. Why suf-
people want, ferz Why struggle? Why spend another hour agonizing, when a

]
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Consumer
Information
Catalog

The Greatest Thing
Since Sliced Bread

No matter how you slice it, our free Consumer Infor-
mation Catalog is great [ood for thought.

The Catalog dishes up more than 200 free and low-cost
government booklets on subjects you can really sink your
teeth into — such as staying healthy, eating right, finding

The Infinity Machine works with virtually ANY game.
Our easy to use interface allows you to edit or freeze

almost any game feature - such as lives, gold, or energy - in ajob, getting federal benefits, using credit, buying a
real time. Our slow-motion mode lets you breeze through the tough home, helping your kids, taking care of your car, and
spols like no tomorrow! Whal are you waiting for? Start living today! much, much more.

To get your free copy, send your name and address to:

. -%;j\ $34.95 U.S. — Consumer Information Center ‘-:'.':
v

)t . _ e o Department GT
\ )17 (AT 1359 FRANK DRIVE - MONROE, MICHIGAN 48161 Pueblo, Colorado 81009
" TO ORDER, cALL 800-457-
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Captain Excitement aims and
fires. Adirect hit! 50 damage.
Steroid Man, puzzled by the
pain, altempls ta scraich his
head but misses.

Fhls zany melange is the fl ret true

omedy CRPG ever. Fast and furious!
— Scorpia, Compuler Gaming World

[his ain’t no etandard RPG. Everything a
omputer game should be, solid game play,
jood desigh, lasting play value and intelligent

uzzles; a rousing success!
— Steve Honeywell, Compuler Game Review

sleefully demented!
— [he Washington Post

ike the Justice League of America from
he old DC Comics. Thie one's a keeper!

rammed with puns, sight gags and irreverent
arbs that skewer their targets, this game

vill appeal to anyone with a sense of humor.
— Bill Holmes, CompuServe OnLine Reviews

Not only meets, but beats the competition. :
— Steve Warlofsky, Slrategy Plus Circle Reader Service #145



fast peek into the book will get things
moving again?

Before long, the time between being
stuck and consulting the book tends to
shorten. It's so much casier 1o look up
the answer than to sit tearing youwr hair
out. You become less inclined to really
think about the puzzle, and more in-
clined to use the book 1o get past it,
thus encouraging mental laziness, and
even more [requent recourse to the
handy hints. This is also a common
problem with those games that include
“on-line hints” that you can reference
while playing.

In this respect, the 900 numbers aren't
quite so bad. The meter is always ticking,
and at 75-95 cents for the first minute,
50-75 cents cach additional minute, lew
people want to be on the phone any
longer than is absolutely necessary. The
dial-ups can be good il you're really des-
perate and want to get by that one sticky
point to finish the game. Otherwise, at
those rates, you're better ofl' buying a hint
hook (if available), since three or lour
calls can easily add up to the book price
(i not more!).

On-line gamers probably have the

best of it. They can log in to the service,
post a question to other players, log off,
then come back again a couple of hours
later to look for an answer, which is
much cheaper than a hint line or book.
The drawback is, you aren’t guaranteed
to get an answer, especially il a game is

Just out and you happen to be ahead of

the pack, or everyone is stuck in the
same place you are.

What all this means is that by and
large, gamers are an impatient Jot. T've
been playing computer games since
1981, and the people I've known are by
no means stupid; in fact, they're brighter
than average. They just seem to have a
low tolerance for frustration, coupled
with a powerful drive to Get The Puzzle
Solved, preferably Right Now. This com-
bination doesn’t help il you're trying to
resist hint books and 900 numbers,

At the same time, we have a contradic-
tion here: while gamers complain they
“need” hint books to complete Game X,
they also complain that games are be-
coming too easy. “I bought Game X on
Monday and finished it in two days,”
they grumble.

The trick is that Game X isn’t the same

for everyone. For instance, you might
whip thmuqh MALCOLM'S REVENGE in a
couple of days, while your friend climbs
the walls while trying to figure ot how to
get ofl the islandl. %ll(. on the other hand,
h:u,f,es past Dextin Gare and you're still
wondering what to do about the glowing
Elves. Which 1s the harder game? Which
the easier?

There is no perfect game for every-
one, no game that provides the same
level of challenge to all players. Eventu-
ally, on Game X, or Game Y, or Game
Z, you're going to be stuck, and stuck
hard. So the various resources, the hint
books, the 900 numbers, the on-line
community, and, yes, letters to Scorpia,
too, are actually a Good Thing. Like all
Good Things, they should be used in
moderation. Give yourself a chance first
to solve the problem before taking the
easy way out. Thinking is hard work,
but nothing beats the satisfaction of fin-
ishing a game without a hint book or
telephone in hand. And if, in the end,
your mind just blanks out, don't feel
guilty about needing a nudge. We do
all, now and then; let's be happy there
are many ways Lo get one, €
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Finished
DOOM*
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DOOM II
Already™?

Then you need to check out these:
The Complete DOOM Accessory
Packs. 4 CDs full of new levels,
map editors, graphics and sound
patches, utilities, loaders, tons of
info files (including cheat codes),

and much, much more!
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Escape the dreaded realm of Har'Akir before the ancient
mummy Anhktepot awakens — and ends your stay fnmsem
This all-new adventure in the RAVEHLOFI‘” game world has
' “more puzzles than any other AD&D computer damel!
} Treacherous dungeons abound, New monst&s lurk around
“every turn, New:tactics make combat more challengmg
. Now you can even ﬂy, Whl(‘.h adds a whole new tvnst tﬂ A

_effects and you'll be, .
ipped:up, ‘.__hi'

/ musmal 'score and sound

-
To\order:
\ Visit Your
retailer or call
1-800-601-PLAY
with VISA/MASTERCARD
(North America only).

SCREENS SHOWN: IBM 256-COLOR HI-RES VGA DISPLAYS. ADVANCED DUNGEONS & DRAGONS, AD&D, FIMENLI]FF the TSR lago, and all TSR characlers, character names, and the distinctive
likenesses thereof are trademarks owned by and used under license from TSR, Inc. ©1995 TSR, Inc, ©1995 Slruleglc Simulations, Inc,, A Mindscape® Gnmpanv Al rights reserved.



GAME HINTS

(Game Hints
ForNothing

AndYour Tips For Free

ACH DAY T 1HEAD TO

THE MAIL ROOM, AND

EACH DAY I'M re-

minded how few

games have been
released lately, Nothing
much has come along since
Christmas, and many of the
letters in my box are mostly
about older games.

But before we get to the hints, I've
got to answer a question that keeps
popping up in your letters, I do my best
to personally answer every letter (with
an SASE! I receive asking for hints.
Many of vou have asked why I don’t
charge money for this service. Well, the
way | see it, the predicament of the
stumped gamer is bad enough as it is.
Most games aren’t cheap to begin with,
and if you don’t want to spend $10 and
up (mostly up) for a hint book or call
the overpriced 900 numbers, how are
you going to get help?

The main point of all my articles, be
they mail columns, reviews, or walk-
throughs, is to help out other gamers,
and answering individual questions is
simply an extension of that. I've thrown
my share of money away on dogs, and
been stuck plenty of times myself, IF T can
help you get around those obstacles, that
gives me more satisfaction than any
amount of dollars. Okay? So now let’s get
to the good stuffl

Malcolm’s Revenge: So you're stand-
ing at those big cat statues and wonder-
ing which gem goes where. With six gems
and six statues, that makes for a lot of tri-
al and error experiments (a whole lot!),
so 1 don't recommend that method lor
solving the puzzle. It's much easier if you
know beforehand what goes where. For

that, you have to visit
the  Hieroglyphics
Room (with your little
mousie) under the Dog
Fort. I'you're linding it
a bit too dark down
there, perhaps some
forest clearance in the
right direction will
brighten things up for
you; in fact, it can help a hole lot.

Ultima 8—Pagan: Paying a visit to the
Sorcerers is not easy. You can't just go
there on your own; you have to be sent by
Devon or you'll never reach them. The
only way is to unleash havoc on the world
by freeing Hydros [rom her prison down
in the caverns (and no, she won't keep
her word to teach you Tempest spells, so
don’t expect any gratitude from her).
Then you can chat with Devon again and
be on your way to the fire mages.

Noctropolis: Here you are on the trail
of Top Hat under the opera house and
you've come to a dead end in the boiler
room; actually, it's not so much a dead
end as an obstacle in the form of a locked
door. Torget about finding a key or
breaking down the door. What you need
is right there in the room, it's just very
diflicult to see. I suggest examining that
boiler very carefully.

Menzoberranzan: Some folks are hav-
ing a hard time finding the “right-hand
hammer head” on level two of the Dwar-
ven temple. Well, if you're looking for an
actual hammer, you're gonna be looking
forever. What you want is more symbolic
in nature. Possibly a closer look at the map
for level two will make that clearer, provid-
ing you've been all around the area.

Lands of Lore: Up on level three of

Scotia's lair, there are some poor souls
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wandering around searching for that
fourth statuette so they can free King
Richard [rom his shroud. Hey, it's not re-
ally that hard. It's easy! In fact, as easy as
I + 1 = 2. Once you see that, things
should open up and you'll soon be on
your way to saving the king.

Wake of The Ravager: Here is a handy
tip for dealing with the air drakes when
you're on the quest for the Lyre of The
Winds. Put a mage as the party leader
and cast either Globe or Minor Globe of
Invulnerability so you can waltz up the
path without damage from the traps.
Walk slowly as you near the end and stop
when you hear a click. Now chuck an ar-
row at the nearest drake. For some rea-
son, this sets them off to fighting against
each other. Just wait for the dust to settle,
and do it again. Eventually, only one
drake will be left and he's easy to take
out. Unfortunately, this trick won't work
with the second group of drakes down by
the nest, but your party will be in good
shape for that combat if you let the first
group kill themselves ofl.

Dragon Lore: Having a litde (maybe
not a little) difficulty getting that cog
house door open? Perhaps you haven’t
found a nearby secret entrance yet that
leads to a small set of passageways. It isn't
easy to see unless you look closely at the
wall, and even then, you need a certain
spell to open the way. If you haven’t ob-
tained a new spell recently, a visit to the
mushroom city is in order. Picking the
right flower will go a short way to helping
you with that.

Ultima VII—Serpent Isle: Passing the
Knight's Test is an important part of the
game, and some players are finding
themselves a bit stuck there. The claw is
easy enough to get, but the ashes elude
them. If that’s the case, it's likely you
missed a secret wall somewhere. Some-
where, say, in the vicinity of a certain as-
sassination attempt. Check out that area,
and you should soon be on your way 1o

joining the Knighthood.

And that's about it for this look into
the mail bag. In the meantime, if you
need help with an adventure or role-
playing game, you can reach me in the
following ways:

On Delphi: Stop by the GameSIG.

On GEnie: Type “Scorpia” to reach the
Games RoundTable,

By US mail (enclose a self-addressed,
stamped envelope if you live in the U. S.):
Scorpia, PO Box 338, Gracie Station,
New York, NY 10028. €
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“If you're buying only one game, make(it.Rejentless. ”
Computer Playesw >

’[ T-'\ Check out the interactive demo on America Online by using

o keyword Relentless Don't have America Online? Just call 1-800-827-6364,
ADELINE ext. 10007 for free software and a free 10-hour trial membership.




REVIEW

B b e i e A e

Blood in the Saddle Agan

An Old Hero Returns In Mindscape’s COMMANDER BLOOD

hy Peter Olafson

EY, A PROMOTION IS A PROMOTION.
CarTaiy BLOOD EVIDENTLY HAS
GOTTEN SOME RESPECT FROM 1118
betters and been Kicked upstairs.
The fake plants, the ceramic mug
with "I (heart) beagles” written on the
side, the little Toblerone-shaped desk
sign, the pictures of his clones—all stuffed
into a cardboard box for the big move,
Now it's Commander Blood (o you, son.
However, this is one ol those dubious
promotions that [ind you doing more or
less the same job in more amiable sur-
roundings. The Commander’s not rid-
ing a desk. For Mindscape's new
CD-ROM game, French developers Mi-
crofolie’s ((CQ)) and Cryo
have resurrected the hero of
the 7-year-old Carrain
Broon adventure game for
a charming, breezy explo-
ration ol the cosmos.
Back in 1988, Carrain
BLooOD was a de-
cidedly ground-
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breaking game. Oh, sure, this quest to

capture Blood's five clones was written off

by some as one of those Weird French
Adventures  that
seemed to descend

on the US market en price: $69.95

masse in the late '80s  System

and early *90s. Butits ~ Requirements:
esoteric depth made L%hg g??:tat:rble
room _Iur iLin a cor- - S0g RAM. !
ner ol my heart, IiiIl(l VGA graphics,
it put its claws into 10 MB hard

me like a nestling cat
and hung on. 1
couldn’t have shaken
it loose il 1 wanted to.
The developers
haven't bothered to
draw any conspicu-
ous links between
the two games. In
COMMANDER
Broop, you simply find yourself the
caretaker ol galactic magnate Bob
Morlock. He peers from his icy cabi-
net (a Cryobox) through misty eyes—
after all, he's 300,000-and-some-odd

drive space
available, 2x
CD-ROM and

Protection: None

Novato, CA
(415) B83-3000

years old—like an old guard dog ol

uncertain disposition.

But excuse me one sec here. Bob
Morlock? This does not sound
like a futuristic, sci-f1,
Zardoz sort ol charac-
ter. This does not
sound like a
Rock of Ages.
This sounds
like someone
who, were
names per-
mitted 1o
assign des-
tinies, should
by rights own
a one-third
share of an

1995

CommanpeEr BLooD

mouse; supports SoundBlaster and
compatible sound cards.

Developers: Microfolie's and Cryo
Publisher: Mindscape Inc.

auto-parts store in Bangor.

That should be a clue. Unlike Carram
Broob, which was a straight adventure with
an undercurrent
of humor, the se-
quel is essentially
a light-hearted
romp. The ene-
mies may threat-
en to blow you
out of the heav-
ens in 10 seconds
and counting, but
they can'’t count,
Your computer’s
name is Honk,
and il you ask
him to recount
recent events, he
needles you to re-
port his help
back to Bob.
(Jeez. What a geek.)

And what are you doing when the
game starts? You're \\dldlmg, I'V. S0
much [or seriousness.

Actually, Bob is mostly serious. He may
be an elemental creature-cum-corporate
titan, but he’s old and he has regrets. He
has it all; he just wants to understand it,
and he's too weak 1o do it alone. Specifi-
cally, he wants to see the Big Bang, and
you, as Commander Blood, are going to
get him there,

However, as in Maine, so in hostile
Serut-occupied territory: Can't get there
from here. Driving Mr. Bob across time
and space to that primal explosion—in
theory, the beginning of the universe—
proves to be rather involved. Black holes
will open the path. You don't know
where those holes are, and thereby
hangs the tale.

And here the game system most
echoes that of CarraiN BLoon—hounc-
ing around Bob's universe in a space-



place Mo
the 2,000

PC 0P-ROM

© 1995 Millennium Interactive Limited WWA\B To _
Circle Reader Sétvice.



PLANET: Venusia

GIVE'EM THE FINGER An imaginative interface allows you to navigate
through the game and through space by using your virtual hand. Here in
the Nav Room you can find out about distant planets and warp there

almost instantly.

cralt called the Ark (which looks rather
like a dragster engine as designed by
H.R. Giger), gradually learning the lo-
cation of new planets and new aliens
with special needs. A Scrut (a Cylon-like
helmet head) wants a password. A con-
trary droid needs a battery. The rai
with an elephant’s trunk would like
something to eat, and that bubble-head-
ed salesman wants to see cash belore
he'll talk merchandise.

You run the show from the hub of a su-
per receptionist’s desk—a circular con-
sole with stations for communications,
interstellar travel, planctary stopovers
and a six-channel television. (At the start,
there’s not much on except commer-
cials.) It's very neatly handled. You sim-
ply move the mouse right and left 1o
whirl in a circle, and use a big blue hand
(another holdover from Carrain BrLoon)
to click on the orange balls that activate
the machinery,

Helping you out
is that personable, if
neurotic, computer
(for specific advice
and general infor-
mation), and you
can summon Bob
himself from his
sleep in emergen-
cies. (He's said 1o
know all—and more
than he lets on—but
only lets it out in
dribs and drabs be-
fore he requires an-
other visit with the
frozen veggies.)

Most ol the con-

Have a8 happy

trol functions are
quite simple, and
you'll find you can
play the game hap-
pily without instruc-
tion. Navigation is
simply a matter of
picking the planet
you want on a 2D
map and  then
pulling a lever.
Travel itself—Dblazes
ol beauuful screen-
saver-like light tha
recall

sometinmes
the
2001 and
Brainstorm—is auto-
matic, and lands

you in orbit over M=
: MMERN

your targel. To an-
swer a hail on the
radio, just jab a [in-
ger al the orange
nerl ball, which
bounces, titrers at
you and calls up a
video screen.

Friendly, eh? You
can also get Honk to
bring you up to date
on game events il
you've lost track of
what you've given to
whom. And il you
didn’t save belore
quitting, or were
rudely interrupted in your game, invok-
ing “Last” in the “Save” menu will bring
you back to where you were when the
computer went ofl.

And 1o visit a planet, well, click on the

help you.

day, comrade.

HACKER MEETS HAWKER This cartoonish salesman can deliver the goods,
but you'd better have credits when you go to Venusia, because they don't
take American Express.
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climaxes ol

planet, and an Orxx—a sort of porpoise-
as-torpedo-as-ambassacdor—is dispatched
to the surlace and makes [or the settle-
ment in cruise-missile lashion. It's so
easy, | feel like a fool for even mention-
ing it, (Initally, you'll want 1o activate the
Orxx directly to watch it surge down its
tube in 3D.)

It's here, on approach to a planet,
that Mindscape’s DRAGON LORE technol-
ogy kicks in on a global scale and 1o
wonderful effect. ‘The surface ripens
aradually, details come 1o the focus and
the whole routine has an easy sweep that
makes the eventful appear natural, 1t's
beautilul—like DrAGON LorE, COMMAN-
DER BLoob is rarely less than beautilul,
But cinematic doesn’t quite say it. (It
doesn’t mean anything these days any-

HONK IF YOU'RE IN A HURRY Listen to Honk, your trusty computer, to keep
from getting hogged down with characters like Bronko before they can

way.) [t moved me somehow. There was a
sense ol arrival, and a sense that arvival
meant something,

Il only Meetingly. 1 have to note that
saidd movement is basically a movie—
tightly seripted, with no exploration al-
lowed. In Carrain Broon, vou could
explore the planet’s surface. Yes, it was
barren and rendered only in wire-frame
until you actually landed. And, yes, you
were told via directional arrows where
vou'd find the resident alien. But you got
there largely on your own hook, and i
gave the game a sense of process. Com-
MANDER BLOOD, on the other hand, has a
sense ol someone else doing the work.

The same can be said for Cosyannper
BLoon's conversation options. You barely
have to do a thing—just more pointing at
and clicking on what you want to say.
And it's here the game really runs afoul
of the spirit of Carraiy Broon. It's not
about art of communication any more.



\“ﬁ\':ﬂ WILLO
- N BACK/

i

Join farces with hundreds of your favorite outer-space heroes,
past and present, in the most uproarious, outrageous Space
Quest ever. No sci-fi movie, TV show or video game is exempt -
from.the relentless comic parody of the spaced-out Space
Quest creators.

In this all-new adventure, Roger boldly goes where no comput-
er game has gone before, from the distant reaches of the far-
flung planet Polysorbate LX, to the close-up recesses of "inner
space.” It'll take all the guts, nerve and backbone Wilco can
muster, but this Roger's got half a mmd to do it. And where
there's a Wilco, there's a way! '

e

COMING TO A CD-ROM DRIVE NEAR YOU.
For your copy see your local retailer or call 1-800-75 7-7707

w® Space Quest is @ registered eademark of The Children's Museum of
E S I E R R. A | * lndianapolis, Inc., and is used by license, © 1995 Sierra On-Line, Inc. .

Circle Reader Servige #271

Bellevue, WA 98007, All rights reserved,



JONESING FOR BIONIUM In one of the stranger game elements we've seen,
gamers harvest energy chunks in this virtual stream in order to
accumulate credits.

Oh, you can talk up a storm, and the
translation will come back in a kind of
primitive English with the odd word
missing and “me” used for 1" But
that's just window dressing. There 15 No
struggle to make yoursell understood,
or to understand what you're told. Be-
tween the Orxx and a universal transla-
tor (named OLGA), _\'::11'1'(_' covered.
Where's the art in this?

b
|~
F

©1994 by Yamaha Corporation of America. All rights reserved. Yamaha, YST; and the
. Yamaha logo are registered trademarks of Yamaha Carporation of America. Lunicus
‘pame artwork provided courtesy of Cyberflix; Inc. Lunicus game available on CO-ROM.

See, |
spoiled. Carrain
Broon's chatting
was driven by a
full, 120-symbol
iconic language.
You had to learn
the symbols, use
them properly to
make yoursell un-
and Lo
make sense of the

Wels

derstood

responses. Once
vou got into the

game, it felt as
though you'd been
living in a foreign
land. Which, in a
you had
been. You didn't so much play CAPTAIN
Broop the game as become immersed
in it, and that's the only way to play.
Comyanper Broon doesn’t make that
kind of claim on my heart. It could
have, I'm certain, and I'm mystified as
to why the language elements were
dropped rather than enhanced. (It's al-
most ironic that, in an industry rushing
to include more and more speech in

SUNSNE,

FOR THE POWER HUNGRY.

Sit up. Lock up. Grab the stick.
% Pullthetrigger. Blastthe__
* ' Zurtrons. Escape
through hyper-
space. Then cool
down with some hot
jazz. Feel
B the sound? The
= rush?Theriffs? No?

You need a set of

A ij

YST-M5 powered
monitored speakers.
Hungry for more? Just
add a YST-MSW10
powered subwoofer.
Call 1-800-333-4442 for the
launch base near you. Tell
‘emyou’re power hungry.

§
—

games, the games have less and less to
do with the art of communication.) The
details of talk—or dungeon mapping,
for that matter—should not be seen as a
burden on the player, but as a way ol
drawing them into the process of play.
IU's the difference between playing a
game—being inside it, and taking its
logic and rules into yourself—and sim-
ply playing with it [rom the exterior.

In most ol COMMANDER BLOOD, you're
on the outside. And it's a beautilul out-
side, too. But it’s cold out there in space.
And the Commander, after all these years
of service, deserves a littde heat. €

THE EDITORS SPEAK

COMMANDER BLOOD

RATING ***ﬂ’l

PROS A prelty, easy to play graphic
adventure with a unique interface.
CONS Resurrects the mythos of a
previous game but then fails to draw
from its history and develop its best
[eatures. As a result, the game's not
all it could have been.

Yamaha Corporation of America, Computar
Related Products, 6800 Orangethorpe
Avenua, Buana Park, California 80620

Circle Reader Service #359

|
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Kind of

' attempt
to show the
multimedia
entertainment

' of Shanghai: Great
Moments within this
flat space would
be unfair. Showing

. snazzy pictures of
our four innovative
puzzle games for
your whole family
wouldn’t capture
the fun. Slick shots
of inventors, artists

and famous couples

from the nine tile
sets would just
: irritate your eyes.
Shimmering music
notes, multi-colored
butterflies and
Saturns spinning
off CDs would .
only insult your
intelligence,
So, here's an
approach we
know you will
appreciate.
g e
Great Moments Demo
gl L
LGP D T

SHANEHAT
Great Moments

Four Multimedia Tile-Matching Games

*For your Shanghai: Great Moments IBM GD-ROM demo and a coupon for $10 off the complete version,
call 1 (800) 438-9998 or send a check or money order for $4.95 (S&H) payable to Activision
with your name and address to; SHANGHAI DEMO Dept. CGW, RO. Box 65605, Salt Lake City, Utah 84165-0605.

@ Ok, it’s that shipping and handling thing again. You know the routine. You send us $4.95, we send you your “FREE" demo.
But once you see this demo, you'llwish you'd paid twice that to overnight it.

Activision is 2 registered trademark and Shanghai is a trademark of Activision, Inc. © 1995 Activision, Inc. All rights reserved. “ kCII ' ISI : N H

Tirnlo Boador Consiro #7734
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1985

Enter a lob set on ancient ruins. Archaeo-
logical work has been stopped by the machi-
nations of a scheming scientis), There's o
hostile alien an the prowl

g
.

METALTECH” -
r

IWONaIILLYE

High tension fills the Battledrome orena as
HERCULAN fight ane-onone for power,
pride, and money, Choose your HERC's
weapons!

IBM CD #34638

Get four of today's Iop ten ?C game Illlus
Features Sound Blaster 16, double-speed
CODROM drive, joystick, speakers and
soltware.

31va anNng

E 9l8 3HL

Experience all the angst of o first date.
Sondi's the objec! of your affection, and to
win her, you must choase the right
responies,

The ultimate W Wl shategy gome. You
control the action. Recreate the epic battles
of Tobruk ond Stalingrad, Open a second
front on Mormandy or laly.

ADI/M ¥11SYW ONISYD

A powerlul new version of Casino Master,
Includes Blackjock, Craps, Roulette, Video

and Red Dog.

HARDWARE #37128
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35719 Doam Il: Hall an Eanth . ___ 45 15767 Harpoen || Battleset £2 el y Worrior Il Fr
34791 Doam I1: Hintboak ... .. ... 1 3 :’L Hcavy Hockoy (CALL 37284 Maga Mon X : 24
32947 DreamWeh = - K CALL ol & loce < PG13 . 9
30484 Dune |l . ; . 0 ]- olHe 3.of Might & A Al 27
32978 Dungoeon Mager 2 a5 35725 Howx: Herosy of the I =
35144 ET0: D-Day - WINDOWS Ab 162435 High Seos Troder A
35288 FIFA Intarnational Saccer . a8 27109 Hellywood Magul WINDOWS crrs 32 1816 Mave Ine u-d ble M_.!n L TR,
34272 Falean 4.0 - CALL 38601 Hudsan City ... . 27 34658 Mottal Kombat / GomePod Bundis ...
33664 Falean: FA18 Harnet . : A0 17466 lee Hockey VerEEg e a e e Ees 28 3805 Mortal Kombat Il . .
31442 Faleon: Mig ?‘T-',.’Dmuly Mw:rmry . a0 33325 Inea i .. dranadie Vivesidl 36997 NASCAR Rocing SVGA
31490 Falean: Warthog A0 3.0 . : .. 68 36548 Inco il | . ' CALL IST96 MBA Jam ..
36832 Fightar Wing 7 e e LA 35349 Incredible Toons - WINDOWS wad v agh 33215 NCAA, Road fo the Final Four .
32880 Fleet Dolonder: F14 . TN L 26926 Indiana Jones Fote of Atlantis |, T ] 35937 MFL'95 - WINDOWS |
35744 Flant Defondor: F.14 Seenatio _..........30 31471 IndyCor Rocing . . <30 37092 Mavy Shike
38589 Flight Commandarll ... ...... 4l 35105 IndyCar: Circuits Expansion Pack S 37763 Cro il R —
32632 Flight Light ? vandl 35106 IndyCor: Indionopaolis Speedway i r 36365 Cporation Body Cun-l L
37558 Flight Sim: Caribhean S _c:'u_‘r'r 5 U -] 34449 Inherl: the Eorth: Orb Guost . 34451 Oporation Crusader - WI!\DO\.'\-'S
35495 Flight Sim: Evtope #1 5.0 ... .. L6 36393 iron Cross . 37711 Operation Europe i
37557 Flight Sim: Japan Scenery 5.0 .28 37703 tshar 3: 7 Gates of Inkiniry . SR 33340 Qutpost - \«'JIMDOW’S
32901 Flight Sim: Las Vegas 5.0 .. ... ..., -2 27314 Jock Nicklaus Signatre Golf . 25 33464 Ouyd Magnum
31728 Flight Sim: MNow York Seenery ] 28696 Jack Nicklaus Signanre Tour | vaald 38348 Puc In Time




Ecrth's on the brink of ecological chaos and
Redmaond Instinute’s Alpha Team is sent o investi-
gate, Now they're missing, and it's up to you fo
fird them.

a
o
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in an ancient tomb. MNavigale through

lee your captor

Play the role of an archaeclogist, Iru?ped

fuzzfes, mazes, and deadly traps as you

MAC CD #36912 IBM CD #36911

VDI¥4V 1SV3 033

As Game Warden of Ethemba, rely on
your intelligence, your rangers, and
meager resources lo manage this
fictional East African game park.

IBM CD #38235

R S ———

Get four of today's top ten PC game

and software.

91 @D J3ISVIE IWVD

tifles. Features Sound Blaster 14, double
speed CD-ROM drive, joystick, speakers

A locomotive speeds through o reliefulure
world, Boarding the train, your journey
through a spoofy land begins, Only you
have the keys to unlock the myslery.

MAC CD #38210

FULTEEO TREEFENTS

13dUVD DIOYW

Over 1,100 of the newest and best
games available for the Macintosh and
PC/Windows. Gel hours of fun with

this dynamic spechrum of games.

The Civil Wcr gome that simulates the

entire 3-day batile on a grand lactical,
emi-brigade scole. You'll experience

the actual tactical feel of the bailefield.

3SNOH NNd a@d

Over 1,100 of the newest and best
gomes available for the Macintosh and
PC/Windows. Get hours of fun wilh
this dynnmi: spectrum of games

1BM CD#36383 |
e El|

o

Air War: 1942
& At War: 1942 Scenario

36480 Panzer Genoral a7
31956 Pax Imperia a5
33735 Peddoct Genesal 1 as
32948 Perfect Ganeral Trilogy 34
27151 Perfect Genoral WWIP "surnull . 23
37094 Filot's Choice Bundle . . . . w6
25088 Pinball Famaries asa . 30
30098 Piralus| Gald ; 24
37083 Pizzo Tycoen - WlNDOWS ..... AP |-
36057 Planet Soccar A TYET LD 0
37305 Pointol Athaek .. o.ovciiiiiiiianis 27
32079 Polico Guest IV ... ... A b S
38118 Poolmaster - WINDOWS . ... ..........20
29618 Populows M . ... .. ... e 25
30630 Princoof Parsinll .. ..ooovnviiiino. .. 28
34655 Pro League Bosoboll ; a5
35573 Pure Wargame s - 1 ]
35935 Quoranting kT
32843 Quast far Glary IV . 9
34596 Raiden A0
34384 Realms of Adanio: Star Teail . ]
36386 Realms of Arkania; Stor Trail Addon ... .., .23
35355 Red Baron .. ... a0
31bjo Roturn bo Zork P A cenneddd
33

35

35234 Robinsen's Requiam . . A TMNFATRAN -
33330 Romance Thiee Kingdoms Il . .40
31343 Rules of Engagemaent Il .40
33206 55M-21: Sea Wall . 43
33590 Sabre Team | 7 0
32979 Sam & Max Hit tha Road .34
31730 Scanary Collaction USA Eoxt 5 0 4
317 3: S.Mmy\.c[r\clsn USA Wen 5.0 34
r 12

J!asa Sothl‘.‘ . 32
35316 Serious Soccer SRR Wil
34260 Shadow of the Comer 2 . . CALL
31510 Shadoweastar . .25
35287 Shanghai i WINDOWS . .. 25
24033 Shileh . ... R i
30492 Sid Maier's Tr.lo[r, 30
28694 Sierro Award Winning Bundle .42
26024 5.-"..'\m Classic 21
.21

¢ 9

ml\,r 2000 WINDOWS . .. .. .39

38245 SimCity 2000 Urban Renewal Kit .23
33915 SimCiry 2000: Great Disasters .. ... .15
31455 SimCiry Classic - WINDOWS 28
37042 SimClassie Colleetion . .. .. R | §
37043 SimClassic Colleerion - WINDOWS ... 38

24473 SimEorth Clawic
26503 S mEarth Classic - WINDOWS

29!2-1 Slnllfcf.' TS ddades
30833 Simlife Claic - Wi NDOWS

32882 Simon the Scrcerer .. aen

36019 Solitgire Antics

22085 Soliaire Antics WINDOWS
37228 Solligive Delune - WINEOWS
28440 Spoce Ques V :
31656 Space Simulator

34764 Spoceward Hal IV . .

29854 Spear of Desting .. .

34294 Spear of Destiny: Missian 2
34295 Spear of Datting: Missian 3
33342 Specra VR .. .
33294 ‘:rwilmmng Party Pek

36483 Stalingrad

35723 Star Cr\lmdcr AR
35940 Stor Crusoder Mission & Speech -
33245 Star Reach

26706 Star Trek 25th ﬁnmuu:u ¥
31772 Star Teek: Judgmant Rites.
32808 Star Wars Chesy . ...,
37309 SaiGate ...

30926 Sireet Fighrer Il N
27186 Sike Commander .. ..........
A0408 Swiko Commander Speech Pack
32114 Swike Commander Taetical #1
31886 Swip Poker Professional

35151 Sub Barla Simulatar Ii- WINDOWS .
33331 Subwar 2050 .....

37091 Subwar 2050 Scenario .
37282 Super Street Figher Il
26041 Super Tewis . . .

32405 Super VGA Harriar
34283 Supethero: lmgLe of Hobaken .
33858 System Shock
34305 TFX: Taetical Fi gh er
35160 ToeOps - WINDOWS ..
31280 Terminator 2 Chess Wars
17179 Terminator 2029

31422 Tarminatar: Rampage

32!.’:2 Tlcf ighter

38236 Tie Fighter: Delenders

29906 Tigars on the Prawl .

35308 Tony LaRussa Baseball 12.0
26142 Tln.m Enginear - WINDOWS
T-,'cocn \ViNDOWS ¥

37588 True Lies i
36452 UBeat - WINDOWS

s =

MAC CD #38974

|

1BM CD ﬂSB??&I

m ENTERTAINMENT

24619 USCF Chess 4 i 3 i L
23
AT IRA 1
34434 Ultimate Domain ...\ 0000s 32
29620 Ukabals .. ..o i 25
35821 Univarsal Nover lock fr Games ko
36041 Unnecessary Roughness "85 . . 32
J2B5% Viewary af Sen : . 4
29779 Video Poker WINDOWS _ . rebgssdll
33934 WW2 Air Faree Commander .. . 15
36708 Watcralt: Ores and Humans : a9
34653 W::rgu'nn Canstruction Setil: Tanks ar
31521 Warlards A0
25222 Watlody lI Seonanio Editor k]
32510 Wheel of Fartuns Deluxe - WINDOWS 3a
31643 Whon Twa Worlds War 34
36785 WinVegas Valume | - WINDOWS 17
J&7BS WinVegas Volume || - WINDOWS 17

F6787 WinVegas Volume I1WINDOWS 17
34939 Wing Armada | v i e b ;
24004 Wing Commundur
31509 Wing Commondurs Acodemy ... ......23

27287 Wity Commmicindar | DRR. o 1 s.i v s nssass 47
32006 Wing Commandar Il Spacial Operations , . . .25
2

32106 Wing Commander il w/Speech ....... 3
25001 Wizordry &: Bane of the Cosmic ..., .....36
26417 Wizordry 7; Crusader Dark Savant .. ... . 41
26475 Wizardry Trilogy L IAIAN) ... ooues 29
32509 Wizardry Trilogy Il VIV ... ... 34

362” W Ba Huned &0
34507 W o 34
3-1590 W k 23
27705 World Cirewit Grand Prix 35
33048 Wordd Serins Poker Adventurs 26
A7488 Woarld Sarins of Poker Deluxe a0
32477 Wadd Wor Il Battle South Pacific .. ..., 34
368343 XCOM: Torror From the Deep .......... .38
15215 XCOM: UFO Defense XA
2694] XWing

32054 XWing: B.Wing lovr of L)n.l\.- 3
J0BYY X Wing, Imperial Pursuil .
34181 Zig Zug - WINDOWS
36367 Zono ..

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

NOW OPEN 24 HOURS ext.351

*No w:dlui%u is odded 1o credit cord erduor.
accepled,
restocking fee

se call for current offers.
10 change without notice,

*PO's, wire ronsfers, pmsunu! ond cashiers checks
ome items are not returnable. Returns require autharization # and are subject to 15%
=All items affered far sale are subject to availahility.
I‘ylpcgrﬂ phical errors. *Shipping and handling charges,
ea *All prices are subject
*Inil. orders welcome

*\We are not respensible for

31 Union Ave., Sudbury, MA 01776
Info ; 508-443-6125 Fax :508-443-5645
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Fyom thee Pobilah ee of THOWM.T

Pilot @ poper airplane thiough hundreds
of reoms of @ mansion withoul crashin
into furniture or other hazards. Obstacles
include balloons, helicopters, and more.

MAC CD #27555 "~ IBM CD #36461

NOOW SNITII ¥V 43aNN

Tex Murphy, Private Investigalor, is
looking for @ case to solve on the streets
of PastWWIII San Francisco. Look
around for clues!

As American pilat in WWI, pil your wils
and machine gun ogains! the infamous

German Hunter Squadrons in this
gripping story.

\@S‘@W

1S3NO SONDI

Those wacky royals are at it againl
Queen Valanice and Princess Rosella are
lost a wild Ennluf.'_.-' world thol comes
complete with a handsome stranger!

Cast eldritch spells from the tomes of
Power. Wield fantastic weapons in your
quest to destroy the undead and bestiol
horrors thal slaughtered your race.

IBM CD #3?695'

!
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Enjoy conversations with a girlfriend
living inside an apartment in your PCI
Your girllriend moves around, and
responds to anything you say.

IBM €D #32937

593 1830: Railroads & Rebber Barons 34

34688 § Foot 10 Pok Vialume | 27
36691 5 Foot 10 Pok Valumas 1 s —
374864 5 Game SuperPok ....30
7 .38
50
32855 ADAD Dork Sun: Shattered Lands 42
35878 AD&D Dork Sun: Woke Rovager 42
34161 ADED Genie's Curse 3z
OO 7
Strahds Posses 42
13
. " a8

38907 Aces Ccl-t‘cr-on i : 4
15254 A:e\ohl‘e Deep .oovvvnnnnn 45
SArNa«cr\manurapn ‘ - 4
IA7 29 Acran the Rhine: 1944 .. . coes b
38144 Advanced Civlizatien ' a5
33011 Aegiy' Guardian of the Fleat 46
36757 Air Hovoe Controller 39
35157 Aie Warrior Il .35
JARET Alice 40
35808 38
a2
35527 AllStar Sparts Calle R R
37074 Alone in the Dark Il . 7
36911 Are of Doam . R ]

37596 Acena Elder Seralls . 4

35889 Armored Fist Coaid
30502 Atoni 2600 Action Pack 26
7039 Awaed Winning War Games az
37199 Batle Chess Compilation 28
37205 Batle Crysser ID00AD A6
o Isle 2200 a2
i 34
2 Batroyol at Krondor 24
38854 fig 3 26
34438 BioForge Interactive Movio 43
38597 Blackbeard a4
38209 Blockthorne . a0
35593 Blood Bowd az
36939 Blown Awoy a9
37206 Bobbie Fischer Toachey Chesy 33
38514 Broindeod 13 ae
35940 Burgou 13 . . a2
37517 Codllocs & Dinavaurs 1
37200 Cassar's Warld of Gambling i .35
34279 Cannan Fadder . 3 skl
346781 Casino Master w,/Kit codni2®
35442 Colobeity Poker a0
35420 CheuMater 4000 Turtha .32
JA01 1 Covilizotion Network b

38548 Chb Cyberleigue
36016 Colonization. Sid Meier's
JJA.‘?? Ccm.:nchu & M-uun Disk &1

33 .? Connonmm ci )ta"h R .35
34010 Cemplets Boseball '94 MPC 1.0 a1
38673 Conquest of the hew Wold . 35
15658 Conidar 7 i veus 0
34459 Cowbey Casino Vhsis e vidh
38463 Croate Yaur Own Games . cond
346864 Creature Shaock A8
35100 Crime Patral 37
35224 Crima Patral 2 Drug Wars 7
35768 Cyberjuday 4

35736 CyberSpace 4

34477 Cyheria 4
37701 Cyberwor 45
36043 Cyclemanio 34
36279 Cyclonus &2
38845 DiZone 26
34973 DCay: Oparation Overlord a0
33235 Doememgare R 30
36302 Dark Farces ’ &7
34163 Dok Legions . ... 32
38448 Darkride . . ‘ 4%
15738 Davwn Potvel .. ... 41
30880 Day of the T Tantucle 28
36044 Deathgate | 32
36453 Deba V ., Al
38831 Depth Dwellers 30
38675 Dcxem - 0
36?46 Dncwoﬂd . . . 3
26320 Doom ll: Hell on Earth .. vhasl

36791 Doom I Hintbook .. ..., R 1.
38909 Dr. Brain Ml ... o v
31564 Dracula Unleashed ......... el
37020 Bragon Lore: Ci-unm ] i vou 7
31493 Dragon's Lair . . + .

35231 Bragon's Laie I: Time Warp .. P
38217 DreamWeb e .33
37702 Dungeon Master 2 .. ... i35
36945 ESPM Basaball Tanight . . .. vl
35808 ESPM: Ler's Play Baseball .. .. voidd
35809 ESPI: Let's Play Saccer . 29
35812 ESPM: Ler's Play Tannls Vi A | )
36749 Ecstntica | . 36
36525 Eight Ball Dq.huu Pul'bull i 30
353641 Empite Deluse Masters Edition 26
31115 Eric the Unieady 34
37985 Evasive Action Fhulﬂ Sim MPC 4.0 7
31429 F-15 Swike Eagle NI . L)
36731 FrFAlnlainmronul Saccor 34
JB9AT FLF i

34740 Faleen Gcnld 52

IBM CD#35405 )

IBM CD #35326

34348 Fiveen 5

36918 Flash Traffe

35714 Floet Dafencer: F-14
38591 Flight
36699 Flight Sh
36696 Flight Sim
37980 Flight Sim: Ja
36692 Flight Sim: Los Yega: 5.0
d 5.0 .

et 11

36694 Flight 5im: Por

35770 Fartress of Or. Radiaki . 34
35323 Freddy Phatkay A 30
37328 Front Lines 4
35312 Front Page Spotty: Bareball 45
i 7
"5055 GT Cinama. Rebo Tech: Mo 15
359462 GT Cinuma it Advar 15
32784 Gabria! Knigh 42
38194 Gadget A%
3B 104 Gamae Killer 21
37984 Gure Pack il e
34840 Gettysbuig a9
37917 Go Digital 14
36551 Gebliim IV CALL
34374 GrandMater Championship Chess 35
3.)513 GIII iull’mll . 43
14
38 24 Clry \"‘olr f*'r: eth Atbuntic . 2
31434 Gumbhip 2000 w/Scemario |, e |
34035 Hocker Chraniches )
36443 Hocker Chronicles 1| 21
34149 Hond of Fate . . .38
38077 HowdBall I1; The Collection . . . 19
34998 HardBall IV .32
35694 Hopoon Classic . ey
Al
A
32458 Holl Cob . 50
35946 Hall: A Cyborpurk Thraller A5
37695 Herotic , s AL
36246 High Seas Trader A 41
34421 Hode .. .., Jo— k|
37003 lco Hockey i voe 28
36549 Inca Il ats CALL
35346 Incredible Machine 2 . . ., A2
35350 Incredible Toons i P ]
31351 Indiona Fate of Adantis B 1]
35721 Infermo " i B F

|

|

IBM CD #38540 L

. e —

CD ENTERTAINMENT

34759 Inhern the Eanh 34
37982 Inside the MCAA - Batkethall a2
33845 iron Assaul 44
37704 1thar 3: 7 Gates ef inlinity 32
37445 e of the Dead 2

klaus: Gelden Bear 7
laus: Toar Collaction 1%

dé
45
4
40
34702 King's Guest Anthelogy 53
35326 King's Quou VIl 49
37202 Kingdom of the Far Reachas khd
38231 klik n' Floy 36
35209 Knights of Xentar . 4
38965 L-Zone . 4
32591 Labyrinth of Time 2
32526 Lands of lore A2
38913 Lost Dynah in
er Man ]
Kryondia il a9
e Suit Larry Anthalegy 49
36741 tammings Chroniclas i8
4 By . y
37707 Ll Dl a8
36459 Live Action Foatball a2
37291 Loadpar 1
35322 Lode Runner 18
31320 Lord of the Rings a7
I57 11 Lords of Midnight 44
37327 Lords of the Realm a9
35737 Lost Edon 54
JHB5H Lost F 15
20012 Lot Treawyre: id
JBEPT Lucas Ay X2 43
33703 MPEG - A0
35343 MPEG . 41
37939 MIV's Club Deod aw
38291 Moobus 3 33
30942 Machiavelli: The Prince o MPC 38
35219 Mod Dog McCree I, a4
35773 Moelshiom 20
36853 Mogic Carpe! ; : 43
37926 Magic. The Gather a6
32595 Man Encugh v s 35
34559 Munioz Sports MPC | . by
37567 Mot of Magic ............ 18
087 Maxch Commandes A
34155 MachWarrior Il ..., e a6

33310 Muge Rocw . . . o P
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Match wits with your friends or o computer
opponent in the most realistic gome
version of the popular TV game show,
Features video footage of host Alex Trebek
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SYOVA SY1

Photorealistic scenery of Los Vegas and
the surrounding area for Microsolt Flight
Simulator 5. Features realistic 3D eleva
tions of Las Vegos.

IBM CD #34571

Odd 98¢ SHNIN

Play championship galf ot the famous
Harbour Town Galf Links and Banff Spring
Resort Course. The action includes

IBM CD #37752

1BM CD #36692

simulated aerial flybys, digital & sound|

:

The Master of Dungeon gomes returns!
Command a party of warriors through
the most realistic releplaying world ever
created|

"MAC CD #38664 IBM WIN #37702

dVIDAYIH YA XXVWHIEAD

Bring true visual reality home! Functions
on myriad platferms, or as a Lv. substi-
tute! Includes high-fidelity stereo
headphenes, and twin LCDs.

The cilizens of Hudson City need |
like you to save them from the thieves,
killers, and vicelords who are terrorizing
the community,

ALID NOSAnH

S$30¥04 Muva

As a special agenl for covert operations,
you must save the galoxy from the
Imperial Empire’s grip. Infilirate their
Death Star batlle station.

[

Wilid O1 oo

v - T
Starting with an emply stable and o million
bucks, get set to make your mark in the
racing werld, As a trainer/stable owner,
you buy, train, and race your horses

J0074 Ms. Metoverse . ... .. .. 2%
JI20A My MPC L L A8
35016 NASCAR RGN v ovovsrrenseis 48
37068 NFL's Greatest Ploys . 23
I5BOINHLHockey "05 .. oiiiiiiiiiiiann 40
36755 Mationa! Lampaan Blind Date . a9
apolis .......... A7

ia

40

36364 Operan as
18593 Oper 4t
38014 [ ia
34173 Outpost 42
34864 Cutpat Pl 33
36280 PGA A7
0529 Pog In i)
37007 Pacilic Al Wer: |
36481 Ponger Geraral .., L
IEFB0 Pober GabrivlXplora | Ad
L o L A9

36941 Phoenix Fighter 15

I5005 Pinboll Arcade ., ) i}

36773 PirFall CAlL
] 42
2
0
37
41
JBE74 Frikaster 43
35941 Quorentine 40
35332 Cuent kor Glary IV 4
36829 RELENTLESS: Twinsen's Adventure 4
34609 Roiden ., s ; 34
36385 Realms of Arkania: Swar Trail 46
32155 Rebel Assauli f e yat 44
37024 Renegade: Jocob's Star h 42
380469 Remlbution . . . . Fetr . 39
V705 Return do Zavk . . 45
36917 Rise of the Rabers 45
t Boy 49
gatian Agenda 39
38123 Royal Flush 30

Simy
34084 SimEarth Enhanced
35753 SimFarm
34575 SimTown .

he Sareater

37

a0

24

46

. s 39

33297 Spallcasting Party Pab, 30
38129 Stalingrad 40
35724 Star Crusader . 40
38208 Siar Reach | . . . 5
29344 Star Trek 251h Enhunce 35
34021 Siar Teok: Colectible 2
34343 Star Teek, DSN - The 41
37193 Stor Trek: Jud, nt R 40
34278 Star Trek: Stor F 44
34350 Star Trok: T al
34568 Star Trek: THG L 55
32547 Stor Wars Chess 7
36893 S1on 44
37283 § 24
36290 Snike C 43
37090 Subwar 2 lus ag
14425 Superherc: League of Hoboken 32
35872 Sysem Shack AT
33743 TR Tocrieal Fighter 46
37891 Take Ten Pack ; a8
18454 Tonk Commanter 24
Rampeg a9

Compilitian 13

40

3 AT

38656 Top Gun 38
36494 Tap Ten Pack 12

Modarworkd | & 1
ma Vil Pogon w/ Speech .
to Foolball 1

R

a
25500 Vegas Games Deluxe
5

HARDWARE #38163 1BM #38601 I1BM CD #36302 |BM CD #36790
CD ENTERTAINMENT CD ENTERTAINMENT
JBBAS S5MN-21: Saa Wall 15 «'y Skiing Sofan &

revit Grand Prix ... .
wp Golf-Darado Beach
aties Pokor Adventure .
37487 World Serics of Poker Deluxe
17 Wiath of the Gods i

C r Fram the Deep

Complete on-line Catalog with over 5000
sofiware and hardware titles.

Prodigy - Computer Express  CompuServe - GO Express
Internet-info@cexpress.com  AOL - Computer Express

800-228-7449

NOW OPEN 24 HOURS ext.351

*Mo surcharge is added 1o credit cord orders.  *PO's, wire ronsters, personal and cashiers chocks

wccephed ] 5 i
rusluckln? fee. +All itlems offered for sole ore subject to availability.
typographical errors. = Shipping ond handling charges —

please call for current affers
to change withou! notice

+All prices are subject @ i “r

“Intl. orders welcome

*Some items are not refurnable, Returns require outharization # ond are subject to 15%

*We are not responsible for

31 Union Ave., Sudbury, MA 01776
Info : 508-443-6125 Fax : 508-443-5645

Circle Reader Service #56
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Travel through the once peacelul land of
Xentar, defending yourself from the
legions of demons. Rest with seduclive
maidens before facing Demos.

IBM €D #35209

HVINIX 30 SIHOINA

WINRG COMMANDER I
o)

TCS Victory.

The stakes are high as you fend off the
Kilrathi on all fronts! Command
squadrons aboard the newly-christened

g
5
ol
=

.
.

IBM CD #34276

S
Y

i) =SS

Gel all the action and all the major
American and Jopanese ships and

aireralt from Who's Pacific Thealer. |
Create battles or modify existing ones.

Escape the dreaded realm of Har' Akir
before the ancient mummy awakens and
ends your stay himselll Features more
puzzles than other AD&D compuler game.

IBM #38602
MACINTOSH TITLES
13403 1 1ih Hour €0 41
31472 7th Guest CD RN SR 1
36011 Absalute Zera €I s R |
30948 Alice CD .. i R 1]
33044 Alone in the Dark . R -
36912 M of Boom €O .. az
34678 Cosing Master w/Kit C D %
29214 Civilizafion . . .. - 42
38569 Club Cyberdesque ) 26
33084 Crystal Caliburm . ... .. e, an
33702 Dragon's Lair €0 . ....- .00 40
37227 Dungeon Moster 2., ...l 35
33534 Empire Deluxe . . Saritas 35
JMFOII EhComnﬂnde W annnn R
3352? Gn Dig 'a| Velume | CD A4
15498 Harpoon Classie €D ......... .29
25497 Harpaanl . ....... ¥ 41
35351 Incredibla Toons .. .. Sifa 34
38731 Johnny Mrameanie CD . b 34
36298 Journeyman Project TubaCD .....ooes. . 40
37022 King's Quest VIICD | et e e s vl
30986 Lione CO SOCTREIRTEAY |1
33353 lawnmawer Man C0 B 1)
33398 Leiswre Suil Larry VI . .. a7
35257 links Prow/ Horborfown Coursa 4l
35321 lode Runner . . a4
17915 Maradt an
JB570 M. Mel::nrers!‘ cn isivessiatl
32296 Mg CD .. 48
346756 Notional Lampoon BlindDate CD aw
38594 Opuration Cruseder 41
33824 PGA Tour Golfll .. 40
35331 Phantmmogeria €D Ay
34174 P QuedtV . an
35135 Prince of Persia ll . ., as
38110 Quontur Gate CD . 34
34863 Quest for Glory IV 42
34581 Robel Assouh CD .. ad
365935 5|‘uJu\~a of Coim €0 A0
3 . ae
2
12
33
22090 Sokitaire Anfics . ... . . 18
34484 Staliegrod - . Al
34830 Stor Trek: 25th Enhanced C0 ...38
34351 Stor Trok: TNG Tech Manual CO .40
FBH7S Super Wing Commander CO 4
15159 TacOps 42
33912 UBoat . . 35
38174 Virtwal Yegas Volume | €O 19
JB4B0 Wanderluat CD . 28
38234 Wailo a9
37192 Wollens as

KIDS/FAMILY/HOME

35923 Alter Dr.ul: JOWIN, ...
18270 BOB €

6627 Curmun Histary of Universe €0
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ardomosia

Help Rincewind, the bumbling wizord, in
his quest to rid dragons from the magical
lands of Diseworld. Travel through an
imaginative world of fantasy and time-

IqvOINTY

Get ready for the most intense space
dogfight of your lifel You're in command
of a squadron of Renegade fighters in this
allout war against the Terran Gverlord.

A mindblowing 3D mega-game! Batlle
the evil Triad and dea.lro:rl?ie transmiller
to save Los Angeles from destruction.

Features amazing firstperson 3D action|

IBM CD #36746

IBM CD #37024§

EF IEXT GERERATION
“A Final Unity”

A Stor Trek experience like none beforel
Assume command of this official inspec-
tion tour and investigate the Starship
Enterprise NCC-1701.D.

ALINN TYNH ¥V 4341 ¥YIS

SHVYM 2nN¥a

From small lown traffickers to orgonized
cartels to internalional drug runners,
yau'll be involved with every ospect of

Batter up! Manoge and play baseball
with 700 real players in 28 realistic
ballparks. Famed Sportscaster Al
Micﬁaels delivers the play-by-play.

IDNVITIV G399V

Role-playing al its best! 60 merce-
naries...60 voices., 4,000+ lines of
dialogue add 1o the droma os you
attempt to foil the enemy .

=

IBM €D #36388

YIMOL WIS

Builda highrise skyscraper, rent cut
space, salisfy your tenants’ and customers’
needs, and manage your property into a
profitable commercial empire.
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Of Doom

It Takes A Cyborg To Kill A Cyborg
In The DOOM-like CYCLONES

by Mark Clarkson

HIS MONTH'S "HONESTY IN ADVER-
FISING” AWARD GOES TO RAVEN
SOFTWARE AND SSI. THEIR MOST
recent release, a first person
shooter, is called CyCrLones, and it

is inceed a clone—one of the many sires
ol the reigning action game king, Doom.
The set up to CyCrones has a familiar

ring: Evil aliens have m

been studying our plan-

et for decades. Six  Price: $59.95
months ago, they at- Floppy & CD-
tacked without warning. ROM
Entire cities were devas- Syste.m

i Requirements:
tated, and people were  |BM compatible
killed by the hundreds — 486-33MHz or
of thousands. Conven-  better (66MHz
tional weapons had lit- recommended),

tle effect upon the alien 4 MB RAM, VGA

armies of eybernetically-
enhanced clones (Cy-
Clones). The
governments of Earth
proved unable to cope
with the alien menace.

Luckily, the scientists
of the lunatic fringe, working in a secret
laboratory in Wisconsin (I just report ‘em,
I don’t make ‘em up) have developed a
special weapon to be used in the event of
just such an alien invasion. That weapon
is you: the HAVOC unit. Hall=man, hall-
machine, designed to go places and face
[oes that would crush platoons of mere
mortals, you are humanity’s last hope,
Your mission: kill, kill, kill.

Protection: None

Publisher: SSI
Sunnyvale, CA
(408) 737-6800

AIM AND FIRE
"T'he first thing you notice ahout CyCLONES
is the targeting reticle. Weapon targeting
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CyClones

graphics, 6 MB hard drive space, CD-ROM;
supports most major sound cards.

Developers: Raven Software

is not a slave to your movement, a la
DOOM. Rather, you must use your mouse
to aim and fire your weapons with one
hand, while you use the numeric keypad
to move, run, jump and set ofl explosive
charges with the other. IUs not as hard as
it sounds, and quickly becomes natural.
Nor will you pick up items such as
ammo by
simply run-
ning  over
them; you've
got to click
on them with
the mouse o
add them to
vour invento-
ry., To use
items Irom
your invento-
rv—to boost

your armor
or activate a
communica-
tions console,
for exam-
ple—you must select them again with
the mouse.

CyCroNes” mouse movement interface
is one of the better I've seen in the irst-
person action arena. Even so, some
movements—jumping and running at
the same time, for example—are impos-
sible or nearly so using the mouse alone,
Then again, there are some combina-
tions that are nearly impossible even us-
ing the keyboard. The <Shilt> key lets
you run, but [ defy you to simultancously
hold down the <Shifi> key and the <9>
key on your numeric keypad with your

1995

left hand while aiming and [liring at a
moving target with your right.

There's the usual assortment ol
weapons with which to perform radical ap-
pendectomies: spiked fist, photon chain-
gun, grenade launcher, ete., all selected
with the number keys. But CyCrones adds
a few actions to your standard shooter
repertoire. In addition to moving forward
and back and wirning left and right, you
can look up and down, and you can jump
over, onto andl off of things.

As half-man, half-machine, you're
equipped with a nifty Heads Up Display
which gives you your cinrent heading, alti-
tude, weapons, damage and health status.
I found the heacing information especial-
Iy helpful in geuing around large levels.

INSERT MODULE

A IN CONSOLE B

Wherceas DOOM's own creators character-
ize the essence of DOOM’s gameplay as a
slick WHack-A-Movg, CyCLoNE's design-
ers have tried to imbue it with a litde
more in the way of mental challenge. In
addition 1o needing keys to unlock doors,
you'll need power packs, communications
modules and other electronic goodies,
which you then use with various control
panels throughout the game. On one lev-
el, you must restore an alien spaceship o
functionality. To get into the control
room, you'll first have 1o restore power to
the engines. Belore you can do that, you'll
have 1o locate seeret arcas where you'll
find the keys to the storerooms. In the
storerooms are power modules for the
ship’s engines. By “plugging in” the pow-
er modules, you power up the ship's en-



“TE

5/5 Rating
Computer Gaming World—rFebruary 1995
94% Rating, Golden
Triad Award Winner

Computer Game Review—February 1995

—Computer. Gaming World

y e . - & 50 incredible levels to lay a
Winner—1994 Best K- \ & path of destruction through

Breakthrough Game
Electronic Entertainment—March 1995
Best Software
Developer: Bullfrog
Computer Player—January 1995
“The graphics are stun-
ning, the sounds are
amazing, the play is

fast and furious.”
PC Gamer—February 1995

h

Bplayer network compatible

ANIMATED VIDLENCE  Magic Carpet, Bullirog and the Bultirog 1ogo are rademarks of Bulf



gines, which in turn allows you to open
the door to the control room, and so on.
And of course all the time you are being
attacked by rohots, laser towers and alien
soldiers. This ain’t KinG's Quest, alter all.

CYCLONES provides some new twists in
movement as well, There are catwalks
and raised platforms that you can walk
on or under. And how about holowalls?
These holographic projections look like
regular walls but they aren’t really there;
they're illusions and you can walk right
through them.

CADDY MmAP

CyCrLones' three-dimensional antomap
looks like the output of a cheesy
CAD/CAM program with floors, walls,
ceilings, and doors displayed in garish
colors. You can turn each of these objects
on and ofl; in fact, you have to in order
to see inside rooms and corridors. With
the walls displaved vou often can’t see
into the room in which you're standing;
with the walls turned off, you can't tell
where one room
ends and another
begins. You can
zoom in and out
and rotate the map
around its vertical
axis, but you can't
turn it so that you
are looking down
on the level. Ulti-
mately, [ would
have preferred a
plain old 2D, top-
down map,

One neat fea-
ture of CyYCLONES'
automap is the tac-
tical display, a lit-
tle monochrome
monitor in one corner ol the screen. By
moving the mouse around the map, you
can place your viewpoint inside any
area you've visited and see whar the
character would see il he was standing
in that spot. If you forget what that big
room at the top of the map is, simply
click there and look ar the monitor.
(“Oh yeah, that's the caleteria.”) In the
“is that a bug or a leaturer” depart-
ment: the map shows all the doors on a
level, even the “secret” ones.

The monsters in CYCLONES range [rom
the ferocious four-legged “pit bulls” to
the eponymous CyClones and ultimately
to the evil alien overlord himself. For the
most part, these guys look like rejects
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SLUG THAT THUG As in Doom, when you're down to fighting with your hands,
you're in deep trouble. To the left is your inventory and map buttons.
Armor level, health and amount of ammo in your weapon are at right.

from the Justice League ol America:
over-muscled dudes clad in bright red,
blue and green uniforms, hurling balls of
green fire. All that's missing is a snazzy
logo on their chests.

The monsters are sometimes crally,
sometimes amazingly stupid, They'll

POINT AND SHODT Blasting away the critters is a little easier in CYCLONES
than in other first-person action games since you can aim your weapon all

around the screen.

fire at you without realizing that theyre
hitting the corner of the wall, and will
in fact sometimes shoot at you when
you're in a completely different room;
you can hear their cries and the sounds
ol the fireballs smacking into the other
sicdle of the wall.

[n what's becoming a popular trend,
CyCLoNEs includes a digitally recorded
soundtrack on the CD-ROM. This cer-
tainly provides a higher quality of music
than the FM synthesizer on board your
average SOUND Braster clone, but those
without a direct CD-ROM/sound card
hookup won't hear it. That is, if you can’l
play music CDs through your sound card,
you won't hear the soundtrack unless you

19956

plug some speakers into your CD's head-
phone jack.

THE DOWNCYED

CyYCLONES s nol without its annoying
shortcomings. There is no head-to-head
mode, fast becoming de riguewr in today's
computer games—
especially first-per-
son shooters. And
those who prefler
Joystick control to
the mouse are out
ol luck.

On  the CD-
ROM version, cach
mission is preced-
ed by a live video
briefing which con-
tains some ol the
worst acting and
production quality
this side of a skin
flick: I'm convinced
at least one of the
actors was soused
at the time. [ would have greatly pre-
ferred a simple text screen. Then each
brieling ends by teasing you with a nice
2D, top-down [loor plan of the level
vou're about to attack. [ would have loved
a copy ol this map to actually use during
the game.

So where does CyCrones stand in the
ficld of Doosm-clone competitors? Square-
Iy in the middle. It makes a few nice ad-
ditions to the genre in the targeting
mode, more challenging “puzzles,” and
interesting graphics, but it also [ails to
deliver the elements that we've come to
expect from these games—multiplayer
games, a convincingly threatening envi-
ronment, and a map mode that you can
actually use. For the quest to save this
world, only those most dedicated to the
cause ol [irst-person action need apply.
(=

THE EDITORS SPEAK

CYCLONES

PROS [ndependent weapon target-
ing is a fresh wwist, and the world is a
tad more interesting than most DOoOM
clones.

CONS The creatures aren't hall'as
terrilying as Doow’s, there's no multi-
player game, and the map mode is an
experiment that fails miscrably,



F rom the publisher IT'S UNBEL]EVABLE!

of the shareware
megahit DOOM
comes a virtual
world of medieyal
fantasy. The
advanced 3-D
graphics are so ;
real and everythmg a;
moves with such # V¥
smoothness —
you are there!

In HERETIC,

you'll cast
eldritch spells
from the Tomes
of Power.
Wield fantastic
weapons such
as the Firemace
and Hellsfaff.
All to destroy
the undead
and bestial
horrors that
slaughtered
your race.

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




Gremlin Interactive Takes A

At Space Combat With RETRIBUTION

by Martin E. Cirulis

HEN T FIRST SAW THE ADVER-
TISEMENT FOR GREMLIN IN-
TERACTIVE'S RETRIBUTION,
what 1 first noticed (other
than noting how much pride
the designers seem to have in their ability
to define common English words) was the
reference o killer aliens called Krellans.
At first I thought these were our old
friends [rom the mostly defunct

STARFLEET/STAR LE-

GIONS line of games
and a franchise res-  Price: $39.95,

urrection was at  CD-ROM
hand. My disap- S

; Requirements:
pointment was keen IBM
when 1 {'inalhly compatible
opened the colorful  386DX-40MHz
box 1o discover  or better (486-
these particular evil 33MHz
aliens were neither Tﬁgg:"mdi’g)'

green nor particu-
larly amusing. What
I did find was a
British import in the
tradition ol the
WING COMMANDER
series, but with none
of the style or tech-
nical skill that North
Americans have come to expect [rom
their space combat sims.

sound cards.
Protection: None

Publisher: US Gold
San Francisco, CA
(415) 693-0297

“NEXT STOP,

DERIVATIVE CITY!

In a plot that roughly comes down 1o
WING CoMMANDER meets the Twilight
Zone's “To Serve Man,” you find yourself
aboard a human space station with a terri-
ble secret. It seems that when humanity
was just at the brink of self-destruction
through warfare and eco-stupidity (Oh,
you remember the bad ol 1990s!), a
group of insect-like aliens calling them-
selves Krellans popped in to borrow some
sugar and incidentally solve all of our
problems and bring us into a new golden
age. With their help we raced into space,

REVIEW |

(o der]c |

MB recommended),
ROM; supports AdLib, Roland, Sound
Blaster and General MID| compatible

Developers: Gremlin\Astro Productions

Shot

colonizing and terra-forming everywhere
we could put a spaceship down.

OI course, we should have known there
was going to be a price some time, and
when we finally discover the truth,
through a fluke mishap in the Alien-Spy-
Delivery-System, that price turns out to be
higher than your VISA bill alter a week-
end of playing AIRWARRIOR. The real skin-
ny on the alien beneficence is that they are
planning to use
us as self-tending
cattle for their vo-
racious appetites,
and they have
spread us out
across the galaxy
to make us both
more plentilul
and more vulner-
able...not  to
mention closer 1o
Krellan [ast food
outlets.

Since devious
alien jamming
techniques keep
your station iso-
lated, it [alls to
you and
short supply ol lighting cralt to both
pummel the Krellans into submission
and run interference while other ships
evacuate the human colonists, belore
they find themselves starring in an Un-
happy Meal. Oh yes, and il you have a
moment, you might want to break
through the jamming and warn the rest
of humanity.

Good thing the Krellans were nice
enough to let us develop weapons that
could blow the heck out of them.

FRETRIBUTION

VGA graphics, CD-

COMBAT CAKEWALK

RETRIBUTION is technically a space combat
sim built around a very slight plotline in
the radition of the CoMMANDER series. |
use the word “technically” because, while
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you r

story and action are indeed aspects ol the
game, they both exist in quantities just
sufficient to force one to mention them.

You basically wander through three
rooms of a space-station talking to your
prissy [Mlight controller, who boils down
what the Commander is going on and on
about; then you see your drop-ship engi-
neer, who sometimes gives you useful
tactical advice in between testosterone-in-
spired put-downs. Once you suffer
through this, you hop into your ship, go
kick some butt, and then either go back
to the dropship [or some quick talking
heads over the vid-com or, if you success-
fully complete a “campaign” (the equiva-
lent of cleaning out a Star System in
WINGCOMMANDER), you return to the
space-station for more of the same up-
close and personal.

There is no character-driven storyline
here; all conversations are basically war
updates and mission assignments, noth-
ing that couldn’t be taken care ol with
memos. And it is not exactly PBS level di-
alogue either—your Commander can
give you the “I hate sending you on a
mission no man could suwrvive...” speech
on your way out the hatch, but il you re-
turn unsuccessful, he will sull basically
call you the biggest loser to ever don a
spacesuit. Saving humanity is a tough gig
without much affirmation these days.

The actual missions show the same
kind of Timited imagination. For the most
part, campaigns will involve several mis-
sions against a single installation, and
you must never exceed your mandate—
the space corps seems to hate over-
achievers. Instead of one mission to
destroy the guard units, defenses, incom-
ing transports and the base itself, the job
has been divided for some kind of paper-
work reasons into separate tasks. First
you take out the guard units and return,
then you go out again and destroy the
defenses, then back for a new mission to
destroy the transports...and so on, and so
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DESTRUCTION AT 10 FEET In your many missions, you'll have to destroy
ground targets as well as enemy air ships. Alas, you can't fly very high, and

complicated maneuvers are out of the question.

on, until you finish what you could have
done all at once. But woe betide any pilot
[oolish enough to pick his own target!
Killing out of order is as bad as failure in
the eyes ol your retentive Commander.

Of course, all this might be forgivable if

the combat was really all-out, laser-spitting,
shield-burning action. Guess what? It isn't.
Now we get o the part where 1 explain
why this game is only “techmically” a space-
sim, because other than the fact that yon
get into a vehicle and fight from a cockpit

Virtual Reality
r‘ﬂ"" -

' Virtual Dialog
| How most computer games want you
to talk - Mouse clicking:

Eﬂ Hey Baby! What's your sign?

_j Do you come here often?
_IDon’t I know you?

‘ _j Aren't you a famous model?

Virtual Vanessa is computer generated

TANKS FOR NOTHING The view from the tank differs little from the fighter
cockpit view. Likewise, the differences between the two are minimal, and

they even carry the same weapons.

perspective, this game has more in com-
mon with Zaxxon than X-Winc. Combat
deep in darkest space is not to be your fate
in RErRsUTIoN; instead, your fighter mis-

sions are completely in the realm of

ground attack, so much so that you cannot
do anything other than rising and falling.
Your maneuvers are unnplud\' two-di-
mensional; no loops or split-S's in this uni-
verse. Enemy fighters function under the
same restriction, so dogfights resemble
something out of Car Wars instead ol an

Real Reality

Gir Ilanl Maria™ is the real lllim:

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?

[: 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’ re re: ady to expenencc something better than goofy
virtual reality, 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 from animations - get the real thing!

AV

Corporation

700 Lingeo #106, Dept CG3502, Richardson, TX 75081 USA (214)235-4999
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aerial duel 1o the death.

The game tries to cut a litde new
ground by introducing the need to light
some missions in a tank instead of a
fighter, but all this really does is bring
out the weakness ol the game as you
think, “Gee, (lying is just like driving a
tank except the ride is smoother.”

A PRIMER FOR REAL SIMS

[ realize that a lot ol European soltware
comes from that strange alternate dimen-
sion where Barman RETurns ean be the
best selling computer game, and our usu-
al st,mrl.mls do not .1|)|)ly....bul RETRIBU-

110N is still a pretty rough pill to swallow.

The graphics are from two or three years
back, and the gameplay is just a step
above video game status.

This game might be suitable for a
young gamer, someone you might want to
introduce o goal-orie ntated games in-
stead ol the usual kill-everything-that-
moves kind, but anybody above 12 or so
will probably be calling you after a couple
of hours o see if you still have the receipt.
As much as I'd like to say otherwise, it
scems that the only real “retribution”
here will be against anyone [oolish
enough to purchase a game on the
strength of nice box art. ¢

THE EDITORS SPEAK

RETRIBUTION
RATING **, K

PROS Simple arcade action may
appeal to the rookie star pilot in

the house.

€onNs Not even close to the game it
tries (o be,
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ALACTIC CONQUEST—AH, YES, THAT

HOARY OLD CHESTNU T OF COMPUT=

ER GAMING. I WAS THERE AT THE

beginning, when the original

hackers (may they code forever!)
played “Space War” on PDP computers
in the ‘G0s, and it will probably be there
when computer gaming succumbs to en-
tropy and reaches heat death.

Into the rich heritage of galactic con-
quest games comes the latest release
from developer Techtonics and publish-
cr Interplay, the action-strategy game
Srar ReacH. In keeping religiously with

traclition, the setting
Srar ReEacH

of the game is drawn
from Galactic Con- :
Price: No SRP,

ath.of Space Combat Tradition
i T |

[1, and Master oF OrR1ION have all
demonstrated that it is not the setting of
a space game that counts, but, as the
great space-farer Eric € Japron put it, "it's
in the way that you use i.”

RACES FOR SPACES

When the game opens, you can choose
from 22 dilferent scenarios of varying
difficulty levels. A few single-player mto-
rials will help you learn the ropes, while
larger scenarios pit up to four players
(with one or two human players) in a
race to conquer dozens of planets, Once
you've decided
on a scenario,
you can choose
which alien race

quest Script #1:
Centuries ol in-
ternecine warlare
and heated squab-
bling among hu-
mans have given way
to peace and pros-
perity, with humani-
ty linally “getting it
together” and begin-
ning the exploration
ol the universe. Al-

Floppy

System
Requirements: IBM
compatible 386-
40Mhz or better, 4
MB RAM, VGA
graphics, 7 MB hard
drive space; supports
most major sound cards.
Protection: None

# of Players: 1-2 (same computer)
Developer: Techtonics

Publisher: Interplay

you'll use to con-
quer the uni-

verse. A total of

sentient
races arc avail-
able, including
the insectoid
Xanbari, the
combative Cyn-
od Legion, the
robotic Braquel-

seven

Irvine, CA
(714) 553-6678

ter years of unevent-
ful exploration, first
contact is made with
a hostile alien race. Instead ol trading
goods and good-will, the alien invaders
decide to swap weapons fire and armed
soldiers with their new neighbors.
Calling this setup “hackneyed™ is prob-

ably to be hackneyed onesell, But of

course, being hackneyed is no sin in the
universe of space games. Games like
REAGH FOR THE STARS, STAR CoNTROL T &

lians and the
lish-like Katho-
cians. The infer-
nally curious humans are also present, as

are the Z'nnl, a mysterious race ol

aaseous beings. Gameplay is primarily
one player versus the computer, al-
though two players can play at the same
computer in a unique split-screen mode,
Unfortunately, serial, modem and net-
work support aren’t available.

Once into a scenario, you find your-
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sell viewing the gameworld from a fa-
miliar viewpoint, looking down on a
field of planets which serve as the objec-
tives and locations for starbases and
mining operations. Your alter-ego is
represented in one of two ways. In
“ship” mode, you control a single star-
ship. In order to issue direct orders to a
planet, you must fly your ship—in a
style strongly reminiscent of Accolade’s
Star ConTrOL I & I1—to that planet
and slip into orbit. In this way you must
shuttle between planets, issuing orders
for the construction of your nascent
stellar empire, Your ship can be em-
ployed in combat as well, making you a
vital part ol any combat action. In
“phantom” mode, your vessel is re-
placed by a red crosshair that can be
moved to select the planet you wish to
give orders to.

Each scenario has a different goal, so
you'll have to adjust your strategy accord-
ingly. In the first scenario, your goal is a
straightforward one: simply establish a
base on a neutral planet. After complet-
ing the easier scenarios, you can move on
to more difficulr and taxing battles. In
smaller scenarios, giving orders to two or
three planets and planning minor offen-
sives isn't too taxing, but in larger scenar-
ios you'll find yourself suffering from an
extreme case ol information overload. Al-
though vou can create supply lines
(which ferry minerals, food or colonists
between planets), you can’t automate any
ship production processes. Il you want to
build a massive [leet ol warships, you
must go to each planet, issue the correct
construction orders, then wait for the
craft to be built. After the vehicle has



# . 7 You can hear your breath 1w
i your boots pounding on mefal stalrs (o
ThereS only oneway out. ;AN
20 more feet...15...10.
Ite almost there when suddenly"f»:__ "

- fromoutof nowhere .
&-toet-tall green alien drops down"
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- Thismay beagood t1me to -
~ 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
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KATHOD RAZE In “ship mode" you can personally lead attacks on enemy
planets. The quick-twitch action strongly resembles that of Accolade’s Stan

ConroL series.

been constructed, you must repeat the
process all over again, frantically dashing
from planet to planet while your comput-
er opponents marshal their forces.

BUILDER OF WORLDS

At cach planet you can build a variety of
structures, including your headquarters,
biospheres (for colonists), hydroponics
(food), strip mines (minerals), ground
defenses, a starbase and a [actory. Any
planet with a factory can produce a vari-
ety of vessels based on the amount of
money and minerals you have. Satellites
serve as orbiting defense platforms,
while troop ships ferry your soldiers
into enemy territory. Light fighters and
destroyers handle most of the ship-to-
ship combat duties, while scouts and re-
pair ships fulfill less combat-related
roles. If you've built a starbase, you can
shuttle your ships off to the storage bay,
a convenient holding place for vessels
until they are needed.

Once you've created your starfleet, you
can send them oll to invade the planets
ol your enemy and destroy his forces. In
ship mode, you can lend a helping hand
to your computer-controlled forces,
rocketing into the area at a tactically crit-
ical moment and turning the tide of the
battle. As mentioned, the only ship that
you can directly control is your own; dur-

ing a pitched firefight between dozens of

ships, attempting to issue individual or-
ders to your computer-controlled hench-
men—in real time—is a nightmare.
“actor in the small game window (which
precludes you from seeing your foes un-
til you're practically on top of them) and
the propensity of the player's craft to get
blasted into space debris, and the arcade

sequences become
more ol a chore
than an engaging
game experience.
The only possible
saving grace is the
excellent imple-
mentation ol con-
voys. If you send a
group ol fighters
and troop trans-
ports to attack a
planet, the lighters
will protectively en-
circle the trans-
ports, shielding
them [rom attack.

The music that
accompanies the
game is a hard-driving score that will
bring out the warrior attitude required of
any successful planet-busting, ship-blast-

ey

Bt B

| S .

ing space general. Sound effects are used

DROP-IN INSPECTION In order to administer your empire in “ship mode,"”
you've got to drop into orbit around one of your developing planets. In
“phantom mode,” a planet is just a mouse-click away.

to good effect throughout the game, with
the digitized voice of your subordinates
making occasional updates and an-
nouncements especially well done. The
same can’t be said for the graphics, which
are functional, but rather dingy and col-
orless.

A CALAXY OF GLITCHES

Unlortunately, Star React suflers from a
number ol shortcomings. Although all
the included races are purported to have
different combat and production philoso-
phies, the lact that all aliens shave the
same vessel types is a bit disappointing.
Whereas Star Contror [T and MaSTER
OF ORION feature craft unique to certain
races, all the vessels and planetary im-
provements in STAR Reaci are the same
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for all players. It's not a major drawback,
but the opportunity to face off againsi
aliens using different weaponry and tac-
tics would have been an invaluable addi-
tion to gameplay. As is, combat simply
devolves into a lackluster war of attrition,
with the player boasting the largest fleet
usually coming out on top.

Star Reach does support the use of a
keyboard, joystick or mouse, but certain
control methods are restricted to cer-
tain aspects of the game. For example,
mouse support is only olfered during
game setup and configuration; once the
game begins, you're forced to direct
your legions hy way of joystick or key-
hoard. Hit the escape key during play,
and a disk options menu will appear.
On this menu, only keyboard controls
work. This sort of interface schizophre-
nia seems totally unnecessary.

But the biggest problem is that STAR
REacH adds very, very litde to the Galac-
tic Conquest genre.
It seems the de-
signers tried to
mesh the best fea-
tures of Star Con-
TROL 11 and
MASTER OF ORION
into one product,
but in doing so
they watered it all
down, What's
more, they failed to
imbue the game
with anything thai
might give it a
unique spin and its
own identity. While
being derivative in
setup  and ap-
proach is not a sin in these types of
games, being derivative and dull in
gameplay is. In a genre as crowded as
Galactie Conquest, the sin can be a
deadly one. #

THE EDITORS SPEAK

STAR REACH
R

RATING **;.,,-__;;.,,*.-1;.,,,;-\

PROS Split-screen two-player mode
and a [ast-paced soundtrack are high-
lights....

€oNs ..vhile the klutzy interface,
weak arcade action and mediocre
graphics leave STAR ReAcH in the out-
er reaches ol space conquest games.
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There you are, flying through the air
with the greatestg of easeggzhen
the air-to-aicmissile lockSenyou
and starts homing in. Let it close to 4 miles.
Roll 90 degrees into it and start laying chaff
and flares like crazy. Its still coming,
Keep turning, G forces. Everything$ going black.
Turn harderoryoute dog meat.
Youte dog meat.

Even a Power Macintosh
cantdo everything.

Games for the Power Macintosh™ computer have better Pt W 1 find outwhere you can take a test run, give us a
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{ Digomg For Gold
| [nLemmings Lode

DIGGERS Puts You In Charge Of The Dearest
and Dimmest Characters Since LEMMINGS

by Jason Kapalka

ILLED AS “THE GAME OF Discov-
ERY, STRATEGY, AND ADVENTURE
ON  THE  PLANET  ZARG,”
Millennium Media's DIGGERS
could be more simply and accu-
rately marketed, if not for copyright law, as
“Subterranean Lemmings” or “Lemmings
V: The Stip Miners.” Fans of Psygnosis’
survival-challenged mammals will feel

right at home with

DiceERs” tiny spelunk-
Price: $39.95

ers. On the other
hand, gamers who felt Floppy, $49.95

the best part of LEM-  CD-ROM

MINGS was the “Nuke”  System

button, which deto- Requﬂme“tﬁ:

nated the painfully IBM-compatible

cute horde in a spray S86DX-25 of
better, VGA

ol technicolor pixels,
will instantly wish (in
vain) that DIGGERS
had a similiar “(
In” option.

The game's setup
finds the player arriv-

graphics, 7 MB
hard drive

space (floppy),
Lave-

Protection: None

2K hard drive space (CD-ROM), mouse;
supports Sound Blaster and Gravis
Ultrasound sound cards.

ple flood pants, are lazy, shiftless bullies,
wellsuited to settling labor disputes.

Once all this union nonsense is done
with and you have your team of five miners
assembled, you pick a patch of rack from
the 34 territories of Zarg and send out
your five underpaid and uninsured em-
ployees to start digging for gold, dia-
monds, rubies, and the rare but treasured
purple Jennite.
In an attempt to
prevent monop-
olies, the Zargian
government has
legislated that a

miners, con-
trolled by the
computer, will
also be deposited
in the zone to
compete with
vou. The level is
terminatec when
you or your

second group of

ing at the Planet Zarg
to pry the mineral
riches from its virgin

Designer: Toby Simpson

Publisher: Millennium Media Group, Inc.

Philadelphia, PA
(B0O0) UWANTIT

opponent  ac-
quire a sullicient
amount of mon-

soil. Alas, for the bud-

ding capitalist, Zargian labor laws demand
that entrepreneurs employ one of the four
native races for this task. The Habbish are
cloaked thieves possessing mysterious
powers of teleportation. The demonic-
looking FTargs are actually quick-healing,
steady workers, while the dwarvish
Grablins, cowards in combat, are the
fastest diggers ol all. The green Quarriors,
bearing a strong resemblance to Bruce
Banner's alter-ego, right down to the pur-

ey, or, more sim-
ply, when all of one side’s diggers are
themselves terminated, either through
their own clumsiness,

healthy free-market capitalism, e.g. sabo-
tage, assault, and murder by dynamite,
Getting down to game play, the main
screen presents you with a side view of the
terrain and your miniscule miners, much
like (surprise!) LEmMiNGs, The screen
scrolls o [ollow your workers as they run,
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the hazards of
Zargian flora and fauna, or the rigors of

Jjump, and dig (mostly dig) through the
vast play area. The documentation claims
each zone takes up the equivalent of sev-
eral hundred screens, and though I didn’t
verify this, it certainly seemed like it you
can dig, and dig, and dig some more, lor
a very long time before reaching the lim-
its of any zone. Switching between miners
is as simple as clicking on one of their
icons; individual miners can walk, run,
Jump, rest, dig, or use any mining tools
they happen to be carrying.

Your objective is to unearth the various
valuable minerals hidden underground,
then return with them to the Zargian
bank and barter them for “Groads™ with
which you can buy mining devices to help
you excavate further, and so on until you
accumulate the sum of Groads necessary
to complete the level.

Quickly you realize that this is more
complicated than the cutesy graphics
would suggest. The mines teem with dan-
gers, chief among them gravity, Head-
long plunges down hundred-loot shalts
are rather rough on the hired hands, de-
spite any acdvantages in speed and effi-
ciency. Similarly vexing are the problems
of going up...for all their skill at digging
downwards, your miners are quite incom-
petent at climbing. Thankfully, a miner
can teleport back to his home base at any
time, but then you have to face the chal-
lenge of going back down again.

Occasionally, deposits of Jennite or
other minerals can be seen just lying
about, seemingly ripe for the plucking.
But most of the Planet Zarg's wealth is
hidden Irom the naked eye, and can only
be uncovered by moving mountains ol
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dirt. Yes, as it eventually turns out, DIG-
GERS is primarily a game of strip-mining.
Much time will be spent watching your
Spelunl\cts digging, digging, slowly, slow-
ly, in long horizontal paths. Ker-chunk.
Ker-chunk. Ker-chunk.

CARNAGE IN A COAL MINE
DIGGERS, like military service, is not all te-
dium; but what isn’t tedious is usually
abrupt, [rightening and lethal. Faithful if
not terribly hllghl your diggers will
drown themselves in underground lakes,
fry in lava, leap 1o their doom, be de-
voured by an assortment of carnivorous
plants, animals, ghosts, and unidentifiable
squidgy things, or even be impregnated
by lace-hugger eggs straight out of Alien.
And then there are the competing miners
to worry about. Combat on Zarg is a sim-
ple, almost innocent affair—diggers sim-
ply waddle up to one another and punch
away—but still potentially deaclly.

An assortment of tools is available at the
company shop to help the
player with all of these
hazards. Bridges and
boats can cross lakes and
underground reservoirs.
Lifts, rail cars, and tele-
porters can be built to
ease the pain of subter-
ranean transit. There are
drilling machines that
plow through the earth at
a tremendous rate, and
explosives that can be
used to clear obstacles or
foes. Unfortunately, all
these gadgets cost Groads,
forcing the player to
choose between buying
helpful tools and reducing his progress to-
wards completing the level, or slogging
through with a minimum of extra devices.

Fortunately for the player, given the
lethality and general difficulty of the
game, the computer opponent is
abysmally stupid. Computer-controlled
diggers will often fall into holes and just
sit there, literally for hours if you have
the patience to watch, instead of teleport-
ing home. Not once did I lose a game be-
cause the computer acquired the
necessary Groads before me, which
means that if the human player can avoid
killing himself, he will always win—after
long, long stretches of strip-mining.

Sadly, the greatest danger to the player
is the massive stupidity of his own men,
Miners standing idle for more than a

minute or two will become bored; bored
miners take it on themselves to start dig-
ging or walking randomly without regard
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DIG IT, BABY! Competing for precious resources against your
opponent may put you in direct contact with the enemy. The

slugging match that ensues is cute, but deadly.

to safety. The novelty of secing the digger
you left topside go hurtling down a three
mile shaft wears thin fairly quickly. Once
your five miners have been whittled down

DELVING ELVES The rectangular tool bar gives you complete
control over your hard-working diggers. You've got to keep them
on a tight leash, though, or they'll saunter off to their death.

to one or two it's casier o keep track ol

them, but then you have fewer hands with
which to strip-mine.

LEMMINGS BURIES DIGGERS

Just as the vast majority of DOOM-alike

games fall short of their model, DiGGERS
fails to achieve the same level of fun as
LEMMINGS, for several reasons. The
graphics are uninspired and the sound
actively boring, consisting of the odd
blips, honks and tinkly music. The con-
trol scheme, which pretty much requires
simultaneous manipulation of the mouse
and keyhoard, could be described, if one
was in a generous mood, as “novel.” Alter
many hours of strip-mining, I was not in
a generous mood, and you won't be ei-
ther. For all its attention to physics, there
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are strange anomalies: lifts will not sup-
port mining machines, occasionally
bridges will Lu] to support diggers, rocks
will not lall when the dirt
under them is removed.
The game world is set up on
an invisible grid of squares,
and diggers can  only
change direction when they
are smack in the center ol a
square, meaning that to
change a digger's orders
you must click on him re-
peatedly until he is in the
“sweet spol.” Very curiously,
for a game whose premise is
competition between teams
ol miners, there is no mult-
player support at all. Given
the monumental idiocy of
the computer opponent, this is a serious
omission. A multiplayer option would
have at least partially alleviated this flaw,
and anyway, who wouldn't want to wy a
lemming deathmatch?

After a time, all the Zargian terrain be-
gins to look the same. Yes, there are a
host of different ge ogr dp]ut s—desert,
grassland, mountains, icescapes, is-
lands—but when the majority of game
time is spent underground, the differ-
ence between palm trees and cacti be-
comes moot. And underground, well, dirt
looks pretty much the same no matter
where you are

And so one is left, eventually, working
out the logistics of an efficient strip-min-
ing operation. Perhaps there is a success-
ful game to be made of this
premise—SiM Criy made civic planning
fun, alter all—but DIGGERS is not it. The
cute graphics and concept make this look
like a game for the younger set, but 1
think it's safe o say the average 10-year-
old will find little joy calculating the opti-
mum sweep pattern for clearing a block
of dirt, while the sim-buffs who might en-
joy such a task will be turned ol by the
gooly graphics and lapses in realism. €

THE EDITORS SPEAK

DIGGERS

PROS An interesting concept with
huge play areas and some nifty
chrome.

€oNS Awkward controls, tedious
game play, and boring graphics steal
the sparkle from this gem.
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ToThe Empire’s Defense

An Addendum to the [mpcria/ Pilot’s Secret Handbook

hy Jason Kapalka

(A partial copy of the following dociment
was found during inspection of pilols” quariers
aboard the Star Destroyer Invineible. Once
again the Imperial Information Bureau, on
behalf of Lord Vader, urges anyone with
knowledge of the author or authors” identily to
step forward. A reward has been offered.)

...necessitated the release of this, the up-
d;uf:d edition of the Secret Handbook.
For example, pilots in scarch of unollicial
R&R should certainly peruse the latest
version of Commander Moonbarker’s
“Budget Guide to Pleasure Palaces of Im-
perial Space,” as inter-species “consor-
tion” laws have changed drastically in
certain scctors ol the Outer Rim.

In addition, veteran pilots now engaged
in the campaign code-named DEFENDER OF
THE EmpIRe have requested more unofficial
tactical advice, which we are only too hap-
py to provide. Rookies beware! Il you've
never seen the interior ol a TIE Advanced,
let alone a Defender, if your superiors
haven't let you in on the recent defection
of a certain highly-placed Admiral, il you
don't know about the plot to kidnap Em-
peror Palpatine himself, it would be most
unwise to read the following info.
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ADVANCED TACTICS

Flyers in the DEFENDER OF THE EMPIRE cam-
paign will spend most ol their time in the
new TIE Delender, which, while certainly
the most advanced starfighter 1o date, is
not invulnerable, particularly in the one-
against-many missions you're required o
fly in it. Hence, a few new stratagems are
oflered here to help even the odds.

Missile Defense: Even a Defender
with full shields cannot survive more than
one hit rom an advanced missile—a
brand commonly used by Zaarin's traitor-
ous forces. Thus it becomes necessary Lo
avotd those missiles,

The easiest way to do this is to prevent
the enemy from getting a lock on you mn
the first ])I.uv Ninety-degree turns at
|1|g|1 speed are the best way to foil target-
ing; bobbing and weaving, ellective
against close-range laser fire, are next to
useless against a ship targeting you from
further out.

But sooner or later every pilot will hear
the dreaded missile alert klaxon. When
this happens, hit the spacebar to lock
onto the incoming missile. You then have
two options: you can accelerate to high

1995

speed and tirn circles until the missile
self=destructs, or you can shoot the mis-
sile. Simply dodging the missile is easier,
but takes up a precious 20 10 30 seconds.
Shooting it down is far more diflicult, but
can save critical moments. Switch to single
lasers and keep the missile on the outer
edges ol your radar screen until it passes
you. Then wrn and spray it with fire.

Missile Attack: It can be difficult to hit
enemies with missiles if’ they're already
attacking you. When closing to missile
range, press <Z> to check your l.u;.,t.l 5
mission. II'it’s attacking you, firing mis-
siles as you close will often result in the
enemy blasting them with laser fire di-
rected al your ship.

A ]1.md\ thing to remember is that
your missiles will retain their lock for a
second or so after you move the targeting
reticle away [rom the enemy. Swing
sharply away [rom the target ship right
alter you attain a lock; lire missiles a sec-
ond later, and they will usually avoid the
enemy’s lasers.

Tractor Beam Tricks: The new, im-
proved tractor beam is, of course, useful
for slowing enemy starfighters while you

Mustration by Ocean CQuigley
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fire lasers, but it has other uses that your
commanding oflicers, with typical Imper-
il elliciency, will not inform you of until
very late in the campaign.

When defending a large ship or instal-
lation, watch for ships making attack runs
on it. If you catch them in the tractor
beam as they make their approach, they
will be unable to turn in time to avoid
crashing headlong into the Star Destroy-
er, pladorm, or what have you. This will
damage the craft you are defending
slightly, but much less than a volley ol
torpedoes or a sustained laser-straling
run, and it's quite pleasurable to imagine
your foes’ reactions as they yank in vain
at their joysticks....

A second useful trick will allow you to
destroy ships quickly without attaining a
full missile lock. Activate the beam and tar-
get an enemy with missiles. Fire after only
a second or two of “yellow” blips, but main-
tain the tractor lock on the ship, which will
be unable to change course in time to
avoid the minimally-guided missiles.

Energy Management: Veterans will be
familiar with the controls for changing the
recharge rate of shields, lasers, and en-
gines. Remember, though, if your craft’s
equipped with a
tractor beam, you
can use its energy as
well, redirecting it to
the engines by hit-
ting F8.

And even many
seasoned pilots ig-
nore the fact that
you can transler
power back and
forth from your
lasers and shields
by hitting the <;>
and <'> keys. By
setting both your
laser and shield
recharge settings to
maximum at the
beginning of a mission, and then wransfer-
ring all power from lasers to the shields,
you can achieve full double-shield strength
in less than a minute,

MISSION STRATEGIES

Fven lor veterans, the DEFENDER OF THE
Enmpire campaign offers some tough chal-
lenges. More than one hotshot ace has
ended up asking for reinforcements and
“Easy” task assignments. Following, then,
are a few tips for each of the new missions.
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And as an asicde: -
mor has it that the
Secret Order has in-
augurated a new top
rank, one beyond
“The Emperor's
Hand.” But this is
not a safe topic for
public discussion...
BATTLE 8
Mission 1: Here,
as in many ol the
missions you'll be
called to fly as a
Defender  pilot,
there is less danger
to you than to the
ships under your
protection. If time is an issue—and it cer-
tainly is here—force all missile-armed at-
tackers 1o break off their lm‘p(zdn LS S0
you can pick them off later at your
leisure. Approach the flights of TIE
Bombers in this mission with your lasers
on single-fire, and spray each ship with
one or two shots. They'll peel away, giv-
ing you tme to deal with other threats.
Mission 2: Remember that resupply
shuttles almost always appear as soon as

FLY-BY SHOOTING The Defender packs heavy firepower in the form of
quadlinked lasers, but in certain circumstances you're better off with a
single rapid-fire cannon.

you've exhausted your missile load, Try
to use missiles on all the Corvettes, and
press <Z> to check which of the target
ships is closest to entering hyperspace,
When making laser runs against large,
armed ships, switching to single-fire will
give you a higher rate of fire and make it
easier to dodge during your approach.

Mission 3: Forget your commander’s
stgaestion to send your wingmen after the
Corvettes: your flighimates are apparently
high-scoring graduates of the Tmperial
Flight Academy, i.e. quite useless when at-
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TIE FLY-BY Two TIE Defenders on a fly-by of the starfighter manufacturing
plant that dominates Battle 8.

tacking capital ships. Send them afier the
Gunboats, dump all power to your en-
gines, and take out the Corvettes with two
heavy rockets apiece. Fire the rest of your
rockets at the Carrack Cruiser when it ap-
pears and a resupply shuttle will hyper-
space in, Take out the enemy transports
before reloading, ordering your wingmen
to cover you when necessary. Launch rock-
ets at the Cruiser from very close range
until its shields are down, then strafe ir
with lasers. Keep your shield levels high so
you can take one or two missile hits from
the Gunhboats.

Mission 4: Don't be afraid to use your
missiles here. Use them a lot. Whenever
there's a break in the action, reload. This
mission takes quite a while, and you may
have several minutes of dull waiting be-
fore ecach new Rebel attack wave. Don't
get bored or distracted: stick near the
Cargo Ferries and if you use time com-
pression, be ready to turn it off at a mo-
ment's notice.

Mission 5: Targer the platform’s mis-
sile launcher first. Once it's disabled,
power up shields and lasers and doglight
with the various X- and T-Wings. The
Rebels' new T-Wings are not exactly
state-of-the-art: they have only two lasers
and a very weak shield. They're slighty
faster than an X-Wing, but as you will
learn, certainly not as hard to hit as an A-
Wing. Lock Transports Omega 1 & 2 in
memory and don't stray too far from
them. Save your missiles for crafl target-
ing the transports.

Mission 6: The main thing to worry
about here is missing with more than one
of your mag pulse warheads. You need to
disable, first, the nearby Corvette, second,
the Interdictor, and third, the Strike
Cruiser that hyperspaces in a bit later.
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Charge your shields up, then redirect all
power to the engines. The best angles
[rom which to release the mag pulse tor-
pedoes are either from directly behind
the target ship, or while flying very closc
in a parallel course.

BATTLE 9

Mission 1: There’s a lot to do here,
but for once your wingmen and the other
Imperial pilots will help out. ‘They'll dis-
able Escort Carrier [itte with minimal as-
sistance, for example. Unfortunately, the
Assault Transport that's supposed to take
out the Cargo Shuttes will not—at least
not in time. Il'you rush, and use four mis-
siles, you can catch the Shuttle that’s
heading into hyperspace, but it may not
be worth it. Destroy the remaining Shut-
tles as quickly as possible, then use mis-
siles to take out the platform’s launcher,
Turn on the tractor beam and engage
the remaining TIE Bombers, Alter you're
done with them, the platform’s shields
will probably be down. Disable it and

For the TIE pilot who just can’t please his superior officers enough,
here are the bonus objeclives for each of the new missions.

BATTLE 8

Mission 1: Destroy Nebulon B-2 Frigate Raptor
Mission 2: 100% of Assault Transport group Tiger completes mission
Escort Shuttles Sigma 1-3 and Omega completes mission

Inspect Modular Conveyor Z-Cod 1 & 2
Capture Transport Z-Elpi

Inspect Corellian Transport Coral

Inspect 100% of Modified Corvette group Z-Oz
Mission 3: None

Mission 4: 100% of Cargo Ferry group Terry completes mission

Container Transport Contel compleles mission
Modular Conveyor Vendor compleles mission

100% of Modular Conveyor group Dromii complete mission
Mission 5: Assault Transport Leopard completes mission

Transports Omega 1 & 2 complete mission
Escort Shuttle Sigma completes mission
Disable Transport Blue

Inspect 100% of Modular Conveyor group Rampart

Mission 6: None
BATTLE9

Mission 1: 100% of all TIE Defenders completes mission
AND 100% of Assault Transporis completes mission

dam and inoperative,

THE LAST VIEW OF A DODMED PILOT The TIE Defender manufacturing plant
in Battle 8 is a pretty sight. But this pilot's going to be getting more of an
eyeful than he bargained for thanks to a dead steering mechanism.

then it's just a matter ol eluding the
hordes ol TTE Fighters until the capture
operation is over.

Mission 2: The best way to intercept
missiles aimed at someone else—the Star
Destroyer Adarga in this case—is to get

Bonus Mission Goals

in hetween the tar-
gel and the attack-
er and spray
single-laser fire. As
soon as the mission
starts, mrn to face
the Assault Trans-
ports and dump all
power to the en-
gines. Use missiles
on the enemy TIE
Delendlers. Fven in
a Defender, close
attacks on Assault
Transports are
dangerous; use
your tractor beam
to make them
crash into the Adarga.

Mission 3: A straightforward but
tough fight. Lock the Mharsup and G-
Nagnib into memory and take out their
attackers—the transports first—and re-
member to re-acquire the G'Nagnib after

Tugs 8f9, 7f9, 69 and 59 complete mission
Destroy Corellian Corvettes Uhu 1 & 2

Destroy 100% of probe groups Keyhole 1 & 2
Mission 3: Destroy 100% of all Transports

Destroy 100% of Assault Gunboat group Z-Mu
Deslroy 100% of Tug group 2016

Destroy at least one of TIE Advanced groups Z-Alpha,

Theta, Gamma

Destroy at least one of TIE Bomber groups Z-Bela, Z-Ela
Destroy at least one of TIE Defender group Z-Zela
Mission 4: Deslroy 100% of Rebel craft

Freighter Mharsup completes mission

Destroy Nebulon B Frigate Hunu
Mission 5: Destroy 100% of all R-41 Starchasers

Destroy Strike Cruiser Intombe
Mission 6: Destroy 100% of all Rebel crafl

AND at least one Nami craft

BATTLE 10

Mission 1: Destroy 100% of Y-Wing group Boegis

Destroy 100% of T-Wing group Oro

Capture Corellian Transport Dhoora
Mission 2: Utility Tug Rover survives

Gamma, Delta

Destroy 100% of TIE Defender groups Z-Alpha, Beta,

50% of TIE Defender group Della complete mission
Capture Escort Carrier Jitte

Destroy Nebulon B-2 Frigate Z-Kopsh
Destroy 100% of TIE Advanced groups Z-Eta, Theta, Zeta

Capture Shuttles Upsilon 1 & 2, Lambda 1 & 2, Sigma 1
Destroy A-Wing Red 5
. Destroy 100% of B-Wing Blue
Destroy 100% of X-Wing Gold
Destroy 100% of A-Wing Red
Mission 2: Imperial Star Destroyer Adarga completes mission
Utility Tug 3f1 completes mission

Mission 3: None

Mission 4: Destroy Carrack Cruiser Prism

Destroy Probe Yey

Mission 5: Inspect Escort Shuttle Black Box

Mission 6: Destroy 100% of all X-Wings AND 100% of all A-Wings
Destroy Calamari Cruiser Independence

Destroy Strike Cruisers Lonsigar 1 & 2
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it finishes docking.
Watch out for the
advanced missiles
used by Zaarin’s
forces; your shields
will have to be al
near double
strength to with-
stand a hit.

Mission 4: Sure,
you were never
crazy about your
wingmen, but at
least they served
one useful purpose:
drawing fire. Pretty
well all the Rebel
scum in this mission
will be gunning for
you and only you. Quickly eliminate as
many of the A-Wings as you can or you'll
be constantly harassed. Charge, then acti-
vate tractor beams as you close to missile
range; fire one missile after a moment or
two of “yellow," then a volley of linked
lasers. The Mharsup will almost certainly
be disabled, but make sure you eliminate
the enemy Transports before they start
docking, or you're likely to blast the
freighter by accident.

Mission 5: The pirates, with their out-

APPROACH WITH CAUTION It's always risky approaching a Rebel platform
from the topside, where defensive fire is heaviest. But the underside is
impossible to target, since the defensive missile launcher is located there.

moded R-41 Starchasers, are about as
threatening as a sick taun-taun. The real
danger here is sensory overload: it can be
extremely difficult to pick out targets
amidst the mines. Don't bother locking the
Corveltes into memory; just hit <'I'> unuil
you've lound the Transports, then kill
them all swiftly with missiles. Mop up the
R-41s and mines only after all six trans-
ports are eliminated. You can get some big
bonus points for blasting the Strike Cruis-
er, but it hyperspaces out fairly quickly,

which means you'll have to use your mis-
siles on it instead of the Transports.

Mission 6: Try to take out the A-Wings
before you head for the B-Wings attack-
ing the convoy, or they'll make life very
difficult. Make speed your priority here.
If you dump all power to the drive, you
can probably intercept the B-Wings be-
fore they launch tor pedm: Kill lhun
with lasers if you can, since you'll want
your missiles later on. Eliminate the X-
Wings at your leisure, then dogfight with
the Defenders—again, you want to con-
serve missiles. You'll have to do some
fancy energy management to have a
chance against the Defenders; you need
to be able to both match their speed and
maintain your tractor beam. Stick close to
Mssan 2 and 3. Quite late in the mission,
a flight of TIE Defenders will hyperspace
in nearby and target them.
course, is when those missiles will come
in handy.

BATTLE 10

Mission 1: Back in an Assault Gunhoat,
but look on the bright side—it could have
been a TIE Fighter. First, lock the shuttle
into memory and charge your shields. Park
directly behind the Transport, and as soon
as it disengages hit it with one missile, then
immediately switch to ions and disable it.

Now, of
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yesterday afternoon in

number of

Jeecident

(Dallas, Texas) Shots rang out
and the heart of a nation
stopped yesterday afternoon in
Dallas as an undetermined
number of snipers shot at
President Kennedy as his
motorcade proceeded along
Main Street.

One of the bullets found _it's
way to President Kenne,
right arm, woundig
Parkland Hospital
was treated fo
wound, listed th
stable, yet gud




Now target the
shuttle and destroy
any R-41s going af-
ter it. Remember,
you only have two
lasers now, and are
better ofl transler-
ring laser power to
the engines. Use
missiles and tractor
beam trick #2 to
scrub the pirate filth
Irom the cosmos.

Mission 2z
Whatever you do,
DO NOT wry to
dogfight the TIE
Defenders in your
Gunboat. You've
seen what that leads to from the other
end of the gun. Kill them safely from a
distance. Make sure you've destroyed the
ones attacking you (using tractor beam
trick #2) before trying to reload. Note
that you can start accelerating while the
missile tug is still reloading you. Also
note that any missiles fired during this
time will be automatically resupplied.
Later, stick near Chemet 2 and watch for
ships attacking it.

SPECIAL DELIVERY, DON'T SHOOT! Mag pulse warheads will temporarily
disable a capital ship's systems. You have to get in good and close,
though, to make sure the warhead isn't shot down by the ship’s guns.

Mission 3: The most crucial moment
in this mission is right at the beginning,
when the T-Wings will launch rockets at
the Ulzepi. Immediately redirect all
shield power to the engines, head for the
Ulzepi, target her, hit <A> o see who's
attacking her, and swing away towards the
pirate at the last moment. Spray lasers to-
wards the rockets; if you miss any, turn
back towards the Ulzepi and try 1o inter-
cept them as they home in. Later on,

watch out for T-Wings targeting you with
missiles and dispose of them first. Do not
engage the enemy Defenders unless you
have missiles lefi over, or a strong subcon-
scious desire for an honors funeral.
Mission 4: Thrawn's newest starfighter
is at long last unveiled: the Missile Boa.
Some old-timer pilots have expressed dis-
satisfaction with the new ship, claiming this
superweapon makes destroying the ene-
my...too ecasy?l? From where we stand, it
can never be Loo easy; moreover, the Em-
pire’s “superweapons” tend to have embar-
rassing Achilles” heels. We would make
reference to a certain giant battle station
here, but the Imperial Information Bureau
has forbade the conjunction of the words
“Death” and “Star” in casual conversation.
In any case, the Missile Boat is no excep-
tion to this rule, with its single laser mak-
ing it practically useless in a dogfight. You
must destroy the enemy at long range.
Note that with the improved radar system
you only need half as long to attain a mis-
sile lock. If starfighters close to laser range,
hit <N> (o engage your SLAM drives and
get some distance. In this mission, keep a
close eye on the Assault Gunboats. IF
they're destroyed, you will be unable to dis-
able the Sirike Cruiser, and hence unable
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to complete the
mission.

Mission b: The
main problem
you'll encounter
here is running out
ol  ammunition.
You'll need more
than 40 missiles,
and definitely more
than 10 heavy space
bombs. Lock Trans-
port Omega into
memory and keep
it safe. Ask for a re-
load before _\'tm'\‘c
exhausted your mis-
siles, and keep fir-
ing while Omega
resupplies you. With the tractor beam in-
stalled, your dogfighting capabilities are
enhanced: an enemy canght in the heam
will not be able to dodge a missile, even if
you fired it without a full lock. When en-
gaging the Carrack Cruisers, try to ap-
proach from the rear, and launch bombs
only when very close.

Mission 6: Your first priority is to deal
with the Defenders. Set lasers to recharg-
ing, channel everything clse to the en-

TOP-OF-THE-LINE The new Cygnus Missile Boat is a modified Assault
Gunhoat equipped with a SLAM overdrive for temporary bursts of speed,
four missile launchers, and up to 80(!) advanced concussion missiles.

gines, and engage SLAM overdrive.
Once in range, recharge your shield and
start blasting the Delenders with missiles.
I some become [unctional, turn on the
tractor beam and kill them at short
range. Next take out the platform’s
launcher. When targeting individual
parts of a platform or capital ship, realize
that your missiles are not smart enough
Lo steer around the vessel if their target is
on the other side ol it. The TTE Fighters

and Interceptors will take out Y-Wing
group Gold Devil, leaving you free to
concentrate on dlllllhllflilll“ the pl.:[lmm
and the mines. The mines are annoying;
try to line up live or six in close proximi-
ty, lire one missile at each, then trn and
engage the SLAM boosters to avoid the
volley of return firve.

That concludes our latest installment of
tactical aclvice. Pilots hoping lor a dramatic
ending to the DEFENDER OF THE EMPIRE
campaign should be warned that it tuns
oul as something ol a clifthanger. Rumor
has it that the Imperial High Command is
already drawing up plans for another cam-
paign. The Secret Handbook stall would
like 1o suggest “Missiles, Missiles, Yet More
Missiles™ as a possible codename.

Returning now to the ever-interesting
topic of inter-species “consortion,” we are
pleased to include in this edition Captain
Scar's illuminating new treatise on the
subject, “Wookie Nookie and Droid Dal-
liance: One Man's Opinion™....

(Further sections of the traitorous document
are of no general intevest. Once again the In-
formation Buwreaw wrges anvone with knowl-
edge concerning the above text to do their duty
and report to a vanking officer. There will be,
we emphasize, no :;I.‘.JH.\m’.\.JI &

$ 39.95

S&H § 5.00
in FL add 6 % tax

Programmed for ages 16 and up
with multiple choices, different play
levels, various skKill 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 you as you
match wits with your opponent
whether it is computer or human.
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|i||i ‘ about the whole world
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For school and family.
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NOW MAKE THEM TOAST.

OLlI HATE THEM. IF REVENGE IS A DISH BEST LOGISCAPE TECHNOLOGY WITH DEEP HORIZON
SERVED COLD, THEN NOTHING IS COOLER THAN ALLOWS YOU TO WREAK HAVOC OVER LAKES,

RENN TG PR ol (188 B A (] SR TR e ) e N MOUNTAINS, AND VALLEYS — ALL IN REAL TIME.
THEY'VE BRED MILLIONS OF HUMANS THE CINEMATIC ANIMATION WITHIN

FOR FOOD.

AND NOW IT'S PAYBACK TIME!
STRATEGY, ACTION, 100 MB OF
ANIMATION AND DIGITIZED
SPEECH CREATE AN ENTHRALLING
ATMOSPHERE THAT IS RIPE FOR
YOUR REVENGE.

THE {1 MAJOR CAMPAIGNS WILL GIVE
YOU LOADS OF CHALLENGES BATTLING
THESE CANNIB-ALIENS.

: THEY WANT TO SERVE MAN —

gs IT'S UP TO YOU TO STOP THEM. IF YOU
B8 DEMAND SATISFACTION, YOU MUST HAVE
R T REGE R OTN
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REVIEW

by Jim Gindin

HERE WAS A LOT OF GOOD BASEBALL
FHIS  PAST SEASON. BROKEN
RECORDS, THRILLING DIVISION RACES,
and a World Series more exciting

than many in recent memory. Of

course, this didn't take place in the real
staciums, which were empty except for
the players pacing the dugouts in search
of bigger paychecks; it all happened in
my stadium-built-for-one, my PC, where
the ball players” digitized and animated
counterparts played their hearts ont—
played several seasons in fact—without a
thought of compensation.

Yes, with the release ol several solid
baseball packages, it was a good season
for computer baseball. Now, as we turn
the corner of the New Year and head
into what we all hope will be Spring
Training, two new baseball games have
made their debuts, each adding some va-
riety to the growing market of PC base-
ball simulations.

ESPN BasesaLlL TONICHT

Price: $59.95
Floppy, $69.95
CD-ROM
System
Requirements:
IBM compatible
386-33MHz or
better (486-
25MHz
recommended),
4 MB RAM (8
MB recommended), 5 MB hard drive
space, SVGA graphics, mouse, CD-ROM;
supports AdLib, PAS, and Sound Blaster-
compatible sound cards.

Protection: None

Players: 1-2 (same computer)

Developer: Stormfront Studios

Publisher: Sony Imagesoft

Santa Monica, CA

(800) 922-SONY

oublay

Turn Two With Reviews of HARDBALL [V
and ESPN BASEBALL TONIGHT

HarppaLL IV is the latest entry in Ac-
colade’s series of action-oriented baseball
games, leaturing the most stunning sin-
gle-screen graphics I've seen in a sports
game. All 28 major league ballparks are
included, which is groundbreaking in it-
sell, and each is intricately detailed. The
artists put together more than 50 frames
of animation for the pitching motion
alone; eight frames of art detail the bat-
ter's swing. But whereas most graphical
games scroll and twist their way into
recreating a sport, HarbBavL 1V has no
scrolling action. As a result, the few views
ol the action that are available look stun-
ning in their SVGA detail, but the design-
ers have made some trade-olls.

The concessions? Well, HarppaLL 1V
isn’t really a baseball simudation—it's more
ol an action game. After your hitter
makes contact with the ball, the game will
shift to one of three possible views of the
ballpark, cach centering on one ol the
outfield positions. The play will take
place in that screen. As a result, the out-
lield is about the same size as the infield,
so you'll see force-outs at second hase on
line drives 1o the outflield. If the ball isn't
hit over the fence, it's likely a single with
only one hase advancement possible.

Sony Imagesoft's ESPN BAsEBALL
ToNIGHT opens with a digitized video se-

quence that will be familiar to viewers of

ESPN’s in-scason nightly baseball show.
You might see the Twins turn the triple
play, or former Cincinnati manager Lou
Pinella throw a tantrum. Announcer
Chris Berman mans the studio while Dan
Patrick calls play-by-play.

Graphically, ESPN BasepaLL ToONIGHT
is much weaker than HarngarL IV. Player
movement is awkward, and the ball dis-
appears a full [rame belore the bat is in
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view. The game tries to scroll into differ-
ent views of the outficld, but the motion
is all done at once, providing an uneasy,

Jerky view of plays in the outlield. Howev-

er, il it weren't for HarpBaLL IV's stan-
dard-setting graphics, ESPN Basenail
TonicHT would be among the best. Large
player sprites and realistic-looking play
outcomes highlight this simulation.

FIELDING ERRORS

Ask any action-oriented ballplayer what
he or she finds lacking in a favorite game,
anc you'll likely hear the word “liclding”
mumbled amongst other words T can’t
print here. Well, there's no relief here,
because these two action games provide
typically weak fielding models. When the
ball is hit, the game highlights one of
your defenders and places a circle on the
ficld where the ball will drop. ESPN Bask-
BALL TONIGHT provides more options and
the lielders are easier 1o control, but low-

HarposaLr IV

Price: $59.95
Floppy and CD-
ROM

System
Requirements:
IBM
compatible
386-33MHz or
hetter, 4 MB .
RAM, 18 MB hard drive space, SVGA
graphics; supports Sound Blaster-
compatible sound cards; floppy version
requires purchase of extra disk for
MLBPA players and stats.

Protection: None

Players: 1-2 (same computer and modem)
Developer: MindSpan

Publisher; Accolade

San Jose, CA

(800) 245-7744
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HEY BATTA BATTA! While ESPN Basesall's graphics
(right) are par for the course, HarosaiL 1V (above)
goes the extra mile with gorgeous SVGA pitcher-
hatter screens.

er-quality graphics and poor scrolling el-
fects detract from play. You can decide
whether you want to control your fielders’
movements and/or throwing, permitting
a gradual learning process.

HarDBALL IV also gives you control of

player movement and throwing, control
of throwing alone, or no arcade control
at all. Infield play is seemingly arbitrary:
after the ball is hit, the game decides
whether an inhielder has a chance o
make the play. Sometimes a play looks
like an easy ground out, but you are not
allowed to use vour shortstop. So while
vour initial reaction is to move your
shortstop right a couple of steps, you

end up moving your center fielder out of

position to hold the play 1o a single.
Outfield play is very difficult. Alier the
hall is hir, the view shifts
from behind the pitcher to
the selected view of the out-
ficld, and this new view re-
quires a second or more for
you to evaluate it. This ofien
costs vou a chance 1o move
your outliclder
tion. Outlielder
is momentum-based, and
because ol the unusual di-
mensions of the outlield, lat-
al movement is much
casier than lorward or back-
ward movement. The result:
vou often miss what should
he easy catches. Mastering
the idiosynerasies ol outlield
play is certainly the key 1o
success in HarnparL 1V,

into posi-
movement

INSIDE PITCH
TTarpBaLL's designers put
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FLAT STATS Stormfront's games usually have lots o’
stats, but ESPN Basesact Tonichr (right) is surprisingly
deficient. HarosaL 1V (above) has more stats than in
previous games, hut their accuracy is suspect.

work into the pitching maodl-
cl. Fastballs look |||\{: [ast-
balls and curveballs bend
just like they should. Most
pitchers are allowed 1o
throw four of the eight dil-
ferent pitches available in
the game. Some pitchers,

like knuckleball specialist Charlie Hough,
can only trow two or three. You select a
pitch, then the batter steps up to the plate.
Abutton press starts the windup, and then
you move the joystick to pinpoeint a loca-
tion within a box just before the pitcher
finishes his windup. Fach pitcher is given
a control rating that determines the accu-
racy ol his original aim. Pitchers gradually
get tived during the game, and, if hit h wd
enough, will suddenly lose control all to-
gether. This [atigue system is rather poor-

I\ designed, and the problem s

exacerbated because it takes about one full
inning for a reliel pitcher to warm up. It’s

1995

an enormous amount ol

always best to have someone warming up
in the bullpen.

ESPN Basepart Toxiour handles
pitching in a [ar worse manner . Pitch se-
lection is limited to positioning your
hurler on the mound and then selecting
a speed of slow, medium or fast. Once
the pitch is thrown, you can cut it right,
lefi or both, sort of like throwing a whil-
[Teball in a wind tunnel.

HITTING AWAY

ESPN BaskesaLL TONIGIHT
allows players 1o pmumn
themselves laterally in the
batter’s box and swing
high, low or in the middle
of the strike zone. The
ball disappears oo carly,
and contact is best made
when you start your swing
at the precise moment
that it appears to be too
late to hit the hall. When contact is made,
the game runs through an algorithm that
determines the nwull based on the
matchup between the pitcher and the hit-
ter. This keeps results more on a par with
real baseball, but lowers the action value
ol the program.

Harnparl IV, however, does try to
evaluate the quality of the pitch and the
timing of the swing. This means that
once you gel your timing down, lots and
lots of hits result. After just a couple of
[ull games, I was averaging about 30 hits
per game for my team alone, Dedicated

G TRKE PITCH

Joystick sluggers will fare even better, As

a pitcher, you had better throw every ball
into the bottom third of the strike zone
or you will give up a lot of home runs.

THE COLOR MEN

Both games excel in the audio category. Al
Michaels” voice calls the play-by-play for
FarppaLL TV, The play-calling is some-
|IIIIL\{II(]|)|J} ;md [)L(.d‘ull)lhl”\ ags hehind
y I ADERS

Batting Leaders
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REPLAYS DON'T LIE The instant replay in both
games allows glory hogs ta view and review their
finest moments. ESPN BasesaL Tonga (right) gets
a nod for allowing you some camera positioning.

the play action, but full player names and
realistic play descriptions add a lot to the
simulation, ESPN BasepaLL ToNIGHT lea-
tures play-calling from Dan Patrick, which
is a little out-of-sequence and poorly
timed in many cases, but it sounds very re-
alistic. Adding player names would have
improved the eflect.

STATISTICALLY SPEAKING
Realism takes a hearty beating in the
Harosare IV dugout. The game offers
only a handful of player stats, basing
pitching almost entirely on ERA and hit-
ting entirely on batting average and
home runs. The results are usually good
for comedic reliel. HaropaLL IV also of-
fers a quick season play feature, but you
have to jump in every lew minutes, move
the schedule forward a week, and press
the “simulate” button. The lineups never
very from game to game, except for a
strict [ive-man pitching rotation. Backups
get about 50 ABs per scason and New
York Yankee third baseman Wade Boggs,
who played 93 of his team’s 113 games in
1994, hitting .342 and winning a Gold
Glove, isn't even listed as the Yankee
starting third baseman. You've got to put
him there yoursell. Ahem.

In my first simulated season, San Diego
(47-70 and the worst record in the Major
Leagues in 1994), ran away with its divi-
sion title and ended up defeating Toron-
to, 4-2, in the World Series. Five Padre
regulars hit better than (350 and Tony
Gwynn hit .397 with 37 home runs (394,
12 homers in 1994 play). San Diego's
pitching was typical of league play as well,
with starters gaining a lot of the saves and
the closer, Trevor Hoffiman, pitching just
six innings all year. Keep in mind that
Farbsars IV season disks include only 25-

man rosters and that there
are no injuries, The game
is probably worst in the
stolen base department.
Witness speedy Jell Conine
of Florida, 1-for-3 stealing
hases in 1994, LEven
though he's rated a 2 out
ol 5 [or speed, he man-
aged to steal 63 bases in

the simulation. This total was among his
team’s leaders, but harvdly surprising con-
sidering Padre Luis Lopez's 28 was the
league’s lowest total among starting play-
ers. Okay, enough bashing. Haroparr IV
was not meant for serious season replay.
Again, it's an action game and should be
taken as nothing but.

FSPN Basesart TosiGat fares much
better in the reality department, al-
though there is one rather glaring omis-
sion. Box scores are available neither
during nor after your game—an inexcus-
able oversight. Baseball without box
scores is like apple pie without the fuit.
The game doesn’t compare statistically to
statistics-based standouts PURSUE 111E
PENNANT 5.0 or STRAT-O-MATIC BASEBALL
5.0, but it does provide a fairly realistic
set of numbers. Batting averages are very
low, as are ERAs for most pitchers. Even
the pitching disasters from Detroit can
manage a sub-1.00 ERA for a year. You
can simulate a full season i just a few
minutes on a high-end computer, and
the computer manager will make a gen-
uine attempt to assign hitters a realistic
amount ol playing time. Pitchers in the
bullpen have specific roles, and this may
be the first game to offer realistic injury
durations. ESPN Basepart ‘ToNiGin in-
cludes full rosters (up to 40 players) from
all 1998 and 1994 teams. You can make
trades between teams, but you can not
eliminate players or edit statistics. This is
rather unfortunate, because the data en-
try people made mistakes. Pittsburgh's
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Scott Bullett in 1993 and Atlanta’s Jose
Oliva in 1994 feature batting averages of
more than 2,000, and both hit about .970
in season replays. T haven't found any
way to alleviate this problem short of
trading them both to San Diego.

Neither game olfers much of an op-
posing manager, either. Both games are
prone to unusual substitution patterns
and have trouble managing pitching
stalls, ESPN BASEBALL
ToNtcut occasionally
even allows a pitcher to
re-enter a game. Again,
HarppaLL IV suffers from
a serious lack of realism.
You can watch a hitter lay
down a perfect sacrifice
bunt, only to see that your
runner has forgotten to
advance to the next base.

GCAME SUMMARY
HarpparL IV is a remark-
able game graphically, but it is baseball
by analogy alone. Once you learn pitch-
ing placement, outfield play and the tim-
ing of the pitch, you will be able to
control game results. With all the beauty
of the graphics and the play-by-play an-
nouncing, though, it's easy to suspend re-
ality and enjoy the batting practice.

ESPN BASEBALL TONIGHT s statistically
more sound than its competition, but is
definitely not an action game. As a result,
the flaws and bugs in the computer’s Al
stand out much more. This game is an
upgrade away from making it to the big
leagues.

And the quest for the ultimate baschall
came goes on.... €

THE EDITORS SPEAK

ESPN BASEBALL TONIGHT

RATING **j’: S
e Gan T Kot L

PROS Reasonably accurate statistics
and casy play make this a good
choice [or the baseball novice.
comns Veterans will find it mediocre
in nearly every aspect.

HARDBALL IV

narme N
. r'*{ L A

PROS Torilic look and leel, and a
great action-game interlace.
€omNs |he statistics are a joke. Ap-
proach this one as a fun and easy ac-
tion game and nothing but.
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“l can’t shake him!” Cries your wing man
as the MiG matches his every move.

Fearlessly, you push the ThrustMaster. F-16 TQS~
throttle forward and your Falcon roars to the
rescue.

F-16 FLCS.

The force of acceleration slams you into the
ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS~ trackball.

R
Your other hand tightens around the ThrustMaster. F-16
FLCSw~ stick as you maneuver behind your enemy.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips
through his ship - sending him down in flames.

Unlimited Programmability F-16 TQS.

Unparalleled Performance
Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE POHTLANﬂ, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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“Open The Bomb
Bay

You never saw
Dave, the cagey
pilot in 2001,
' i type  com-

mands into a

BAR & qllln keyboard to is-
sue instructions

to his crall.

Spoken words were all that was necessary lor Hal
1o acknowledge and, subsequently, ignore com-
mands. Simulation buffs have long yearned lor
the same ability in their games, but can we expect

our machines to react with any greater compli-
ance than Hal?

Obviously, the keyboard is still the favored
sidekick of the joystick in computer simulations.
But just because it's favored doesn’t mean it's
the best choice. We all know how difficult and
distracting it can be to take your eyes of the
screen during an intense dogfight and uy to
find that erucial key.

The alternative will keep your hands and your

ON THE RADAR

Doors, Hal”

eyes where they should be—on the joysticks and
on the tailpipe of the hogey in your sites. Voice
recognition isn't as expensive and futuristic as it
once was. IU's available now, at an affordable price.

WATSON, I'VE GOT
A MISSILE LOCK!

The first product to fimetion with any degree of

accuracy is VOICE COMMANDER [rom Island Imag-
ing. This small TSR program costs only $22, and
all it requires is a Sound Blaster-compatible
sound card, a microphone, and at least a 386DX-
33 computer. No expensive sound cards or high-
quality microphone are necessary. Naturally, a
microphone that will clip 1o your collar so vou
can concentrate on the joysticks helps, but isi't
required. All you do is install the soltware, speak
each command “phrase™ in the Voicr CoMMAN-
DER library three times, and you're ready to roll.
I've spent quite a bit of time using Voice Con-
MANDER with MicroProse’s Frier DereNbeg, and
itworks amazingly well,

Vorce COMMANDER comes
with a preprogrammed library
ol commands; it knows what
keys a simulation accepts and

Topping today's briefing is an advisory for those of you flying near
Mission Studios airspace. Satellite recon indicates an unusually high
level of activity as they prepare to launch the next modern combat
simulation, JerrighTer Il Long-range radar has identified updated mod-
els of the F-16 Falcon, F/A-18 Hornet, and the F-22 Lightning II. The
latest version in the Jetfighter line boasts technology distilled from the
military, including what Mission calls “true texture mapping...no more
warping or fringing.” Military data has also been used to create Jer-
ricHTER |lI's terrain, which is expected to be highly detailed. The prod-
uct will feature smooth shading, haze and fog, transparencies (for
see-through clouds), and a texture-mapped 3D virtual cockpit (where
the gauges still function while the pilot scrolls the view around).
Those volunteering to fly in these craft will be flying in a United Na-

tions strike team against Argentina in their invasion of Chile.
(continued on page 140)

assigns i word or phrase to
cach function such as “chall}”
“Mares,” or “radar.” Once
you've “trained” the soltware
Lo recognize your voice, no
[urther training is requirec.
VoICE COMMANDER recognizes
most, il not all, commands ac-
cepted by the flight sims it
supports. In fact, it supports
more commands than would
be realistic in a sim; for in-
stance, 1 could use “radir™ 1o
actvate the FLEET DEFENDER
raclar, but 1 choose not 1o in
order 1o preserve realism.,

In order to have any sort of
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recognition accuracy, your speech patterns
must be reasonably consistent. You must
slur phrases like * LI'IQ?]“'L(l defensive” into
one word during the training stage as you
would during game play. Voice. COMMAN-
pER does have some recognition problems,

which seem to increase as the number ol

syllables increase. Fortunately, you can re-
program any single command later. So, if
you find that “Return to base™ is mistaken
for “engaged defensive” you can repro-
gram that phrase without redoing them all,

Despite how well Voice COMMANDER
works, T imagine very [ew ol you have seen
or even heard of it. One reason is that only
four simulations are currently supported by
VOICE COMMANDER: FLEET DEFENDER, I™-15
STrIKE FacLe T F-117 Sreaci FIGHTER,

“DESIGNATE TARGET" A simple voice command
replaces the old keyboard hunt and peck,
freeing pilots to focus on the task at hand.

and 1942: Paciric Air War, Why? Because,
as peripheral companies like Thrustmas-
ter have learned, game publishers usually
don’t receive keyboard replacements all
that well. It usnally means extra program-
ming and development to provide support
for the new device. The game publishers
don't know if it really works all that well,
nor do they know just how many people
are really using it. Hence the first problem.,
Most people (game publishers and non-
game publishers alike) usually see voice
recognition as something coming down the
m.ld but not here yet, or a great idea but
[)IHIIIIJIH\LI\ expensive. Why spend the
time providing support for voice recogni-
tion software that probably doesn't work
and isn't supported by gamers? Thus, we
find ourselves in a chicken/egg scenario:
Nobody buys VOICE COMMANDER because
only four products support it, but only four
products support it because nobody owns
it. Another problem is that the sofltware has
limited distribution. There’s only one retail
firm carrying Voicke COMMANDER at the
moment, a mail order house called Flight
Sim Central (800-477-SIMS).

Don't expect voice recognition technol-
ogy to revolutionize our hobby overnight.

Voict COMMANDER is not perfect—it can
make mistakes. But for $22 plus a SOUND
Brastrer-compatible card with a micro-
phone jack and a microphone, it works
pretty well; well enough to convince me
that voice recognition isn't an expensive
novelty or the sl of science fiction sto-
ries. IU's here, now. And it's something
software developers should begin to con-
sider today, not next century.

INTO THE SUNSET

Regrettably, I'm passing the torch of Bo-
gev's Bar & Grill. T've thoroughly enjoyed
writing this column and ti)lltb]}illllllﬂg
with many of you, but the time for change
has come o move on to other things. My
wile and [ are L\plurin(r new careers, and |
will be unable to continue handling this
column. I extend my thanks to all of you
who took the time to write or e-mail words
of encouragement. Check six!

The editors would like to thank Tom for his
hard work over the last year. We've enjoyed
having him behind the bay and wish him Iuck
in his new venture.

But the battle must go on, and the vext flight
assignment will go o Denny Atkin, simulation

Janatie, former editor at Compute! magazine,

and current Associate Editor of Ommi. Laok for
Denny behind the bar next month. —Fd. 4

RADAR (continued from page 139)

Onto other matters. We have a mole at Mi-
croProse who reports that they are fast at
work on a modern day strategic simulation,
Navy Strike, that puts you in command of an
entire task force. Navy Strike will place
more emphasis on managing resources and
mission planning, requiring you to concen-
trate on preparation as well as combat com-
mand of the task force. Highlights include
combating chemical warfare in the Persian
Gulf area and a Libyan regional scenario.
Dynamic rules of engagement will shift ac-
cording to the current political climate.

Now, for you race car drivers who've
heen flipping pencils into the ceiling, eyes
forward and listen up! Papyrus tells us
they're busy porting over INDYCAR RACING
and NASCAR to both Windows and Macin-
tosh versions. So you'd better quit polish-
ing your pistons and get those engines
built, because your day will soon be at
hand! Dismissed!




BAO Publishing

Presents the Complete PC Aviation Experience.

BAO Publishing, developers of Microsoft® Flight Simulator™ presents the
ultimate flight simulation experience with BAO's Europe 1, Las Vegas Scenery,
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available.

Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago's
O’Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and
surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics
all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air.

All this and more is possible with BAO. File your flight plan today and start your adventure.

"A sure bet for
computer pilots
who demand
realistic scenery”
—Greg Harris,
Editor of
Full Throttle

Europe I includes over 100 airports with
taxiways, moving objects, unique buildings
and approach lights.

Challenge your skills with a fly-by of Hoover
Dam and other famons Las Vegas landmarks.

Las Vegas Scenery offers you startling, realistic,
3D-level detail of Las Vegas and the surrounding
desert. The scenery combines actual satellite
images with special aerial and ground-base

Europe 'lets you explore from the air the scenic
countries of Germany, Austria, Switzerland and
the Netherlands. You'll discover beautiful cities
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photography to faithfully recreate more than 4,000 square miles of the like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads,
Nevada landscape. Tour scenic Lake Mead, the famous Vegas “Strip” or waterways, lakes, cities, the Alps and landmarks are realistically recreated
catch a stunning view of Hoover Dam, one of the man-made wonders of including all IFR/VER airports. Experience Europe from your own cockpit,

the world, You set the itinerary.

"Best of Show"
at C.E.S.
—Awarded by
Game Bytes
Magazine

You'll calmly choreograph the movement of
incoming and outgoing air traffic high
above Chicago’s 0'Hare airport.

An easy-to-use (windows-hased) aircraft
factory lets you design your own plane.

Flight Simulator Flight Shop puts the tools in
your hands. You build, customize and paint il With Tower the responsibility is all yours! As
your own planes and a flight dynamics editor T nana 180 a tower controller, thousands of passengers

I allows you to specify the flying characteristics. will rely on your ability to make split-second
Share your designs with other flight enthusiasts through BBS's such as decisions. You'll handle realistic aircraft takeoffs, landings and ground
CompuServe®. Create your own flight plan and send it to the built-in movements through a 360 dcg[cc panablc: win}luw view. Based on FAA
Flight Service Station (FSS) and then hop in your flight simulator :E!ld Transport (?anuda's pmfessmn:ll rralmpg simulation software,
airplane for an ATC controlled flight. Tower puts you in the middle of all the action.

-
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See your local retailer or call:

(217)356-0188

for more information
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REVIEW

Courage

Relive The Youth of Air Combat
[n Origin’s WINGS OF GLORY

hy Martin E. Cirulis

ORLD WAR 11 A WAR SO BRUTAL
AND POINTLESSLY WASTEFUL OF
HUMAN LIFE THAT THEY HOPED
it would be the War to end all
wars. Unfortunately, all it
scemed Lo do was set the stage for the
even more horrific—but far more effi-
cient—disagreement known as WW [T
Oddly enough, though, The Great War
did not consist solely of the stench and
death in the trenches; the conllict also
created one other lasting impression. In
direct contrast to that dirt and despair,
there came a legend of romance and
chivalry from high above: the dashing
fighter aces in their canvas and wood ma-

chines, While the

reality ol aerial
combat in WW I pire 679 95,

lots more than riding through the skies
on a rickety charger of canvas and
wood, dueling other knights or posses-
sion ol the air.

A few years ago a burst of WW I
flight sims was released, and after the
skies cleared, most gamers had picked
their favorite and the market was pretty
much locked down. Well, it seems that
technology has allowed Origin to follow
the golden rule: “If you can’t do any-
thing new, do the same old thing better
than anybody else.” Their newest
Might-sim-with-a-story, WINGS o GLORY

(WG), is centered on the golden age of

Might when humanity, having so re-
cently broken the
bonds ol gravity,
decided they just

wias  sometimes
more akin to a
deadly Punch and
Judy show than a
glorious  [lying

Jjoust between no-

ble knights, the ro-

mantic image of

the early fighter pi-
lots refuses 1o die.

Nowhere is the
legend healthier
than in the realm
of computer flight
sims. While charg-
ing about at Mach

CD-ROM
System
Requirements:
IBM compatible
486D0X-33Mhz
or better
(486DX-50Mhz
recommended),
8 MB RAM,
VGA graphics,
15 MB hard drive space, 2x CD-ROM;
supports AdLib, General MIDI, and Sound
Blaster-compatible sound cards.
Protection: None

Designers: Bruce Adams, David Beyer
Publisher: Origin Systems

Austin, TX

(415) 571-7171

had to wy killing
cach other with
their new toys.

CANVAS
COMMANDER
In WineGs or GLO-
Ry, the player as-
sumes the role of
ayoung Ameri-
can [lyer who has

joined the Royal

Air Foree, belore
the actual in-
volvement of
America hersell,

2 dodging SAMs

and teaching naughty third-worlders a
stern lesson is always exciting, and
pushing your Mustang to the edge of
the envelope while you light to prevent
the nightmare of a Nazi-dominated
world is certainly morally satislying,
nothing stirs the blood of most sim-pi-
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in the hopes ol
[inding adventure and glory while hight-
ing the good light. You lind yoursell as-
signed to a squadron stationed at a
small airfield in deepest, darkest
France. On your wing is your dashing
and cynical true Iriend Charles Dear-
ing, who is always l‘(?:lt]}' 1o ]urlp you oul

1995

of a tight spot. Together with the rest of
your squadron, you live a M.A.S.H.-es-
que life of hijinks and horror between
flying various missions that affect the
course of your little part of the war, As
you proceed, a plot of military espi-
onage unfolds, complete with spies and
even a captured Fokker Tri-Plane
thrown in to mix things up a bit. All-in-
all, your basic Origin plot.

Those expecting a story-line and exe-
cution on the level of WiNG COMMANDER
I11, or even PRIVATEER, will be somewhat
disappointed. Things here are far closer
to the level of STRIKE CoMManDER. While
there are the occasional “War is hell”
statements and some interesting personal
observations about the greater debacles
of the war, this is still a prety idealized
universe and most ugly little truths are
overlooked.

The character graphics are basic and
the voice-acting minimal, to the point
that the lovely French peasant-girl who
loiters about the field flirting and over-
hearing mission plans sounds more Ori-
ental than Parisian. I guess Angel from
the WiNG COMMANDER universe was busy
the weekend they taped the voices. The
only other thing that may annoy some,
especially those of English ancestry, is
that there seems to be some confusion
between the portrayal of a dashing
British Ace versus an utter git.

But even the basic story and bad char-
acterization seem to work in favor of this
product, giving the game the feel of a
‘30s-cra adventure movie starring Errol
Flynn, or perhaps Douglas Fairbanks.
And besides, the story does what it is sup-
posed to do; it gives you a reason to go
out again and again to fly the beautifully
rendered skies of WW 1L
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THE BEST

OF THE WORST OF TIMES

Without a doubt, WINGS OF GLORY is the
best-looking and sounding WW 1 flight
sim to date. From the beautifully ren-
dered cockpit views to the groan of your
wings bending under the stress of a tight
turn or climb, this game pulls out all the
stops to give you the feel of how it
was.

Players will fly five different fight-
ers while in the service of the Allies:
the Sopwith Pup and Camel, the
S.E.5a, the SPAD SXIIT and even
the classic Fokker Dr.I of Red Baron
fame. With all reality options twrned
on, cach of these planes handles in a
fashion distinctive enough that you have
no doubts you have switched aircraft.
Many will find themselves choosing a fa-
vorite fighter based not just on speed and
firepower, but also handling.

The graphical rendering ol the planes
around you is exquisite. Details are clear
and accurate down to pilot’s scarves waving
in the wind, and the paint jobs are so beau-
tiful that players will find themselves some-
what bitter over the fact that this game
does not allow them to paint their own air-
craft. Enemy aircralt are rendered well
enough to make you think you are looking
through a window into a realm of diving,
twisting mocel planes. And let’s not even
get into the Hindenberg-esque death
throes of the Zeppelins you will eventually
gun down, il you're lucky or skilled enough
to swrvive their incredible firepower.

All this aireraft beauty does not slow
the game down, but it appears that the
designers had to sacrifice ground detail
to achieve this. The land below is basical-
ly grass or mud, with a few well rendered
trees or buildings to break up the monot-

" NPC-H0 The Wings oF GLorY story unfolds under this ramshackle roof. The
characterization and voice-acting aren't stellar, but they work.

ony. But hey, if we were worried about
the ground we'd be driving a tank sim.
And speaking of tanks, the ground war
is not totally forgotten, and often you will
find yoursell bombing or straling enemy
units in support of some major historical
offensive. Though you really can't do
much to prevent a bloodbath for the Al-

lies, success always
allows you to think
things might have
been worse, And,
while the terrain is
simple,  enemy
tanks and grounded
aircraft are up Lo
the graphical quali-
ty ol the air war. 1
was pleasantly sur-
prised to discover
the dark rectangles
I was diving towards
on a bombing run resolved themselves
into recognizable A7V Totenkopls.

YOU ARE THERE...

As in most things, pretty pictures are great,
but the proofis usually in the details. WiNGS
OF GLORY doesn't disappoint there, either.
Small aspects of the early flight experience
are covered in surprising ways: for exam-
ple, you can actually gauge how close you
are 1o disaster by listening to how loud the
groan of your wings becomes under stress.
Players will  be
amazed that early
aces managed to hit
anything at all with a
single Vickers ma-
chine gun plugging
slowly away—not to
mention the con-
stant jams, usually
just as you are about
to administer the
coup de grace to a
noble opponent.
Even such obscure
things as [alling
through the smoke
from your own dam-
= aged engine during
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a hammerhead turn have been included,

Along with all this chrome, more tradi-
tional flight sim aspects are present as
well. A good padlock-view option is of-
fered with a nice twist: your view changes
as if you were actually twisting yowr head
instead of the angle changing instanta-
neously. There are the traditional “cam-
era” views as well, and a VCR function
that allows you to replay a flight from any
angle to see who did what to whom, and
you can even re-enter the simulation at
any point.

AIRCRAFTSMANSHIP Wine's aeroplanes are stunning in all their color and
detail. You've never flown, fought and died in such style.

As a sign that Origin wanted WINGS OF
GLORY to be more of a real flight-sim than
a {lying action game, they also included a
very basic mission builder that allows play-
er to just fy for the heck of it, apart from
the story hardwired into the game. While
this is not an especially powertul utility,
you can still choose one of the four allied
planes or the Fokker and {ly a ground-at-
tack or doglighting mission against ran-
dom targets. You also have the choice of
playing in what has become the standard
training program of Origin flight games,
the Gauntlet mode. This lets you [y
against ever increasing numbers ol enemy
aiveraft that attack in waves ol progressive-
ly better fighter cralt.

Of course, this is not to say that hard-
core sim-jocks will be completely happy in
this world. While realism has an important
place in this game, with many nice touches
like aircralt center-of-gravity and fires
caused by excessive engine-pulsing, there
has heen a definite decision made with re-
gard to playability vs, realism. Origin
chose o edit out some aspects of the real
world that might make gameplay too diffi-
cult or tedious to the average gamer.
While aireraft will stall, it is never fatal un-
less you are very low or your aircralt has
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0H THE HUMANITY! A Zeppelin takes a lesson from the Hindenburg after being
pelted by machine-gun fire and primitive air-to-air rockets.

suflered serious damage to its control sur-
faces. Also, planes famous for deadly snap-
spins are very well-behaved here.

The only simplification that T felt took
away from the simulation was in the dam-
age model [or aircralt, especially for your
own. Damage seems to be taken in “hit-
point” increments; once absorbed, it has
an effect, but there doesn't seem to be
much of a dynamic aspect 1o the process.

gines do not
get worse or
catch fire, and
although dam-
aged fuel lines
will eventual
force you to
make an emer-
geney landing,
oil leaks have
never really af-
lected my flight
time. Even
more unrealis-
tic is the way a
pilot is wound-
ed. The screen
goes red for a
second or two, and that's the end of it.
Heck, nobody even comes out to hand
you a Band-Aid alter the mission.

FACING THE DAWN PATROL

These and other decisions, especially the

ones pertaining to {light-models, will un-
doubtedly cause many purists in the
flight-sim world to label WiNGs oF Grory
fluff and wrn grumpily back to their

Damaged en- .

copies of Ren Baron. And if unending
realism even to the point of tedium is im-
portant to you, then perhaps you should
avoid this newest oflering from the Great
Air War. Others may find the story-line a
little clichéd, and cry “Same old, same
old"—and they may be right.

But if you long for the “feel” of the
planes, and images of the days when pilots
were Knights and you flew with the wind
blasting in your face and bullets tearing
through stretched canvas all around you,
then this game is definitely for you. The
sounds are here, the sights are here, and
so is the tension. There is enough realism
to lend the world an authentic tone, but
the accent is on the experience and the
excitement, make no mistake about it. &

THE EDITORS SPEAK

WINGS OF GLORY

ramne NN ¢

PROS Best-looking, -sounding, and
-playing game on the topic.

€oNs Slight shortcuts on realism
and hackneyed story may annoy
some.
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by Kevin Turner

AKEN SCENARIO BY SCENARIO, ACES

OF THE DEEP 18 A GREAT U-BOAT

SIMULATION. BUT WHEN YOU STRING

the U-boat scenarios into an entire

career, then you truly get to expe-
rience what separates Acks OF THE DEEP
from its contemporaries. An ACES carcer
accurately depicts the rise and fall of the
U-boatwaffen in WWII with an attention
to historical detail that borders on the ob-
sessive, Once you've started in the U-boat
heyday, stealing candy from the naive Al-
lied navy, and then felt the heavy hand of
Allied anti-submarine tactics slowly press
upon you, you cannot help but walk away
with a better understanding of the war as
fought on and under the Atantic.

The career, once begun, will start the
player in a small, Type 11D U-boat based
in Bremen in 1939, This is the lirst of the
cight time periods depicted. As you move
through these time periodls, you'll see the
development of the convoy system, anti-
submarine warfare (ASW) tactics, and the
effects of the U.S. entry into the war. It is
important to monitor time periods, as it
will enable you to understand what is go-
ing on in the war and, more importantly,
what to expect at sea.

Once the decision to start a patrol is
macdle, the coordinates for the patrol arca
are given. But before leaving that screen,

it is critically important to take the time
to select the level of realism, The level of
realism is basically a level of difficulty se-
lection. 1 T could only impart one picce
ol advice, it would be to start easy. Ca-
reers are very long, and there is ample
time to make the game more and more
realistic. The first patrols should be con-
sidered a shakedown cruise. Learn the in-
terface and the capabilities of the U-boat
without the added pressure of high levels
of difficulty and the game will be much
more enjoyable. Besides, the next career
can be played from start 1o finish at the
highest level of realism, which is as close
to actually being there as possible without
a commission in the Kriegsmarine,

The realism options affect difficulty in
two ways: making the enemy more capa-
ble and making the U-boat less automat-
ed. [ would suggest that you increase the
two proportionally. Having the enemy at
expert level, but the boat at the absolute
lowest level of realism, or vice-versa, will
yield a skewed game. A balanced ap-
proach is the most effective way of en-
hancing the learning process and getting
on the right side of the learning curve.

Spend the first patrol learning how to
dive the boat and operate the interface. As
confidence builds, put more and more of
the realism options into play. I'd recom-
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mended limited fuel, batery, and torpe-
does as the first options you explore, as it’s
important to learn how to ration these as-
sets early in the career. Dud torpedoes
add a level ol realistic frustration, as a per-
fect attack can be thwarted by a weapon
that will not perform as advertised.

GETTING THE PICTURE

As the boat leaves the slip, it's time o
start thinking about the Big Picture. The
Big Picture is a term 1 use to describe the
mental framework you must be in to suc-
ceed as a U-boat skipper. The Big Picture
encompasses knowledge of the platform,
the enemy, and strategy. Knowledge of
the platform includes knowing the max
speed, battery and fuel performance,
crash dive lag time, and other character-
istics ol the boat. Knowledge of the ene-
my would include its ASW advancements
and capabilities, and as much about their
attack methods as possible. Strategic
knowledge would include knowing the
basic tenets ol submarine warfare, like
the tactics of convoy attacks, how 1o set
up and use the stern tbes, and surviving
a depth charge attack,

But more important to the Big Picture
is knowing what is going on all the time.
There is nothing more [rustrating than
setting up a great second attack on a
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ACHILLES' KEEL Captains without a sense of the Big Picture may end up
like this one—stuck firmly in the mud at 199 meters.

large convoy, only to discover that the
torpedoes from deck storage were never
loacled. There is nothing more danger-
ous than ignoring the damage control re-
ports during a sustained depth charge
attack. Ignoring radio reports of convoy
movements rom other U-boats creates
missec uppm tunities. The Blg Picture
means acting like, and thinking like, a U-
hoat captain.

A good example ol the importance of

the Big Picture is knowledge of the depth
under keel—the distance from the U-

boat’s keel to the mud on the bottom of

the ocean. There are times when the
depth of seawater is less than 150 meters,
which means that any crash dive will land
the U-boat on the bottom of the sea,
stuck in the mud. (There are times when
sitting on the bottom of the sea is a good
idea, but while diving to do so, make sure
that the U-boat has no [orward motion).

LAST ONE TO SPOT
THE ENEMY DIES
As the boat exits the harbor, it is time 1o
plot a course to a patrol arca. Plotting a
course is done by setting up waypoints.
Early in the career, all the patrol areas
will be centered around England. Simply
plot the easiest, fastest way to the pairol
arvea. The trick to transiting is not in plot-
ling t]m course; the trick is stmpi) to keep
a close watch as the transit is taking |}|.1u.
Keeping a close watch while transiting
is the key to finding easy, unescorted tar-
aets, as well as the key o seeing aiveralt
and escorts lirst, In the submarine ser-
vice, the saying is, “He who is found first,
dies first.” Remember that stealth has al-
ways been the submarine’s primary ad-
vantage. Once that advantage is given
away, the tables will completely trn,

The best vantage
point from which
10 aversee a ransit
is not from the
bridge, as some
rookies assume,
but the “geo plot”
The geo plot is my
name lor the over-
head screen with
the red ring that
denotes visibility
range. Aircralt and
ships will appear
on the geo plol
long before they
are sighted by the
lookouts.
Transiting is usually done in high time

compression (unless you've got a lot of

time to kill), and T advise that when tran-
siting the following rules be followed.
First and loremost, never leave the geo
plot while in high time {'mnprv\isinn In-
stead, go to IX time compression and do
what nucd.s to be done, then return to the
geo plot and crank up the compression
again. Throughout the patrol, radio re-
ports of convoy sightings will be coming
in. I recommend that the pawol avea and

THE TRANSIT SCOPE The best viewpoint during transit is from the “geo
plot.” (Notice the sub ports on the coast of France that become available
later in the game.)

the surrounding areas be memorized or
written down, That way, there is no need
to come out of the geo plot o lind ouc il
the reported convoy is in range, Another
method is 1o use the [ine chart that is
supplied with the game. Simply spread
the chart out, put a dime where the pa-
trol avea is, and look to see if the spotted
convoy is within reach. Meanwhile, always
listen to the radio reports. Whenever |
am transiting, 1 keep an eve on the geo
plot, with my finger on the <Enter> key.
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Hitting the <Enter> key takes the boat
immediately to 1X time compression.
Whenever a plane or a ship is spotted on
the geo plot, simply hit <Enter> and buy
some time to think.

Once the patrol area is reached, there
is no need o advise headquarters. Simply
p.\tml in a pattern of your choosing with-
in the patrol area. Should boredom set
in, new orders can be requested, but are
not necessary. At any time, at the cap-
tain’s discretion, the patrol area can be
lelt. Early in the war, T thoroughly recom-
mend that the fledgling submariner take
to the west coast of England, particularly
the area rom the southwest corner of
England o the end of the channel be-
tween England and Ireland to the north.
Convoys galore arrive and depart from
this area, making for a bountiful tonnage
harvest. After 1941, avoid this area like
the plague, as the depth is confining and
the ASW assets are plentiful and deadly.

FORGET CHIWALRY,

THIS IS WAR!

With any luck, the patrol area will yield
some unescorted merchants, and hope-
fully a convoy will wander throngh. The
patrol areas are assigned based on actual
shipping lanes, and
I recommend that
pawrol areas not be
abandoned prema-
turely, This is espe-
cially true later in
the career, when
mid-Atlantic patrol
areas are not un-
common.

There i1s one
common mistake
that is made when
a convoy is encoun-
tered and arttacked.
Having spoken 1o a
number of new
Aces players, T have
found that they all
want to sink the escorts. Nein! Ze denial of
shipping to ze enemy is dey primary mission!
Nothing else should be considered. Keep
chivalry in the closet with your other out-
modled ideas and feel no shame in sink-
ing unarmed merchants. Besides, the
game awards no tonnage or extra credit
for sinking escorts, and tonnage is the
key to a successhul career.

Should vou decide to attack a convoy,
and the escorts have closed and forced
vour U-boat into submerged evasion,
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there are some key things to remember.
First of all, watch the geo plot. At the
easy levels of realism, the escorts will be
visible, as will their sonar pulses. Watch
the red lines that spread out like wheel
spokes; these denote bearing to a ping-
ing escort. At high levels of realism, the
red lines are all that appear. Now watch
how the escorts attack.

Having located the U-hoat with active
sonar, the escort will close on the target.
As the escort closes, but before the depth
charges are dropped, the pinging of the
radar will suddenly stop. At this time,
wrn 90 degrees off the base course in ci-
ther direction. The deeper you are, the
more time the depth charges will require
before going off, and the more time to
clear the area.

While playing at high levels of real-
ism, wait until the red spokes sucddenly
seem to change direction 180 degrees.
This means a direct pass over the sub.
The end of the pinging, along with the
change of direction of the red spokes
signifies the time to make a fast move.
An increase of speed can be used 1o get

clear, but remember to limit the time of

the burst.

Whenever possible, maintain heading
pointing directly at, or away from, an es-
cort (red spokes). Should one escort be
moving more than others, it is closest 1o
your boat. Pointing
the boat at the es-
cort limits the avail-
able cross section
that the sonar ping
has to return on.
Should more than
one escorl be close
aboard, simply
keep moving,
changing direction
and depth. When
enemy sonar is no
longer getting a re-
turn, get away lrom
the area. The speed
available will seem
dead slow, but si-

SPOKE TDO SOON The “spoke” of the red circle indicates a sonar “ping” in
the spoke’s direction. As the escort nears, and when the pinging stops, it's
time for evasive maneuvers.

them from other sailors: their damage
control ability. When a submariner is
awarded his dolphins, this signilies a
comprehensive knowledge of the whole

A GOOD DAY T0 DIVE Planes like this Sunderland are very dangerous and
difficult to shoot down. Once you're spotted, it's hest just to dive for cover.

boat and the systems that comprise the
boat. A machinist mate is going to know
the Trim and Drain system as intimately
as his own genitalia, but a sonarman with
dolphins will, in addition to his own spe-
cial knowledge, be able to draw the Trim
and Drain system [rom memory, and
show which valves are where. Why this
level of “cross training”? A submarine is a
very small place, and flooding can hap-
pen ina real hurry, sending you to a wa-

lence is golden and
stealth is the only defense. Getting brave
and coming to periscope depth to fight

back will result in the untimely demise of

the U-boat, especially in high realism,
Don't get in the habit at low realism.

DAMAGE CONTROL
There’s one thing that submariners are
especially good at, and that scparates

tery grave even faster. Should the
sonarman discover flooding, there isn't
enough time to run and find a machinist
mate or look up the system in a book.
The sonarman must isolate the flooding
and do whatever is necessary to keep
himself and his companions from dying.

To the detriment of many ACES careers,
damage control is the most neglected and
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misunderstood portion of the game.
Should damage occur on the boat, it is
critical that you immediately evaluate the
damage and react accordingly. There is no
damage greater, or
of more concern,
than water in the
“people tank.” Any
water that is not
where it is supposed
to be should be of
more concern than
any other casualty.
The second most
significant casualty
is chlorine gas,
which is caused by
the seawater getting
in the battery well
and mixing with the
lead-acid cells, but
this is ultimately be-
cause water is in the people tank.

Should damage occur during a depth
charge attack, the watch officer will in-
form you. The damage control screen will
show where the damage has occurred
and help you evaluate its severity. Should
the damage occur to one of the non-es-
sential systems such as the radio, count
yoursell lucky. Should the damage occur
to the torpedo launching equipment, the
patrol will be shortened, but not your ca-
reer. Should the damage occur to one of
the systems that keeps water out of the
people tank, find out if the damage is mi-
nor, moderate, or critical, and the time
needed for repairs,

The speed at which water leaks into the
hoat is directly proportional to the boat’s
depth. Whenever water is leaking, stay
out of the red zone of the depth gauge.
At that great of depth the bilge pumps
will not work against the water pressure,
and some leakage in a U-bhoat is in-
evitable. Once in the yellow range, keep a
close eye on the depth. If the depth starts
to decrease due to no action on your part,
immediately move up to the green range.
These actions will slow the leaking of wa-
ter and buy some much-needed time.

The speed of the boat is another im-
portant factor in an emergency. The
planes, which help maintain control, are
more effective the faster the hoat is trav-
eling. Should the boat be traveling at 2
knots, the planes are going to have a
minimal eflect. Should that speed be in-
creased to 7 knots, the planes will have
much more effect. But the problems that
result from increased speed should ren-



16 NEW SCENARIOS IN THE WEE PACIFIC
[ED STATES C

INVOLVING THE U SHINA,
VIETNAM, NORTH I 1 JAPAN,
INDONESIA, AUSTR f f \

Harpoon Il is a cutting edge Modern Naval Warfare simulation that includes:

® Full motion clips from the Department of Defense ® High resolution military style tactical
vector maps of the entire world - simulating actual CIC display systems ® Neutral countries

modeled with enforced rules of engagement ® Realistic weather modeling ® Formatian

and Mission Editors to control the behavior of your assets in a quick, easy, hands off approach

To order call: (305) 373-7700 ¢ (800) 468-7226 « BBS (305) 374-6872
Software Creations BBS (508) 365-2359, 2400 Baud * (508) 368-7139, US Robotics * (508) 365-9352, 14.4-28.8K

Three-Sixty is a registered trademark of IntraCorp, Inc. Copyright @ 1995, All rights reserved worldwide. Harpoon is a
registered trademark of GDW. BattleSet is a registered trademark of ACSI.
Circle Reader Service #51



der acceleration a last resort to stay alive,
As speed is increased, your sonar effec-
tiveness goes out the window, leaving the
boat relatively deal. An increase in speed
also means an increase in noise, and sub-
marine rule number wwo clearly states
that “Noise is bad!"

hack to port.

Should the damage be controlled and
you survive the depth charge attack,
wait until all systems are back on line
before attacking the convoy again.

SHE CAN'T TAKE ANY MORE! After tangling with several escorts, this boat is
in rough shape. Only the most skilled and lucky captain could nurse her

Should the planes or the torpedo
launching equipment (tube doors and
torpedo tubes) be damaged, I advise
heading for port and calling in a patrol.
As much as I hate returning to port with
unexpended ordnance, I hate losing a
U-boat more.

uUPWARD

MOBILITY

As the career pro-
gresses, awards
and promotions
will be offered.
The awards and
promotions are
based on four cri-
teria: lonnage,
Lonnage, tonnage
and realism. The
more  ltonnage
sunk and the high-
er the realism, the
faster the promo-
tions and awards
will arrive. You will
also gain the ability to skipper newer
classes of boats. These new boats will
have inexperienced crews, but they will
be more capable. One big advantage in

accepting a new command is the oppor-
tunity to have a home port in France,
which means that transiting the English
Channel can be avoided. These French
ports also make transiting to any patrol
area in the Atdlantic (and eventually the
Caribbean) much easier, and less time-
and fuel-consuming.

At some point in the career, a stafl job
will be offered. This means that your ca-
reer has ended, and it will be placed in
the record books as it stands. There is no
penalty for turning down a new boat or a
stalf job, although T recommend that any
new class boat be accepted.

The carcer emulation in ACES OF THE
Dekp is [ascinating, addicting, and edu-
cational. You'll find yoursell jumping
when an escort makes sonar contact,
and cursing the Allies for putting dings
in your boat. You'll find yoursell elated
as a convoy is successfully penetrated,
and relieved that a patrol has come to
an end. As your abilities increase and
you take on higher levels of realism,
you'll feel a profound sense of accom-
plishment—not because of your hand-
eye dexterity, or because the secrets of
the game have been found, but because
now you possess the Big Picture. &
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STRATEGY/WARGAMES

Value-Added
Gaming Opuons

LIKE MOST BABY BOOMERS WHO
ARE SWELLING THE RANKS OF
WHAT 1 CALL “THE GREYING
Guard,” I remember fondly my
college days when I had less
flab and more time to play
games. In those days, there was
time to play every game—both
turkeys and triumphs—and sa-
vor the experience ol cach.

As family and work responsibilities have taken
their toll in hours, I've been lorced to be a little
more selective. The shotgun approach ol my col-
lege days has been replaced with a high-powered

rifle with a laser site which allows me to pick off

the best gaming values for the time and money
invested.

This selectivity has extended to other enter-
tainment forms as well. | rarely go to the movies

X _ 6
B av

anymore, and when [ do iU's a mati-
nee. Of course, it's the cost thal
keeps me away. Two people plus
movie munchies prices the cine-

matic experience at a minimum of

$20, which works out to $10 per
hour. A movie has o be pretty
compelling in order for me to drop

that kind of dough.
Instead of renting home videos,
I buy them. I'm a bargain bin shopper and
won't purchase many videos that are more than
$20, On average, [ drop about $13 on each.
However, because I'll watch a movie several
times (at least five, unless it’s something I
bought on impulse and is a real stinker), the
cost works out to about $2.60 per hour of enter-

tainment. I can live with thal.

How co games stack up on the basis ol dollars
per hour of entertainment? Naturally, it depends

on the game, but when it comes to the cream of

the crop, gaming can be a
cheap form of thrills, I like to
sce computer games that net

out at undler $1 per hour of

THERE'S MORE

MILEAGE IN SOME

GAMES THAN JUST

ONE TRIP AROUND

THE BLOCK

= First, congratulations are in order to SSI. Their PANZER
GENERAL game has reached the pinnacle of your combined opin-
ions and reached the lofty platcau of #1 on our Top 100 list. Yes,
a wargame beat out titles like X-COM and WiNG CoMMANDER T11.
For the record, there hasn’t been a wargame at the top of our
reader’s poll since SSI's GETTYSBURG (now retired to CGW's Hall
of Fame) hit #1 in December of 1987.

& Expansions and upgrades keep on coming. Besides Bliz-
zard’s (800-953-SNOW) recent release of a fairly comprehensive
editor for their WARCRAFT: ORCS & HUMANS, Impressions (617-
225-0848) has also released the modem patch for their D-Day:
THE BEGINNING OF THE END game. Of course, BATTLESET 2: WEST-
PACK for HARPOON 1T has been out for a while, providing 15 new
scenarios, but what you might not know is that Novastar (916-
624-7113) has released four scenario disks for WARGAME CON-
STRUCTION SET I1: TaNks! When combined with the new,

(continued on page 140)

spived this reflection on gam-

play. In other words, when |
shell out $54 for a game, I'm
looking for two to three weeks
of fairly intense game play.
I'm sure we've all played com-
puter that have
reached this lofty goal. (And,
fortunately for us war and
strategy acamers, there is gen-
erally a lot more replay value
in these games than in most
adventure and role-playing
games which, once “solved,”
hecome permanent shelfware.)

games

PASS ON THAT
My Irugality aside, what in-

by Alan Emrich
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ing values was a comment I read on-
line. One veteran wargamer had finally
sucked the marrow out ol the bones of
SSI's Panzer GENERAL and announced
that he was putting it up on the shell.
He had mastered the game and was
ready for his next wargaming chal-
lenge, whatever it may be.

What concerns me is that games with
the high caliber play value of Panzer
GENERAL (or SiMCTTY, or CIVILIZATION,
or Eaxprire DELUXE, or you-name-it) are
piling up on our shelves. T feel that rel-
egating these retired champions of
gaming value to the status ol shelfware
is not the smartest thing we can do.

With the boom in personal computer

G2 (continued from page 139)
Jrom page 139,

unofficial upgrade for TANKS! that is out
on the networks (see below), we're talk-
ing about a game highly worthy of a
fresh look.

& Speaking of that Tanks! unofficial
upgrade, it was released by designer
Norm Koger and dubbed version 1.25.
It adds unit retreat and panic fire, hid-
den AT guns, variable weather during
play, reduced effectiveness of air and
artillery under certain circumstances,
and more morale checks. The “leel” of
tactical combat has been greatly im-
proved, allowing things to occasionally
get out of your control and better sim-
ulate some ol the chaos on a battle-
field. We salute you, Norm, for the
great product support and loyalty to
your fans.

& Not to be outdone, the version 1.2
ol HPS Simulations’ TIGERS ON THE
Prowt is also looking good. It includes
an all-in-one unit orders menu, has in-
creased the range [or units’ combat
moves, added a mishire/dud rate and a
training rate for each force, and tons of
other stuff (such as driving tanks in re-
verse!). Like Norm Koger and Gary
Grigsby, Scott Hamilton just loves to
tinker and improve his games.

& In addition to TICERS ON THE
ProwL version 1.2, HPS Simulations
(408-241-6886) is working on a sell-
published strategy guide written by the
same Greg Smith who did our TOP
strategy article in the November 1994
issue. It will probably include a disk
with either more scenarios or a new
campaign. This should be released
concurrently with their West Front ver-

sales, you probably have a friend or
family member who has recently ac-
quired a new computer. Sure, you may
have recommended a game or two, but
they'll stick to playing the solitaire
game that came with Windows unless
you become a more pro-active recruiter.

What I suggest is that you give them
some of these high-value games. You
own them; they're yours to give.
Rather than letting them collect dust
awaiting your urge to reinstall them,
pass them on to a new computer user
who would probably never pick up a
war or strategy game and could stand
the great gaming experience these ex-
ceptional products offer. Il the people

sion ol TiGERS, entitled PANTHERS IN
THE SHADOWS.

& '|'he Rose is ofl the bloom at Aval-
on Hill. Jim Rose, that is. He's been
their computer game guru, assembling
the line-up ol quality computer games
that The Hill has been releasing of late.
Jim will be starting his own computer
game company and hopes to release a
wargame on the Battle of Kharkov at
the Platoon/Company level later this
year. Good luck, Jim!

& Although we're all still awaiting
COMPUTER THIRD RElcH from Avalon
Hill, we've got some information on its
boardgame sequel, RisiNG SuN. This
Pacific Trirp Rercn board game should

be out in the summer of this year. If

and when it will be converted to com-
puter play, no one is saying.

& While many are tired of hearing
about the wildly successful collectable
card game MaGIC: THE GATHERING,
now historical gamers have something
to crow about. A collectable American
Civil War trading card game called Dix-
1t has proven to be very popular. The
first set covers the battle of First Manas-
sas, and we've been having fun with it
here at the CGW ollices alter hours. For
more inlormation, contact Columbia
Games, Inc. at (800) 636-3631 from
the US or Canada.

& [Fven as the 2.0 version ol THE
ROAD FROM SUMTER TO APPOMATTOX i$
finding its*way to wargamers’ hard
drives, designer Frank Hunter is work-
ing on hoth THE ROAD FROM MARENGO
TO WATERLOO and BETWEEN WIND AND
Sea: THE AGE OF SAIL. Frank is hoping
to link these two Napoleonic titles into
as grand a gaming experience as we
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you give them to are anything like us,
they'll become regular strategy
gamers, and our modem and e-mail
opponents ol tomorrow.

I believe that would be a good
thing, and the value of a good thing
is to have done it. Having a common
interest in war and strategy gaming
has helped me make a lot ol great
friends. Ours is a satisfying, lifelong,
educational hobby. The least we can
do is pass along some ol the toys that
we're no longer playing so that others
can discover the [un we're having.
You never know, that buddy or cousin
ol yours could be the next digital
Desert Fox. ¢

Old Guard can imagine.

& Australia’s S8G hasn’t forgotten
their classic REACH FOR THE STARS. They
still plan to do “a bigger, better space
game sooner or later,” according to
SSG's Gregor Whiley. In the meantime,
SSG will release THE LAST BLITZKRIEG
in the second quarter of this year.

& Those awaiting U-BoaT 2 from
Deadly Games will have to keep wait-
ing. While the soltware is coming
along, it's coming along in fits and
starts. This Macintosh wargame/simula-
tion will cover Operation Drumbeat,
the German campaign against the US
East Coast after American entry into
W.W.II,

& Our ace spy, The B()(ly Bag Guy,
has been going through the waste bas-
kets at Norm Koger's office. Koger's
scribbled notes suggest that his next
offering may well be Warcame Con-
STRUCTION Krr IT1: RIFLES, a tactical
Napoleonic game featuring swords
and musketry instead of tanks and air-
planes.

& The Bag Guy has also jacked into
Jim Dunnigan's memory chip. Dunni-
gan's latest multi-player on-line game
on the Roman Republic is being
shopped around the many on-line ser-
vices. Interestingly, the new MicroSolt
“Marvel” network is singing the sweetest
song among them.

<« [inally, the Body Bag Guy took a
much needed vacation to Tahit. He un-
covered the fact that the 3W boardgames
Tanrrt and BARBARIANS are being offered
for conversion into an electronic format.
The interested parties include some
compuler game companies that are not
known for wargames.
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A]l S Qulet On

Tomorrow s Fron

[mpressions’ FRONT LINES Delivers Futuristic Warfare—
Not With A Bang, But A Whimper

by Patrick C. Miller

NCTHE OPENING ANIMATION OF IMPRES-
SIONS' FRONT LINES, A SQUAT TANK
SQUARES OFF AGAINST AN AGILE HOVER
tank on a battlefield 50 years into the
future. The vehicles blaze away at
each other from point-blank range using
various wonder weapons of the 21st cen-
wry, most of which appear to rival the
World War I1 bazooka for ellectiveness.
Finally, as the scene drags to a conclusion,
the hover tank lives a laser-like red heam
that does to the tank what you you'd ex-
pect a microwave oven set on high would
do to a pumpkin after a few minutes.
Veteran gamers know that any resem-
blance between a game’s obligatory ani-
mated sequence and its gameplay is
usually coincidental, but FRONT LINES is
nearly the exception. Unfortunately, no

vehicle in the

game  sports a
death ray capable ~ paco. ¢59 95,
ol barbecuing ' ¢p or Floppy
tanks—a regret-  System
table oversight, = Requirements:
because this LBBhg COf:D_tatﬁble
P or better
means you ..m_d 2 MB RAM. J
your Cnemics are | gyep graphics,
stuck with the | hard drive,
high-tech equiva-  mouse, CD-

lent of bazookas ~ ROM; supports

to fight cach oth-

cer’s  luturistic
l'«l!lkﬁ. Asa 'rcsull. Wi paton)
with maximum

el - Protection: None
realism in eflect,

the action in  Publisher: Impressions Software
FRONT Lines  Cambridge, MA
tends toward (800) 545-7677

close-range

slugfests that are about as lethal and as
interesting as the days when cavemen
threw rocks at each other.

AdLib, Gravis Ultrasound, Roland, and
Sound Blaster compatible sound cards
# of Players: 1-2 (same computer; modem

Designer: Chris Foster

In lairness, the game does include a
“one shot, one kill” option that makes
combat considerably quicker and more
deadly, or you can use the game's sce-
nario builder to create battles more to
your liking. However, while playing with
more lethal weaponry provides faster
paced action, it also serves to highlight
the lackluster performance of Froni
Lines” artificial intelligence (Al). The
computer player generally makes feeble,
piecemeal attacks that can be crushed
with massed [irepower or easily coun-
tered with competent maneuvering.

LET THEM EAT PRETZELS

Impressions set out Lo create a turn-based,
“beer and pretzels,” tactical-level hex
wargame with a miniatures game look and
feel that would ap-
peal to a broad au-
dience, as well as
hard-core strate-
gists. FRONT LINES is
clearly an attempt to
go beyond QQP’s

THE PERFECT GEN-
ERAL by offering
such features as

256-color SVGA
graphics, animated
units and combat,
digitized sounds,
uscr-selectable real-
ism options and a
: scenario ecitor. Im-
pressions devoted a
great deal of time
and elfort to make
FRONT LINES a game
that advances this genre to another level;
in some respects it succeeds, but in others
it falls behind the current standard.
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The SVGA graphics are outstanding,
giving the game a very crisp, clean lnnk
Windows users should be comfortable with
the mouse-driven interlace’s hot buttons,
pull-down menus and icons. "The interface
is generally straightforward, casy to under-

stand and intuitive—a good thing because
the three manuals that come with the
game leave out some important details.
The individual armor, infantry and ar-
tillery units resemble the linely sculpted,
highly detailed mini tanks used in minia-
wres wargaming, Some units contain ani-
mation, such as the spinning fan blades in
the Ferret hover tank. The terrain is also
exceptionally well done, and a hard fought
battle yields a landscape linered with bro-
ken boclies, charred vehicle hulks, eraters,
burning trees and shelled out buildings.

How did a game that appears to olfer
so much sizzle manage to lizzle? Im-
pressions based its design on a future
world where warring factions use the
same armored fighting vehicles and
weapons. In this world, advancements
in mobility, armor protection and other
delensive measures have signilicantly
degraded the effectiveness ol olensive
weapons. Is this vision ol [uture ar-
mored combat wrong? Who knows.
Does it make for exciting and interest-
ing game play? Deflinitely not.

Further complicating this picture, Im-
pressions’ combat madel contains so many
variables and factors, including unit en-
durance, morale and quality llllm.{s. a

“combat odds” setting and randomly in-
flicted damage, that trying to pudhl
whether a target can be hit or hurt some-
times provides the game’s greatest chal-
lenge. This complexity certainly runs
counter to the company’s intent for Froxt
LINES (o be a "beer and pretzels” game.



MODEM OF THE OPERA
Modem play is a [eature of ThE PERFECT GENERAL responsible

for its longevity on many gamers’ hard drives, but, because of

technical difficulties, this feature wasn't available in the initial
release of FRONT LINEs. The game was billed as being modem
playable, and references to it exist on the game's box and in the
manuals. Once the modem play problems are resolved, the
company says a patch will be mailed on request to registered
owners and that it will also be available from the Impressions
BBS and other on-line services. The decision to ship the game
without the modem play was an unfortunate decision, because
with the game’s inadequate Al, modem play is a feature it des-
perately needs. It can be played as a two-player “hot seat” game
by thuse willing to forego hidden movement and tolerate an in-
terface that doesn’t lend itself to this type of play.

The CD-ROM version of FRONT LiNES comes with 33 prebuilt
scenarios (13 more than the disk version) which are ranked as
casy, medium and hard. The CD also contains digitized voice
and longer, more detailed animated sequences. Loading a sce-
nario brings up a summary screen providing a brief overview of
your mission, including each side’s objectives and suggested
strategies. You can also take a close look at the map on which the

DRUG WAR 2000 Frant Lines offers many hypothetical scenarios like this
one, where you lead a coastal invasion with fast Ferret hover tanks into an
island of druglords armed to the teeth.

battle will be fought. Once you accept the scenario, you have the
option of cither going with the default units and their assigned
deployment, or tailoring your force hy using points to buy from a
pool of units, which you can then deploy behind your side’s lines.

Combat takes place on the tactical map screen where the hex
scale is 150 meters, and each turn represents one minute of real
time. Here, movement and fire commands are issued to your
units, and you can call up reports providing information on unit
status, terrain effects and objectives. There are several options that
can be used to increase the level of realism and speed of play, giv-
ing you some flexibility in customizing the game to suit your tastes.

Game play proceeds with first one side, then the other, con-
ducting movement. If the opportunity fire option is enabled,
units can fire during the movement phase. Following move-
ment, fire combat takes place, which can either be condut,u.d in
the waditional manner of having first one side then the other
fire, or by using simultaneous combat resolution. The simulta-
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neous feature provides greater realism because, instead of fir-
ing units in the most advantageous sequence, both sides must
designate all targets, then sit back and watch as the computer
determines the results,

DON'T HOVER ON ME

The 14 units available for combat are grouped into four types:
tanks, armored personnel carriers (APCs), infantry and artillery.
The three types of traditional tracked tanks include a light tank,
a heavy tank and the all-powerful Mega Tank. The Ferret is a
lightly armed and armored, but very fast, hover tank. The SCAB
(Surface Combat Airborne Battletank) is another hover tank,
more heavily armed and somewhat better armored than the Fer-
ret. There are two types of APCs; an amphibious hover-type shut-
tle, capable of carrying infantry, artillery and tanks, and a more
conventional wheeled APC that can haul infantry and artillery.

BATTLE BRIEFS Before each battle, a short but effective briefing clearly
indicates mission objectives as well as providing background and tactical
advice,

Infantry is one area in which FRONT LINES has improved sig-
nificantly over THE PERFECT GENERAL. Engineers are truly use-
ful because they can quickly build bridges, lay mines and
destroy things. Regular infantry is your basic grunt unit, good
for garrisoning objective hexes and fighting other infantry.
Tech infantry, described as “little walking tanks,” is a real men-
ace. [t moves nearly as fast as some vehicles and maneuvers eas-
ily through woods and built-up areas. Infantry can perform
close assault attacks against armored units, so tech infantry pre-
sents a real threat when it gets in among your vehicles in a
wooded or built-up area.

In FroNT Lines, artillery in no way lives up Lo its vaunted
“god of war” image. Unlike THE PERFECT GENERAL, where ar-
tillery can attack multiple hexes (providing great incentive
for dispersing your units), artillery in FRONT LINES can only
attack one hex at a time. It either hits or misses, and it seems
to miss a lot, never scattering to adjacent hexes and some-
times inflicting only minor damage. There are four types of
artillery units: light, heavy, the GSM missile launcher and the
Blast Wagon, a wheeled self-propelled artillery vehicle. The
other three units are motorized carriage-mounted weapons,
capable of moving short distances on their own, though more
effective when paired with an APC or shuttle.

He ruled the shipping lanes.
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He ruled motion pictures.

MAN VS. MACHINE Given the relative weakness of the computer opponent,
veteran wargamers will have no problem laying traps for enemy units,
while avoiding Al ambushes like this one.

FrRONT LINES' sighting rules can be confusing, especially when
operating along the edges of cities, hills and forests. The game
could use a feature that lets players see what hexes their units
are capable of spotting. Opportunity fire is difficult to use and
even more difficult to execute until you figure out how it's
done. What the manual doesn't tell you is that after you halt an
enemy unit during movement, you must first right click on the
unit you want to fire, left click on the unit you want to lire at,
and then left click on your f'umg unit. Also, because you can't
control what pmnnn of the tactical map you're viewing while
the computer is moving, enemy units are often out of 5|.s_,ht or
out of range before you realize they've moved.

IF YOU CAN'T BEAT ‘EM, BUILD ‘EM
The scenario builder is an excellent addition to FRONT LiNgs,
giving players the power Lo lay out their own maps, edit terrain
feature characteristics and Lhangu unit values to create entively
new scenarios. The scenario builder in the CD-ROM version
has a fatal bug that renders the editor nearly useless. However,
to their credit, within days after the game’s release, Impressions
developed and widely distributed a patch to fix the problem,
Impressions says that FRONT LINES is the fivst in a series of
hypothetical and historical games that will use the game en-
gine created for it. The company is working on an American
Civil War game
that it expects to

release sometime FRONT LINES

next vear. We ¢ A R
ye: e can RATING KPR DI

only hope that Im- YESAVER

pressions’ experi- PROS Superb graphics and sound,

ence with FronT a good interface and nice terrain cre-

THE EDITORS SPEAK

LINES, a game with
much promise and
potential, trans-
lates into future
products that look
and sound as good,
that play better
and suffer from
lewer problems,

ate the look and leel of a miniatures
game. The scenario editor is an
added bonus thar increases replay
value,

€onNs Dull game play and poor Al
force a retreat. Lack ol modem play
in the inital release is unfortunate.

uls B. Mayer Photo: UPI/Bettman
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REVIEW

RoadTo
Nowhere

Koei Leaves Asia Behind For OPERATION EUROPE

hy Terry Lee Coleman

HE FOLKS AT KOEI HAVE BEEN IN-

STRUMENTAL IN BRINGING THE

GREAT MILITARY CAMPAIGNS OF “I11E

Eastern world to wargamers in

North America. BANDIT KINGS OF
ANCIENT CHINA, NOBUNAGA'S AMBITION,
ROMANCE OF THE THREE KiNGDOMS ef al,
were a consistent string of solid, enter-
taining games from a unique persj ectve.
Just as it seemed that the magic formula
was wearing off, Koei discovered VGA
graphics and revamped their game en-
gine. The result was GENGHIS KHaN 11,
which featured a strong computer oppo-
nent, great campaigns, and a lot of
panache—enough, in fact, to earn it a
slot as a CGW Premier Award Finalist for
best wargame of 1994.

As you might expect, then, I was look-
ing forward to Koei breaking out of its
Asian mold with OpreraTION EUROPE:
Pati 1O VicTORry, 1939-45. 1 was mterest-
ed to see Koei's unique wargaming ap-
proach applied to a new milieu, especially
with the enhanced graphics and game en-
gine of GENGHIS KHaN T1. No sooner had
I booted the game, though, than my

FIND THE HIDDEN T34/85 This close-up look at
the tactical battle hoard is supposedly a tank
hattle, but it looks more like chartered
accountants fighting from their tax shelters.
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hopes were roundly dashed.

Graphically, the game is a great step
backwards for Koei. The majority of the
map is in lime green or dingy hmwn and
the tactical map is so pixel: uccl that the or-
ange-dots-on-green-background effect
makes the battlefield
look as though it sul-
fers from a severe at-
tack ol measles.
Frankly, I own Com-

Paru ro VicTory

Price: $59.95,
CD and Floppy

modore-64 games | System

that look better RegUiRments
i R IBM compatible
.lnslu.;l(l ol .lhu 386 or better,

nicely-sized sprites 4 MB RAM,

of Mongol horse-  3MB hard drive

men from Gencrils | space, VGA

Kuan 11, graphics;

you are
subjected to minus-
cule stick ligures of
infantry and card-
board-cutout tanks.
There are Familiar
faces, such as your
advisors, who pop
up in the corner of the screen with infor-
mation on your objectives, supply, or bat-
tle situation; but unlike the rosy-checked
and tanned characters ol GENGHIS KHAN
2, these leaders look pale and wan. To
make the action even less inspiring, every
time you give an order 10 re-supply, for
instance, you see a static screen of sol-
diers loading trucks, carrying sacks of
food, and so on. The problem is, they are
all drawn in a bad son-of-anime style that
even the Japanese would he ashamed of.

cards.
Protection: None

Burlingame, CA
(415) 348-0500

A PORT OF POOR VINTAGE

The truth of OperaTION EUROPE i that it
is simply a bad conversion ol a Japanese
cartridge game, and computer gamers

1995

OreErRATION EUROPE:

supports AdLib and Sound Blaster sound

# of Players: 1-2 (same computer)
Publisher: Koei Corporation

deserve better. The game attempts to
cover the entire scope of the war in Fu-
rope, but lacks the depth to do it justice,

The entire European Theatre is covered

by a mere half-dozen battles, and these
battles aren’t even the most representa-
tive of their re-
spective periods
of the war.

The Iwvasion of
Franee is a good
enough start, but
centers around
Sedan. The victo-
ry conditions are
more appropriate
to a WWI game
than WWII,
which misses the
entire point. The
French expected
to relight WWI,
and the Germans
quickly showed
them the error of
their ways. That this erroneous mindset is
perpetuated by OPERATION EUROPE is in-
excusable, especially as this is obviously
positioned as a beginner's game. Why
bother to introduce people to wargames
if you ignore the most basic historical
facts in your game design?

The Battle For North Africa centers appro-
priately around Tobruk, but there is no
sense of fluidity, the essence of desert war-
fave. Part of the problem is the poor inter-
face, another step back [rom recent Koei
designs. Sometimes it's best to use the
mouse, for other tasks you need the key-
hoard, and it is not obvious which is best at
what time. This kind ol confusion is bad
news lor any game, but especially a light



game like OPERATION EUROPE, since there isn't enough depth to
make you want (o struggle past the interface and onward,

The Armoved Battle At Kwrsk tries to be more historical than
this simple system can handle. Essentially, what the designers
have done is to take the RomMance oF THE Torer KINGDOMS sys-
tem and retrofit it to WWITL This uneasy marriage reduces the
huge tank battles of the Eastern Front to aimless unit-pushing.
There is no broad sense of armored thrusts, as in Panzer GEN-
ERAL, not even the rudimentary sense of combined arms that
you get from playing Warcame CONSTRUCTION SET T1: TanKks!

As the scenarios progress, the insult to history and to any
gamer playing OPERATION EUROPE increases. D-Day at Normandy
evokes no [eeling ol the tense landings and the ensuing desper-
ate struggle on the beaches. As you try (o capture St. Lo, Bayeux,
or Caen, you might as well be lighting in Ialy, or at Gettyshurg
for that matter, so vanilla are the lands in which you campaign.
The Battle of The Bulge is confined to Bastogne, which is at least
some attempt at focus, but the traffic jams so crucial to the battle
are simulated only so much as in the amount of fighting you do
with the interface, not by any intention in the design.

Finally, you get to raze Berlin to the ground in 1943, Now,
I'm all for getting to shoot the bad guy at the end of the gun-
fighter flick, but there should be some sense that he might be
laster on the draw than the guy wearing the white hat. There is
no such luck here, as the Germans will roll over and die even

for a novice, and where's the fun in that? Instead of a sense ol

closure gained from beating a worthy opponent, the feeling
here is velief, as you put the lid back on the box.

WHAT IS IT COOD FOR?

Which brings up the question: for whom is this game designed?
There are small attempts at serious simulation tossed about
here and there. The most ridiculous of these is the Army struc-
ture, which goes from field army down to battalion. No begin-

BATTLEFIELD WITH A VIEW Note the field view (ahove) and aerial view
(below) of the action. Don't see much difference? That's because there
really isn't.

ycoon
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DESERT FOX, WHERE HAVE YOU GONE? When Generals Hoth, Kempf
and Peiper are rated higher for leadership, tank ability and bravery
than Erwin Rommel, you must be in gaming's never-never land.

ner is going to care abour such derail,
and veterans will lind it a joke, especially
when the game system evolves around
the command structure,

The logistics are way out ol whack as
well. The strategic display lists amounts
ol Tood, ammo and fuel, much like
GENGHIS KHAN 2, but 1t goes o extremes.
Why are there supply differences between
armor and mechanized forces when they
really don't affect play very much? The

need to load cargo onto
planes is a prime exam-
ple of unnecessary logis-
tical emphasis; it’s both
baffling to the beginner

a veleran player's time.

Several concepts reap-
pear from other Koei
games—moriale, train-
ing, efficiency of arms—
but while these were
integrated into an ele-
gant whole in previous
games, here they only
muddle and confuse. In
OPERATION EUROPE, iU's
never obvious why things
work as they do. The development ol new
weaponry makes the system in AX1s & At-
LIES look relined by comparison, as new
unit Lypes pop up m OPERATION FUROPE
almost without warning. Leaders in other
Koei games have a wide range of abilitics,
and the best, such as Genghis Khan and
Cao Cao, take on a certain personality
during play. Yet all leaders in OpERaTION
Eurore are generated randomly, so that
instead of looking forward to a Patton or

and a complete waste ol

a Kesselring, you cross your lingers as the
program rolls the dice and creates a char-
acter, a ln DUNGEONS & DRAGONS.

There are so many other deliciencies—
the poor soundtrack, the throwaway tacti-
cal module, the useless sub-systems—that
I could go on ad nauseam. "The few nice
touches, such as the rules for special forces
and engineers, form a minuscule part of
the overall design. The final irony is the
subtitle of OreraTiON EUurore—"Path to
Victory.” Koeli should take that path back
to Asia, where they have won over many
wargaming warriors, oz else hire a real de-
sign team, before they next assault the dil-
ficult shores of 20th century combat. €&

THE EDITORS SPEAK

OPERATION EUROPE:
PATH TO VICTORY

RATING *

PROS [t's nice to see Koel take a
break from Asian topics.

€oNs | his clumsy conversion of a
Japanese cartridge game shows a
complete lack of understanding of
No. American wargamers.
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SSI's immensely successful:
ADVANCED SIMULATOR: SERIES
continues! GNB [lI: 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-

L

SINVLA

E'PAGIEIC, 19419-49

ments to full:blown carrier.
task force battles! Use the
powerful scenario editor: to
create your own battles or:
modify existing ones in areas
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

IBM 266-COLOR SVGA DISPLAYS.

Super-VGA graphics and/an

astounding sound track:make:
thisisimulation the hottest.
thing afloat: i
GREAT NAVAL BATTLES III. =
The Pacific is yours, ifyou
can stand'the heat! — =

To order; Visit your retailer or
call 1-800-601-PLAY with
visa/Mc (North America only).

©1995 Strategic Simulations, Inc., A Mindscape Company. All righls reserved.



REVIEW

Adventures In The

ien Skin Trade

Spectrum HoloByte Wheels And Deals With GAziLLIONAIRE

by Arinn Dembo

INTERIOR: (Steadicam walks through an
intergalactic cantina, complete with Bugeye
Goodman jazz combo and pastel-skinned
beauties serving fizzy drinks which look
something like lava lamps.)

MEDIUM SHOT: (Ouver the shoulder of
leather-clad, longhaived captain, camera fo-
cuses on earnest young wannabe space
trader’s face.)

CLOSE-UP: (Female captain smiles a be-
mused smile and begins to speak.)

Captain: You think it sounds great, wheel-

ing and dealing in
GAZILLIONAIRE

strange new sectors of

the galaxy? You think = Price: $32.95,

you've got what it | CD-ROM

takes to sell lava ~ System

lamps a mf’ whip Fgﬂu:l;;glents:

cream to weird crea-  33Muz or

tures that look like  petter, 4 MB

everything from giant ~ RAM,

insects to living tapro-  VGA/SVGA

ca? Think it’s easy to ~ 8raphics, 3 MB
P hard drive

buy low and sell high
in every port in the
system, constanl ly
dodging clouds of cor-
rosive gas, space hur-
ricanes and herds of
gigantic star-farving
whales? Ready to ne-
gotiate with pirates,
smugglers, gamblers and starving artists?
Think you're good enough to keep your un-
ruly erew happy, coax a full load of passen-

Protection: None

Alameda, CA
(800) 695-GAME

gers aboard, and stay « half-step ahead of

the tax man and the loan sharks? Yeah,
loan sharks! The kind who compound your
interest weekly and stand rr.’r:n"\r to re-fossess
everything you own. You think it's gonna’
be exciting, the beginning of a brand new
adventure, but kid, 'l tell ya', some-
times...il’s just monotony.

space, mouse; supports Sound Blaster and
comaptible sound cards.
# of Players: 1-6 (same computer)

Developer: LavaMind
Publisher: Spectrum HoloByte

VOLUME, VOLUME, VOLUME!
When you load up Spectrum HoloByte's
latest offering, GAZILLIONAIRE, il may ap-
pear that you've stepped into a wild, col-
orful galaxy full of opportunity for the
energetic and resourcelful space trader.
Indeed, for your first several runs
through the space lanes, this game ol hy-
per-capitalism offers surprises at every
turn, riches at every port, and new threats
in every dark corner of the galaxy. But
stick around a while, kid, and we'll see
how long the
shine stays on
your coin,

You start the
game in debt be-
cause Mr. Zinn,
the richest man
in the sector, has
loaned you
100,000 kubars
(the local cur-
rency) to help
you set up your
new shipping
company. As the
game  begins,
you have noth-
ing (o your
name but a
freighter, seven
warehouses, a line of eredit, and a big
loan to repay, at 4% interest, [ you did
nothing, the game would be over in less
than 20 turns, since Mr. Zinn repossesses
your ship and holdings when you owe
him over 200,000 kubars.

Of course, sitting there letting the in-
terest mount up wouldn’t be very sport-
ing of you. The point of the game is 1o he
the first entreprencur to make 1,000,000
Kubars lree and clear, and the only way to

..s
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take the prize is by running your single
ship around the Empire, ferrying passen-
gers and speculating on cargo. Belore
the game is through, I can guarantee that
paving back Mr. Zinn will be the least of
your worries. I wouldn’t want to spoil
anything, because learning to play this
game is one of the keenest pleasures it al-
fords, so let me put it this way: you're go-
ing to want traveler’s insurance,

The game system lorces you to stay
light on your toes, hopping from planet
to planet, because until you make a jour-
ney, vour turn doesn’t end. To make a
profit, you purchase as many tons ol mer-
chandise as vou can at rock bottom
prices, and vou advertise for passengers
and commaodities at the next planet you
intend to visit. When you touch down,
you hit the market, unload what you can,
and load up whatever is cheap. Your
competitors are trying to do the same,
and whoever gets to a planet first has st
crack at the marketplace, which can be
the dilference between making a profit or
taking a loss for the journey, The supply
and demand ol the 20 basic commodities
varies [rom planet to planet, and raking
in the full prolit margin on any given
load—say, 100 tons ol cantaloupes—is
prety satistying.

When you make a big score, you can
do important things like giving your crew
their wages, paying your taxes, or making
inroacls on your debt. Filling the hold of
a two-hundred ton [reighter with “moon-
ferns™ or “kryptoons™ is fun, and you
have supply screens available to let you
know which planet is likely to give you
the best price on the load. The mechani-
cal aspect of the game has the potential
o be endlessly diverting, except lor one
thing: there are only seven planets.
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Fax orders: 214-488-2109

BBS: 214-241-4754

Mon-Sat 10am-7pm CST

We offer the only NO RISK return policy.
If-you are not completely satisfied with your purchase, retum it for full creditl

Download a copy of our Electronic Catalog complete with our entire selection

and their descriptions from our BBS 214-241-4754.
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SEVEN GOING ONCE

SEVEN GOING TWICE...

Each planet has a number of gorgeous
paintings and humorous cartoons associ-
ated with it, as well as a “theme” song, a
few pages of planctary history, and a
special task that can be performed only
on that world—i.e., religious pilgrim-
ages, ship leave, or swapping out your
old star-drive for a new one—as well as
access to the interplanetary news and
weather reports. Exploring the planet
and taking advantage ol its unique op-
portunities is an important aspect ol the
game—you have to keep doing it to
win—but once the novelty wears off, do-
ing the same-old same-old at the same
old planets is pretty tedious.

Seven planets aren’t enough to sus-
tain a player’s interest or satisty the ap-
petite for variety and discovery. To be
honest, I'd prefer to forego the exquisite
paintings of each planet from orbit, or
the funky theme music, and have more
worlds instead. This game would be a lot
more interesting il
there were 50 worlds,
randomly distributed
over the map with
cach game, all pos-
sessing random attrib-
utes. A larger, more
varied field of play
would give GAZILLION-
AIRE a richness and
sense ol adventure it
sorely needs.

The fact that the
game can support up
to six human players
should have made for | i

Exit

longer enough to distract

eol Fes Luan: 59011

 FLATSCREEN ECONDMICS Although the main screen is fairly static,
it immediately provides a wealth of useful data within an easily

learned interface.

game. It started as shareware, a simple
scenario with simple mechanics, until it
was picked up by Spectrum HoloByte.
Unlortunately, Spectrum did very little
to expand the game in scope; instead,

Plek Up |
Passongers |

:-u::&::-m;.;:« | @Hﬁf ﬁ
it planel at I {oip
bubar Ii

|

some good, clean fun.
GAZILLIONAIRE is 2
Windows application,
but strangely enough
it doesn’t have net-
work capability. So, although the action
is turn-based, and despite the lact that it
is much more fun to play the game so-
cially, you have to hot-seat the play
every turn, which slows things down
quite a bit. By the time six people sit
down, go through the necessary screens,
and make all their decisions, a single
turn can take an hour..which is pretty
excruciating,

The game's heart is in the right place,
but the replay value really should have
been better. It's a shame, really, because
the designers ol GAZILLIONAIRE put a lot
ol attention and creativity into this

EIGHT PASSENGER PICK ‘UP Ferrying paying passengers from one
destination to the next is a sure-fire way to earn some consistent
dough, but don't expect it to make you rich in a hurry.

they slapped some fancy chrome on it
and wranslerred the whole package onto
a CD-ROM.

Of course, the bells and whistles,
along with a humorous, light-hearted
sense of fun, are more than enough to
distract the player for the fivst few bouts.
But in single-player mode, GAZILLION-
AIRE is not only extremely easy to play,
but also very hard to win, which means
that the average player will have to play
it several times in order to beat the com-
puter. By the time you've learned the
drill and gone through your first few
games, those bells and whistles are no
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you, and plugging away
at it is annoying, rather
than fun. A person sim-
ply can’t play this game
solidly for more than a
week or two, and once
you win at Intermediate
level, uying to win again
at Lxpert or Master level
is not an attractive
prospect—unlike games
which have less sophisti-
cated graphics and much
higher replay value.

Of course, when | say
that GAZILLIONAIRE is dif-
ficult to win, I don't mean
that you have to be out-
standingly clever, or that
the game is full of fiendish puzzles. The
[act of the matter is that if you're doing
too well, the computer will butcher you
with random events over which you have
little or no control. The program is de-
signed 1o keep a player surfing at zero
[or as long as possible. If you start doing
well, the computer will quickly arrange a
host of linancial disasters; if you're hurt-
ing, just as many sudden windfalls can
come along.

CLOSING THE DEAL

All in all, this game is light, funny,
flashy and easy to get the hang of. All
the jokes ave delightful the first time
around, and learning to play is a plea-
sure, Also, the operation of the game is
exquisitely smooth—in dozens of hours
of play, there wasn't a single crash or
hiccup on my machine. Bur like I've
said, it gets old fast. If you're playing by
yourself, I can't imagine keeping Gazii-
LIONAIRE on your drive for more than a
month. Of course, at the low asking
price, it might not be such a bad deal—
especially if you could re-sell it for a
profit to a gullible alien when you were
through. €

THE EDITORS SPEAK

GAZILLIONAIRE |
ravine NI, 55

PROS Simple gameplay and humor-
ous motif make for a good time for a
few hours.

€ONS Too simple and restrictive to
keep you coming back for the long-
haul.



~ [~ XPLORATION

-Play as any of five
famous explorers,
including Columbus and
Vasco de Gama, or
create your own

-Form expeditions,
explore and colonize
a new land, build an
empire

-Gain fame and fortune
through commerce and
conquest

-Compete against up to
four players

INTERACTIVE MAGIC
P.O.Box 13491

Research Triangle Park, NC 27709

<

Fun and Strategy

Adventure Fame and Fortune

You've left a comfortable home and a loving wife
for 40 tough, smelly sailors who eat careless
captains for breakfast. In a creaky wooden ship
you plan to sail the uncharted, hostile waters of a

world many are certain is flat.

But hey, there's a little downside to everything.

Qut there - somewhere - await Fame and ‘Forlune
and adventure. Can you establish and nurture a
colonial empire against constant competition from
history's greatest explorers?

‘£ xploration. Embark on a journey you'll never

forget!

{EX PLO RA-T;I.Q N

for more information call: 919 461-0722
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Movin On Up

Shooting For The 100-Iloor Megaplex

In Maxis’ SIMTOWER

by Paul C. Schuytema

IKE MANY A GOOD INVENTION, MAX-
18" SiMTower: THE VERTICAL EM-
PIRE FOUND ITS GENESIS IN
discontent. Yoot Saito, a Japanese
businessman with background in
architecture, was frustrated by the inabili-
ty of Tokyo's elevators to e_[Tu_U\Ll) move
the massive amounts of people in the
city's skyscrapers. He wondered how ele-
vators were scheduled and if, perhaps,
the scheduling could be done better. Not
being one for idle curiosity, Saito set out
to create a simulation that would allow

him to study elevator m

performance  and
traffic patterns in a  Price: $44.95

modern-era  sky- Mac Floppy &

scraper. CD:ROM,
Then the Sim-ulat- Lﬂgggws

] A N e

e designes at Maxis gl i

got wind of Saito’s ~ gg)

project. The people | system

responsible for en-  Requirements:

grossing system sim-  Macintosh

ulations (SimCrry, 68030 or

SimEARTH, SIMLIFE,

higher (68040 recommended), 4 MB RAM,
System 7 or higher, B-bit color, 4 MB RAM

sim-anything)
thought the SimEle-
valor concept was an

Protection: None
Designer: Yoot Saito
Publisher: Maxis

Orinda, CA

interesting one, and
(800) 52-MAXIS

that with a little more
development, the
concept could become a neat game. Thus
was SINMTOWER born.

SiToweR is a building simulator, but it
does not simulate today’s typical down-
town high-rise. StMTowER looks forward
to the day when the suburbs of major ur-
han centers become completely devel-
oped, and the demands of our exploding
population force humanity to build up,
rather than out. The high-rise of tomor-
row, according to SIMTOWER, will not only
be the place where urbanites work, but

also where they sleep, eat, exercise, and
play—living out the drama of their lives
several hundred feet from the ground.

SIMILARITIES
First, let's tackle some obvious compar-
isons. Yes, SIMTOWER is very similar to
SimMCITY (more to the original than the
new-SiMCrry 2000). Tr is a management
simulation based, chiefly, on cash flow,
construction and traffic management.
Because of what SiMToweR simulates—a
single building as opposed to entive ur-
ban areas—it is
a simpler simu-
lation to get
your teeth into.
This is not to
say that Sim-
Tower is overly
simplistic. Far
from it. There is

challenge in
STOWER, even
more than in
the original Siv-
Crry. Having
fewer variables
Lo content with
means that you
can see each
components’ effects more directly, and
you really feel as if you can focus on spe-
cific problem solving rather than large
scale SIMCITY bandages (such as more
roads or more police) which may or may
not “stop the flow of blood.”

Before you can reach lor the stars,
you've got to have solid ground underfoot.
You start with a prime plot of real estate,
nothing but red, gritty dirt really, with the
urban skyline in the distance. You are also
provided with a cash Kitty of $2 million,
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a nice balance of

which doesn’t sound like much given your
lofty aspirations, but it's a start.

The mandatory foundation element in
SiMToweRr is the lobby. You select your
plot, select the lobby tool, click and drag
your mouse, and hey, you're hiring
teamsters! A lobby goes up fast, but you
don’t want to make it as large as the base
of your envisioned “ultra-tower.” You'll
go broke doing that, so only create
enough lobby for a mid to small sized of-
fice building.

Your §2 llll”I(JII should be enough 1o
let you build a 3-4 story office building
with a single elevator, offices and one or
two fast [ood courts, Essentially, that's all
you really can build when you are a “one
star” building. For those who prefer to
have their workers live on the premises,
you can also build condos, but you proba-
bly won't yet have enough resources to
keep your residents happy.

WHITE COLLAR MECCA
After you've dragged and placed your of-
fices, fast-food joints, stairs and elevator,
you can sit back and watch your virtual
white collars come and go. As the simula-
tion is running, a clock spins through the
hours of day and night and weekends.
Outside, the sun sets, trning the sky a
lover's purple before the rattle of morn-
ing rush hour, Wait long enough, and
you're sure to experience a torrid rain
storm and even Santa on Christmas night.
Like SimCrry, you rely on income to
feed your cash hmu,l\ tower-building
enterprises. Restaurants, stores and hotel
rooms will provide you with a steady
stream of income. When rent comes due,
all of your office occupants will shell out
their bucks, and then you'll have the
cash to pick up the jackhammer once
again and build.
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“... 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.
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between exaltation and excommunication.
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SHOOT FOR THE STARS

The construction options available to
you are based upon your building’s cur-
rent star rating. You begin at the bottom
(of course), with only the most basic op-
tions available to you. Hit a population
of 300 and you're bumped up another
star rating. At two stars, you can add sin-
gle hotel rooms, maid [lacilities, security
centers and service elevators. Climbing
up from two stars (population 300) to
three stars (population 1,000 and more
than one security center) is the first real
test in the game. You need to do some
serious building to cram 1,000 people
into your tower, but you still have only
limited options to work with. This is
where your organizational skills really
come into play.

Hit three stars, and your building op-
tions become quite grand: express ele-
vators, double- and suite-size hotel
rooms, restaurants, stores, theaters,
ballrooms, medical centers, escalators,
underground parking and recycling
centers. The climb from three to four
stars is a long one indeed. You must
have 5,000 building residents and meet
several other requirements, the most
important  of T o

* & film Tdil Bptioas Usiadows

requirement, tall is

h!-: I _tyal T Fricing Wotel

not only good, it is
a requirement of
“winning” at this
game. The best
strategy, then, is to
“go up vyoung
man.” Set yourselfl
a limited founda-
tion and start
climbing. You'll
have to do some
bulldozing of past
construction along
the way, but just
reassure your ten-

BUILDING IN THE BLACK Our mega-tower is humming along nicely during
mid-day. Not too many people waiting for anything, and we've got over $2

million in the bank. Time for a two-martini lunch!

tion option until you hit 100 floors of
urban chaos.

BUILD IT AND THEY WILL COME

So just how do you craft a killer tower in
SiMTower? There are basically two ap-
proaches: build up or build out. Building
out, that is, extending your lobby founda-

1)

which is a favor-

able VIP rating. A
VIP will show up
sometime when
you reach a three
star rating and
rent at least one
hotel suite. If
your Lower isn’t
up to snuff—if
the VIP must wait
for an elevator or
the room isn't
cleaned prompt-
ly—then you can't
recach 4 stars no
matter how many
theaters and fast
food courts you
have Lo please
“the masses.”

As you climb up the star rating, you
have to keep building. The pt)puia[it):l
goal for a five star building is 10,000
(yes, that's right, 10,000) happy resi-
dents. After reaching that august rank-
ing, all that's left is for you to reach the
noble rating of “tower.” All you need to
do is place a cathedral on the top floor
of your building, the catch being that
you don’t get the cathedral construc-

wed

FIVE 0'CLOCK CRUSH It's quittin’ time, and our sims are lining up to go
home. Even though there are a lot of people waiting for the elevators, they
don’t have to wait very long, as indicated by their neutral color.

tion and building up from there, is an
easier strategy in the carly game, because
it gives you the sense that you have a
“master plan” for the building, i.e. offices
on lower floors, then hotel rooms and
condos on top, etc. This seems very logi-
cal, but in truth, logic must sometimes be
thrown out the window. You will proba-
bly have to build a tower that is a mish-
mash of facilities as you begin to expand.
Also, as you can see from the cathedral
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ants that they’ll
have better, spiffi-
er facilities several
floors up.

Another reason
for building floors up rather than out has
to do with the genesis idea ol this sim.
Remember, it began its life as an elevator
simulator, and elevators are your keys to
an efficient building. If you build wide,
then you will run into either one of two
problems: you will have too few elevators
Lo move your residents effectively, or you
will run into the “stupid commuter” phe-
nomenon. If you have a large tower with
five or six elevator shafts, the ones on the
outside walls of the building will sce the
least use. Interior shalts will get clogged
very quickly, and lor some reason, your
little virtual folk would rather stand in an
elevator line and get stressed out than
take a flight of stairs up to their first or
second [loor oflice. Fewer elevator shalts
on a [loor allow you much more control
over traflic flow.

One of the best features of SIMTOWER
is the ability to see the stress levels ol
your workers. They will cycle from dark
gray to pink to “approaching ancurysm”
red. When you see a beet-red line of
workers waiting for an elevator, you
need to do something fast. You can also
“tag” a worker, assigning a name, and
then you can later track that worker to
evaluate stress level and location.

Since elevator management is the key
to keeping tower traffic moving (and
keeping resident stress low), you are given
the most control over elevators in this
game. Clicking with the “examine” tool
over an elevator shaft will bring up the
planning window for that shaft. The win-
dow provides you with a way to program
elevator movements during certain times,
such as telling elevators to “express to



bottom” during the

5 p.m. rush to get
home (though il
vou have a lot ol
concos on the up-
per floor, you will
need 1o have ar
least one elevator
h(_'.\'})l'(.'hh [{§] In]l" Lo
get those people
home and into a
dry martini before
5:15 pam).

You can also
control such
things as how

many [loors below
or above an eleva-
tor may be called
away [rom its cur-
rent floor. Since
SIMTOWER is a 2D
simulation ol a 3D building, you can
also do the unexpected, such as placing
several elevators in the same shalt.

THE FINAL FLOOR

So how does SivTower stands up to its
other Sim-brethren? As T've said, it has a
much more clearly delined “goal” than

1= 5l

SIMCYNTHIA Cynthia, who seems to be working through lunch, is in
unusually good spirits. The colors of the Sim tower let us know just how
we're doing in different zones.

the SimCities and fewer variables for the
player to Jugglt:. making it a Ilmlc more
accessible. On the other hand, it certainly
isn’t a deep game, and while it might
take some time to get a tower up Lo “tow-
er” level, once you accomplish that lolty
peak, I'm not convinced that you'd want
to play the game again.

In addition, the “flat” nature of the
building and the chaotic “build as you
go” approach serve to throw reality out
the window. You really don't ever get the
sense that the virtual building you are
creating is a “real” building. Whereas you
could learn some real world lessons from
every other SimGame, there not much
hope of that here.

But if the other SimGames were a little
too chaotic for you, then I'm sure you'd
like SimToweR. If you're obsessed with el-
evators, then you'll love it. Hard-core
SimGame fans should just beware that
while StMTower reaches for the sky, it
doesn't run very deep. €

THE EDITORS SPEAK

SIMTOWER

RATING ***ﬂ

PROS Quick to learn, fun to play,
and with more concrete game goals
and success levels than in the SimCi-
ties.

€ONS Has an artificiality abour it,
and the elevator management aspect
can be a chore. Limited replay value
once you “kiss the apex.”
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REVIEW

Welcome Back
To The Machine

Sierra’s The INCREDIBLE MACHINE 2
Will Put Your Brain Back On The Wrack

by Jason Kapalka

OR THOSE WHO FEFL THERE CAN
NEVER BE TOO MANY GADGETS, TOO
MANY CONTRAPTIONS, TOO MANY
wonky gizmos and hypercompli-
cated widgets in the world, the ar-
rival of the latest installment in Sierra’s
THE INCREDIBLE MACHINE saga is cause
for jubilation. Even those who have
nightmare [lashbacks of high-school
physics class at the mention ol the word
“pulley” may lind themselves drawn in by
The lwm-'mm L Ma-
CHINE 2's gorgeous,
whimsical g:.lplnu,

only to find them- EHECT 00
/ : Floppy, $49.95
selves puzzling over ' gp:ROM
a ghastly web of | system
ropes, rubber bands, | Requirements:
engines and gears, gaahgg}?mpg“g'e
= SHoA Or DEter,
Loasters d“(l Carl- ZME AM' VGA

nons at four in the
morning, knowing
the springboard is
in the right place to
catapult the rubber
ball into the hoop,
but wondering how
in larnation 1o get
that unspeakable
firecracker lit with
the laser beam...

First, a quick history lesson [or those
coming late to the * ‘Machine” story. In
the beginning there was THE INCREDIBLE
MacHing, an addictive puzzle game in
which players were challenged to build
weird, Mousetrap-style devices which ac-
cnnllewd their goals in monstrously
circuitous fashion: a falling ball might Ihp
the switch on an engine, which \u)ul{l
turn gears via an elastic band, which
would activate a wreadmill, which would

graphics, 5 MB
hard drive space:
-{floppy), mouse;

 #f of Playe
. Protection:

None

! 'Bellevue, WA
(800) 757-7707

THE INcrREDIBLE MACHINE 2

| supports_PAS and Sound Blaster-
compatible sound cards
1-2 (same computer)

‘Developer: Jeff Tunnell Productions
' Publisher: Sierra On- Line

drop a weight with a rope attached to a
matchbook, which would ignite and start
a rocket’s fuse, which would...you get the
idea. THE INCREDIBLE MacHINE then be-
gat THE Lvix MoRre INCREDIBLE
Macting, which in trn begat Sip AND
Al’s IncrenisLe Toons, which has since
returned to the family with the new
moniker of THE INCREDIBLE TooN Ma-
CHINE, and gone on to spawn THE IN-
CREDIBLE MACHINE 2 (TTM2),

In some ways,
very little has
changed since
the original 'TIM
was published a
lew years ago. As
Led Zeppelin
said, the interface
remains the
same—an intu-
itive click-"n’-
drag mouse
U])t:ldllﬂll The
goal in all the
“Machine” games
is also identical:
starting with an
incomplete  or
non-functional
machine, you
plunk down gadgets and devices until ei-
ther the thing does whar it’s .-;nppnst’.d o
do (launch a missile off the screen, leed a
chunk ol cheese to a cartoon mouse,
whatever) or your brain implodes under
the weight of the logistical demands. Like
its predecessors, TIM2 includes a large
number ol easy puzzles to acclimate the
newcomer; however, I suspect the harder
of the 150 puzzles (say, the latter half)
will leave more than a few collapsed cere-
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bellums out there in the computer gam-
ing world.

There are differences in TIM2, of
course, but they are, as they say, more
(wnhmmlm) than IL\{:olulmndl) Cer-
tain aspects have been streamlined or

even eliminated. While the original
TIM kept a running point total hased
on the difficulty of puzzles solved and
the time involved, TIM2 dispenses en-
tirely with the scoring system, and wise-
Iy too: just solving the cursed things is
more than satisfying enough, and after
three hours of sweaty mental struggle,
who wants to be penalized for not being
fast enough? Not 1.

But the single biggest change is in the
graphics and animation, which are now
extremely tasty eye-candy rather than
functional Puzzle Solving Units. Rockets
bulge and hose fire as they launch, fire-
works explode in multicolored sprays,
blenders grind and shiver, toasters eject
their cargo with an animated hiccup,
zeppeling crumple into flaming wreck-
age when punctured. Make no mistake,
you're still engaged in pure and intense
cerebral work here, but it 1s nice to have
a more attractive playlield. The addition
of background graphics like clouds,
stars, mountains and forests is likewise
engaging, though it changes gameplay
not a whit.

That gameplay, by the way, is en-
hanced with a parcel of new parts for the
Machine, leaving the player over a hun-
dred pieces with which to tinker: lasers
and phazers, balloons and blimps, lava
lamps and fHashlights, nitroglycerine, dy-
namite, remote-control bombs, vacuums,
fans, coffee pots and antigrav pads, all
are at your disposal, along with a wealth
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ol less glamorous gadgets like gears,
ropes, cables, belts and the ever-popular
pulley. Figuring out what all these wid-
gets do could have been a nightmare, but
there is extensive on-line help available,
and even better, a set of simple tutorial
puzzles that introduce the player gradual-
ly to all the pieces.

There is a final class of parts I've lefi

for last, because sadly they represent, il

not exactly a step backwards, a certain
staidness of design. These are the living
creatures available to you in the game:
Mel Schlemming, a little humanoid
munchkin; the reptilian Edison Alligator;
and Curie Cat and Newton Mouse, who
are about what you'd expect, The critters
are placed and used exactly like machine
parts, except that they exhibit more mo-
bility and “personality” than your average
cog: Curie Cat will pursue Newton Mouse
or cans of cat food, Newton Mouse scur-
ries for cheese or his mouse hole, Edison
chomps whatever comes near and belts
objects with his tail. Mel generally just
waltzes back and forth and looks stupid.

What's wrong
with these guys?
Nothing's wrong
with them—they
add humor and
depth to the
game—it's just that
they could have
been done so
much better, as ev-
idenced by Sip AND
AL'S INCREDIBLE
ToONS/INCREDIBLE
TooN MACHINE.
Sid and Al, the cat-

pr—

Ancianl Aziec ruins are discovered, wilh slrange devices
within, Chariots of the Geds? Launch the Rockel into spaca!

cluded, but unlike earlier entries, TIM2's
editor allows you to define the conditions
under which a puzzle is considered

[ Pop tha balloon in tha Lop right corner of Lhe screen.

take turns trying to solve a puzzle. A
time limit is set for each turn, during
which the player is allowed to add one
new piece from the
parts bin to the
puzzle, and to
move or remove
one old piece. If it
looks like your ri-
val is close to fig-
uring it out, you
can move things to
obstruct him, or
otherwise place
pieces so that (in
theory) the puzzle
cannot be finished
until it's your turn

TO0 POOPED TO POP Nothing is ever easy in TIM2. The simple act of
popping a balloon requires a laser, a vacuum, a cannon, a lava lamp, and

several million of your over-worked neurons.

“solved”—no more “honor system.” The
user is thereby empowered to create puz-
zles every bit the equal of the ones includ-

and-mouse pair in
the earlier game,
were beautifully an-
imated cartoons in
the best ultraviolent Warner Bros. style,
who were continually exhibiting new be-
haviors as you subjected them to danger
and opportunity. Sid chortled as a bomb
blew Al to a blackened cinder, Al yowled
in pain and flew straight up il he landed
on a pin, and so forth. Curie and Newton
in TIM2, amusing as they are, just don’t
have the charisma of these two; I kept
hoping Sid and Al would make a surprise
comeback to blow these colorless
usurpers off the screen.

These matiters aside, TIM2 does have
some new features that Sid and Al would
have killed [or. As in earlier “Machine”
games, an easy-to-use puzzle editor is in-

THE KAPALKAN CONTRAPTION Using TIM2's puzzle building tools, the author
designed this scheme to send an ancient race into space.

ed with the game. If TIM2 takes off, you
can expect to see lots of home-made puz-
zles archived on BBSes and various on-
line services. The ability to add
background scenery to your puzzles is an-
other plus, although it would have been
nice to import your own graphics.

Also new is an on-line hint system that
gives much-needed advice for many of
the puzzles, although the hardest seem ro
have left this option out. User-made puz-
zles can include hints as well.

Finally, TIM2 includes a two-player
game. Sorry kids, no modem or network
play—this is strictly a head-to-head one-
computer match. In this mode, players
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once again. The
two-player game
isn’t going to woo
anyone from
DOOM Death-
match or on-line ‘mech battles, but it
does oller another twist,

Cooperative play is also possible, in
the same way it's always been available,
Le., get some pals to make suggestions
over your shoulder. For the harder puz-
zles, you'll need all the help you can
get—the things may well have been de-
signed by Satan himself, though His In-
fernal Majesty is missing from the
credits.

The low violence level, charming
graphics, and—eep!—"educational”
content of TIM2 make it a good choice
for parents looking for games that don’t
involve homicide, xenocide, genocide
or xenogenocide, but remember that
later puzzles are fully capable of bring-
ing NASA engineers weeping to their
knees, never mind little Johnny. Mature
gamers looking for a stern test of their
intellectual prowess will also be delight-
ed. Now if only Sid and Al had made it
in...well, there's always TIMS. €

THE EDITORS SPEAK

THE INCREDIBLE MACHINE 2

mnrme JHH

PROS (Great graphics, more parts,
more puzzles, a better editor, dever
and absorbing gameplay.

CONS None, really, though it might
not be to some folks’ taste. The two
player competitive mode could have
been better. And where the heck are
Sid and AI?
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Windows On The
Shareware World

by Chuck Miller

or a variety of reasons, a large
number of gamers are making
the transition to Windows. At
the same time, companies like
Activision, Sierra On-Line and
Cyberdreams are now develop-
ing most of their new games
for Microsoft's operating system. Appro-
priately, greater numbers
of shareware games arc
being designed for Win-
dows, too. And, while
they're not in the same
weight class as games be-
ing developed by the “big
boys,” these low-budget al-
ternatives are still worth
downloading and playing,
if only for a free test-run.

I'VE GOT DEMONS

IN MY PC!

Though it doesn't feature
Martin Short or Dennis
Quaid, OPERATION: INNER
Seack nevertheless deliv-
ers a healthy dollop of
good humor and enter-
tainment. Darkly parody-
[|'|g o (‘I‘)'[l'lI)ll'l('l'-ll.“it'l".‘i
worst fear, the game un-
leashes a horde of demons who have sup-
posedly loosed all your programs to feed
on your system'’s resources. Your only
hope of restoring order is to enter the
computer yoursell, capture or destroy all
aberrant icons and face the final chal-

lenge awaiting you—all from the belly of

the digital beast. But fear not! Although
hazards, competitors and the Inner De-
mon await you, there are also some wel-
come allies at vour disposal.

Perhaps best deseribed as “Asteroids
for the '90s,” INNER SeAcE has a classic
look and feel. You maneuver your com-
puter “self” (a tiny ship) around the
screen applying thrust, turning right,
turning left or applying breaking
thrusters while [iring away at enemy ves-
sels and asteroid-like particles of loating

DUCK!? In Operation: INner SpAce players can choose their own ship shape, in this
case a duck, and shoot space targets Asteroids-style.

debris. What makes INNER SPACE unique is
a gameworld that is dynamically generat-
ed from the contents of your hard drive
as you play. The “zones” you must purge
are primarily the contents of the directo-

ries on your hard drive, each chock full of

icons and adversaries 1o capture and/or
destroy,

INNER SPack comes equipped with a full
complement of user-friendly features and
customization options. Your computer
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“ship” can be represented by a wide vari-
ety of animated icons including numerous
space ships and animal shapes. Some ol
my favorites are the Duck, Fruit Bat and
Beaver, but, unfortunately, there are no
“Pigs” in INNER SPACE.

Il you aren’t happy with the available
ships and their abilities, you have the op-
tion of heading to the Ship
Factory. This is an editing
and creation tool that can
modify existing ships’ ap-
pearance and behavior, or it
can be used to create entirely
cralt, Another
touch: the game greets you
each play session by name
and day, as in "Hi, Chuck!
It's Saturday afternoon....”
These are just a partial indi-
cation of the extra effort that
has gone into the develop-
ment of this game,

INNER SPACE even [urnishes
an instructional ttorial in
which the computer pilot ex-
plains what he's doing and
why, providing an casy way to
learn the game. (This enables
you to avoid that most
hideous ol last resorts—ruead-
ing the instructions.) Fach time the wtori-
al runs, it continues from where it
previously left olf, providing more ad-
vanced instruction as it goes. Though
gameplay is not difficult, this is still a
handy feature.

Of course, there is a “vacuum™ in IN-
NER SPACE: the ship control is by key-
board only. While it works okay, 1
definitely prefer a joystick for this tvpe of
game. Also, the interface, which resem-

new nice
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SHAREWARE SHOWCASE
T T T et W T B R S ————

bles a windowed circuit board with a
status panel, lacks the design sophistica-
tion that characterizes the rest of the
game. Since all of the gameplay occurs
within its conlines, more attention
should have been paid to its design.
Another problem with INNER SPACE 1s
its own built-in advertising. Without
consulting the gamer, it
automatically replaces
the user's screen saver
with its own. The lirst
time the screen saver
kicked in after installing
the game [ almost had a
coronary, thinking that
the game was actually a
cleverly disguised virus,
and that all my crucial
business data had been
wiped out. I'm not op-
posed to advertising, but
a program that changes
any user settings should
do so only with the user’s
full permission and
knowledge, In addition,

Jonea is played in hands, with a mini-

mum of four hands making up a round
and [our rounds comprising a game.
Fach ol the four “Winds” must have
their turn as Wind of the Round, and
cach player must have four turns play-
ing the East Wind. Though the mini-

mum number of hands in a game is 16,

h Jongq for Windows
Game Humi n tions Help

—

Eloine ditcards 2 CHEln,

other details that come into play such as
replacement tiles and Special Hands.
The game also requires a familiarity
with the 144 tiles in the set.

I must admit, my first reaction to
learning yet another computer card
game was not all thar positive. Howev-
er, Man JonGG offers such a unique
twist, combining ele-
ments of cards and the
ancient Chinese game,
that I quickly became
enthralled. There are,
however, a few down-
sides. The shareware
version has limited play
options. You can’t save
or open any files, you
can’t employ any num-
ber of special features,
and you aren’t allowed
to cheat. In addition,
registration is a bit in-
convenient as the devel-
oper is based in France,
So, you will need to get
an international money

the installation creates
about a hall-dozen direc-
tories scattered all over
your hard drive that
should have been confined within the
INNER SpacE directory itself.

Still, apart from an unattractive inter-

face and the questionable alteration of

the user’s delault screen saver, OPERA-
TION: INNER Spack offers a creative and
entertaining twist to a classic game idea.
And the inclusion of the Ship Factory is
frosting on the cake.

The shareware version of OPERATION:
INNER SPACE can be yours for the down-
load (INSPAC.ZIIY). When you're ready
to send for the registered version, shoot
a payment of $29.95 (US) (o Soltware
Dynamics Inc., 84 Coach Gate Way SW,
Calgary, AB Canada or call (800)
30SPACE with a credit card in hand.
The registered version includes the
complete working game, plus full print-
ed documentation.

JUST ME AND MAH JONGG
When 1 downloaded Man JoNGa | ex-
pected the raditional tile game. To my
surprise, | discovered a rendition ol the
classic Oriental game played as a four-
handed game of cards, only with Mah
Jongg tiles.

A beautifully rendered game, Man

LOOK WHAT THEY DONE TO MAH JONGG, MOM Man Jowcs for Windows takes the traditional
tile game and shuffles it into a card game for a challenging new twist.

there may be more if the East Wind
player continues to win, “Going Mah
Jongg,” the object of the game, is ac-
complished by completing a hand of 14
tiles. Scores are then calculated based
upon the tiles in each player’s hand be-
fore the next hand is played.

While a knowledge of traditional Mah
Jongg is helplul, a careful reading of the
game rules is all that's really necessary
to play. Watching the computer play all
four Winds also helps you in under-
standing the rules of the game.

During each hand, the goal is to com-
plete tile groups, combinations of three
or four tiles, called Chow, Pung and
Kong (which are, oddly enough, also the
daily specials at my local Chinese restau-
rant). A Chow is created by picking up a
tile discarded by the player on your lefi,
a Pung is fashioned by picking up a tile
discarded by any player that matches
two identical tiles already on your stake
(kind ol like the wooden tile rack in
ScrappLe), and a Kong is completed
when you pick up a tile discarded by any
player and combine it with three identi-
cal tiles on your stake. 'This forms the
basis of Man JoNca, though there are
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order, send it overscas,
and wait for your regis-
tered copy to arrive.

Still, for a unique and
enjoyable change of pace, MAH JONGG
(MAHBB.ZIP) is tres magnifique! 1f you
need a greater mental challenge than
many Windows games can olfer, Man
JonGa is worth the registration lee.
Send an International Money Order for
$290.95 (US) to: Bloem, 69 Allée des
Plaqueminiers, ile Verte, 06560 Val-
bonne, France, I your system can run
Windows 3.1, you'll have no problem in-
stalling and playing Mat JONGG.

Chuck Miller, CGW columnist and editor
of InterActive Gaming, is available on Com-
puServe al 747741476, America Online at
IGAMING and through the Internel at in-
teractive.gaming @swebbs.com. L

on-line, tune in to the

CGW headquarters on

ZillNet. Games leatured here can be
downloaded from ZifiNet both on Com-
puServe and on Prodigy. On Com-
puserve, go to Compuler Gaming World's
own forum (GO GAMEWORLD), Library
7, Shareware Sizzle. On Prodigy, jump
ZiltNet and Search by Tite for the games
listed here. Or, Search by Category to
browse the entire Games Library.

To locate these games
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tive odyssey. hé

masepralds

VIXENS

'.. oo
— Llecan.t

! : Usouns " 1z @8  VIRTUAL
[ 8 . A :
|

7th Guest 11th Hour 68 Dominus 38 Maaic Carpet 47 Space Pirates

AD&D Menzo... 50 Doomll Hell Earth 46 Nascar Racing 53 Spectre

Alr Havoc Controller 44  Dragon Lore 44 NHL Hockey '95 39 star Crusader

Arkania 2 Star Trall 44 Falcon Gold 59 Noctropolls 50 Star Reach

Armored Fist 50 Flash Traffic 44 0p. Body Count 33 Star Trek Tech Man.

Battle Isle 2200 38 Flight Commander 244 Panzer General 44 Stonekeep

Blind Date 44 Full Throttle 42 PGATour Golf486 50 System Shack

Bureau 13 44 Gadget 50 Phantasmagoria 49 Total Distortion

Creature Shock 50 Hammer of Gods 44 Plcture Perfect Golf 48 Under a Killing Moonss NEURODANCER $39
Cyber Judas 52 Harvetlster 59 Python's Waste Time56 US Navy Fighters 47

Cyberia Heretlc call Quantum 2 Vortex 44 Voyeur 50

Cyberwar Jorune Allen Logic 44 Quarantine 44 Warcraft a4 SCISSORS N STONES
CycleMania King's Quest Vil 49 QuestforGlorylV 49 Wild Blue Yonder 45

CyClones Knights of Xentar 43 Ralden 39 Wing Commander Il 56 Journey into a realm where beautiful
Daedalus Encounter 50  Legend of Kyrandia 344 Relentless Twinsen's 50 Wings of Glory 45 women are available to challenge you in
Dark Forces 49  Litil Divil 33 Renegade 39 Wolf Hunt 39 . 16 oEchaneel A s
Darksun Ravage 52 LodeRunner Returnsd2 Rise of the Robots 50 WolfPack 38 i S A
pawn Patrol aa Lunicus 42 RiseoftheTrlad 44 X-Wing Collector's 50 high tech adaptation
Death Gate 37 Madness of Roland 33 Secrets of StarGate 44 Zephyr 52 of the ancient game
Deep Space 9 HUnt 43 i > of scissors-rock-

paper. Featuring
'\ live action video
F-16 Flight Control $109 & 1T Rty . la . combined with
Weapons Control Il $89 ; " . ) g 3D animation
Rudder Pedals $99 i e L R - and graphics.
Flight Control MK 1 $59 & ; '
T-1 Driving Pedals $119

"Send Orders To: Mission Control = 7 Oak Place » CGW0495 « Montolalr, NJ 07042. MC, Visa, Discover, Cheoks
& Money Orders. Checks held 14 days. Please Include Phone # /Shipping $7 OVERNIGHT (most areas)
International Shipping $25. Add $5 for Ultra Discreet Packaging! E-Mail 70007.1324@Compuserve.com




HEX, BUGS & ROCK ‘N ROLL

Building Brains Bit By Bit

How Game Designers Program Computer Pilots To Eat Your Lunch

hy Paul C. Schuytema

HE TERM “ARTIFICIAL INTELLI-
GENCE" (OrR Al) 1§ THROWN
AROUND A LOT IN THE PAGES OF
CGW. Flip thorough the reviews
in this issue, and you'll sce rel-
erences to the tough Al the
weak, the challenging and the
push-overs. What the reviewers are refer-
ring 1o is the collection of programming
routines that control the computer oppo-
nents and make a game interesting o
play. Al routines can control anything
from the movements ol huge armies and
fleets in wargames, all the way down to in-
dividual pilots and drivers in simulations.

It is these artificial pilots and race dri-
vers that have caught my attention lately.
In the earliest simulations, Al wasn't a
very good term to use for pilot intelli-
gence. Basically, computer-controlled pi-
lots “flew the seript,” performing certain
maneuvers during certain situations, Ven-
erable games like Origin's WinG Com-
MANDER and MicroProse’s KNIGHTS OF
ThE Sky, while indeed possessing Al rou-
tines, were quite limited. In certain situa-
tions, you could always count on a Kilrathi
breaking left, or a Fokker simply
corkserewing around your Camel, but us-
ing no rudder at all. Alter logging a good
handful of hours, you could almost always
predict the moves of your opponent and
take them out every time.

In recent games, I've noticed that the
Al opponents have upped the ante a bit,
and in rare cases, are even downright
challenging to play against. I've been
amazed to find how skillfully computer
drivers have nudged my car into a wall in
NASCAR RacinG. I've been surprisud n

WinG Cosmmanpir TIT at the wiliness of

certain Kilrathi pilots, who can bank tight
as they let loose some slam on my similar-

il)’ o an :—1]}@. N[(ﬂ'{_' I_h?lll once
in 1942: Paciric AiR War
have [ been startled by a
milk-white Zero screaming
out of the sun and turning
tight on my tail, peppering
my Corsair with lead.

What's behind this increase
in the intelligence of these ar-
tificial pilots? And how exact-
ly does one go about creating
artificial brains? To find out,
I went to the source—the
programmers responsible for
all of my virtual deaths and
crashes in the three men-
tioned games.

LEARNING TO DRIVE
All of these games are in
some way simulations that at-
tempt to process their “world
data” on the fly. Each second,
the game is making calcula-
tions to change its world. In
the package of program rou-
tines exccuted in each game
cycle, some of the CPU ener-
gy is spent on calculating just
what the computer oppo-
nents are going to do. Con-
sider NASCAR RACING. At
the beginning of the Al de-
velopment process, Randy
Cassidy of Papyrus was told
that he would have roughly
3% ol the computer processing time for
driver decision making. "That worked ou
to approximately 1,000 processor cycles
per car per game tick (in NASCAR, a tick
is 1/15 ol a second).

A computer driver, then, does some
calculations every tick, depending on the
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situation. Each and every tick, a driver
will “look around” his car o get the “lay
ol the track” and determine the next
move—a break, a swerve, or a decdsion to
pass a slower moving car on the outside ol
a rn. Onee each second, the computer
driver considers the tire wear on the car
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RETURN TO THE GULF

Whatever the landscape, it’s all
deadly ground when you take
on the maniacs of Desert Strike
and its nerve-racking
sequel, Jungle Strike.

In Desert Strike , Middle
East madman General
Kilbaba has put the whole
world on the brink of war.
You must fly a series of
missions in your Apache
Attack Helicopter and stop him
using canons, Hydras, and
Hellfire missiles. Choose your
co-pilot and
patrol a real-time
world in this
| action- packed
E thriller right out of the headlines.

turmoil. One way
or another you'll go ballistic,

Jungle Strike takes place after the Awvailable for PC CD-ROM.

death of General Kilbaba. His
son, Kilbaba the Younger, has

joined forces with the world's

most powerful drug lord
in a quest for vengeance
against the United States.

You'll operate a Comanche
Attack Helicopter, F-117A
Stealth Fighter, MX9
Attack Hover craft and a
Special Forces Assault
Motorcycle in nine complex
campaigns in a variety of exotic

7]

locations.
With both these killer games in
one package, it's double the death
and twice the

Phistrabwinedd iy

© 1993, 1994, 1995, Electronic Arts and Granite Bay Soltware, Inc. All rights reserved. Desert Strike and Jungle Strike are trademarks of Electronic Arts. All rights reserved,

Frong Street Publishing is a trademark of U.5.Gold, Inc.
ienls Deamrder Cmrrire BT



THE ULTIMATE

CHEATING
EXPERIENCE

THE MOST ADVANCED
GAME CHEATING SOFTWARE
EVER CREATED FOR IBM AND

COMPATIBLE COMPUTERS

> The only software capable of cheating
in almost any program, including full
support for popular DOS extender
based games

> Become INVULNERABLE,
INVINCIBLE or UNBEATABLE!
Finish games that you have not been
able to complete previously

>Never run out of LIVES, MONEY,
HEALTH or AMMO again!

> Enhanced search engine that is capable
of finding almost anything imaginable

> Speed-up or slow-down game for
optimal playability

> Supports SUPER VGA and most
popular sound cards

> Create personal 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 screen saver and much more!

CHEAT DEATH FOR ONLY

a
L)
Please include $10.00 for shipping & handling

GAME WIZARD

To order please make cheque or nmne} arder pay: able to: |
Enhanced Software Design Inc.
I.O. Box 92241
| 2900 Warden Ave., Scarborough, ON
Canada MIW 3Y9

Allow 4-6 weeks for delivery. Distributor inquiries welcome
Limited Shareware version thru BBS: (416) 497-8337

Game Wizard is currently used worldwide
to cheat in almost any game in existance!
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(lar more often than us human drivers,
that's for sure!). Then, once each lap, the
driver evaluates the car's performance
and makes a decision whether or not to
pit (of course, just like real NASCAR dri-
vers, the Papyrus computer analogs will
tend to pit when the race leader heads in
[or some fresh rubber).

The driver Al in NASCAR is essential-
ly a generie set of routines, me aning that
eac l; driver would drive exactly the same

move the plane through the maneuver;
rather, the Al spits out a cache of data
which represents the stick position, throt-
tle position and the rudder position at
any given instant. The computer-con-
trolled pilots are, in a way, really flying
those birds over the Pacilic.

The game loop in 1942 asks the Al
for feedback approximately 20 times a
second, but a maneuver might certainly
take longer than that to execute. So, like

"I want my Al to kick everyone's ass,

says Frank Roan, the creator of the

Rilrathi “brains” in Wing Commander [IL.

given an identical car, However, there is
one factor that gives drivers unique per-
sonalitics—aggressiveness. Each driver is
given an aggressiveness rating which
controls the probability that a driver will
cut another car off or dive for the inside
ol the curve, among other neat tricks,
“It’s a good thing we didn't have Dale
I".;n'nll‘ni in this game; we couldn’t tweak
the aggressiveness up that high,” com-
mented Cassicly.

TO THE AIR, THEN!

While NASCAR deals with a world that is
essentially a ribbon of oily concrete, ! Mi-
croProse’s 1942: PaciFic AR WAR is a sim-
ulation that lives in three dimensions,
several thousand feet above sea level.

“T had to try to think like a pilot,” said
Ed Fletcher, producer of MicroProse's
1942 Paciric AIR WAR, as he described
the pilot-Al he crafted for the simula-
tion. Not being a pilot himself, Ed
Fletcher spoke with real pilots o get a
handle on the nuances of combat tactics.
Using their input, he worked to develop
a package ol Al pilot routines which gave
the impression that there was a real per-
son hehind the stick of each and every
plane in the game.

While NASCAR's Al drivers have an
“organic” flow to their actions, 1942’s pi-
lots are continually attempting to per-
form precision maneuvers. Basically, a
pilot chooses a suitable maneuver and
executes it until it is completed or the sit-
nation is no longer valid. When the Al
calls for a maneuver, it does not directly

in NASCAR RACING, some queries are
done once every couple of cycles. As an
example, consider a plane performing a
strafing run on a bomber in flight. The
[irst maneuver the pilot will attempt will
be to line up for the pass (either high,
ahead or to the side). Then, the plane
will execute an “attack run” maneuver to
get into offensive position. These last
two maneuvers take a few seconds to ac-
complish, so the AI will perform them
without doing major checks, except for
the obvious checks for enemy gunfire.
Once in pmlrmn the pilot will then per-
form a series of line- up-dn{l-ahuul ma-
neuvers, These are small incremental
maneuvers, olten just slight rudder ad-

justments, which line the bomber up in

the plane’s sights. When lined up, the
plane will fire a burst. After the plane
flies past the bomber, the situation has
changed and the AI routine will know
that the line-up maneuver is no longer
valid and will move to another, longer
maneuver to set up for anmhcr attack
run (unless the bomber is already
corkscrewing down into the Pacilic).

In 1942, the pilot Al is essentially a
“cookie cutter” Al in that all American pi-
lots in the same type of plane will fly with
the same Al routines. The Al routines are
different for the Japanese, who will uy to
turn into your plane, as opposed to the
Americans who will try to extend and then
get away. To add some unpredictability,
some random decision making was fac-
tored in when the Al routines attempt to
select an appropriate maneuver.



USED IBM GAMES

COMPLETE & VIRUS FREE,
WITH THE ORIGINAL BOX,

DOCUMENTATION AND
DISKS

Game Title

942 PACIFIC AIR WAR
ATHAIN

AJ20 AIR BUS - AMERICAN
ABC BOXING

ACES OF THE DEEP
ACES OF THE PACIFIC
ACES OVER EUROPE
ADAD COLL: HEROESDRAG
AIR BUCKS

ALGE BLASTER 3

ALIEN LEGACY

ALONE IN THE DARK
ALONE [N THE DARK 2
ALTERED DESTINY
AMBUSH AT SORINOR
APRA BASEBALL

APBA BASEBALL - WIN
ARACHNOPHOBIA
ARCHON ULTRA

ARENA: ELDER SCROLLS
ARMADA 2525

ASHES OF EMPIRE

ATAC

ATP FLIGHT SIMULATOR
BARD'S TALE 1

BATTLE BUG!

DETRAYAL AT KRONDOR

BIG BUSINESS

BLOODSTONE

BLUE AND GRAY

BLUE FORCE: NEXT OF KIN
BUZZ ALDRIN RACE 10 SPACE

CAESAR

CAMPAIGH 2

CAR AND DRIVER

CARRIER STRIKE

CARRIERS AT WAR
CARRIERS AT WAR 2
CASTLES

CASTLES 2

GO - TTH GUEST

G - ACES OF THE DEEP

C0 - ACES OF THE PACIFIG
©D - AGES OVER EUROPE
GO - AEGIS GLARDIAN FLEET
€0 - AL QUADIM GENIE'S CURS
G0 - ALIEN LOGIC

GO - ARMOURED FIST

€0« BITVSILENT SERVICE 2
CD - BENEATH A STEEL SKY
€0 - BETRAYAL AT KRONDOR
£0-CHOAS. CONTINUUM
C0 - COMPANION OF XANTH
€0 - CORRIDOR 7

€D « CREATURE SHOCK

€O - CRITICAL PATH

CO - CYBERRACE

€0 - DAEMONSGATE

C0 - DAGGER OF AMON RA
C0 - DARK LEGIONS

€D - DARK SUN

GO - DARK SUN 2. WAKE RAV.
CD - DAY OF THE TENTACLE
CO - DEATH GATE
CD-DELTAY

CD-DOOM 2

D - DRAGON LORE

LD - DRAGONSHPERE

€O - DUNGEON HACK

GO - ENIC THE UNREADY

CD - EURDPEAN RACERS

CO - FALCON GOLD

CD - FANTASY EMPIRES

€D - FANTASY PAK

CD - FORTRESS OF DR RADIAX
CO - FRONT PAGE 88 '}

CO - GABRIEL KNIGHT

CO - GEEKWAD

CO - GOBLINS QUEST 3

CD - GRANDEST FLEET

D - GREAT NAVAL BATTLES
€D - MAMMER OF THE GODS
€D+ HELL CAB - WIN
©D~INCA 2

D -+ INHERIT THE EARTH
0~ IRON HELIX

©D - JONES IN THE FAST LANE
€D - JOURKEYMAN PROJECT
CD - JUMP RAVEN

€D - JURASSIC PARK

GO - JUTLAND

Ol - KING'S QUEST 5

0 - KING'S QUEST 6

€D+ KING'S QUEST 7

GIr- KLIK & PLAY

G0 - LABYRINTH OF TIME
€O - LAWNMOWER MAN

€O - LOST 1M TIME

€O - LUNICUS

GO - MAD DOG 2

GO - MAK ENOUGH

G0 - MEGA RACE

€0 - MENZOBERRANZAN
€D - METAL & LACE

CD - MIGROGOSM

GO - MILLEKRIUM AUGTION
GO - MYST

€D - NOCTROPOLIS

€0 - OUTPOST

€O - QUANTUM GATE - Wit
CO - QUARENTINE

€0 - QUEST FOR GLORY 4
€O - RAVENLOFT

CD - REBEL ASSALLT

CD - RETURN OF PHANTOM
GO - RETURN TO Z0RK

CD - RISE OF THE ROBOTS
GO - SHADOW OF THE COMET
€D - SPACE SHUTTLE

CO - SPEAR OF DESTINY

GO - SPEED

€O - 5TAR CRUSADER

0 - STAR TRAIL

€O - STAR TREK NEXT GEN
CD-STELLAR T

€D - STRIKE COMMANDER
CD - TONY LARLISSA BE 2

ORACLULA - BRAM STOKER
DRAKKHEN

DUNGEON HACK

EARTH INVASION « Wik
EARTHRISE

EIGHT BALL DELUXE
ELFISH

ELITE PLUS

ELVIRA 2

EMPIRE DELUXE

EMPIRE DELUXE SCENARID
EMPIRE SOCCER 84
EVASIVE AGTION

EYE OF THE BEHOLDER 3
[-117A STEALTH FIGHTER
F-15 STRIKE EAGLE 2
FALCON 3.0

FALCON 3.0 SCEN 2
FALCON 3.0 SCEN 3 HORNET
FALCON 3.0 SCEN 1 FIGHT TIG
FALCON AT

FANTASY EMPIRES

FIELDS OF GLORY

FIFA INTERNAT'L S50CCER
FIFTH FLEET

FLASHBACK

FLEET DEFENDER

FLEET DEFENDER GOLD
FLIGHT SIM 485 REAL WEATH
FLIGHT SIM 4.0

FLIGHT SIM & AIRCRAFT 3 SCENG
FLIGHT SiM 4: SOUND & GRAPH 10

FLIGHT SIM 5: SAN FRANCISCO
TLIGHT SIMULATOR 5.0
FAEDDY PHARKAS FRONTIER

15
ki
15

JORDAN V5 BIRD 3 PATRIOT

JUMP JET 18 PERFECT GENERAL
KASPARDYS GAMBIT 18 PERFECT GENERAL - SCENAR
K68 7 PGA TOUR GOLF

RING'S QUEST & 12 PGA TOUR GOLF - WIN
WINGS QUEST & 15 PIRATES

KINGRAKER 2% PIRATES GOLD

KHIGHTS OF THE SKY 7 PLANET'S EDGE

KOSHAN CONSPIRAGY 12 PLAYMAKER FOOTHALL
LAKERS V5 CELTICS a FOLIGE QUEST 3

LAKDS OF LORE 15 FOLIGE QUEST 4

LEGACY. REALM OF TERROR 19 FOOL OF RADIANGE

LEGEND OF KyYRANDIA 12 FOPLILOUS

LEGENDS OF VALOR 9 FOPULOUS 2

LEISURE SUIT LARRY 2 13 POWER HITS: MOVIES
LEISURE SUIT LARAY 3 15 POWERMONGER

LEISURE SUIT LARRY & 15 PRIVATEER

LEISURE SUIT LARRY & 2 PRIVATEER SPEEGH PACK
LETHAL TENDER 9 PRIVATEER: RIGHTEOUS
LEXICROSS 9 PRO TERNIS TOUR
LIGHTSPEED 4 PROPHEGY OF THE SHADOW
LINKS DISK - FIRESTONE 7 QUEST FOR GLORY 1 - VGA
LINKS DISK - HYATT 7 QUEST FOR GLORY 1 -£GA
LINKS GOLF ] QUEST FOR GLOAY 3

LORD OF THE RINGS 1 15 QUEST FOR GLOAY 4:SHADOW
LOADS OF TME REALM 2 QUESTRON 2

LOST ADMIRAL 10 RAGS TO RICHES

LOST FILES SHERLOCK HOLM 17 RAVENLOFT

LOST IN LA 15 REALMS

LOST IN TIME 9 RED CRYSTAL

LOST VIKINGS 9 RED LIGHTNING

LUCAS ARTS AIR COMBAT ] RENEGADE LEGION INTERGE
MAELSTROM 14 RETURN OF THE PHANTOM
MAGIC CANDLE 2 9 RETURN TO Z0RK
MAGNETIC SCROLLS BUNDLE @ AEUNION

Most items shi
T

woll for nnihnnzumn bufm
FAX list lumrmtm 60’5-381 8766

In Canada, mﬂﬁﬂﬁ 139.2060

WE SELL USED GAMES

All games are tested & IBM disks virus checked
‘games ore i original box with ceiginal doumentation
Call for current fitle availibility

WE ACCEPT ONLY
. VISA/MosterCardy/Discover

4 Money Orders/Cashiers Check
*{oll for itke avoilibifty befirn sending MO,

ped same dnr S5 IIPS/S9 2nd Day Air

inl NMMM
GAMER'S GOLD » 1008 W. 415t Street » Sioux Falls Suulh Dakota = 57105

shipping or

i1 Ganes
Got Something To Sell?

Follow these Easy Steps

1. Prepare a list of the games yeu are selling. Call, fax, or
mail your list 1a GAMER'S GOLD.

2 GAMER'S GOLD ln1|| quote the current buying

prices & iive an n for your d'upmcnr
Games will not be occepled witheut an
Price quates are good for 14 days

3. Pack gomes in bow. Wrike oulhorization no. chearly on
outside of box. Muil lo GAMER’S GOLD, Save your
authorization no, We can’t answer questions obout your
shipment without your numbes!

4. 1F yau would Fke 1o use your moniey or credit o purchase
gomes, include o *wish list" of fitkes you 'ore intorasted in,

5, Your check will usually be mailed within 10-14 working
doys of receivin games. Seme “wish lis”® game

crodifs moy toke sli {ﬂy longer to fill.

Games will be checked for viruses & complotoness.
Games must be completo with oll disks, printed materials,
& in original box. Incomplete games will be returned

your expense.

CO - U.S. NAVY FIGHTERS
CD- ULTIMAB PAGAN

CD - ULTIMATE FOOTBALL
€D - UNDER A KILLING MOON
LC0 - VOYEUR

€D - WHO SHOT JOHNNY ROCK
€D - WING COM ARMADA
GO - WING COMMANDER 2
GO - WING COMMANDER 3
GO - WOLF

GO - WOLFPACK

GO~ X-COM UFO DEFENSE
CO - ZEPHR

CENTURION DEFENDER ROME
CHALLENGE OF 5 REALMS
CHESS MANIAC § BILLION 1
CHESSMASTER 4000
CIRCUITS EDGE
CRILIZATION

COMORT 2

COLONIZATION

COMMAND HO

COMPANION OF XANTH
CONGUEST OF JAPAN
CONQUESTS OF LONGEOW
CORRIDOR 7

COUNTDOWN

COVERT ACTIDN

CYBER EMPIRES

D-DAY BEGINNING OF END
DAEMONSGATE

DAGGER OF AMON RA

DARK LEGIDNS

DARK QUEEN OF KRYNN
DARK SUN 2

DARKLANDS

DARKSEED

DAUGHTER OF SERPENTS
OAVID WOLF: SECRET AGENT
DAY OF THE TENTACLE
DELTAW

OETROT

DISCOVERY STEPS COLUMDS
CHSMEY ANIMATION STUDIO
Doam

noam 2

FRONT PAGE BASERALL 34
FRONT PAGE FBPRO ‘95
FRONT PAGE FODTBALL PRO
FRONTICR ELNE 2

FULL METAL PLANET
GABRIEL KNIGHT

GAMES WINTER CHALLENGE
GATEWAY

GATEWAY 2: HOMEWORLD
GATEWAY SAVAGE FRONTIER
GLOBAL CONQUEST

GLOBAL DOMINATION
GOBLING 2

GRANDEST FLFET
GRANDSLAM BRIDGE
GREAT NAVAL BATTLES
GREAT NAVAL BATTIES 2
GREENS

HAND OF FATE

HANNIRAL

HARDBALL 3

HARPOON

HARPOON 2

HARPOON BATTLE SETS EA
HARRIER SUPER VGA
MEART OF CHINA - VGA
HEIRS TO THE THRONE
HEx%

HIGH COMMAND (BY 380)
HORDE

HOVERFORCE

HUMANS

INCA

INCA 2

INDY CAR EXP - CIRCUITS
IHDY CAR EXP - INDIANAPOLIS
INDY CAR RACIN

IRDY JONES LAST CRUSADE
IRON CROSS

ISLAND UF DR. BRAIN

ISLE OF DEAD

JACK NICKLAUS COURSE DISK
JAGK NICKLAUS GREATEST 18
JACK NICKLAUS SIGN ED
JAMES BOND STEALTH ADV
JEOPARDY

JETRIGHTER 20

MANHUNTER 1 NY 5 REX NEBULAR COSMIC GEN
MANTIS EXP FIGHTER 9 RISE OF THE DRAGON - VGA
MANTIS EXP SPEECH PACK [3 RISE OF THE ROBOTS
MARTIAN DREAMS 9 RISK - WIN
MARTIAN MEMORANDUM 9 ROAD & TRACK GRAND PRIX
MASTER OF MAGIC 3 ROBINSON'S REQUIEM
MASTER OF DRION 29 ROCKETEER
MAKIMUS OVERKILL 24 ROME: PATHWAY TO POWER
MAXIMUM OVERKILL: MISSION 12 RULES OF ENGAGEMENT
METAL TECH: EARTH SEIGE n RULES OF ENGAGEMENT 2
METALTECH, BATTLEDROME 28 SAM & MAX, HIT THE ROAD
MICROSOFT GOLF - WIN 16 SANDS OF FIRE
MIG 29 (SPECTRUBM-HOL) ] SAVAGE EMPIRE
ML FODTBALL 2 5 RABBLE
ML FODTBALL DELUXE 4 SCRABBLE DLX EDITION
SEAWOLF
SEARCH FOR THE KING
FREE GAME SECOND FRONT
SECRET WEAPONS EXP
On orders “‘”Li?s SECRET WEAPONS LUFTWAFFE
Choose from list below SERF CITY
» Rex Ne! SHADOW CASTER
* Power Men er SHADOW OF YSERBIUS
« Jordon Vs, SHADOW PRESIDENT
« When Two \N'urld: Wor SHADDW SORCERER
» Realms SHUTTLE
* Dagger of Amon R 510 MEIER TRIPLE PACK
SIEGE

SIEGE & SWORD

MOONRASE 9 SIERHA ADV STARTER KIT
MORTAL KOMAAT L] SILENT SERVIE 2

NFL COACHES CLUR 17 SILVERBALL

HFL PRO LEAGUE Fit 91 5 SIM CITY

HFL VIDEQ FOOTBALL q SIM CATY - TERFAIN EDITOR
HHL HOCKEY 94 2 SIM GITY 2000

NO GREATER GLORY 18 SIM FARTH

HNOBURGA'S AMBITION 10 SIM FARM

HOMAD ] SIMON THE SORCERFR
0BT 7 SORCERIAN

OPERATION COMEAT 2 L4 SPACE QUEST 1 - VGA
OUT OF THIS WORLD 12 SPACE QUEST 3

QUTPOST 24 SPACE QUEST 4 - VGA
OVERLORD 6 SPACE QUEST 5 - VGA
PACFIC STRIKE SPEECH PACY. 7 SPACE QUEST TRILOGY
PRCIFIC ISLANDS 17 SPACE SIMULATOR
PACIFIC STRIKE 18 SPACEWARD HO!

PACIFIC WAR 24 SPACEWRECKED

]

SPEAR DF DESTINY

SPEAR OF DESTINY. MISS 2
SPECIAL FORCES

SPECTRE

SPELLCASTING 101
SPELLCASTING 201
SPELLCASTING 30
SPELLJAMMER; PIRATES
STAR CRUSADER

STAR FLEETZ

STAR LEGIONS

STAR TREK 25TH ANNIV
STAR TREK: JUDGEMENT
STAR TRERJUDGE MOVIE &
STARFLIGHT

STARSHIP. COMMAND ADY
STELLAR 7

STOAM ACROSS EURDPE
STHEET FIGHTER 2

STRIKE CORMANDER
STRONGHOLD

STUNT ISLAND

SUBWAR 2050

SUPER 5LOTS

SUPERHERQ. LEAGUE HOBE
SYNDICATE

SYNDICATE: AMERICAN REVOL
SYSTEM SHOCK
TAKE-A-BREAK PINBALL
TANKS: CONST SET 2

TASK FORCE 1542
TERMINATOR

TERMIRATOR 2: CHESS
TERMINATOR 2029
TEHMINATOR 2029, 0PERATION
TEARINATOR: RAMPAGE
TEST DRIVE 3

Tia

THE PROPHECY

THEATRE OF DEATH

THEIR FINEST HOUR

THEME PARK

THEXDER 1

THEXDER 2

THUNDER HAWK

TIE FIGHTER

TIME QUEST

TONY LARUSSA 2 NLAL
TONY LAAUSSA BASEBALL
TONY LARMULISA 2 92 PLAYERS
TORNADD
THEASURES SAVAGE
ULTIMA & - WARRIDRS OF DES
ULTIMA G - FALSE PROPHET
ULTIMA 7 - BLACK GATE
ULTIMA 7 - FDRGE VIRTUE
ULTIMA 7.5 - SERPENT I5LE
ULTIMA B PAGAN

ULTIMA A : SPLECH PAK
ULTINA UNDERWORLD Y
ULTINGA UNDERWOHLD 2
LILTIRGATE DOMAIN
ULTRABOTS

UNINVITED - WiN
UNIVERSAL MILITARY SIM 2
UNNATURAL SELECTION
UNNECESSARY ROUGHNESS
VEIL OF DARKNESS
VENGEANCE OF EXCALIBUR
VIKINGS 2

WALLS OF ROME
WARLORDS

WARLORDS 2

WAYNE GRETIKY HOCKEY 2

WEAVER BASEBALL 2

i !

NG COMM 2 SPEG O
WING COMM 2 SPEECH PAGK
WING COMM SECRET MISSION
WING COMMANDER 1
WING COMMANDER 2
WIZARDRY 4
WIZARDRY & - COSMIC FORGE
WIZARDIY 7 - CRUSADERS
WIZARDRY TRILOGY 1
WIZARDRY TRILOGY 2
WORLD CIRCUIT
WORLD CLASS SOCCER
WORLD WAR & BATTLES
WANZ AR FORCE COMMAND
X-COM
X-WING
AWING B-WING
K-WING IMPERIAL PURSUIT
YEAGER'S AFT
ZAK MCKRACKEN

=

Prices & availabiiity subject 1o
chanpe. Call Toll Free for current
tirles and those not listed-we've
pot fots more! Al Used Games
are com-plele & virus free with
ariginal hox, documentation &
thsks, System com-patibility is

not guarantead. Al salas arg

finat-defective pames replaced
with same title. Free shipping

(Regudar Groumd) in the

continental USA on orders aver

$150,
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TOP 30
GAMES

I. Descent 36
2. Magic Carpet 42
3. Dark Forces A4
4. System Shock 44
5. Rise of the Triad: Dark War 33
1. Legend of Kyrandia 3 38
2. Ecstatica 34
3. Relentless; Twinsen's Adventure 4?2
4. Entombed 36
5. Under a Killing Moon 52
1. Menzoberranzan 44
2. Dragon Lore 45
3. Star Trail 44
Il SIMULATION A |
1. NASCAR Racing 45
2. Aces of the Deep 44
3. Wings of Glory n
4, 1.5, Navy Fighters 45
1. Front Page Sports Football Pro *95 44
2. MHL. Hockey *95 9
3. Hardball 4 32
4, ESPN Baseball 'I'uniElzll 39
1. X-COM 37
2. 1830: Railronds & Robber Barons 33
3. Warcraft: Orcs & Humans 38
4. Transport Tycoon 44
5, Lotds of the Realm 38
6. Master of Magic 30
I. Panzer General 38
2. Flight Commander 2 38
3. Sualingrad 38
4. Front Lines 38
1. X-COM 2: Terror From The Deep! 39
2, Command & Conguer 46
3. Dungeon Master 2 36
4. Stonekeep 45
5. Star Trek: TNG - A Final Unity 49
6. Jagped Alliance 45
7. Lost Eden 39
8. Johnny Mnemonic 36

GEFINI GAMES

In the US or Canada. call toll free

1-800-64-GEMINI

1-800-644-3646 or 1-800-746-2392
Call for additional titles and new releasesl
7am-11pm Pacific Time, Mon-Sun.
24 hour FAX line: B18-284-2402
We accept Visa, Mastercard and checks.
Shipping is just $3.50 on any size order in the
continental U.S. or $5 for Express Shipping.
No handling and per shipment charges.
Canada and other areas, please call.
Make checks payable to:
Gemini Games
F O Box 7130, Alhambra, CA 91802
*Free Shipping offer valid only in the continental U.S

Lower shipping rates for Canada and other areas.
CA residents subject to 5% tax.
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While the physics of plane flight intro-
duce a plethora of variables for comput-
er-controlled pilots, Fletcher kept the
approach straightforward by opting for
the Al routines to return actual flight ma-
neuvers. The Al pilots are charged with
keeping track of their plane’s perfor-
mance (though they will still fly with
100% capability, even when injured). Any
significant change in variables such as
speed or altitude might cause the AT pilot
to scrap an uncompleted maneuver in fa-
vor of another.

KITTIE BRAINS

“T want my Al to kick everyone’s ass,”
says Origin’s software engineer Frank
Roan. Roan coded the “brains” of the
Kilrathi in WinG Cosyanper 111, and at
the beginning of the project, he wanted
nothing more than to have his Kitties
blast some playtester butt. “The fact is,
that isn't fun, and you want to make
things fun,” says Roan. Roan had (o wrn
down his AT several notches to get just
the right balance of play.

In the case of WinG CoMMANDER 111,
there were no “real world” pilot analogs
to refer to, so Frank Roan used himself as
a model for the Al A confessed WING
Commanper addict, he came to Origin
explicitly to crafi the pilot intelligence for
WCIIL His first step was to climb back
into the cockpit of a Raptor and have a go
at WinG CoMManper 11 Analyzing his y-
ing style, Roan determined that, even in
his quickest mancuvers, he held them for
several seconds,

Each pilot, whether Kilrathi or human,
has a “generic” Al package of maneuvers

and considerations, rated in four levels ol

competence from “rookic” up to “bad-ass
ace” (there are only seven Kilrathi BAAs).
These Al classes are further refined into
“personalities” by applying pilot profiles
to their decision-making process. Fach
pilot profile is a cluster of byte-long flags
which serve as “probability filters” influ-
encing how a pilot might react in a cer-
tain situation. Each profile conrains a
value for trigger happiness, courage, ver-
bosity, loyalty, flying skill, gunnery skill,
aggressiveness and panache. These val-
ues can either be set to low, normal or
high levels.

Like 1942, WCIIT pilots have a menu
of maneuvers available to them. Unlike
1942, though, the WCIII pilots are a
touch more “obsessive,” continuously

evaluating all of their available mancu-
vers. Essentially, the Al routine is given a
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packet of data containing the “situation-
al” data for a pilot—such things as loca-
tion of other enemies, the angles to each
other, distance, etc. Then each routine is
evaluated, taking into account the pilot
profile modifiers, and is assigned a value.

The maneuver with the highest value is

the “winner,” or the best maneuver lor
that particular situation. Of course,
points out Roan, a normal pilot may not
always pick out the best maneuver at
every given time, so a probability is given
to the highest rated manecuvers, and one
is selected.

Each mancuver has two components: a
“start-action” routine and a “more-action”
routine. As I talked with Roan, he pulled up
the programming for the head-on attack
maneuver and described it in detail. The
start-action routine sets up a timer for the
maneuver. Then, control switches to the
more-action routine, which updates the
timer, checks the current state, and branch-
es to one ol the “sub maneuvers” that is part
ol the head-on attack. For this maneuver,
those components are “come in fast,” “slow
down,” “lire weapons” and “peel away.”

“We wanted to make it [eel like you
were playing against cognizant oppo-
nents,” says Roan. When | asked him
what steps he took to make the Al feel
more “human,” he said “I get a lot of stuff
for free in Al programming; it's a trick,
like when you draw a square, erase some
ol the lines and you can see a diamond.
You make the obvious [in the Al's perfor-
mance| stand out, and the player's mind
will [ill in the rest.”

A CHALLENGE

FOR THE FUTURE

Al routines take a ton of computational
power, especially when you are calculat-
ing the performance of many Al oppo-
nents each game cycle. The trick for these
designers is to create just enough “hu-
manity” so an opponent will seem realistic
to a player, but to keep the routines as
simple, and as fast, as possible.

In all of these cases, the computer intel-
ligence has been both limited by available
computing resources and “reigned in” 1o
improve the playability. As computers in-
crease in power, more “game cycles” will
be made available for AL I'd lay good
money that, given the opportunity, Roan,
Cassidy and Fletcher could crafi pilots
and drivers that could beat the pants ofl’
of us lowly humans on a regular basis.
Looks like we've got something to look
forward to.... &
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Call your Account Representative, Marci Yamaguchi, at
(714) 283-3000 x37 for information on how you can advertise your game,
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Circle Reader Service #63

Get CASSH for
your GAMES!

Sell them to Bare Bones Softwarel

* Call, FAX, or mail us with a list of
your software for fast quotes.
(have pencil & paper ready if you call)

* Speedy tum around & prompt

payment. No long waits!

* We also sell pre-owned software.

Call or write for free list.
Bare Bones Software
3060 Route 60 East Hurricane, WV 25526

1-800-638-1123

EIBS for complsia ﬁst 304- 582 1608

£ OAMES < ¢

The Best PD/Shareware!  All Types!
Game (heats, Editors and Walkthrus!
Floppy Disk and (D-ROM for your P(!

Hrite or call today for your Free Catalog.

BEST PRICES BY FAR!
T

Lotsa Bytes (209) 2681160
Box f756, Winton, CA 95388 Voice & FAX

Reader Service #370 Reader Service #45

We're Looking For The Next Sid Meier!

Contact us if you
have what it takes:
Ray Rutledge

VP - External Development
11350 McCormick Road
Executive Plaza 111 Suite L7
Hunt Valley, MD 21030

'NTERACTIVE — Game Designers phone (410) 785.1733
MAG C — Atists fax (410] 785.1735

Interactive Magic is a startup simulation company from Maijor "Wild Bill" Stealey, cofounder and former
chairman of MicroProse Software. Sid Meier and Bill Sieoley began MicroProse in 1982 and together they
built the company to worldwide fame. Bill wants to do it again and he's locking for a few good Sid Meiers!

® Strategy and Simulation Game Submissions
@ Siralegy and Simulation Game Developers

— 3D Programmers

Reader Service #46

SSI's Out of Print Wargames Are Back For Only $15!!!

B-24 Mech Brigade
Baitle of Antietam Rebel Charge
Battles of Napoleon Red Lightning
Conflict: Middle East Second Front
Gettysburg Shiloh: Grant's Trial
Kampfgruppe Sons of Liberty

Star Command

Stellar Crusade

Storm Across Europe
Wargame Construction Set
Warship

Western Front
Scenario Disks for SSI's Battles of Napoleon for $10
Scenario Disks for SSI's Wargame Construction Set I1: Tanks! for $15

Our hours are 8:00 am to 5:00 pm PST M-F
b s Faie’) o,

We accept Visa, M/C, Checks, Money Orders
Novastar Game Co. * P.O. Box 1813 » Rocklin, CA 95677 » (916) 624-7113

To order or request a free catalog contact:

Reacler Service #219
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INFO. # COMPANY

379 Acclaim/LJN

33  Activision

34  Activision

113 Advanced Gravis

364 AlTech International

365 AlTech International

42  AIVR Corporation

60 American Laser Games, Inc.
61  American Laser Games, Inc.
233 American Power Conversion
27 Apple Computer

28 Apple Computer

293 BAO

45 Bare Bones Software

207 Capstone Software

51 Capstone Software

204 Capstone Software

: Computer Gaming World

36 Chips & Bits

' Chips & Bits

54 Chips & Bits

200 Chips & Bits

56 Computer Express

57 Computer Express

59 Computer Express

53 Creative Labs

344 CyTech Codehouse

77  Diamond Multimedia Systems, Inc.
58 Discis Knowledge Research, Inc.
55 Electronic Arts

334 Electronic Arts

167 empire Interactive Entertainment
265 Enhanced Software Design, Inc.
X Epic MegaGames, Inc.

141 Falcon Northwest

43 FormGen, Inc.

44  FormGen, Inc.

368 FormGen, Inc.

15 G & G Software, Inc.

241 Gamer’s Gold

369 Gemini Games

30 GeEnie

29 GEnie

x GEnie

3 GEnie

31 Gremlin Interactive, Ltd.

32  Gremlin Interactive, Ltd.

) GT Software

¥ HPS Simulations

70  I*Motion, Inc.

71  id Software

2 ImagiNation Network

78 Impressions Software, Inc.
14  Interactive Magic

47  Interactive Magic

46 Interactive Magic

258 |Interplay Productions, Inc.
76 Interplay Productions, Inc.
175 Interplay Productions, Inc.
169 Keyboard & Terminal Technology
145 Legend Entertainment

PHONE

. 133
(800) 477-3650 121
(800) 477-3650 99
(800) 663-8558 Cover 3
(800) 882-8184 195
(800) B82-8184 185
(800) 324-AIVR 112
(800) 880-1718 71
(800) 880-1718 83
(800) 800-4APC 47
(800) 538-9696 115
(800) 538-9696 117
(217) 356-0188 141
(800) 638-1123 191
(800) 468-7226 127
(800) 468-7226 153
(BOD) 468-7226 162
(800) 827-4450 65
(800) 699-4263 179
(800) 699-4263 64A-D
(800) 699-4263  72-79
(800) 699-4263 200-201
(800) 228-7449 100-105
(800) 228-7449 183
(800) 228-7449 135
(800) 998-5227 85
(800) 382-5656 59
(800) 4MULTIMEDIA 35
(800) 567-4321 69
(800) 245-4525 93
(B00) 245-4525 107
(800) 216-9706 202
(418) 492-0157 188
(301) 983-9771 17
(800) 258-6778 15
(800) 263-2390 Cover 2
(800) 263-2380 27
(800) 263-2390 113
(800) 262-7462 181
(800) 377-8578 189
(800) 746-2392 190
(800) 638-9636 49
(800) 638-9636 49
(800) 638-9636 49A-B
(800) 638-9636 49A-B
(415) 693-0297 187
(415) 893-0297 131
(800) 346-2300 147
(408) 554-8381 177
(310) 576-1888 39
(800) IDGAMES 108
(800) IMAGIN-1 176A-B
(617) 225-0500 19
(919) 461-0722 145
(919) 461-0722 173
(919) 461-0722 191
(800) 969-GAME  4-5
(800) 969-GAME 4
(800) 969-GAME 57
(908) 297-5399 198
(800) 658-8891 89
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Company and
Phone

__INFO. #

150

307
360
119
291
363
107
122
271
310
115

COMPANY

Looking Glass Technologies
Looking Glass Technologies
Lotsa Bytes

LucasArts Entertainment Co.
Maxis

Maxis

Megatech Software
Microforum

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

Mission Control Software
Modern Microware
Moondog Multimedia
MPG-NET

Multimedia Specialists
National CD-ROM

Nawu Triad Institute
Novastar Game Company
Origin Systems, Inc.
Papyrus

Power Games International
Quadra Interactive

QQP, Division of ALG
QQP, Division of ALG

R & G Games

ReadySoft, Inc.

REM Software

S Software

Sanctuary Woods

Sideline Software

Sierra On-Line, Inc.

Sierra On-Line, Inc.
Sofdec, Inc.

Spectrum Electronics
StarPlay Productions, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Take 2 Interactive Software

The Avalon Hill Game Company

ThrustMaster, Inc,
ThunderSeat Technologies
Time Warner Interactive Group
Titan Games

TRIMARK Interactive

Vic Tokai, Inc.

Vic Tokal, Inc.

Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Yamaha Corporation of America

PHONE

(617) 441-6333 2-3
(617) 441-6333 67
(209) 358-1160 191
(800) STARWAR 61
(800) 33-MAXIS 149
(800) 33-MAXIS 111
(800) 258-MEGA 207
(800) 485-CDCD 197
(800) 879-PLAY 123
(800) 879-PLAY 45
(800) 879-PLAY 159
(800) 879-PLAY 175
(800) 879-PLAY 81
(800) 879-PLAY 167
(800) 879-PLAY 163
(800) 879-PLAY 165
(800) 879-PLAY 161
(800) 879-PLAY 151
(800) 889-7995 185
(BOD) 282-1766 90
(800) 7CD-ROM4 191
(800) GET-GAME 10-11
(800) 233-0010 199
(214) 241-0724 171
(800) 784-1420 154
(916) 624-7113 191
(B0D) 245-4525 Cover 4
(800) 836-1829 x650 23
(800) 671-6333 156
(619) 931-4755 128-129
(908) 788-2799 55
(908) 788-2799 8-9
(800) 525-GAME 168

(905) 475-4801 86
(800D) 457-1161 88
(800) 243-1515 154
(800) 943-3664 53
(800) 888-9273 168
(800) 757-7707 1

(800) 757-7707 97
(800) 631-5141 130
(800) 983-4321 155
(800) 203-2503 29
(800) 601-PLAY 91
(800) 601-PLAY 169
+ 143
(800) 999-3222 13
(508) 639-3200 138
(800) 8- THUNDER 146
(800) 482-3766 164
(800) 247-5447 140
(310) 314-3046 37
(310) 326-8880 63
(310) 326-8880 95
(800) 874-4607 119
(800) 874-4607 137
(800) 874-4607 125
(800) 874-4607 51
(800) 333-4442 98

Please see adverlisement for contact information.
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L # PRODUCT

113
368
53

186
30

70
157

14
33
293
99
200
360
184
363
17
298
a8
41
25
89

225
76
31
344

258

161
141
28
299
29

46
265

117
168

42

204

51
71
22

23
58

175
371
86
24

13
334
349

1830

100’s of Discount
CD-ROM Titles

ACE

Action Entertainment Center

Advanced Wave Table
By Sound Blaster

Aegis

Air Warrior

Air Warrior

Alone In The Dark 3

American Civil War

Apache

Atari 2600 Action Pack

BAO Line of Products

Bioforge CD

Board Games & RPG's

Brain Dead 13

Bureau 13

Buried in Time

CD-ROM Software

CIVNET

Colonization Gold

Coming Soon! |

Command & Conquer

Create Your Own Games/
Solution CD

Crystal Caliburn Pinball

Descent

Desert Jungle Strike

DoomWare Developers

Network CD QOccurence 1

Dungeon Master |1
Exploration

F16

Falcon MACH V

Flight Simulation

Flight Unlimited

Free Cyberstrike

Free Cyberstrike

Game Developers Wanted
Game Wizard

Games For Less
Games Master

Girlfriend

Go Digital

Grandmaster
Championship Chess

Great Naval Battles
Voal. 111

Harpoon [l

Heretic

Hodj 'n Pod|

ImagiNation Network
Iron Assault

Jewel of the Oracle

Kingdom

Kiik & Play
Knights of Xentar
Lost Eden

Machiavelli the Prince
Magic Carpet
Magic: The Gathering #2

COMPANY.
The Avalon Hill Game Co. 13
Moondog Multimedia 191
Advanced Gravis Cover 3
FormGen, Inc. 113
Crealive Labs 85
Time Warner Interactive Group 164
GEnie 49
GEnie 49A-B
I*Motion, Inc. 39
empire Interactive 202
Entertainment
Interaclive Magic 145
Activision 121
BAO 141
Origin Systems, Inc. Cover 4
Chips & Bits 200-201
ReadySoft, Inc. 86
Take 2 Interactive Software 143
Sanctuary Woods 53
National CD-ROM 171
MicroProse 45
MicroProse 123
TRIMARK Interactive 37
Virgin Interactive Entertainment 51
Microforum 197
StarPlay Productions, Inc. 29
Interplay Productions, Inc. M
Gremlin Interactive, Lid. 187
CyTech Codehouse 59
Interplay Productions, Inc. 4-5
Interactive Magic 173
ThrustMaster, Inc. 138

Falcon Northwest 15
Apple Computer 117
Looking Glass Technologies  2-3

GEnie 49
GEnie 49A-B
Interactive Magic 191
Enhanced Software 188
Design, Inc.
Titan Games 140
Keyboard & Terminal 198
Technology
AIVR Corporation 112
Compuler Express 183
Capstone Software 162
Strategic Simulations, Inc. 169
Capstone Software 153
id Software 109
Virgin Interactive 118
Entertainment
ImagiNation Network 176A-B
Virgin Interactive 137
Entertainment
Discis Knowledge 69
Research, Inc.
Interplay Productions, Inc. 57
Maxis 111
Megatech Software 207
Virgin Interactive 125
Entertainment
MicroProse 175
Electronic Arts 107
MicroProse 159

e
INFO, # PRODUCT COMPANY
15 Mail Order PC Games G & G Software, Inc. 181
54 Mail Order Products ‘Chips & Bils 72-79
56 Mail Order Products Computer Express 100-105
241 Mail Order Products Gamer's Gold 189
369 Mail Order Products Gemini Games 190
100 Mail Order Products Mission Control Software 185
94 Mall Order Products Multimedia Specialists 199
107 Mall Order Products Sideline Software 168
115 Mail Order Products Spectrum Electronics 155
291 Mail Order Software S Software 154
27 Marathon Apple Computer 115
379 Mortal Kombat Il Acclaim/LJN 133
59 Ms. Metaverse Computer Express 135
250 Multi-Player Games MPG-NET 10-11
Network
153 NASCAR Racing Papyrus 23
*  One Must Fall 2097 Epic MegaGames, Inc. 17
355 Perfect General Il QQP, Division of ALG 8-9
73 Pirates Gold Multimedia MicroProse 151
359 Power Speakers for the Yamaha Corp. of America 98
Power Hungry
18 Power The Game Power Games International 156
78 PowerHouse Impressions Software, Inc. 19
45 Pre-Owned Software Bare Bones Software 191
77 Quad Squad Diamond Multimedia 35
Systems, Inc.
*  Ravenloft: Stone Prophet  Strategic Simulations, Inc. 91
55 Relenlless Electronic Arts 93
32 Retribution Gremlin Interactive, Ltd. 131
43 Rise of the Triad: Dark War FormGen, Inc. Cover 2
310 Risky Sofdec, Inc. 130
365 Scan Converlers AlTech International 185
*  Set Our Sights Higher LucasArts Entertainment Co. 61
34 Shanghai: Great Moments Activision 99
44 Shareware CD’s FormGen, Inc. 27
376 Silverload Vic Tokai, Inc. 63
372 SimCity 2000 CD Maxis 149
271 Space Quest 6 Sierra On-Line, Inc. 97
*  Spaceball Avenger Chips & Bits 64A-D
Subscription Computer Gaming World 65
*  Super Karts GT Software 147
145 Superhero League Legend Entertainment 89
of Hoboken
233 Surge Protectar American Power Conversion 47
300 Terra Nova Looking Glass Technologies 67
370 The Best PD/Shareware Lotsa Bytes 191
12 The Complete Doom Modern Microware 90
Accessory Pack CD's
119 The Infinity Machine REM Software 88
60 The Last Bounty Hunter American Laser Games, Inc. 71
61 The PC Game Gun American Laser Games, Inc. 83
378 The Scroll Vic Tokai, Inc. 95
185 ThunderSeat ThunderSeat Technologies 146
Tigers on the Prowl HPS Simulations 177
253 Triad Wargame System Nawu Triad Institute 154
350 Tycoon Series MicroProse 167
350 Tycoon Series MicroProse 163
350 Tycoon Series MicroProse 165
350 Tycoon Series MicroProse 161
307 Used Game Software R & G Games 168
36 Video Games Chips & Bils 179
219 Wargames Novastar Game Company 191
150 What if JFK had lived? Quadra Interactive 128-129
364 Wireless Bandit AlTech International 195
122 Woodruff Sierra On-Line, Inc. 1
351 X-COM Terror from the Deep MicroProse 81
354 Zig Zag QQP, Division of ALG 55
207 Zorro Capstone Software 127
*  Please see adverlisement for contact information.
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Instaliment Plan

The 12 Step Program For The Game I nstall-Challenged

hy Mike Weksler

HEN I'l' COMES TO VIDEO
GAME CONSOLES, COMPUT-
ER GAMERS OFIEN ACT LIKE
an elite corps who openly
disdam the junior squad-
clies with their ram-n-play
machines. But inside 1
know that many of us are actually think-
ing, “Wouldn't that be the Kilrathi’s meow
if we could put a game in a machine and
instantly playz”

Unlike console games, computer games
must go through some form of installation
belore they will devour your free time. It's
as il onr computers are going: “Uh uh,
need a litde foreplay [irst, you big galoot.”

So we usually have some kind ol IN-
STALL command for transferring files, and

SHORT CIRCUITS

IBM has announced PC DOS 7. Ac-
cording to an IBM spokesperson, this
latest version of the operating system
will ship with the following: built-in
STACKER 4.0 data compression from Stac
Electronics; “no-worry” memory man-
agement with Central Point’s RAM-
Boost; the REXX programming
language; extensive on-line help; dock-
ing support; file synchronization; easier
PCMCIA setup and configuration; an
improved editor; protection from more
than 2,100 viruses; an improved setup
program with mouse support; and the
ability to dynamically load device drivers
on demand. Will there be a competing
MS-DOS 7.x? According to a Microsolt
spokesperson, “Microsolt is currently in-
volved in getting Windows ‘95 out the
door. Plans for future versions of MS-
DOS are based on customer demand.
Microsoft will continue to support its
MS-DOS users.”

another SETUP or CONFIG command to
conligure hardware. This installation pro-
cedure sometimes yields nothing but frus-
tration, because it encompasses all of the
dreaded computing snafus: memory prob-
lems, hardware configuration nightmares,
storage requirements, and everyone’s [a-
vorite, the sound card setup.

12 STEPS TO A FULLER,

HAPPIER INSTALLATION

Because installation can be so trouble-
some, I've created the Mike Weksler 12
Step Installation Program to bring out a
happier, healthier configuration from

your machine. ‘This is a simple checklist of

things you should know and things you
should do belore you delve into a dun-
geon or take ol for the skies. To put it
through a real-world test, I enrolled my-
self in the program to get WING COMMAN-
per 1T installed on my machine. Let’s see
how it works, step by step.

12) General: Know thy system as thyself,

Before you install any game, I recom-
mend you take a tip I got from the techni-
cal journal, Duh! “Irint out your system
information and keep it near your com-
puter.” In order to get my system informa-
tion, I use PC-911 [rom Cybermedia (310)
843-0800. This utility has a great info fea-
ture which detects most of the hardware in
a system. Use its handy print-out feature
to print a detailed list of your interrupts,
RAM addresses, 1/O addresses and DMAs
that are in use.

11) CPU: Know the minimum system
requirements for your game.

This is one you should ligure out in the
software store belore you blow the coin,
WinG Commanper T needs at least a 486-
5O0MHz computer to run acceptably, (1
tried it on a 486-38 with 8MB of RAM and
it ran like a chubby musk ox.)
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10) CD-ROM: Make sure your CD-
ROM drive is working.

The quick test is to place a CD-ROM into
the drive, type the drive letter with a colon
(example, Dz), and type “DIR.” Make sure
you don't have an audio CD in the drive;
I've forgotten to take mine out, leading me
to believe that the drive had gone haywire
when there was really nothing wrong.

9) Storage: Know how much hard
drive space is required and how much
you have available.

WING COMMANDER 111 needs at least 15-
20MB of [ree disk space. Note that, while
installing, some games require just a bit
more space than is listed on the box; they
copy compressed liles to the drive, uncom-
press them, then subsequently delete the
original compressed files. Also, while some
installation routines will tell you how much
space you have, others won't. Some will
even by Lo install a game il you don’t have
enough space (the creators of such install
routines should have their RAM chips
pulled out with needle-nose pliers.)

8) Storage: Make sure your hard drive
is unfragmented.

Your free hard drive space should be
contiguous, i.e. in one complete block,
rather than several small chunks, Use Mi-
crosoft's Derrac utility that comes with
MS-DOS 6.x, or Norton's Speed Disk to
“optimize” your hard drive. Games, espe-
cially CD-ROM games that copy large files
to your hard drive, will run better if the
files aren’t broken up and scartered
around the drive.

7) Memory: Know how much RAM a
game requires.

To run WinG Commanner TT1, you will
need at least SMB of RAM installed in
your computer. Of course, having more
than required is always better. With 16MB
ol RAM, [or example, the delays between
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UNDER THE HOOD

the movie portions and the game por-
tions of WCIII are greatly reduced. Other
games show similar performance increas-
es with more RAM.

6) Memory: Know the type of memory
required: Expanded (EMS) or Extended
(XMS).

WinG CoMMaNDER [T is unique in that
it can handle either type of memory. In
other cases, you have to ascertain which is
required and change your memory con-
figuration accordingly. A memory manag-
er like QEMM or 386MAX is often
helpful.

5) Memory: Know how much Expand-
ed or Extended memory is required.

WinG CoMMANDER T needs at least
7MB. For this installation, I modilied Mi-
crosoft's EMM386.EXE to conligure the
expanded memory on my machine to

THE PARTS DEPTY.

provide 8MB of RAM as per the WING
Commanner I install guide.

In most cases a memory management
program can be helpful. Tt won’t with
WCIIT because, while memory managers
can oplimize conventional memory, they
don’t optimize your expanded memory.
With QEMM, 1 had boat-loads ol conven-
tional memory (much more than I need-
ed), but 1 came up 5K short of the
necessary 7MB ol expanded memory (5
stinking K!).

4) Memory: Know how much conven-
tional memory is required.

WinG Commanper T is unique in that
it only requires 360K (368,640 bytes) of
conventional memory, so the convention-
al memory was not a concern. In most
other games, it is the major concern.

3) Sound: Know your used and free

The Turtle Beach Monterey
Plays CD-Quality Digital Audio

hy Loyd Case

HAT HAPPENS WHEN YOU MIX
A LITTLE R10 WITH SOME
TaurT1? YOU GET A MON-
terey, ol course. Turtle
Beach, those purveyors of
sound cards with exotic names (LFAHITI,
R10, TrROPEZ and MONTE CARLO, Lo hame
a few), have long held the high ground in
the battle of the sound cards. And their
new Monterey hasn't given up any ol it.
.nmbmm&, Turtle Beach's legendary
prowess in high-end digital audio with a
solid, if unassuming, general MIDI
daughter card, the MONTEREY is really a
hard bundle of two existing Turtle Beach
products. The first is ‘Tanrr, a high-per-
formance sound card that is tuned for
Windows multimedia and is also Wave
Brasrer (MPU-401) compatible. The sec-
ond is the Rio general MIDI daughter
card that snaps onto the Tanr’s Wave
BrastER connector. Turtle Beach com-
bines the two cards and boxes them with
appropriate software to produce the
MONTEREY.

Why is high-performance digital audio
important? In the past, it wasn’t, Until re-
cently, most games had 8-bit, I'1-kilo-
hertz mono sound, and all gamers
needed was a low-end 8-bit card 1o hear

it. But now,

a few games are starting to show up
with 22-kilohertz, 16-bit stereo, and very
soon 44.1-kilohertz (e.g., CD audio quali-
ty), 16-bit stereo will be common.

At present, the MONTEREY is not sup-
ported by many DOS-based games, but
that will change because some key develop-
ers have IJL;.,UII lo support it. In addition,
given Turtle Beach'’s long-standing sup-
port for Windows, the MoxtErey will be a
natural in the era of Windows '95. With
that in mind, I decided to put the card
through its paces to see what it could do.

Lven though there aren’t any games
written for the MONTEREY yet, T was able
to test it by playing MIDI files and record-
ed digital audio. First I tested the card’s
MIDI capability. Because the MONTEREY
uses the Rio daughter card, | compared
its sound to Turtle Beach's TroPEZ and
the Aztech WaveRIDER 32, because they all
use 1CS Wavelront MIDI samples. Howev-
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IRQs, I/O addresses and DMAs for digi-
tal audio, and IRQs and I/O addresses
for your MIDI device.

WinG Commanner 11T has areal sound
support, so it had no problem with my En-
sonig Soundscape. However, sound cards
are usually the number one difficulty when
installing a game. If you're having prob-
lems getting a game to run, disable the
sound and music, and try running the
game again. If the game runs, then you've
got a sound pmblun Most sound prob-
]L:m are related 1o the digital audio, so
start your trouble-shooting there. “I1y to
configure the music portion of the audio,
with the digital sound turned off. If the
game runs, then you've either got a buggy
digital audio driver or you have a IlmL)
sound card that's not supported by the
game. Once you narrow it down to the dig-
ital audio, you can call the company to see
what the problem is, IF'it's a buggy driver,
then you may be able 1o get a patch; il its a
lack of support for your sound card, per-
haps it’s time to go shopping.

2) Video: Know the graphic card re-
quirements for the game.

I your game supports SVGA graphics,
then you may have to load a VESA driver,
"T'his 1s becoming less of an issue since many
new video cards support VESA through
their hardware and don’t require a driver,

WING CoMMANDER [T detected my Dia-
mond StEarTH 64's built-in VESA com-
patibility. In other cases, you may have to
actually load the VESA driver manually.
See the documentation for your Super
VGA video card [or details.

1) Video: Make sure the proper play-
back CODEC (video playback software)
is installed.

This wasn't applicable in this case be-
cause WING CoMyanpeR 1T runs under
DOS and the video playback soliware is
built into the program itsell. However, if
you were installing a Windows game, you
might need a CODEC (like Quickrivg
For WINDOWS) installed. Many games will
detect whether or not a CODEC is run-
ning; il not, the program will usually ask
il 'you want the program installed.

I hope this list comes in handy when
the installation blues have got you down.

Just remember, take it one step at a time,

and you'll soon be taking out your frustra-
tions on the Bad Guys.

Mike Weksler, Computer Gaming Waorld's
Technical Editor, can be reached through
e-mail al: mweksler.notes@mail.zd.ziff.com,
or through USnail addressed to: Under the
Hood, ¢/o Computer Gaming World. €
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UNDER THE

er, the samples on the Rio are uncom-
pressed and take up 4 MB of ROM rather
than the 2 MB of space that the TROPEZ
and WAVERIDER use. We compared the
sound of the MONTEREY 1o tapes of the
Trorez and Waveriner that were record-
ed during a sound card review hack in De-
cember. The MoNTEREY definitely sounds
more full-bodied, although the actual
quality of the samples is pretty much the
same, It's very good general MIDI, but
still not quite up to the current standard,
the Roland Sounn CANvAS.

Digital audio, on the other hand, is
where this card really shines. Other than
an annoying pop that came [rom the
speakers when T first booted Windows,
the digital audio sounds clean: no hisses,
pops, or artifacts of any kind. To put the
card through its paces, I dug up the first
of Bruce Springsteen’s 3 CD live collec-
tion. Thunder Road is a live acoustic piano
set accompanied by Springsteen’s hoarse
voice. I used Turtle Beach’s own QUAD
four-track digital recording soltware to
record directly [rom the CD to a local
hard disk, in stereo, at 44.1 Kz (It's a
good thing I have a big hard drive, be-
cause the five minutes of uncompressed

audio took up 59 megabytes of disk
space.) I then played it back and com-
pared it to the actual CD. The result was
nothing short of amazing. The two cuts—
the CD and the andio streaming off’ the
hard disk—sounded virtually identical.
Now, this is a pretty informal test, but
others who have tested the MONTEREY
more rigorously, including Ziff-Davis™ PC
Labs, agree that the MONTEREY is the best
sounding digital audio card out there for
the money today.

However, belore you can experience its
richness, you might hear some unpleasant
things muttered by yourself while in-
stalling it. The reason is that Turtle Beach
has departed from the standard sound
-ard approach of using DMAs (Direct
Memory Access) to transfer information
without interrupting the CPU (i.e., without
using IRQs). The company believes that
DMA, as implemented on the IBM PC ar-
chitecture, isn't suited to high-perfor-
mance digital audio. Instead, the
MonterEY has a Motorola 56000-series
digital signal processor to handle the digi-
tal audio chores.

As a result, the Monterey uses a 32KB
high memory bulfer to avoid using

DMASs, which means there will be 32K less
available for your games. To free up this
32KB chunk of memory requires some
intricate CONFIG.SYS hacking, and pos-
sibly (depending on your motherboard)
tweaking the shadow RAM address set-
tings of your BIOS.

The MONTEREY also uses a hardware
switch to set the 1/O address, which
means that the setup cannot be done en-
tirely in software. So, the card sounds
great, but don’t expect to have a trouble-
free installation,

The latest sound library from Human
Machine Interfaces, Inc. (HMI), used by
such companies as Origin, Papyrus, and
Spectrum HoloByte, should soon support
the MONTEREY. Once that happens, the
MONTEREY will be one of the best sound
card setups in gaming, with one possible
tweak. Il you take the Rio module off of
the Tanrr and replace it with a Roland
daughter card, then you'd have the best of
both worlds: clean, crisp digital audio from
Turtle Beach, with Roland’s MIDI music
samples—the best in the business.

Turtle Beach Monterey. Price: $399.00.
For move information, contact Turlle Beach
Systems at (800) 645-5640. &
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MM UPGRADE KITS

Game Blaster CD 16..
Edutainment CD 16 .

Digial Schoothouse ..........

Creatve Omni CD int

Creatve Omni CD 3X .........
Discovery CD 16...ccnniciocns

Media Vision Rena
MV Family kit ...
MV Super kit ..

MV Premium Kil .

MV Pro k

Allee Lansing ASC1001
Altec Lansing ACS3001
Creative SBS-38 ...
Labtoe €S-150

Latiee

Lablac

Lablec

MEZRT. - |

Angis Gu nrﬂ.an FI1 $19

" SPEAKERS

MULTIMEDIA HARDWARE

e $E 39
. 5289
.. 5159 Sound

Yamaha YST-M10H ...

Yamaha YST-MSWIDH sw
Yamaha YST-§51010 Syst....
CD-ROM DRIVES

Anech CDA268-031 int
Chingn CDS 535 internal
Chinon CDS 535 mt. wikit
Chinon Quad spa

Creative Omni CD 3X
Creative Omni CD 4X
Mitsumi Cuad Speed int
NEC Multispin 2Xp pon
NEC 4Xi int. Quad spd

NEC 4% int. Quad wikl .........
NEX 4Xe ext. Quad spd. ..

NEC dXe ext. wiki
Plaxior New Cuad

$69

5139

$200

119
$205
82319
Call
§349

Pidor New Quad wikd ..., §

Plextor QUAD Speed

Plexior QUAD wi1bil kit ...

CHADS Coal M. e 317 F15 Strike Eagle I
$18 Family Edue. Coll.....

CD Deluxe 4 P»{

516 Jones in Fast Lane
$19 Just Grandma & Me .. 518

* Quadruple Speed High Performance Operation

* 230 ms Access Time

* 286K Byte Built in Buffer Memary

" Long Lile Brushless Molor

* Double Shell Dust-Sealed for Increased Rellability

TEAC SuperQuad ...

Toshiba 35016 QUAD spd

Sony CDU-558 int. .

SOUND CARDS

Aztech Wavender 32
Gravis  Ultrasound ...
Gravis Ultrasound MAX
Ensonly Soundscape
Loglech Soundman
Logiech Soundman ¥
MY Pm 3D Korg

MV Premium 3-D SCSI2 .
MV Premium 3D MultCD

Roland RAP-10 ...
Rolamd  SCD-10

Rolond  SCOD-15

Sound Blaster Value ...,
Sound Blaster Pro Valup
Soumd Blaster 16 Value
Sound Blastor 16 Mulich

818

§89
. 8129

Mad Dog
Mad Dog McCree ...

$189

Blstr 16 Ml
Blaster SCSI-2
Blaster  SCSI
Sound Blaster AWE-32 ...
Sound Blstr AWE-32 Value
ASP upgrade chip ..
Wave Blaster 20 §145
VIDEO CAPTURENQUTPUT
ADS Game Zapper.. 374
Video Spigot for Win
Pro Movie Spectrum
Si Desgns RealMagic
RealMage Lite ...

Sound
Sound

£108
- 5357
5265

FREE
CATALOG!

. ..818 Retum to Zork . .
$19 Star Trek 25 Anniv ...

CREATIVE

CREATIVE LABS,

Game Blaster CD 16

The Game Blaster 16
multimedia upgrade kit feaures:
* Sound Blaster 16
* Double Speed CD-ROM Drive
* Pair of Speakers
* High Performance Joystick
Incredable Softwarel including;
* Rebal Assult  * Return to Zork
* Iron Helix * Civilization
. Slm City 2000 * Railroad Tycoon
* The
Sllﬂni Service * FH7A Stealth Fighter
* New Grolier's Encyclopedia
AND MANY MORE!

$365

INE.

APEX

Plextor's new quad
speed brings stunning
performance to s
multimedial
* B0DKBIsec Transfer Rale
* 150ms Seek Time
* 220ms Access Time
t Magahm Buﬂwl
a Zyear Manuf;

$389

Animals, San Diego

912 Complon's Ency 95 8§28

Grofier's Enc. 1995 - §28 Julland

Mayn Cliniz Fam Hith $18

Stellar 7

Arhurs Teach, Trbl, ...

$17 Complon's New

Cy. $17 Gunship 2000..

w 17 Kings Quest VI...

.88

MEGarace ...

518 Theme Park .......

MS Encara 159
Oceans Below ...
Rebel Assaull

.. 549 Unimate Domain ...
$18
§29

$19 Hell Cab
319 Iron Hebx ...
5 Indy Jns Fate Atlant

Auduon's  Birds .......
Audubon's
Beneath a Steel Sk

.§21 Links Clactr, Series 519
.518 Living Books & Pk 845
.$18 Lunicus S——

CD-ROM TITLES

§16 Day of Tentacle N Ec %
Mammals $16 Dracula Unleashed .. . @
390 Oimal ’ MultiSpin 4Xi
The 4Xi Quad Speed Orive Features:
* G00KB/sec Transfer Rale

101 Only the best ... S17
1942 Pacific Alr WarS46
5ft 10 Pack Vol 1 ... §27
SR 10 Pack Vol. 2...529
Sth Fieet §38
Tth Guest........ 843
Tih Guest 2:11th Hour$48
Absolute  Zero.......$38
Aces of the Deep .. 544
Aces of the Pacific . 838
Aces over Europe .. $38
| Aegis: Grd of Fleet $46
Air Havoe Controfler $39
Al-Qadim... K
Alone in rhe Da:u 2
Amored  Frs
Babylon 5.
Battla Isle 2200.....
Beneath a Steal Sky
Betrayal a1 Krondor
Bioforge .
Blackthome $33
Blake Stone: Pt Stk 526
Bloodnel ... . $38

5§39
523
5485

z.
CyberRace

Cyclemania

Cyclones ...

Dark Forces.

Dark Legion

Dark Seed |

Darksun .

Day of the Tentacle .
Deathgate .

Deita V..

Doom Il ...

Dragons  Lair 533
Dragons Lair MPEG 839
Dragons Lair I .
Dragon Lore
Dragensphere .

Dream Web ..

Dungeon Hack.

Great Naval Batlles 11539
Groier's 95 $79
Harpoon |1 (211
Hamar Asslt SVGA . 518
Harvester.., -1
Holl Cab 544
Hell: Cyberpunk Thill 845
Heroes of M & M. $4)
Hobbes 0872 516
Home & Bus. Plat. ... $12
Home MD Advsr Pro$30
Harde, The . 521
Humans, The 823
Inca 2 .. e 934
Indy J. Fate Atlant.., 537
Incredible Machine 1l $37
Incstl Toon Machine $32
Iron Helix ... 354

& Jagged Alliance 4b

§ Jump Raven

Evasive
F15 Strike Eagle 3
Falcon Gold..

Business CD, The . 517 F

C Users Grp Lbry ... 519
Casties 0. 346
Central Inteligence ,$39
CICA  Windows $15
Cingmania "95 .......... 351
Colonization ...
Comanche  wilis. ...
Cmpn of Xanth..,
Complon's 'G5
Comidor 7 ...

| Cowboy  Casin
Creature  Shock ...
Crime  Patraf
Crime Patrol 2.,

FJ"h Traffic....

Fleal Defander ch 54;:
Flight Sim Toolkil ... 549
Forress of Dr. Rad. $33
Fronl Page Baseball 545
Front Page FB 95 545
Frontier Elte Il ... 834
Full Throtilg ..

Gabriel Knight b
Game Master, Th!‘
Games Platinum .......
Games Shrwr wi Bk $22
Gettysburg §39
Goblins Quest 1l 319
Grandes! Fleet ... 533
Great Naval Batiles 1549

519

842
538
Juttand LSad
King's Quost Comp. 853
King's Quast VI 339
King's Qst Vi Upgd.522
Kings Quest Vil S48
Knights of Xentar..336
Lands of Lore ~539
Laura Bow 2 523
Leg of Kyrandia Bk 1 5§30
Leg of Kyrandia Bk 11539
Leg of Kyrandia Bk 1§39
Leisure Sult Lamy 6 .. 538
Lsra Suit Lary Anth . S45
Links Pro 486 ... 545
Linux e SIT
Live Action Football $32
Lode  Star §39
Lode Runner ... 838
Lords of Midnight 543
Lost Treas Infocam . §31

Joumeyman Proj

Lost Treas Infocom Il $25
Mad Dog It LR K]
Mad Dog McCres

Mae  Schibs:

Hum By ...

Mgc  Schibus

SOlAr SYS e
Magic: The Gnrhmmgs’ﬁ
Masler ol Mag

Master of Qnan

Mech  Commander  $43
Mech Warrior Il ... 845
Megarace ... $32
Menzoberranzan . S47
Milich Earth Siege .. 845
Microcosm ..., 544
Msghty Mrph P. Rngr$23
Millenium Auction . $45
Myst MPC ... 545
Nascar Raging ... 545
How Kid on the Blek $35
NHL Hockey 85 $a8
Noctropolis .... . 545
QOpr  Badyeount 533
082 Professional .. 818
Qutpost 938
Pacdic Strike - 547
Pagemaster g4
Panzor General .........539
PC Sq's Wid of MM518
PGA Tour Golf 545
Phantasmagenia ... 348
Phoenix Fightar .. 545
Photo Gallery ... 814
Pier Shrwr #5

Police Quest 4 .........
PrivinStirke  Comm  §42
Programer  CD.The ... 317
Psycholron

Raiden

Ravenlofl ...,

534
546

$42
w543
§42

Rebel Assault
Ralentless .
Retum 1o Zork ...
Rise of the Trad .. $38
Sabre Team ...c...... 5§34
Sam & Max Hit Road$29
Seawalf §43
Shadowcaster ... §42
Shadows of Caun..$39
Sim Town .. .$33
SimCity Enhanced .. S45
111111 PRSI | -1
Skyrealms of Jorune $40
Soority  House.. . §34
Space Ace .. w937
Space Ace MPEG 539
Space Pirates sar
Spear of Destny ... 538
Star Crusader....... 340
Star Trek 251 Anniv 536
Star Trek Deep Spc 9841
Star Trek Next Gen .. 549
Siar Trek NG

Tech. Man

Star Trek:

Str Fit Acad_........
Star Trek:

Jdgmn! Rie. 533
Slonekeep ... 543
Streat Atlas USA 20865
Stronghold ... 335
Shwaar 2050 ... 538
Superhero: Lge §32
Syndicate Plus. 339
System  Shock . s47
Tost Pilot $42
Telrs  Gold .. 832
T-F R it 329
Theme Park $39
Tony LaRuss BB 2. 845
Top 50 Gms: DOS .. $24

839

544

Top 50 Gms: WIN.....

Distortion
Tycoon

Tatal
Transpon

U5, Navy Fighters

Utilitins - Piatinum
Wma 11

Uitima Under 1 & 2
Uitima Vill Pagan
Ultimate  Football

24
51

544

$45

529
5§32
838

Under a Killing Moon $51

Unnee Rough 95

.832

Video Gma Solin 20822

Vidual Vegas .

Yortex
War Craft

Who Shot J. Rock ...

Wild Blue Yonder,
WIN Platinum

519

539
539
318

fing || Wing Il Dix _§
Comm. ArmadaS46
Commander Il $48
s Glry 1917-1918846

Pack ...
Cireuil
id Cup
Yorkd of Xeen ...
orld War Il
Worldview

Wrath of the Gods.
338

X-COM

. 928

§34

193004536
538

$29
§27
$36

XWing  Collioctars . §44

Zophyr e
Ziien  Sounds
Zarro

We only sell

CD-Romll

543
$16
535

Hundreds of titles
available in-stock!

HOURS:

9-6 C5T M-F

Nosurcharge on credit cards. CODS accepled with $5 charge. Software shipping $5'order, Canada S8/order, Hardware shipping

15 5%. Canada 6%

Personal and company checks
defective. Returns subject 1o 15% reslocking fea. P

ow 14 days. Relums must have RMAZ, call Software sak
g and avarablily subject o change. Howrs 9-6 Central Standard Time.
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= ONLY $48

* 220ms Access Time
* 256KB Continuous Flow Cache
" Backlit LCD Display
" Double Dust Daor
* Automatic Lens Cleaning
*Complete Audio Conlrols!

TOSHIBA

New Quad Speed Drive with fealures:

* 600 KB/sec Transfer Rate
* 153 ms Access Time
* 256 KB Buffer
* 125 ms Seek Time

* Pholo €D Multisessions Compliant

$289

* Starring Mark Hamill & nlcolcdowoll
* Fly in a TRUE 3-D environment
* Graphics belter than ones Tound in

WING COMMANDER ARMADA!

* Tied for the “largest game cver praduced”

;J_J-.J\MJL,Z_‘_

=
=
—_—

B e e




CHIPS & BITS .. soarbcames &rres

‘BLOOD BOWL' This is no ordinary boxed set!

Includes 24 Citadel Miniatures, Blood Bowl playing
field, handbook, team rosters, game dice and spe-
oial blocking dice and morel 545

‘PLANES OF
CHAOS' Take the
plunge into the
depths of the
Abyss, the ran-
domness of Lim-
bo and the battle-
lields of Ysgard.
Inside you'll find
The Book of
Chaos, The Tra-
velogue, Chaos
Adveniures, Mon-
strous Supple-
ment and five
detailed maps of
lhe realms of
Chaos. 8256

FANTASY RPG FANTASY RPG

AD&D ARS MAGICA

'GURPS BASIC
SET' the Generic
Universal Raole-
playing System,
is the most flexi-
ble roleplaying
system ever cre-
ated. With just
this Basic Set,
you can adven-
ture in any world
you can imagine.
Rules are includ-
ed for all types
of weapons, for
wizards & magic,
with more than
100 spells. S16

‘HISTORY OF THE WORLD' lraces the progress
of mankind from the dawn of civilizalion o lhe
threshold of the modern era. Each player com-
mands 7 empires, vies with armies and fleels, and
builds monumenls.

FANTASY RPG HORROR RPG SCI-FI RPG

AD&D 2nd Edition Rules

Medieval Bostiary s1a
Dungeon Mastars Gde 8§15 Medioval Handbook 316
Maonstor Manual $19 Twallth Night $10
Players Handbook $16 Wizard's Grimaire $15
ADE&D Audio Adv BLOODSHADOWS

Karmeiks:Kingdm Adv $22 Bloodshadows $25
Night of the Vampire  $13 Galitia Citybook §15
Red Steel Camp Exp  §22 Mean Streat 513
The Unnaturals 513
AD&D Dark Sun Source Bk World of Bloodshdows $16
City by the Silt Sea  §19 CASTLE FALKNSTEIN

Citystate of Tyr 10

Dragon Kings Hardbnd 816 Caslle Falkenslein

Elves ol Althas 310 Hardbound $25
Ivary Triang! Cmp Exp $16 Comme Il Faut $12

Wil & Wy: Psion. $12

GURPS
AD&D Planescape Adv

Bestiary S14
Deva Spark $9 Bunnies & Burrows S14
Eternal Boundary 59 China 14
In the Abyss 39 Clilthangers B3R
Well of Worlds 13 Deathwish s7
Espionage S14
AD&D Planescape Fanlasy 2nd Ed. 515
GURFS Rulebk $16
Campaign Setting 525 Hig-Tech 2nd Ed. 514
Planes of Chaos Boxd $25 Magic ltems 2 S14
Martial Arts Adventure $14
AD&D Sourcebonks Martial Arts $13
Operation Endgame 814
Cily of Lankhmar 315 Timeline S14
Gd to Dragonince Wrld $15 Ultra-Tech 2nd Ed 514
Playars Guide to The Vehicles $16

Forgotten Realms 53

GURPS Fantasy
ARS MAGICA

Camalot s14
Ars Magica 3rd Edition $19 Conan S14
Black Dealh N Fanlasy Adventures  §14

AR R s

GURPS Fanlasy
Fantasy GM Pack 58
Grimoire (Reprint) 514
Magic 2nd Ed. 14

GURPS Times
Aztecs 514
Imperial Rome 14
Robin Hood 514
Scarlet Pimpemel M
Vikings S$14

INDIANA JONES
Indiana Jones 525

Indiana Jones, Wrid of 516
Raiders of the Lost Ark $19
Vrtual Adept Tradin Bk $10

HORROR RPG

CALL OF CTHULHU

Adventures in Arkham $14
Blood Brothers $15
Cairo Guidebook $10
Investigator's Camp  $10
Keeper's Compendium $11
Keeper Screen: 5th Ed. $12
London Guidebook s10
Miskatonic Universily 510
Strange Eons N1

Call of Cthulhu Adv

Cthulhu Casebk '20's  $18
Curse of Clhulhu'20's  §15
Droamlands (1920°s)  $13
Falal Experimenls '20's$14
Retrn to Dunwich '20's $14
Tls of Miskatonic Viy  $14
Thing at Threshold $13

S27

CHILL
Accessory Pack 12
Apparitions s$12

Chill {Soft Cover) 816
Chilled to the Bone 89

Companion 315
Horrors of N Amenca 512
Lycanthropes s12
The Beast Within $16
Things 514
Undead & Buried $9
Vampires 12
Vil of Flesh 59

Voodoo Sourcebook  $12
GURPS HORROR

Creatures of the Night $14
CthulhuPunk S16
Mage:The Ascension  §16
Vampire Companion  $16
Vampire: Masquerade $16
Werawoll: Apocalypse $16
GURPS Horror S14

VAMPIRE

Storyteller's Handbook $15
Storyteller's Screen $10
Vampire (2nd Ed) 518
Vampire Players Guide

(Hardback 2nd Ed) S8

Vampire Adventures
Blood Nativity §5
Drty Secrot of Blk Hnd §13
Elysium: Elder War ~ $13
Hunters Hunted $10
Undr a Blood Rd Moon $10

WEREWOLF

GM Screen 510

‘TALISMAN:
CITY OF ADVEN-
TURE' New per-
ils await the
brave advenltur-
ars laking part in
the quest to
defeat the
Dragon King.
Amongst the
crowded mar-
kets and shops
of the City of the
Emperor can be found almost anything an adven-
turer might desire, from a sturdy warhorse 1o a
magic sword. Meanwhile, far away from the hurly
burly of the city lies the forest realm of the Wralth
Lord. Contains 2 new board sections. 529

‘GURPS MAGIC'
presents a calor-
ful, delaled magic
system thal is
designed for easy
madification, for
the GM who
wants lo creale
his own back-
ground or sel his
own fantasy ad-
ventures. Comp-
letely compalible
with magic rules
in the GURPS
Basic Set. More
than 300 new
spells! s14

WEREWOLF STAR WARS

GM Screen s10
Werewoll (2nd Ed) s19

Werewoll Adv
Aite of Passage $10

Valkenburg Foundatn $10
Ways of the Woll S10

WRAITH
Characler's Kit 510
Storyteller's Screen  $10
Wraith &19

Wraith  Adv
Haunts 313

Midnight Express 513

Wralth Sourcebk

Face of Death Si1
Necropalis Atlanta 818
Playor's Guide s10
The: Reich Stull s12
GURPS SCI-FI
Aliens 514
Atomic Horror 314

Callahan's Xtime Saln 514
Cyberpunk Adventures 514
Cyberpunk 514
Cyberworld (Reprint)  $14
Lensmen $14
Robots S14
Time Travel (Reprint) 514
Time Travel Adventure §14
War Against the Chtorr $14

Star Wars (2nd Ed.) 819
Star Wars Sourcebook $18

Star Wars Adventures
Ballle for Gelden Sun $10

Crisis on Cloud City ~ $10
Dealh in the Undercity $10

Domain of Evil $10
Gm Chambr of Questal $10
Isis Coordinales 510
Jedi's Honor s12
Mission to Lianna s10
Riders of the Maelstrm $10
Scavenger Hunt 310
Scoundrel's Luck $12
Strike Force:Shintipole 510
Supemava $13

Twin Stars of Kira $13
Star Wars Sourcebooks
Dark Empires s19

Dark Force Rising 315
Heir to the Empires 515

Imperial 318
Last Command 518
Miniatures Companion 513
Miniatures Rules $15

Maovie Trilogy Sourcbk $19
Rebel Alliance Srcbk 18

Star Wars Supplements

Dealstar Companion  $13
Planels of the Galaxy $13

TRAVELLER: TNE

Battle Ride $25
Brilliant Lances $25
Deluxe Travellar: TNE $34
Striker 2 (Boxed) 825



Call 800-699-4263
Int’l 802-767-3033
PO Box 234

Fax 802-767-3382
Source 10249
Dept 10249 Rochester, VT 05767

'BATTLETECH'
A Dark age has

befarlen

kind. The Uniled

Star League once

{R:'! CRLL Of N lc'rH JLHU' is &
CTHULAY

rolepl; ymg game
in \\rhu::h ordinary
people are con-

‘WARHAMMER 40,000 It's more than just the
game in the box, it's an entire hobby sup-
« ported with a huge range of supplements,
boxed sets and blister packs of miniatures.
Includes hundreds of different models. §47

‘MENZOBER-
RANZAN' the
famed city of
lhe drow of the
Underdark, is'a
place of great
nobility & great
treachery. Sel
includes 3 books
detailing the
ways of the city,
4 poster size
maps, map of
House Baenre
compound, a
House Do'Urden
retrospeclive and
much more, $22

Yores Ralepiaying b the Workds o B2 Leviaeh

fronted by the ler-
nitying fhmng; and
forces: of the
Cthulbu Mythos.
Plavers portray
{:rdura of
unknown
peakable,
Except for dice,
everything need-
ed [far play in
included in this
book.l $16

‘WE THE PEOPLE' American Minutemmen have
jus! lired the shot heard ‘round the wolld. Join In
the war for independence with this exciting histori-

Continental Army.

cal game that lets you lead the fonrs of the

529

reigned, five suc-
cessor stales
now battle for
control. The
Succession Wars
are fought over
water. ancient
machines, and
spare parts facto-
ries, Con!mf of
these elements
will lead to final
victory . 519

'‘HORROR ON
THE ORIENT
EXPRESS' con-
tains a massive
adventure for the
Call of Cthulhu
roleplaying game.
Beginning in
1820s London,
the investigators
journey to Paris
and thence 1o the

outs, maps. lug-
gage stickers, and
mare. S29

BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES

ANCIENT

4 Blles of Ancient Wrld $21
Alexander at Tyre 518
Alexander's Generals $33
Ancient Empires S29
Anct Emp Sp/Alexandr $10
Anct Emp Sp/Caesar  $10
Anct Emp Sp/ Sucessr 510

Anc Emp Sp/Trojan Wr $10
Ancients $25
Barbarians 533

Batlles of Alexander  $33
Caesar: The Civil War  $38
Hannibal 535
Imperator s21
Imperium Romanum || $29
Peloponnesian War 529
SPOR Mod./Africanus $13
SPQA Mod./Consl Rm $13
SPQRA Md./Pyrric Vietry $13
SPQR Grt B Romn  $33
Siege of Jerusalem 527
VI Against Rome $27

AMERICAN REVOL.

1776 §a22
Give Me Liberty s25
Rebols & Red Coats 1 525
Rebols & Red Coats 2 525
War of 1812 $22

CIVIL WAR

1862: Civil Wr Qud Gm 823
1863:Americn Civil Wr 28
A House Divided 520
Across Five Aprils $23
Bobby Lee: Civil War  $37
Brother Against Brothr $33
Campaigns of Civil Wr $21
Civil War Classics $23
Embrac the Angry Wnd $24
Guns of Cedar Creek  $32

CIVIL WAR

Guns of Cadar Creck  $32
Hallowed Ground F42
Here Come the Rebels $23
Lee Takes Command $22
Mississipl Forress %22
Roads to Getlysburg  $24
Stonewall Jackson Wy $27
Thunder at Crossroads $27

ECONOMIC
Global Survival $34
Stock Market $19
Stocks & Bonds $19

FANTASY
Advanced Herogquesl  $42
Battle Masters 542
Dragon Lords 529
Dragon Strike $33
Hero Quest 529

HQ Pk 1/Kellar's Keep $10
HQ Pk 2/Rtrn Witch Lrd$10

Iron Dragon $25
Sindbad §33
Talisman S44
Titan 823
Kanth s21

LEISURE/FAMILY

Acquire $19
Assasgsin §15
By Hook or Crook §19
Candidate 19
Class Struggle 219
Dinosaurs of Lost Wrld $15
Gangsters 523
Greed Box 57
Moonstar s12
Powra Lunch $13

Quest for Ideal Mate  $15

LEISURE/FAMILY

Shark $25
Spicos of the World ~ §18
T.V. Wars $12
Tycoon §15
Tyranno Ex §23
Waord Power 815
MEDIEVAL
Age of Chivalry 1012 ea$27
Black Prince 525
Henry V 528
Ironsides 526
The Crusades |l 528
MODERN

2nd-7th Fleet ea $23-527
Attack Sub (Card Bsd) $19

Back to Iraq $18
Central America $23
Flashpoint: Golan 529
Flight Leader $21
Gulf Strike 529
Harpoon $25

Harpoon,Naval Review 514
IDF (lsraeli Defnce Fre)$29
Modern MNav Bl 2or3ea $19

Nala 815
Tac Air 518
Team Yankee 520
NAPOLEONIC
Austerlitz $30
Empires in Arms $27

La Balaille d'aurstaedi $30
LB de Mont St.Jean Dx 862
La Bataille de Wavre 325
Mapoleon at Austerlitz 520
Mapoleon on Danube 519
Napoleon's Ballles $23
Mapoleon Leipzig Cpgn$25

NAPOLEONIC

Napoln/Watrloo Cpgn  S20
War & Peace 523
War to the Death 21
Woodn Shps & Iron Mn$19

RAIL ROAD

1830:Rirds & Rbr Bamn §20
1870 £38
Australian Rails 21
British Rails 321
Empire Builder 25
Eurorails 525
Express (Card Gama) $11
Mippon Rails §21
Morth American Rails 521
Rall Baron 519

SCIENCE FICTION

Alpha Omega 319
BaltleTech Blueprinls  §10
BleTech Compendium 13
BlleTch Map St 2-4 ea $13
BaltTch 4th War Scen 1 38
BiiTeh Sen Bick Thorms $10
BanTeh Sen Luthlen  $12
BaltTch Scn Tukayyid $12
BiiTch Sen Jade Falen $13
Baltletech/ Batllespace $19
Batlle Tech City Tech 8§19
Blood Berats s28
Blood Bowl/ Death Zne $29
Federatn & Empire Dix 538

Man O War S42
Merchant of Venice 525
Spaca Marine 8§49

Slr Fleet Bils Adv Msn 828
Star Fleel Ballles s25
StrFit Btls Cotn's Ed 538
SFB Cptn Log B-15ea  $9
Wrhamr 40K/Drk Minm 528
Warhammer Fantasy $48

Circle Reader Service #200

SPORTS
Bowl Bound 315
Pay Dirt $19
Regatia $19
Speed Circuit $19

Statis Pro Basketball $24
Statis Pro Tms Bsball $19
World Cup FB (Scr)  §38
Wrasslin' (Card Based) $15

STRATEGY

Advanced Civilization 323
Blackbeard 527
Civilization 529
C Mod./Weslern Exp. Kt S8
Deluxe Diplomacy 542

Diplomacy $19
Enemy in Sight $12
Foudal $18

Guarilla (Card Based) $19
History of the World 8§27
Kingmaker s19
Maharaja 823
Republic of Rome $29
Supremacy Mega-Map $25
Supr Resource Deck 2 513
Supr Revisd Ruls (5/92) $4
Suprmey Sppimt ea. $17-25
Supremacy, 3rd Ed.  $42
Viceroys §25
We the People 829

WORLD WAR Il

1944: Second Fromt  $32
Advned Squad Leader $38

Afrika g21
Air Farce 23
Ambush (Card Based) 327
Axis & Alles 328

A & A Plastic Minies 525
A& AWW2Exp. 2 s21
Breakoul: Normandy  $23

WORLD WAR II

Campgn to Stalingrad $29
D-Day 316
France 1944 52
G.D.'40:Batt for Stonne $30
Luftwatle 523
Naval War (Card Bsd) $12
Operation Crusader  $29
Run Silent, Run Deep $28
Salvo 2 &23

Sink the Bismarck §23

Squad Leader §23
SL Module each $19-528
Third Reich $19
Tokyo Express 827

Turning Point Stalingrd $19
Up Front (Card Game) 319
Victory in Normandy  $13
WestFront: War in Euro$49

VIETNAM/KOREA

Frozen Chosin sas
Platoon S15
Silver Bayonatte 817
Tet Olfensive 833
The Korean War s18
Vietnam 518
WORLD WAR |
Aces High S24

Aces High Amer Aces §24
Knights of the Air 818

Landships 527
Lawrence Arabia, 2 Ed $20
Richtofen's War $19

WAR GENERAL

Batlle of Alma 528
Cpgns Frederick Great $24
Kelin:Frederick Frst Dft 534
Sands of War 529

CrwWaAGr o
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This innovative game will redefine units. During the battle action

the genre and provide for the first situations, zoom in from a dazzling
time a stunning backdrop for full panoramic view Lo minutely detailed

action battles. A 3D texture mapped combat level action! Watch each

battlefield with Gouraud shaded individual soldier react to rifle and

terrain lets you control your forces cannon fire!

The strategic game is suitably vast,
but well organised and very playable

PR

in spectacular combat sequences. In Tutorial battles and a massive on-

The Civil War, you plan the campaigns line database coupled with historical
and fight the key battles that will references throughout the manual give

determine the fate of the nation. you fascinating insight into the

trials and glories of The Civil War.

Review information regarding famous
generals and weapons! Enjoy songs

1 from the period and read accounts

written by the newspaper or soldiers

themselves!|

The Civil War is a superb strategy

we "
game that accurately recreates the Could you destroy “Stonewall” Jackson

difficulties of this the first modern Battlefields can be rotated 3600 giving at Manassas and end the War? Would
1 you powers of observation that real Civil Grants Army of The Tennessee stand
war. War commanders could only dream about.

against you at Shiloh?

The campaign section allows you as !

a Union or Confederate commander CIVIL WAR IS THE STATE OF THE ART
to control the resources and the | REALTIME SIMULATION OF THE CONFLICT

movement of armies over a THAT SHRPED THE N’RTION
detailed map of the USA. Recruit

Two Player mode available with play
over serial link or modem.

and train new armies and fleets,
build fortifications and railways. A
strong economic base is essential for
victory.

Using Empire Interactive's Intuitive
Combat Control Interface (ICCI),

strategic orders can be given to the

overall forces or just to specific ITBM PC CD-ROM

Circle Reader Service #157 - ®

VA[[EK empire interactive, 13220 Wisteria Drive, Bay N-2, Germantcun, e m p I re
¥ N .




Welcome to the Cooperstown of Computer Games.
Here, raised upon pedestals, you'll find the games that broke the records, .
established the benchmarks, and held gamers in delighted trances for hours untold,

ULTIMA UNDERWORLD:

THE STYGIAN ABYSS

ORICIN SYSTEMS, 1992

Prior 1o Origin’s Uriva UNDERWORLD: THE
STGIAN Apvss, smooth-scrolling first-person
3-D was the province of driving, flying and
space combat games, There were first-person
role-playing games before ULmMa UNDERWORLD and dungeons
that looked like 3-D environments, but the magicians at Look-
ing Glass Technologies (then Blue Sky Productions) were the
il]‘\l to give us that feeling of exploring and fighting within a
real 3- l) world. Tt was the first time that the mmm‘tnu!tl be used
to direct movement that was not [rame-by-frame, but smoothly
recalculated and redrawn according 1o the gamer's |np1u “lt
texture-mapped dungeon walls were detailed and convincing
enough. Urtima UNDERWORLD: “THE STYGIAN ABYSS also present-
ed a very satisfying form of two-step combat wherein weapons
are pulled back and released, with the power of the blow de-
pending upon the interval between the strokes. Add powerful
auto-maps upon which players could make their own notes and
you have a game which broke plenty of new ground in game de-
sign, a worthy inductee to these halls.

[tnnucrion Gngmony)

WOLFENSTEIN 3-D

ID SOFTWARE, 1992

WOLFENSTEIN 3-D was based on the con-
cept of an early Apple 11 game, CASTLE
Worrensten, where the gamer had to es-
cape from an old castle guarded by Nazi
jailers. WOLFENSTEIN 3-D) transformed the game with a free-
auu]llug texture-mapped environment that roughly corre-
sponded to the simple line-and-fill graphic mazes ol the
carlier game. To be certain, the walls of the Nazi-controlled
castle were not as detailed as those in ULTIMA UNDERWORLD,
bur the game screen was larger and the scrolling much faster.

Though spartan, the graphics created a wonderful atmos-
phere, with Nazi banners hanging on the walls, stained glass
windows starring Hitler himself, and lots of nice touches like
chandeliers and coats ol armor. WOLFENSTEIN 3-D's use ol
perspective and sound also assisted gamers in suspending
their dishelief. At the time of release, WoLFENSTEIN 3-D) was
the most thrilling, adrenaline-pumping game around, and
since then, it has spawned (for better or worse) an entire
genre of action games.

CIVILIZATION (MicroProse, 1991)
FarcoN 3.0 (Spectrum HoloByte, 1991)
GUNSHIP (MicroProse, 1989)
HaRrpooN (Three-Sixty Pacific, 1989)
KING's QUEST V (Sierra On-Line, 1990)
LEMMINGS (Psygnosis, 1991)
Links 386 Pro (Access Software, 1992)

M-1 Tank PLATOON (MicroProse, 1989)
RaiLroaDp TycooN (MicroProse, 1990)
RED BARON (Dynamix, 1990)
THEIR FINEST HouR (LucasArts, 1989)
THE SECRET oF MONKEY ISLAND (LucasArts, 1990)
UrriMA VI (Origin Systems, 1990)
WinG CoMMaNDER I & II (Origin Systems, 1990-91)

BATTLE CHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuNGEON MASTER (FTL Software, 1987)

EnrL WEeAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-19 STEALTH FIGHTER (MicroProse, 1988)
GeTTYsBURG: THE TURNING POINT (SSI, 1986)

KAMPFERUFPE (Strategic Simulations, 1985)
MEcH BRIGADE (Strategic Simulations, 1985)
MicuT & MAGIC (New World Computing, 1986)
M.UL.L.E. (Electronic Arls, 1983)

PIRATES (MicroProse, 1987)

SMCITY (Maxis, 1987)

STARFLIGHT (Electronic Arts, 1986)

THe Bann's TALE (Electronic Arts, 1985)
ULTmMA III (Origin Systems, 1983)

Urtmva IV (Origin Systems, 1985)

WaAR IN RussIA (Strategic Simulations, 1984)
WASTELAND (Interplay Productions, 1986)
WIZARDRY (Sir-Tech Saoftware, 1981)

ZoRk (Infocom, 1981)

APRIL 1995 »« COMPUTER GAMING WORLD
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1942: Pacific Air War Up-
date: Adds digital sounds, 6
new airplanes and new flight
modlels to the original game.
1/19/95

hidden maps on Power Mac-
intoshes. 2/1/95

Wing Commander III Joy-

stick Patch: Iixes reported
Joystick lockups when start-
ing up WC3. 1/2/95

Armored Fist V1A14 Up-
date: CD-ROM/Hoppy up-
dates address 1 number of
compatibility issues, includ-
ing: mouse, video, memory

Computer game programs have grown so massive and the number of hardware config-
urations has bacome so huge that incompatibilities and glitches are frustratingly com-
mon. Softwara fixes, or "patches,” for buggy programs have become a necessary evil
until we reach the golden age of standardized platforms and bug-free programs.

Wing Commander Armada
Proving Grounds Add-on:
Adds 6 player network sup-

and missing/no sound ef-
fects. 1/5/95

Computer Gaming World
Version 126.02 Update:
Fixes reported 5 1/2 star rat-
ings bugs in reviews of Rise
ol the Robots and Battle Isle
29200. 1/15/95

Dark Sun II: Wake of the
Ravager V1.1 Update: ixes
reported problems, Separate
floppy and CD-ROM ver-
sions available. 1/5/95

DooM v1.9: Official Id up-
grade; works onfy with ver-
sion 1.666. 2/8/95

5th Fleet Version 1.2 up-
date: Fixes some 1‘cpm'lcd
bugs. 2/2/95

Flash Traific Installation Up-
date: New INSTALL.EXE
expands sound card sup-
rort, includes drivers for

1S Sound System and cards
with the Ensoniq chip.
1/27/95

Flight Commander 2 V1.02:
Patch fixes PBEM [eature
and reported problems with
some video drivers. Also
makes the game compatible
with the CD-ROM version,
IBM compatibles only.
1/8/95

Front Page Sporis: Basehall
‘84 V1.02: Upgrade lixes
many reported problems, in-
cluding crash bugs, General
Manager Al, and roster han-
dling bugs. 2/3/95

Front Page Sporis: Football
Pro 95 V1.02: Adds fans to
the stands and enables the
CD-ROM version of the
game to access extra plays
from the CD, plus many
other enhancements.
1/26/95

Harpoon Classic (Mac Version)

V1.57: Works with version

These patches can usually be downloaded from the major on-line
networks (CompuServe, GEnie, ZiffNet), but can also be obtained

from individual software publisher's own BBSs or direct from the publisher with proof

of purchase. Red indicates new files.

1.5 or better, [ixing some
missile targeting bugs.
2/3/95

Harpoon Classic for Win-
dows V1.53h: Works with
version 1.5 or better, fixes
several reported GPF errors.
Also fully implements all ver-
sion 1.32 missile changes in-
cluding bearing-only attacks.
2/2/95

Harpoon Classic V1.56d: CD-
ROM update corrects some
bugs with setting aircraft
speeds, air-to-air refeuling,
and some other long stand-
ing bugs, as well as using
less memory. Missiles
launch against bases cor-
rectly. Works with all previ-
ous versions. 12/28/94

King's Quest VII Update:
Corrects all known problems,
but is not compatible with
V1.1, 1/11/95

Knights of Xentar V1.08a
Patch: Fixes some graphics
bugs as well as some hard-
ware compatibility problems.
1/4/95

Menzoherranzan V1.01 Up-
date: CD-ROM/floppy up-
date fixes numerous bugs,
including: NPC Vonar can
scribe the Light spell, Mal-
ice 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: [atest
upgrade to MicroProse’s
strategy game with numer-
ous fixes, new features, and
major Al enhancements.
12/1/94

NASCAR V1.1 Upgrade
Patch: Fixes in this version
include;: pole bug, interrupt
10 or higher for sound card
settings and some problems
with SET C()N'I"R%J LS [unc-
tion when using ThrustMas-
ter T'1 and other pedal units.

12/19/94

Panzer General V1.1 Up-
date: Separate CD-ROM and
floppy patches [ix some re-
ported problems. 1/6/95

SimTower V1.1 Update: Mac-
intosh-only patch fixes
problems with metro sta-
tion, random lock ups and
some graphics glitches.
1/20/95

Tanks V1.25: Unofficial
patch by Norm Koger adds
panic fire and retreats, hid-
den AT guns, variable weath-
er, horse-drawn artillery,
reducecl air and artiller effec-
Ii\'(‘.nt’.ss, }il'lft I'Illl('.]'l more.

1/25/95

Tigers on the Prowl
V1.15b: Latest patch lixes
problem accessing multiple
units and adds some new fea-
tures. 11/23/94

Transport Tycoon: Fixes
sound card recognition
bug during setup, among
other minor problems,

1/10/95

Warcrafi: Orcs and Humans
Disk/CD-ROM Update:
Works with hoth the disk and
CD-ROM versions, contains
unit editor and cheat codes.
1/27/95

Warlords II Power Mac
V1.04: Speeds up redraw of

port to Armada. 1/2/95

Wing Commander Armada
v1.0 Patch: Fixes reported
problems. 1/2/95 &

Publisher BBS Numbers

Many of these patches are
available direct from the
publishers’ bulletin board
-R/slems. Call with your mo-
em parity settings at N-8-1.

Accolade CA (408) 296-8800
Activision CA (310) 820-1276
Apogee MA (508) 368-7036

Bethesda Software MD
(301) 990-7552

Braderbund CA (415) 833-588Y
Capstone FL (305) 374-G872

Creative Lahs 0K (405) 742-
6660

Id Software TX (508) 368-
4137

Impressions Seftware MA

(617) 225-2042.

InterPlay Productions CA
(714) 252-2822

LucasAris CA (415) 257-3070
Maxis CA (510) 254-3869

MicroProse MD (410) 785-
1841

Microsoft WA (206) 936-6735
NovaLogic CA (818) 774-9528
Origin TX (512) 328-8402

Papyrus MA (617) 576-7472

Sierra Online CA (209) 683-
4463

Specirum HoloByte CA (510)
522-8909

55I GA (408) 739-6137 or
(408) 739 6623

Virgin Interactive CA (714)
833-3305
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For centuries, war has raged among the demons and fairies,

devastating this mystical land. Tivo young knights, separated at
:,1;;_' rth and raised by mortals, chosen for the ultimate battle that
{will decide the fate of heaven and earth. Never knowing their
\true relation — or their own dark destiny they are fated to meet
\and dyel each other to the death. As Desmond, the Knight

Lof Xentar, you will be striving with many a winsome

NR 1

NOT RECOMMENDED FOR
PLAYERS UNDER

\enchantress to overcome menacing foes —
land perhaps in victory, become the ruler of all.

|
So the challenge is onl An incomparable role playing
fantasy game for your PC, with stunning, hand sculpted
graphics throughout, humorous script and thrilling
p!ﬁt:. But be warned — with its romance and intense
action, Knights of Xentar is not for kidsinor the faint hearted.

A.fm}.'fa!?le at finer software dealers everywherve ar call
I 8007258 MEGA. Visa/Mastercard accepted.

Downlaad-the FREL demo by calling our 24 hour BBS 310 539 7739
(8 data bits, no-parity, 1 stop bit, filename kxdemo.exe)

or send 85 for the demo on diskette to
Megatech, PO Box 11333, Torrance, CA 90510.

D'RIGDIOIE D' E M O NS
TINCTION AWAITS

3ased on the

Japanese hit
II':' € RO{.’
L]

novie and

Jragon

-:11ig|ll I11



The Winter
Of Our

Conten

by William Oxford Bacon

t seemed like a natural, staging a
performance of Richard 111 at Mid-
dleham Castle with yours wruly play-
ing the lead role using a serviceable
Richard Nixon impression, “I'm a
king, not a crook!” Why not* The
voice of an unpopular president 1o
suggest the voice of an unpopular king ol-
fers a certain something.

In fact, it seemed as natural as Sierra’s
Roberta Williams deciding to design
Kina's Quest VIII as a solo act. Both
Kine's QuestT VI and Kine's Quest VI
were written with co-authors, but Roberta
has interesting plans for the next install-
ment which do not require collaboration.
In addition to her plans to up the ante on
the animation and integrate it with multi-
plane scrolling, she unfortunately swore
me to secrecy about the intriguing idea
she has for one arcade sequence in the
game.

To perform the opening monologue
from the highest point in the keep, |
climbed the narrow, wwisting stairway—
practicing my Nixon voice with visions of
glory and critical acclaim in my brain. Vi-
SIONS OF GLORY, ol course, reminded me
ol QQP’s expected late '95 release of a
planetary conquest game with both strate-
gic and tactical combat. The game is sup-
posed to feature 20 different planctary
terrains and accommodate up to 40 play-
ers. There are even supposed 1o be near
40 alien races within the game.

[

Disk

I didn’t leel very regal, however, when
a litde blond boy jumped out of one of
the corridor’s shacdowy recesses, waving
stick sword and shouting, “Die, villain!™ 1
instinctively stepped back and into the
rather comely shape ol the boy's mother,
causing her to drop the book she was
reading and release an involuntary ery, |
muttered an apology, picked up her
copy of SWORD OF SHANNARA, and sud-
denly realized that the young lovely was
a woman I'd met at Legend. Hmim, |
knew that Terry Brooks, the author of
the best-selling Shannara series, was
published by Random House, and 1 also
knew that Random House has a major
investment in Legend. Ergo, | reasoned,
Legend must be publishing a Sworp or
SHANNARA game. She confirmed my sus-
picion and indicated that the game
would be set in the time frame between
SWORD OF SHANNARA and ELFSTONES OF
StHaNNArA with the player taking on the
role of Shea Ohlmstord’s son, Will's la-
ther, She also said the game was being
designed by Corey and Lori Cole of
Quest For GLory fame.

I was so excited by that news and my
mind was racing so last that I reached the
summit hulting and pulting like an early
locomotive in QOP's upcoming Expeire
Buitber. This conversion ol the classic
Mayfair boardgame ol railroad building
will Teature the standard board game,
plus a version ol the game with lots ol

new optional rules. It will be the first ol a
series of games leaturing Nirron Rans,
Brrnsn Rais, Eurorais, and more.

I caught my breath and began the
monologue, only to be interrupted by an
English Heritage volunteer who sternly
but politely asked me to leave—some-
thing abour defacing historical monu-
ments. As | followed the volunteer down
the wwisting staircase, the little boy's
mother handed me a hastily scribbled
note. It said that Byron Preiss was going
to publish a MarTiaxy CHRONICLES game.
The Bradbury game will take place after
the short stories [rom which the game re-
ceived its name and will be a MYST-like
game where the player must stop a poten-
tial nuclear disaster,

I gave her a thank vou kiss on the
cheek, but suddenly felt a thwack on the
side of the head. Her son was waving his
stick sword like a baseball bat and was act-
ing a lot like a big league batter in Storm-
front Studio’s "Tony La Russa BASEBALL
I11. The new version will feature digitized
professional plavers and both a near-fla
statistical model (alfected some by weath-
er and physics) [or baseball stat-bulls and
a pure physics-based game for action
gamers. “I'm gonna’ tell daddy,” threat-
ened the protective youngster and, know-
ing the Father's great propensity for

jealousy, found mysell” capering nimbly

[rom the lady’s presence to the lascivious
playing ol a lute. &
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HIGH EEND

WAVETABLE

Advanced Gravis Computer Technology Ltd..

SOUND — @

UltraSound and UltraSound ACE are trademarks of Advanced Gravis

TECHNOLOGY. 16-BIT CD QUALITY SOUND. 99 BUCKS
Circle Reader Service #113
1790 M |M.‘:, Lane, Belli am, WA HI 26. Tor more information call 800 JFS 8558, 6O4
w1995 Advanc ![al 15, ALl tights reserved All other brands ¢ o1 pro

Introducing the UltraSound ACE
from Grauis. The 32-voice wavetshle
add-in card for your PC that's
guaranteed [as in money back)
to make your games sound hetter
Ho. 1t's not some lame daughter-
card that needs Wave Blaster
connectors, whatever they are.
Yes, it works with any sound card
S0 you're able to say hello to
sounds created by wavetable
synthesis without saying goodbye
to the ones created by older

Sound Blaster” FH technalogy

Advanced

GRAVIS

<—— REAR END.

HEARD ENOUGH?

431.5020 or fax 604 . 431.5155

guct names aré lragematrks owned by their respective companies



BISFCRAGE:

YOU ARE WHAT THEY MADE YOU...

~ Make them regret it! \

Sirippéd of memory and enhanced with both human and
alien technology, you wereto be the perfect warrior.

Make your break for freedom os the stor of =

ORIGIN's latest Interactive Movie. Lifelike

animation of your characler — whose every
- move you control — intriguing puzzles

and truly inferactive environments create

a ground-breaking adventure.

See for yoursel.

Aerval sereess moy vory.

Circle Reader Service #99



	129-fc1
	129-fc2
	129-001
	129-002
	129-003
	129-004
	129-005
	129-006
	129-007
	129-008
	129-009
	129-010
	129-011
	129-012
	129-013
	129-014
	129-015
	129-016
	129-017
	129-018
	129-019
	129-020
	129-021
	129-022
	129-023
	129-024
	129-025
	129-026
	129-027
	129-028
	129-029
	129-030
	129-031
	129-032
	129-033
	129-034
	129-035
	129-036
	129-037
	129-038
	129-039
	129-040
	129-041
	129-042
	129-043
	129-044
	129-045
	129-046
	129-047
	129-048
	129-049
	129-050
	129-051
	129-052
	129-053
	129-054
	129-055
	129-056
	129-057
	129-058
	129-059
	129-060
	129-061
	129-062
	129-063
	129-064
	129-065
	129-066
	129-067
	129-068
	129-069
	129-070
	129-071
	129-072
	129-073
	129-074
	129-075
	129-076
	129-077
	129-078
	129-079
	129-080
	129-081
	129-082
	129-083
	129-084
	129-085
	129-086
	129-087
	129-088
	129-089
	129-090
	129-091
	129-092
	129-093
	129-094
	129-095
	129-096
	129-097
	129-098
	129-099
	129-100
	129-101
	129-102
	129-103
	129-104
	129-105
	129-106
	129-107
	129-108
	129-109
	129-110
	129-111
	129-112
	129-113
	129-114
	129-115
	129-116
	129-117
	129-118
	129-119
	129-120
	129-121
	129-122
	129-123
	129-124
	129-125
	129-126
	129-127
	129-128
	129-129
	129-130
	129-131
	129-132
	129-133
	129-134
	129-135
	129-136
	129-137
	129-138
	129-139
	129-140
	129-141
	129-142
	129-143
	129-144
	129-145
	129-146
	129-147
	129-148
	129-149
	129-150
	129-151
	129-152
	129-153
	129-154
	129-155
	129-156
	129-157
	129-158
	129-159
	129-160
	129-161
	129-162
	129-163
	129-164
	129-165
	129-166
	129-167
	129-168
	129-169
	129-170
	129-171
	129-172
	129-173
	129-174
	129-175
	129-176
	129-177
	129-178
	129-179
	129-180
	129-181
	129-182
	129-183
	129-184
	129-185
	129-186
	129-187
	129-188
	129-189
	129-190
	129-191
	129-192
	129-193
	129-194
	129-195
	129-196
	129-197
	129-198
	129-199
	129-200
	129-201
	129-202
	129-203
	129-204
	129-205
	129-206
	129-207
	129-208
	129-bc1
	129-bc2

