WINDOWS 95: Will Bill Gates’ Pane Be Gamers’ Gain?
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Thundering engines. Insane weapons. Maximum destruction.

Fast texture mapped 30 light with full 360 degree movement.

& Planets and 27 levels to explore-with over _
400,000 sq miles of teeain. i ) i

(D-ROM includes over 70 Mb of cinematics.

B player network and  player modem suppurl.

" “The 3D environments are

Hnn~slupai{—lu-airandaillm-qinundmtisti(a(tiun i simply breathtaking...the

and fturistic Comm-Bat” Tl : : :
worlds are like nothing seen

Professional music soundurack and fully digitized sound effects. H befnr_e in computer qames."

. ~(omputer Player, April 95
SYGAsupport. ]

';".: “It's a 3D vehicle shooter that's part
, Star Wars and part Descent"
—(omputerﬁammq World, March *95

Kick someasteroid!
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Note: lhesham{mmnnoﬂmnlnai'Jelodtv 4 ‘) \“
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i asubsetof the fllgame and contans ony 3 of
planes: The shareware (D-ROM version does inc Iud?
cinemalics . 7 Nﬁ

el |sasymphony of titillating
- action and g-force slurping exctement..."
iy -§t_r ategy Plus, March ™95 -

" “The charm of the game s it's open-endedness, it's extensive
multi-stage levels...[which] can be explored and destroyed at will.
DY ——— —(omputer Gaming World, May “95 -
Read Erzcer

REALITY 1S OUR GAME. ™

3D Realms FormGen Incs

" Shareware version—Now available in stores from FormGen.

Entertainment 7641 E. Gray Rodd
P.0. BOX 496419 Scolisdale, AZ85260

Garland, TX 75049
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' Developed by Terminal Reality, Inc. Published by 3D Realms Entertainment. Published Commercially by FormGen Inc.
3D Realms Entertainment s a division of Apogee Software, Ltd, All rights reserved, All trademarks are the property of their respective owners.




NSER WL
\SBACK,

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. i i

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 mind to do it. And where
there's a Wilco, there's a way! '

m

COMING TO A CD-ROM DRIVE NEAR YOU.
For your copy see your local retailer or call 1-800-757-7707

= S I E R R ® Space| et i repistercd tadenark of The Childeen's Muscom of
I\  ludrmapmlis, Inee and i by lioense, © 1995 Sierc OneLine, Enc.

ellevue, WA 95007, Al sighes rovervad,
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“GET A GRIPY 0N THE LATEST TECHNOLORICH!
BREAKTHROUGH IN 3D GAME INTERACTIO) i

PUW BMM Im TT"' Mﬂll mﬂl;'fs "'ﬂl' BMIIISPEEB IMT I{E YBMRB SPEEB’

GOMPATIBLE WITH YOUR
FAVORITE 3D PG GAMES...

noom™ & noom ™
DESCENT"™
*RISE OF THE TRIAD™
HERETIC™
DARK FORCES™
K-WiNG™
SYSTEM SHOCK™
WOLFENSTEIN™
BLAKE STONE™
I}URH IHBR 1"

Thi Prwerl™ “GET f CRIPI™ Binnesr Mwner Perkel and PAP<!

Spaceball and SpaceWars are registered trademarks :

A
[

THE ULTIMATE HAND-HELD
anmss"\c\nu\rnnugn IS HERE!



ENEMIES TO YOUR LEFT..
ENEMIES TO YOUR RIGHT..

AND THAT JERK N FRONT OF You/

Youn INSTINGTS TELL YOU TO DUCK,
DIVE., ROLL. SPIN AROUND - FIRING
MEGATON BLASTS IN EVERY DIRECGTION...

.BUT, YouUR FINGERS GET CONFUSED...
was IT [ALT][SHIFT][LEFT]

o8 [CTRL]I[ALTI[UP]D AND YOU
WILL GET..”

BLAM! too Late. vou'RE !
PIBNEEB OWNER PERKS! teors1)
) o VALUABLE POPs! COUPONS Worth 20%-30% OFF Additional
ENTER THE spﬂafg‘ll AVEHEE Spacebali‘ Avenaers (for Friends) and New Accessories.
FREE POPs! DEMOS, Upgrades, Advanced Level Trainers and
TaRN ’”s r”“: rs FIRALLY BECONE ”Eﬂl’ry Drivers for New Release Avenger Activated 3D Action Games.
IN YOUR LEFT HAND - simPLY GRASP THE FREE 15 MINUTES Long Distance Calling Time with your Limited
POWERSENSOR™ BALL AND WITH LIGHT FINGERTIP Edition POPsY Membership/Phone Card. Chance to win THREE
’ . HOURS FREE CALLING TIME Each Month! Use for playing
PRESSURE YOU'LL DUGK, DIVE, JUKE'N JIVE N 3“ Net/Modem Games, Surfin' the Net, or just call friends and talk
ACTION GAMES LIKE NEVER BEFORE! about your awesome Spaceball® Avenger Experiences!
IN YOUR RIGHT HAND - RaPID ACTION BUTTONS YOU WILL ALSO GET
~- YOUR ARSENAL. EVER READY AND ALERT! il
DARK FORCES" for 345001
GAME TITLE MAY CHAN
vour INSTINGTS TELL YOU TO DUGK, THAT'S A 25% DISCOUNT! 2&.’:‘2‘.‘:’3‘:!%%‘?&'33-;%%‘%‘;“

DIVE, ROLL, SPIN AROUND - FIRING
MEGATON BLASTS IN EVERY DIRECTION...

INSTINCTIVELY SEIZE THE POWER!"

YOUR FINGERS PUSH AND TIWIST THE POWERSENSOR"™ BALL — if you dare!
Say ‘later’ to the clunky, herky-

/NJ%T%{—N 7_LY ]erln,[ aclion of keyboard, mouse

You DUGK, DIVE, ROLL xo SPIN AROUND - e s ey e

FIRING A FRENZY OF DEADLY BLASTS! Advanced 301" Games Controller [ ARMEr YT T I

you're gonna Rocket Down

Hallways, Spin On A Dime, Slip ‘n |

S0 FAST! SO0 REAL! Slide, Duck, Dive, Juke ‘n Jive!

...You're all alone now, » Apply any light continuous
_ g fingertip pressure or twisting

motion to the PowerSensor™
Ball. Move in 3D with natural,
intuitive, smooth and continu-
ous 3D motion control.

The Easy Access Rapid

Action Buttons puts the

action at your fingertips.

Fire Guns. Open Doors.

| Change

Weapons.
Solec!  ep—— S
Options
and THE SPACEBALL AVENGER 15 ALSD AVAILABLE FROM:

Switch -
« INvENTED AND DEveLoPED BY SPACETEC IMC CORPORATION, _ Mod PO Box 234 Dept 10304 Rochsster, VT 05767
THE WORLD LEADER IN INTERACTIVE MOTION CONTROL HARDWARE & SOFTWARE LUCELEUN c i 00.695.4263 Fax 802.767-3182

USED IN THE AEROSPACE, AUTOMOTIVE, SCIENTIFIC AND TECHNICAL FIELDS. . RUIRIIAEE int'l 602-767-3033 Sourco 10304

mail@spacelec.com

WW.: fhrip-//webh.spaceiec.cony/

MAIL:




\

at your local software (‘_etailer or order direct from New W
36 outside the U.S.), or by mail: P.O. Box 4302 Holl



WHEN THE SMOKE CLEARS
ONLY HEROES REMA

Orion strode across the battle worn field to gather the
survivors among his victorious army. After a fortnight of
fierce combat, two of Orion’s arch rivals had been
defeated and the bounty of Tundara Castle was secure.
By day’s end his troops had been safely encamped, yet
his thirst for vengeance raged on. Only the destruction
‘of the remaining warlord, Vesper the Warlock, would
satisfy him ... after all, the ambitions of a true Hero of
Mlght and Magic are not easily attamed'

‘® Complex Battle Scenarios o Exqulslt‘e SVGA Graphics
® Atmospheric Sound Effects @ Extensive Replay Value

® Scores of Monster Types [ Origina[\Musical Score

Circle Reader Service #152

© 1995 New World Gumpulrng Im: Hemas of Might and Magic is a trademark of New World Compuling, Inc "f w w Hl" ['."MP" r‘"ﬁ '”“
New World Compuling and its distinctive logo and Might and Magic are registered trademarks of New World |
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GET HIGH ON FLIGHT

FEATURES

30 SNEAK PREVIEW! MAGIC: THE GATHERING You've
bought the cards, built your deck, and traded rare spells
with your [riends. Now, you can battle on-line with a
dude from Poughkeepsie. Find out how MicroProse
plans to ensorcell the computer domain with Wizard of
the Coast's collectable card game phenomenon.

38 FLIGHT SIMS ON HIGH Larn vour virtual wings with
two real-life fighter pilots as your flight instructors. John
and Bob Nolan stress Spad wings with Immelmans, blow
oul alierburners in F-14s, shoot down Zeros with ease,
and let you know which fighter offers the most realistic—
and the most entertaining—ride above the clouds.

58 SPECIAL REPORT: WINDOWS ‘95 You've read
about how well Win ‘93 will run word processors,
spreadsheets and accelerated Windows applications. But
what's seally important is how the new OS will run games.
Check out our technical expert’s report and get the
gamer’s perspective.

ADVENTURE/
ROLE-PLAYING

75 SCORPIA'S STING Our own Goddess of the Nile sifts
through the sands of Har'Akir to reach the pyramid at
the center ol SSI's RAVENLOFT: STONE PROPHET.

80 SCORPIA'S MAIL With CGIWs most intrepid
adventurer as your guide, you can RETURN TO ZORK
properly blessed, employ some ALIEN LociC and even
shed a Tear of Seas in ULTiMa VI PAGAN.

82 ALONE IN THE DARK 3 Ghostly or ghastly? Ghoulish
or [oolish? Jason Kapalka investigates I-Motion's
assumptions regarding Edward Carnby, ghosts, movie
sets, and the Old West.

86 BIOFORGE Cybernetically-enhanced by the newest
Origin technology, Charles Ardai’s face-to-face
encounter with the evil Dr. Mastaba finds him both
compelled and repelled by this graphically intense world.

98 DISCWORLD Translating a [antasy world to the
computer sereen is always difficult. Charles Ardai thinks
that Pgynosis’ attempt to bring Terry Pratchett’s
humorous novels 1o the screen is a lot like having Eric
Idle read a bunch of Pratchett novels to you—all at once.

ACTION

104 DESCENT It's hard to imagine a wilder, faster, more
mind-boggling 3-D game than Interplay’s new shooter.
Vox Day regurgitates the facts, and his lunch.



112 STRATEGY! DARK FORCES Belore you descend into
the depths of the Death Star for those secret plans, take the
time to check with Intelligence Officer Jason Kapalka [or
some veleran espionage tps.

SPORTS

124 NBA LIVE 95 Ex-lvy League hoopster George Jones
enters the NBA ranks with EA's exciting new basketball

game.

130 BRETT HULL HOCKEY It looks like real hockey, with
players gliding, passing and checking across the ice, but can
this Accolade skater successhully body-check the
competition? Join Gordon “Goalie” Goble and find out.

SIMULATIONS

137 BOGEY'S BAR & GRILL The future of gaming lies on
the infobahn, says columnist Denny Atkin. He test drives
two new on-line, multiplayer simulations that are leading
the way.

140 TICONDEROGA Mindscape’s modern naval simulation
finally leaves port, but Captain Tim Carter finds it sailing in
some stormy gaming seas.

146 D-DAY: OPERATION OVERLORD Flying over
pockmarked WWII battlefields, Jefl James experiences
gorgeous graphics and physics-defying maneuvers in
Virgin's new flight sim.

STRATEGY/
WARGAMES

153 BROADSIDES AND GRIPESHOT Pushing his squads to
their four-hex-per-turn limit, Alan Emrich wonders why
tactical computer games can’t simulate tactical fog of war as

well as his [avorite card game.

156 GREAT NAVAL BATTLES Il Part simulation, part
wargame—but whatever you call it, SSI's third try is the
charm...almost. Bob Proctor swabs the deck [ree of bugs,
and finds a pretty powerlul Pacific experience inside.

164 STRATEGY! PANZER GENERAL It may be WWII
instead of WWI, but Field Marshal Tim Carter suggests you
roll out those caissons if you want to see the spires of

Moscow in "4 1.

i

THE MAGIC IS IN THE CARDS
30

....-‘

94 Go Hard to the Hoop: NBA LIVE 95
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EDITORIAL Bundled Games & Botched Lthics
INTERFACE The Gamers Talk Back
READ.ME The Latest Buzz, Whirr, And Click

THE GAMER’S EDGE The Hacks, Codes & Cheats
You Need

SHAREWARE SHOWCASE Puzzles & Kevlar Suits

HEX, BUGS & ROCK N' ROLL Synth Actors
Spring To Life

ADVERTISER INDEX Where To Find Games
UNDER THE HOOD Make The Most Of Modems
HALL OF FAME All-T'ime Great Games

THE TOP 100 Readers Rate The Top Games
PATCHES Game Files To Kill Bugs Dead
WHAT'S THE DEAL New Curmudgeonly Column
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WOKE UP IN DUNPSTER.
WITH CORN FLAKES.

OUT YHE BARTENDER.

CALLED MOm.

GRAP QUT oF 18 BIKERS.

HEVYER LooKED BACK.

You're Ben. You're on the road, You're indestructinle.
Rad you'll do whatever it takes to clear your name from a bum myrder rap.
tike fighting ugly gangs with futuristic hikes and Neolithic weapons.

Running hig-rigs off the road at 100 mph. Making people pay.
But that's what happens when you live your life at "Full Yhrottle'

Your biker adventore awaits gou on PC CO-RON. Call 1-800-STAANHARS for availabilily.

Circle Reader Service #230
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Meer the Chaos Engine—a side of merry olde
England you'd rather not know. But forger abour tea
and crumpets and all that jolly rotten stuff. *Cause
this arcade-action style CD-ROM game cransforms
vour PC into a gruesome batrlefield of psychoric
monsters and ruthless warriors. We're walking

armor-plated, razor-toothed killing machines here.

The Bitmap Brothers |

“The

best two

player game on

the PC...a strong
contender for the best
PC action game

of all time.”

=200
Games

So pick one of six mercenary buddics, stock up on
twenty-five deadly weapons and explore four
fiendish worlds with 16 levels. But keep an eye
peeled for mincemeat-making traps, life-saving
power-ups and assorted keys. [t's Britain’s award-

winning designers, the Bitmap Brothers, at their ) _
Circle Reader Service #255

hloody best. God save the Queen? Gad save vour ass. . 007507 103
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WarnerActiver — EEES

FOR PC AND PC CD-ROM.
CALL 1-800-MY-DEALER FOR THE NEAREST DEALER

01995 WARNER MUSIC GROUL, WARNERACTIVE™ CHAOQS ENGINI
O1995 THE BITUAT BROTHERS



What's An Honest
Gamer To Do?

by Johnny L. Wilson

EVERAL YEARS AGO, GOLDIE
HAWN STARRED IN A LIGHT
COMEDY CALLED PROTOCOL.
The high concept of the film
was that a well-meaning but
naive young woman accom-
plishes a lot of good for the
State Department, but unwittingly gets
caught up in an ethics scandal. The cli-
max occurs when
she is unwilling to
take the cop-out
position of plead-
ing ignorance, but
claims instead
that she should
have known bet-
ter. She recites a
line that, to my
memory, went something like: “My father
used 1o tell me that iff a man tries (o sell
you a $500 watch for under 8§50, it’s prob-
ably not even worth $10.”

Though this may not be the exact quo-
tation, it is delinitely a useful sentiment.
The proflered watch may be stolen, an in-

ferior reproduction or even dysfunctional.
Who knows? The net result is that the
buyer gets cheated.

Computer gamers are currently being
offered some of those $500 watches for
$50. They are software packages which
come in plastic bags or nondescript white
boxes instead of typical retail packaging.
Sometimes, they even come with stickers
stating that they are not to be sold sepa-

rately from computers, sound cards, joy-
sticks or graphic accelerators, They are
neither dysfunctional nor inferior repro-
ductions. These cconomy editions of com-
puter games were reproduced by
hardware manufacturers so that they
could be “bundled” with their havdware

and used to show oll the capability of that
hardware.

A case could be made that they are
stolen. Indeed, law enforcement aurhori-
ties reportedly removed a wholesaler
from the Intermedia show {loor for selling
such “unbundled” software. ‘The right to
reproduce said soltware was given to the
hardware manufacturers solely to allow
the inclusion ol the soltware with the
hardware package. Yet, some hardware
manufacturers routinely overprint the al-
lotted games and ofl-load the excess (o
the software liquidators.

Naturally, this hurts software compa-
nies, since they accept a low token pay-
ment (under $1.00 per unit “shipped) for
bundling a limited number of games into

12 COMPUTER GAMING WORLD = JUNE 1995

these hardware/software bundles. Even
this minor amount is paid on the basis ol
expected hardware shipments rather than
actual CD pressings, so the white box and
polybag versions of these products are
zero-income units. Why do the soltware
companies do this? They are betting that
the “word ol mouth” from customers who
purchased hardware/software bundles
containing their
products
help increase re-
tail sales.

If, however,

will

there are zero
revenue units
available, many
of these would-
be purchasers
may purchase the “unbundled” versions
and, as a result, the software publisher
does not even collect the modicum of in-
come which would have been netted from
units in the original bundling agreement.
As a result, neither the publisher is ve-
warded for economic risk nor is the de-
signer/design team rewarded for ereative
effort. The game buyer gets a great deal
now, but sequels may not be made and
similar games may not be published be-
cause ol a perceived weakness in sales,

As a result, the unscrupulous liquidator
of debundled software is the only one who
really has anything to gain. A quick prolit
is garnered. A quick exit made. All is well.
All except for the growth of the hobby
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FIFTH FLEET SCENARIO MODULE I
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5TH FLEET is ready for sea again! Soon to be released are 15
exciting new scenarios for 5TH FLEET-Avalon Hill's popular
computer game on modern naval combat. Take to the sea again with
a US naval aircraft carrier to guard the vital shipping lanes in the Persian Guif. Assume
command of a Russian Task Force at the start of a Russian civil war. Sail below the waves
with a deadly submarine in search of enemy merchant ships, or try to sneak through an

NAIR. .

FLIGHT COMMANDER 2
MISSION BUILDER

The FC2 MISSION BUILDER is a
new Expansion Program for the
award-winning thinking man’s flight
simulator, FLIGHT COMMANDER 2
for PC and Macintosh!

Now you can create your own
original and historical campaigns and
battles for FC2! Each Mission Builder
package contains applications for
“The Best Designed Campaign
Game” where the grand prize award
is $1,000 or an actual fighter plane ride
and a VIP day with the Avalon Hill staff!
Ownership of Flight Commander 2
is required to use the Mission Builder.
Available on CD ROM or 3.5" disk for
PC & MAC.

ONLAND. ..
OPERATION CRUSADER
This leading edge war strategy game

simulates WWII desert battles between
the Afrika Korps and the British 8th

i E“g"“_gm 5

STALINGRAD

Volume Il in the World at War Series,
STALINGRAD represents the largest,
most-detailed and realistic computer
wargame ever made!

Both OPERATION CRUSADER and
STALINGRAD are NOW AVAILABLE
on CD ROM or
3.5" Diskette

for PC & MAC!

enemy bluckade by submarine so that a team of commandos can carry out a vital mission on the enemy

coastline. If you enjoyed 5TH FLEET, you won't want
to miss these fresh and exciting new scenarios.

Available on 3.5" disk for PC.
Ownership of 5TH FLEET is required to use the Scenario Module.

111 The Avalon Hlll
| Game Com

“= 4 DIVISION OF MONARCH AV DN, IHI‘-‘ .
.1 4517 Harford Road » Baltimore, MD 21214 ™=

Available at leading computer game stores, including: Babbages, Best Buy, CompUSA, Computer City,
Egghead, Electronics Boutique, Fry’s, Micro Center, Software Etc, Walden's Software, and
Independent Retailers worldwide, or call 1-800-999-3222. Ask for Dept. CGW 6

Circle Reader Service #2968



through the most important critical approbation of all in a
capitalistic society—the dollar rating. Debundling simply
doesn’t fuel further development.

On the business and productivity software side, the problem
is mitigated by the fact that special (“crippled”) versions of the
programs are usually bundled with the hardware, If the con-
sumer wants the “full” version of the program, they have 1o
buy it from the publisher at a reduced, but still profitable
price. In that sense, the bundling deal is something like share-
ware. [t works for everyone.

On the game side, the hardware manufacturers do not want
“crippled” versions, They want the entire game or nothing.
So, publishers have to decide whether the large volume at lim-
ited income per unit is worth the cannibalization due to un-
bundled rip-offs or not. Some companies, like Mindscape, do
not believe there is any cannibalization of retail sales and plan
to continue making lots of bundling deals, in spite ol un-
bundling. Others, like Trilobyte (kings ol bundling during the

launch of THE 711 GUEST) are opting for retail distribution of

limited editions of THE I I'TH Hour (with discount coupons for
purchasing the full game inside the jewel case) because they
believe there is cannibalization in bundling. Others, like Inter-
play, Maxis and Spectrum HoloByte are joining forces with
SPA counsel Mark Traphagen to encourage federal interven-
tion against “debundlers.”

What's an honest gamer to do? I think an honest gamer
should avoid buying debundled software, even if it comes from
one of our advertisers, I've seen soltware pivacy hurt publishers
and computer platforms (Atari's ST is the most dramatic case).
I believe debundling has the same potential. &

HOW DO WE RATE?
The Guide To CGW's Review Rating System
kol e koA 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.

M ¢ 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.

ke Average: A mixed bag. Can ofien be a game

that reaches for the stars, but falls short in sig-
nificant areas. Can also just be a game that does
what it does well, but lacks fair or originality.

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

% Abysmal: That rare game that gets it all wrong.
Usually a buggy, incomplete, and/or valueless
product.
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NO-LIMITS.

L of'your money."”
‘G Sehuytema, Computer.Gaming World

* The Pentium 80 they sent me is a beautiful piece
of work, primarily because they don't go with the
lowest bidder when buying standard
compaonentry.

96% Overall Score "

- Ted Chapman, Computer Game Review

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™

If you don't care about playing games, buy any computer.
If you don't care how fast your games run, buy any "multimedia" computer.
If you're a serious gaming enthusiast, you need a MACH V Gaming PC.

'he MACH Vp-100 MHz Pentium - $2,995

standard features as of 4/1/95: :
el Pentium™ 100 MHz Processor To order ca " =
00% Compatible with All IBM™ PC Software 1-800-258-6778

alcon PCI Bus Motherboard, 256K Cache exp. to 1 meg

4 Bil PCI Graphics Board wilh 1 Megabyle - 16.8 Milion Colors!
alcon PCI Bus Enhanced IDE Hard Drive Conltroller

 Megabytes of RAM expandable to 128

.44 Floppy Drive

40 Megabyte Enhanced IDE 8ms Hard Drive with 128K Cache

95 ms QUAD-Speed CD-ROM Drive - MEWI

reative Labs SoundBlaster 16™ & Shielded Mullimedia Speakers

H Products FlightStick PRO™ 4 Button Joyslick wilh Viewing Control
:H Products Aulomalic Speed Sensilive Dual Gamepont

lini Tower Case wilh 250 Wall UL approved power supply

4* Non- Interlaced Super VGA Monitor, 28dp, Edge-lo-Edge Display
01 Key Keyboard, 3 Butlon Senal Mouse

1S-DOS. Windows™ (latest versions) & 10 lree CD-ROMs!

Jne Year Parts & Labor Waranty, One Year On-sile Service VISA MasterCard & Discover Accepled

IL. CSA, TUV and FCC class B cerliied Financing Available On Approved Credit.

6550 UARTS, Temperature sensitve lans, Customized BIOS' and many other unique lealures!

ach MACH Vs custom built 1o meel your specilic needs. There are hundreds ol oplions lo FALCON NORVI‘H WEST .

hoose from. When you're ready lo buy, please call or lax us lor the lates! guole. [

263 South Bayshore Dr. Coos Bay, OR 97420
Ph: (503) 269-0775 Fax: (503) 267-2575

Circle Reader Service #141
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interface

LETTERS FROM CGW READERS
DEMONSTRATIVE LIMITED STEEL, was. The original  allows you to simply participate as
€DS INTELLIGENCE WarGAME CONSTRUGTION SET a gunner, if you desire.

In reading my April ‘95 is-
sue of Computer Gaming World,
[ read in the Interface section
of the “Rush Limbaugh Un-
derstands” quote in the game,
MYST. I decided 1o look into
some ol the CD-ROMs that 1
own and found a few interest-

ing extras. On my copy ol

Voviug, there are three demos
included, but not listed, on the
CD. CYBERIA, BLACKTHORNE
and STARTREK are all on the
Voverr CD. Also, on my copy
of the KYRaxpiA 3: MALCOLM'S

REVENGE CD, there is a copy of

the actual Kyranpia 2: Hanp
OF Fr\'ill". gi]l'lllf!. [ WS \\'{}ll(ll!l'-
ing if this is common and il
there are even more little
prizes that await us? Thanks to
all of you at CGIV for making a
gaming magazine that is help-
[ul, informative, lun and
mature.

Biad Cretens

Cudahy, W1

It is extremely efficient to place
demos for futwre and past prod-
uets onto the same disc with a
shipping CD-ROM product. You
merely lake up space which would
otherwise go to waste and il does-
n't cost any move to duplicate and
distribute the demo(s) with the ac-
twal product than i would lo ship
the product alone. The yeason the
demos are often not listed is be-
cause il is usually very late in the
debugging process before a com-
pany knows exactly how much CD
space they have lefl. Sa, they swifi-
Iy shouel files onto the disk und
hope that alert gamers will find
them.

Thanks lor the Victory in
Europe articles in CGIV #129,
but it was a somewhat selec-
tive retrospective. Several
products were
not included
which are rele-
vant. RAW
Software dis-
tributes Com-
mander Alan
Zimm's  Ac-
TION STATIONS,
an excellent, if
“graphically chal-
lenged” (CGA) simulator of
surface naval warfare from
1922-1945. They also have
games based on Velikiye Luki
and the Baule ol the Bulge.

The article didn’t address a
major number of air war sim-
ulators. The mrglc{futt] range
from potential “Hall of
Famers” like LucasArts’ Si-
CRET WEAPONS OF THE LUFI-
warrE, EA's CHUCK YFAGER'S
Air Compar, and Dynamix’
AcES OVER EUROPE, 10 ACE OF
Aces and HEROES OF THE
35711, Domark’s FLIGHT SiM
Toorkrr has a WWII expan-
sion as well as a Mac-only OuT
OF THE SUN (with aircralt rom
the Eastern IFront). Kesmai's
AR WARRIOR system should
also have been mentioned, as
well as B-17 from
MicroProse, SSI's B-24, and
Virgin Interactive's D-Day:
OPERATION OVERLORD,

While the splendid Panzer
StrikE (SSI) was mentioned, 1
don’t believe it was released
for the IBM [ormat. The com-
panion product, TYPHOON OF
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Jlight

(SSI) and UMS from Micro-
Prose also contained WWII
scenarios. SSG also released
more titles than the one given
in the article,
A C-64 emu-
lator for faster
IBM machines
is currently
available as
shareware.
Please review
it, if functional.
I so, it would
open up many other
WWII titles for additional
tours of duty. Also, please
consider an update of the
wargame/simulation com-
pendium released in 1993,
Bruce Kol
Woodlaun, MD

Thanks, Bruce. Your game list-
ings add to the discussion. Hew-
ever, we decided early on in
fraducing the Vielory in Euwrope
article that we would not try to
emulate the exhaustive compendi-
wms we had published i the past.
Rather, we would focus on the
better accessible
wargames available for replaying
the action in the Evropean The-
ater. With only a couple of excef-
tions, because they offered
something of a wargame experi-
ence, we tried lo

and most

stay away from
real-time stmula-
tions. The subma-
rine
something of a slow-

er pace than combat
sims  and
Tue FiNest Hour

sims  have

Outside of excluding Acrion
StATIONS, the other omissions
were the result of subjective editor-
ial judgment. Omilting ACTION
STATIONS was unfortunate, since
il offers excellent gameplay. It is

Jairly complex, however, for

novices and intermediate ganers.
WarGame CONSTRUCTION SET
was fraught with more realism
problems than its current inear-
nation, TANKS, and UNIVERSAL
MILITARY SIMULATOR was ex-
tremely slow in playing time, lim-
ited in terrain types (no water
anywhere in the universe), and
betler swited to earlier evas of com-
bat than WWIL. Most of the un-
mentioned SSG games were
actually sequels in the BATrLe-
FRONT series.

As for the C-64 emulator story,
it is currently in the works and
you should see it in just a couple
of isswes. We think that story will
be a wonderful trip back in time

Jor both us older gamers and those

Just entering the hobby.

SSILENCE ISN'T
GOLDEN

SSI has been known in the
past for their solid foundation
with regard to role-playing
software. Although graphics
were not great, content and




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

. COMPUTER GAME REVIEW
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7 203

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

Supports dual joystick head-to-
head combat in 5 unique arenas
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Run out of cash and 'your
repairs are over

Tz [
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Win'cash for repairs; upgrades

training & buying new moves

. e “: il‘-jl}? !
“MOVE OVER, DOOM, Fag Are you tired of PC beat-em-up games that don't live
ONE MUST FALL: 2097 IS = up to their hype? PC Gamer says “this is a truly excel-
A SURE WINNER!” lent game” and “you won't be disappointed” with One
/. GAMEBYTES Must Fall 2097. PC Answers calls it “outstanding”, PC
T el Y Home calls it “a must” and PC Gamer says it “plays
-:_\-_ brilliantly”. Computer Game Review says One Must Fall

2097 is “fast, furious and fun above and beyond the call of duty”. 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.

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!

Try our games on
CompuServe just
GO EPIC

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 Bivd #410 -
Rockville MD 20852 . (301) 983-9771 . Fax (301)299-3841

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



ease ol playability did more
than enough o compensate. 1
have noticed that they are
veering oll’ [rom role-playing
and moving into other simu-
lation-type games. With the
exception of MENZOBERRAN-
2N, will 881 come back to the
role-playing side or have they
folded over o the competi-
tion?

Ryan Devin

Covina, CA

The good news for vole-players
is that SSI is sidll working in
that genve. Scorpia looks at
RAVENLOFT  2:  STONE
Propuer elsewhere in this
issue and SSI has a new ™
CRPG universe, THUNDER-
SCAPE (see pidm'ef on ,‘n'f*ifr'ous
page), under development which
[eatures everything from magic to
steampunk. Ironically, though,
this is the same type of letter that
addressed SSI when they moved
into CRPGs afer being primarily
a wargame publisher, Wargamers
wanted to know if they had folded
over to the competition. fust as
they have continued to publish
Gary Grigsby’s games and have
Just won Wargame of the Year
with PaNzEr GENERAL, we be-
lieve they will continue to publish
i the role-playing arena.

FORT MISPRINT

We appreciate your editori-
le C(]\'L‘l':lgf_‘ f}f Interactive
Magic's title,
ApacE, in the March issue of
your magazine. However, you
inadvertently referved to the
developers of ApacHE as Digi-
tal Illusions, when the correct
name of the developer is Dig-
ital Integration (creators of
TORNADO).

premiere

Angela Edwards

The Bohle Company

(P.R. for Interactive Magic)
Los Angeles, CA

Please forgive the conceplual

dyslexia. Of cowrse, Texas-based
Digital Illusions was the devel-
oper of Harroox. Digital Inte-
gration is a developer based in
England. That will teach us to
simply put “D.L” in our notes.
Next time, we'll be claiming the
game was being developed by
Drill Instructor or something
equally as absurd.

GO AWAY GAME,
YA’ BUG ME

[ have noticed in some of

the game reviews that the
game was cast in a nega-
tive light due to pro-
gram  bugs (i.e.
MASTER OF MAGIC,
MENZOBARRANZAN,
etc.). I think it would
be more effective to publish
“Warning: Major Bugs In The
Following Games..." and
not review them until
patches have been re-
leased. This might
keep some compa-
nies beta-testing longer
and prevent fiascoes like
Ourrost.
Ted Massow
Tulsa, OK

Yeah, and then we could pub-
lish all these blank pages every is-
sue. First, we don’t see many
computer games that do not have
some kinds of bugs, even when
companies think they are clean.
We have all hae experiences with
one game or another wpon which
the publisher has had no other re-
ports of problems. So, there world
be a problem of deciding when a
game was “bug free” enough to
dodge our warning. Would it just
be erash bugs? Or would it be oth-
er bugs?

Second, we don’t think compud-
er gamers would be patient
enogh to wail for these “bug free”
reviews. We already recetve far too
many letters from people who wish
they had waited for the reviews.
Which brings us to our next letter.
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POLL POSITION

You may notice that most of
the ratings 1 give on my CGIW

Poll card are fairly high. This
is because 1 have learned to
wait on buying games instead
of buying them when they
first hit the stores. I wait until
they are reviewed and let your
reviewers waste their time on
the many bad games which
glut the market. Thanks for
saving me a lot ol money over
the years and guiding me to
many great game-playing ex-
periences.

Tom Quaid

Phaenix, AZ

LICENSE-CIOUS
BEBEHAVIOR
[ think it's a shame that,
due to stupid licensing
arrangements, NASCAR
Racing's forthcoming
expansion packs can-
not include the Day-
tona International
Speedway. Papyrus and the
owner ol the Daytona rights,
Sega, don't even compete in
the same marketplace.
Brian Price
Tﬂzm.-fr?ﬂ, TN

True enough, Brian, bul Sega
originally obtained the electronic
vights to the speedway for their
coin-op game and they are busily
converting a version _for their Sal-
wrn machine. Since Sega is also
moving into the personal compul-
er market, we wouldn’t be sur-
prised to see their DAYTONA crop
up in the same markel as

NASCAR RacING.

COPY
COMMANDER

Don't get me wrong. | love
the game, but is it just a coin-
cidence that WiNG COMMAN-
DER IIT and STar Wars end
the same way? In both the
game and movie, the end oc-

curs when Mark Hamill flies
down a trench in a fighter
with a bomb that he must fire
at a target that will destroy the
heart of the empire that he
fights. Was this an accident or
did it happen on purpose?
Also, I was hearthroken
when Angel died. Is there any
way to save her? T would be
very happy if you would an-
swer these questions in your
next issue.
Brett Talley
Jasper, AL

Can you spell “homage?” fust
as George Lucas was inspired by
old WWII air combal movies
when he dirvected some of the
original Star Wars combal se-
quences, it had to have been too
tempting for Chris Roberts not to
have the actor who played Luke
Shywalker perform in a scene
which was more than merely
reminiscent of the Star Wars
ending. So, to gamers’ delight,
he gave in la templation.

As for Angel, we could set wp
two 900 numbers with incredibly
expensive surcharges. Then,
those of you who want to bring
her bach a la the traditions of the
early movie serials and the
precedents established by comic
books (can you spell “Robin?"
“Superman?”) could call 1
(900) SAV-ANGL and those
who like the pathos of having
Angel die could call 1 (900)
KIL-ANGL. Then, we could
pocket the money and sell an ad-
dendwm to the WiNG COMMAN=
DER IV script to Chris Roberts
and Mark Day, based on
whichever faction won the vole.
But, that would be wrong.
Maybe we could give you Chris’
and Mark’s home phone nwn-
bers and let you keep calling
them in the dead of night until
they agreed to resurrect her.
Maybe not. They'd probably
return the favor. &



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.

Explore, build, expand, and

plot your way to global

energy dominance.

Only one can triumph

-."_u;‘
il AN

as the undisputed |
PowerHouse.

And the others...?

Check out the recycling bin.

+ 9 Energy types « Live video: ENN News! « Build and Explore Impressions

* Superb SVGA graphics « Speech * Global economic and @ 1995 Impressions Software, Inc.
* Windows CD-ROM only Cutting edge R&D political models 222 Third Street, Suite 0234

Cambridge Massachusetts 02142

IBM PC screenshots may vary
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THE LATEST NEWS FROM THE GAMING WORLD

Trilobyte’'s “Fossils” Fuel
ew Game Technology

117H Hour, CLan DEsTINY and Doc Ear Doc To Tantalize Gamers

Trilobyte is an ironic name
for a technology-based compa-
ny like the publisher of THE
71H Guest. Co-founders Rob

that they would get maximum
playback potential on a mini-
mum of CDs, and Landeros’
artistic direction meant that

DOGGIE TREAT This Ultimatte video scene will he integrated into a 3-D Stuoio
restaurant for Dog Ear Do, a game of office politics.

Landeros and Graeme Devine
have plenty of early computer
game credits under their belts
(SPIRIT OF EXCALIBUR, SPOT), as
does Chief Operating Olfficer
Kellyn Beeck (DEFENDER OF
THE CROWN, ROCKET RANGER,
CenTURION), but they're not
fossils. Indeed, there is noth-
ing fossilized about this com-

pany’s approach Lo
technology.
With Tue 71H GUEST,

Devine and Landeros wanted
to push the edge by marrying
digitized video and 3-D Stu-
D10, Devine's proprietary com-
pression schemes guaranteed

the game would look unlike
anything ever before, But they
had an acdvantage. Since the
video was used to depict
ghostly images, they didn’t
have to deal with the harsh
lines and aliased edges that
usual result when video is
placed atop 3-D rendered
backgrounds.

In Tue [1TH Hour, neither
Devine, Landeros nor produc-
er James Yokota could be satis-
fied with the same spectral
on-screen images, They wanted
to achieve a new level ol sus-
pended disbeliel through the
marriage of high quality video
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and 3-D backgrounds. So, they
found an experienced televi-
sion director in David Wheeler
(26 episodes of Hollywaod Baby-
lon, filmed in three-camera
techniques and based on a two-
volume book series covering
Hollywood scandals) and
filmed the video both on loca-
tion and in front of an Ultimat-

added additional continuity to
the vignettes penned by writer
Matt Costello (credited with

the loosely connected scenes of

the original game). Then,
Devine went to work with yet a
newer version ol his compres-
sion routines to ensure both
faster playback (30 frames per
second) and higher visual qual-
ity. The result (see this month’s
Beta Bits) is a more compelling
use of video within the game,

Cran DesTINY is scheduled
for Fall release, Although it

uses technology from THE
111TH HOUR, it incorporates
cel-based animanon into the
existing game engine, Under
John Gaffey’s direction,
Trilobyte artists have done
character studies and elabo-
rate storyboards in order for a
traditional animation house to
execute the acrual anims.
Then, the crew at Trilobyte
uses Cambridge Animation’s
ANIMO, a NEXT STEP anima-
tion program used by Hanna-
Barbara and Warner as an ink
and paint program, to manip-
ulate the anims into the 3-D
environments such that they
take on a 2 and 1/2 dimen-
sional quality. This is called 2
and a half dimensional
“tweening” and Trilobyte is,
thus far, one ol the lew com-
panies trying to use it. The ac-
tual gameplay features the
same kinds of puwlus as other

FOSSIL GHOULS Trilobyte’s artists are still able to coax the finest performances
out of 3-D Studio, as evidenced by this keel-hauling cadaver.



Trilobyte games, but the ani-
mation gives CLAN DESTINY a
distinctly different feeling
(Dare we say “Scoobie Doo
Meets 711 GuEsT?") and a
unique atmosphere.

Do Eat Doc has a decid-
edly different feel. Trilobyte
picked up the property, a
unique ollice politics/soap
opera/comedy game which

FAMILY PLOT When the Hanna-
Barbara-esque characters of Cuan
Destiny inherit their ancestral castle,
they'll visit some of these 3-D rendered
rooms.

was in “turn-around” at
Disney, in order to experi-
ment with a new “Synthespi-
an” technology. The game,
originally scripted to have a
‘50’s romance comic feel 1o
it, was simply too dialogue
intensive for IIIL nascent
technology, Trilobyte
elected to |)u| it mgmher
with their existing tools. The
branching and often contro-
versial storyline will feature
more than six hours ol [in-
ished video compressed onto
two CDs.

Readers’

PLAYING LATELY?

Here are the games that your fellow 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 ballot (page 177).

Results for CGW #129, APRIL 1995

‘IO .

“With  version
1,31, MASTER OF
Magic is finally the
game it promised it
would be...If it had
decent diplomacy, it
could easily be # 1.”

Master of Orion (MmroProse)

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

T. Madden, St. Louis, MO

“DESCENT should've been called ‘Dra-
mamine,” What a cookie tosser!”
Brendan Reilly, Boston, MA

“Now That LucasArts has a first-person
game in DARK FORCES; when will they have a
role-playing game in the Star Wars universe?”

Dave B. Gainesville, FL

Although it will run on the
It Hour technology, the
entire game will be driven by
conversation, As in
LucasArts’ SaM & Max Hri
Tue Roan, however, the com-

ical dialogue is part of the
fun, so a similar mterface has
been introduced. Where the
LucasArts game used icons to
depict general emotions/atti-
tudes that had to be cycled

Notable Quotes

“Iive always
shunned  strategy
games, but went out
on a limb to buy
PANZER GENERAL. I
found it to be enjoy-

able and highly addictive—even for a non-
wargamer like myself. I'm worried though:
does this mean I have to tape my glass frames
and wear a pocket protector?”

Jon Mclety, Fort Myers, FL

“I loved DARK FORCES, but I wish LucasArts
would find out that there's a lot more space
on a CD. Only 14 levels?”

Jasan Daily, Miamistbwrg, OH

through, DoG Ear Doc will
offer buttons with clear labels
which are scene specific. This
campy game will appear in
the first quarter of "96.
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Digging For Gold In Shovelware

New Game Packs Lower The Cost Of Adding Good Games To

Game publishers eager to
mine residual prolits [rom
previously released titles have
[ound gold in shovelware
packs, and in many cases
gamers can find a few nugeets
there, too. Companies such as
Sierra, Accolade, SSI and In-
terplay have compiled some
good games into collection
packs, and in many cases they
live up to such claims as “4
Classics For The Price Of 1.”

One of the early trend-set-
ters in this category is an unas-
suming stack of CDs called the
Sl 10 Pak. With litde fanfare
and no coverage from the

game press, this collection of

10 mediocre titles managed to
rank fourth among gaming ti-
tles sold last year at 18 rerail
chains, according to statistics

[rom PC Data. The Pak, [rom
Sirius Publishing (602-951-
$5288), includes WHOSHO1
Jornxy Rock, HeLL Cas,
Corrinor 7, the 1994
SPORTS TLLUSTRATED Al-
MANAC and various multi-
media titles,

More seasoned game
players may find Inter-
play's (714-553-6653) BATILE
Cress CoLLECTION to be the
right move. It includes the
original version of BATTLE
CHess (CGH Hall of Famer),
Bariie Choess 4000, BC 11
Crnese, Criiss, and a signifi-
cantly enhanced version of the
original game,

Velocity (800-VLOCITY)
has finally emerged from the
spectre of abstract action

games with a collection of

Three Major On-Line Services
Announce World Wide Weh Access

CompuServe, Prodigy and
AOL have all announced
Internet access to the World
Wide Web. In addition, the
three major services will
make free web browsers
available to users—the
equivalent of giving cars to
customers \\’ll(] must LhL‘ll
purchase fuel (on-line time)
to go places.

Prodigy uses a very user-
friendly Mosaic-like browser,
while CompuServe uses the

tried-and-true SPRY version
of Mosaic. CompuServe also
offers three free hours of In-
ternet access per month,
with additional time at $2.50
an hour. AOL's Web connec-
tion had not been released
as of press time,

When you go surfing, be
sure to drop down the face
of CGW’s home page at
“http://www.gamingworld.
ziff.com/". TU'll give you a
warm feeling in your netsuit.
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“flight” games called the
Mice Hicn Cres. You'll
have to take the good
with the bad here. and
there is enough of both:
WING COMMANDER ACADE-
My, MiG-29, JETFIGHTER 11
and MecalorTress fly higher
than I'-14 Towmcar, ATAC,
Hiroes oF tiE 35711 and the
now dated WiNG COMMANDER.
But for $29.95, you get plenty
of bang lor the buck.

PC pilots will find a richer
mix ol flight sim games in the
AcEs COLLECTOR'S EDITION
from Sierra (800-737-7707).
This four-pack includes some
all-star utles: Aces Ovir Eu-
ROPE, ACES OF THE PACIFIC,
ReEp Baron and A-10 TANK
KiLLER, The COLLECTOR'S EDI-
TION also includes Aviation Pi-

oneers, a multimecia review of

early aviation history.
Accolade (800-245-7744)
has two collection packs on

deck for baseball and golf

fans. A Hardball 111 compila-
tion includes MLBPA Players
and stadium add-on disks, and
the Jack Nickraus Tour Cot-
LECTION includes JaCK NICK-
1AUS GOLF, extra courses and
various design add-ons.

SSI's (800-234-3088) Crit-
IC's CHOICE STRATEGY COLLEC-

Your Library

TION
brings
together
live solid
strategy
games. Nol everyone may en-

joy UrriMare Dosmais and

Tue CHessMasTER 3000, but
ArcHoN Urrra, Sere Crry and
Dark LEGIONS are three re-
spected tides with countless
hours of game time waiting o
be unlocked.

And il you're still not con-
vinced that quality CD collec-
tions are on the upswing, the
Jasm Pak from Carbela Tek
(415-873-6484) serves up
INDYCAR RACING (CGIV's Pre-
mier Sim of ‘93), FLEET DE-
FENDER, SYSTEM SHOCK
(Premier nominee), and Panz-
ER GENERAL, Premier War-
game of 1994. A marvelous
collection, the Jam PaK is
proof that there is gold wait-
ing to be found in the rubble
ol shovelware—[lor those will-
ing to dig for i,
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THE 11TH HOUR

A television producer mys-
teriously disappears while she
is seeking out the true story

behind Tue 711 GUEsT's Staul’

Mansion. As her anchorman,
you think it might be a good
career move Lo rescue her, Do-
ing s0, however, means spook
city lor you again, as you run
smack into a Twin Peaks-style
plotline where you'll have to
solve puzzles old, new, bor-
rowed and blue.

[ I'ti Houw, Trilobyte's se-
quel to THe 7ri GUEST, s
nearing completion and looks
even more impressive than its

predecessor in a number of

ways. First of all, it is more

GHOSTESS WITH THE MOSTEST As the TV anchorman protagonist
of THe 1111 Hour you'll run into all sorts of people, from this

desirous hussy of a haunt to gourmet ghouls who'd like to have
you for dinner.

user-lriendly than the original.
You no longer have to traipse
back 1o the library every time
you want to use the game
bhook 1o gel hints or o save
and retrieve games. Instead,

this time you actually carry
around your interface, a PDA
that handles all of those func-
tions anywhere in the game.

Second, rather than limit-
ing the video to ghostly im-
ages played out against 3-D
Stupio backgrounds, the new
game [eatures letterboxed
640x320 digitized video play-
ing at 30 frames per second.
These video sequences [eature
some of the special effects
used to portray the ghosts in
the original, and also—thank-
fully—fleature cinematic-like
story exposition that hangs to-
gether much better than the
disjointed vignettes ol the
previous game.

The trade-
mark  logic
puzzles are
still present,
forming the
heart of most
ol the interac-
tivity,  but
there is also a
new leature
called  the
“lreasure
Hunt.” Solv-
ing a puzzle
prompts film clip clues to play
on your “organizer” and si-

multaneously apens up new

rooms lor you to I..‘XIJI(JI'C.

Then, your pockel computer

gives you a riddle to solve. In-
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stead of typing the
answer, though,
vou have to navi-
gate through the
“open” rooms and
pick out the object
that answers the
riddle. These an-
swers are usually
anagrams and, in
typical Trilobyte
fashion, are olten
quite intricate.
Another
provement is an expanded
“insult” database. So far, there
are over 100 dillerent insults,
meaning that players won't get
bogged down with too many
“Feeling Lonely?” phrases,
which was so exasperating last
time around. And, since the
main character is a journalist,
there arve plenty of digs at the
most despised profession this
sicle of law.

im-

WARRIORS

When it comes to STREET-
Fiamer-style games, our atti-
tude has rapidly become like
those Mountain Dew guys:
“seen it, done it, nailed it
shut.” But we were surprised
when we saw the path Mind-
scape is blazing with their up-
coming  action game
Warriors.  We've  seen
bitmapped, raytraced and ro-
toscoped graphics, and this
game looks like none of the
above. Atreid Concept, the
developer, is incorporating
some rather unique features,
including an entirely new
graphical style, in an effort w
distance themselves from the
competition.

For starters, WARRIORS uses
3p Bio Motion, a brand new

BOY MEETS GIRL Among the various characters you'll
fight with in Warrions is a New York street thug who has
power from hoth sides of the plate.

animating system that allows
“an almost infinite number of
hyper-realistic animations.”
Basically, the computer man-
ages a character’s 3D model,
calculating and drawing out all
ol his, her, or its movements
in real time, while saving valu-
able processing time. The sys-
tem, in addition to rendering
more realistic-looking fighters,
also allows characters to inter-
act with the environment.
Gamers will be able to climb
poles and pick up weapons.
Additionally, the typical Tat
two dimensional view will be
supplemented by a slightly el-
evated 3D angle and a [ully ro-
tating replay mode.

Unique graphics aside,
Warriors will still have much
in common with its counter-
parts. Two characters will still
square ofl" in a best-of series
where the loser is the first 1o
see his or her health drop to
zero, and the winner moves
on. Each ol the 10 dilferent
fighters, ranging from a Masai
warrior to a New York street
punk, will have their own
fighting styles, their own spe-
cial moves, and their own “se-
cret” attacks. One major
departure is that some of the
lighters will have weapons (the



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

Roger’s
MEATDALL :-'.]lip is tak-
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mﬁﬁg” en over by
T
As the toaster-
1&&,’:‘: ME
VOWERRIL CANG, headed
W oEs B e i
c?{.g:ﬁ'sﬁt; Bjorn,
2O who are
STRERTHGHTING. bt

New York thug carries a
Louisville Slugger—maybe the
Mets should sign him up).

We were initially concerned
with the game’s seemingly
sluggish controls, but Mind-
scape reassured us that this
was intentionally done in or-
der to rellect greater realism.
Fighters will actually take
some time to execute the
moves you key in, as opposed
to just instantly reacting. This
might [rustrate some action
gamers; a “realism” loggle
might be the answer here.

If you're an action gamer,
particularly of the Srreed
FIGHTER variety, keep your
eyes open [or WarrIoRs this
summer, Mindscape and
Atreid are dreaming big here,
and they just might extend the
reach ol the gcm"c_

SPACE QUEST VI

It was as a janitor that
Roger Wilco began his carcer
as a space-hero, and it is his
Janitorial duties to which he
must return again in SpAce
Quest VI from Sierra On-

line. The latest installiment of

this popular science liction se-
ries spool lands Roger on the
most grueling R&R planet in
the galaxy, on which life-
threatening arcades and alien-
infested streets are the norm,
At the onset of the game

hell-bent
on assimi-
lating the
entire
species o
GE appliances; they're also
aiming to turn the ship’s crew
into scoops ol sherbet. The
real threat however, this time,
is a hidden figure who will ul-
timately send Roger on a
“Fantastic Voyage” that will
force our hero to consider life
from a completely different
perspective.

The series’ sly rib-tickling
humor is in place, and the
game seems to have kept the
farcical abundance of Star

Trek that formed the back-

bone ol Seace Quest V. One
novel leature is COMPOST, a
terminal access svstem which
is accessible throughout vari-
ous areas of Roger’s ship. Us-
ing COMPOST, Roger can
hack into all manner of darta-
bases, ranging from vital ship
[unctions to alien races. Addi-
tionally, our hero will be able
to use certain Cyberfunctions

to exploit various [orms of

communication, tool around
the ship using the intraship
transport, and get into more
trouble than a Klingon in
Federation space. A Windows

LEGGO MY EGGO Help RugérWiIcn defeat the toaster-
headed Bjorn in Space Quest VI and overcome vile enemies
like Dirty Laundry and The Messy Room.

program, SPACE
QUEST VI's
SVGA graphics
are as sharp and
clear as those
featured in other

recent  Sierra
games like
Kine's  QuEsT
VIL. Welcome

hack Roger—we
missed ya, you
little space lart!

&
 ESTIMATED RELEASE DATES BASED OM THE LATEST
* [NFORMATION FROM GAME DEVELOPERS

:_.‘
CTATH HOUR Virgin ..........

BSOLUTE ZERD Domark . . .-
CIVILIZATION Avalon Hill
UL GREEN THINGS QQP . .,

BEYOND SQUAD LEADER AH
| GAESAR Il Impressions ....... v
\CARD PLAYER'S PARADISE QOP .6
BHADS CONTROL I-Motion ...

' CHESSMASTER 5000 Mindscape
" CONQUEROR Time-Warner . ...
JERMAGE Origin ... ...
GBERFALL Bethesda ......
DUKE NUKE ‘EM 3-D Apogee ..
CEMPIRE 11 New World
PLORATION Interactive Magic
ATTACK BOATS Time-Warner

OES MIGHT & MAGIC i
gaorld®. . .. . ... a0

‘American Laser ...........
LORDS OF MIDNIGHT Domark ...

ARCO POLO I-Motion .. ... ..
- MECHWARRIOR 11 Activision ..
’, ILLENNIA GameTek

WHORIZONS Koci ...
ANTASMAGORIA Sierra ., ..

EL PANTHERS SSI ...
WAR Capstone ... ....... '

P GUN Spectrum HoloByte ...
IRRIORS Mindscape
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Attack of the Spacebalis

Spaceball Game Controller Keeps Your Hands

On The Action

The SPACEBALL AVENGER is
an innovative approach to
controlling the increasingly
complex new breed of 3D ac-
tion games, such as DESCENT
(Interplay) and Dark FORCES

7464

In our continuing quest
for the answer lo the 64
Gigabyle Question, we
asked Jonathan Blackley of
Looking Glass Technolo-
gies what kind of wild
game he'd design given un-
limited processing power
and a DOD budget. The
Physies and programming
brain behind such games as
SysTEM SHock and the up-
coming FLIGHT UNLIMITED
and TERRA Novi surprised
us with the following:

The worst thing was those
damn fighters—FW-190s, cir-
cling over us like goddamn met-
al vultures, waiting for the flak
{o end. We dumped owr bombs,
loosened up the formation, and
bingo! there they were, diving
with something like 400 knots,
impossible for the gunners to hit,
They circle, make a pass and
BAM there goes another 29,
spinning awhkwardly away, its
crew probably pinned lo their
aivplane by the forces of rotation,
thinking of their wives and fumi-
lies on the whole slow trip down.
And up go the Germans again,
veady for another go. I'm beal,
my gunners are beal, my air-

(LucasArts). It's a lighuweight
hand-held device with a pres-
sure-sensitive, motion-control-
ling ball for your left hand,
and a molded grip with but-
tons for your right hand. The

Gigabyte

ae?

vd a

Plane has holes, and all T see is
Focke-Wadfs. Here they come for
another go, aboul 10 o'clock, 45
degree dive, wow they're fast.

Wait—something was wrong

~that lead Kraut was trying to
turn, when ZOOM! up from
under our belly come frve shiny
situer P-51s! Suddenly the fight
drops back behind our forma-
tion, and the last thing I see is
one of those ugly brown 1905 on
its way back to the Fatherland—
the hard way.

I want to know what it lelt
like to drive one ol those P-
5ls. I want to save the boys
in the bombers. [ want to
sweal like hell, T want to get
worried, and 1 want to cry
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SPACEBALL AVENGER allows six
degrees of [reedom (every way
you can move in DESCENT)
and plugs into an available se-
rial port. A small 12K TSR
program and custom executa-

when I fail. T want to  have
the piss scared out of me by
a Might simulator. T want to
be mad at the FW190s. |
want it to be better than a
greal movie, because I was
THERE.

You want to know what
kind of game I'd do if I had
unlimited computing power,
and I'm going to disappoint
you, because 1 think you're
asking the wrong question. [
don’t want unlimited tech-
nology. I don't want 10 mil-
lion textured lit bump maps
per second, I don't wani
real-time fluid dynamics or
32 bit color. T don’t want
100-bit 10Mhz surround
sound audio. And I don’t
want 100X CD-ROM (wow,
actually...).

I want to know what the
secret ol this whole immer-
sive reality experience is.
When 1 watch Quentin Tar-
rentino movies, when 1 listen
to Coltrane, when [ read
Dostoyevsky, 1 come away
with SOMETHING. Some-
thing I didn't have before.
They change me; they
change the way that I look at
the world. We can't do this in
our medium vet, and until
we can, I'll never be satisfied.
[ want our games (o be alive,
to move us, to kick our butts.

bles are provided during the
customizable mstallation rou-
tine, which includes an action
training game (o get you into
practice. It takes a while 1o get
used to the sensitivity ol the
SPACEBALL AVENGER, but it
does allow you to perform fasi
maneuvers that are all but im-
possible using a keyboard,
mouse or joystick.

We're so accustomed o us-
ing a joystick or a mouse in
our right hands that we found
it somewhat difficult getting
used to controlling movement
with the ball of the SracEsalL
AVENGER in our left hand. The
buttons are useful, but are laid
oul in a way that some may
find awkward.

While the installation
queries you lor existing action
games and does a nice job at
setting up a menu, its lack of
bundled games and steep
price will probably keep it out
of most gamers” hands.

I'rice: $179.95. For more in-
[ormation, call Spacetek IMC
at (508) 970-0300,

Or dial up their WWWeb
site: http://www.spacetec.com.



GO HEAD TO HEAD
WITH AN AIR WARRIOR.

FOR BREAL.

HE’S JUST ONE OF HUNDREDS WHO ARE WAITING T0O
TAKE YOU ON -- ON GENIE MULTTPLAYER GAMES.

If you're a box sim pilot, it's time to fight for
real. Time for multiplayer Air Warrior® on
GEnie. With up to 100 aces online at a
time—some of them real fighter jocks—
you'll have the dogfight of your life. And
because all GEnie multiplayer games fea-
ture real opponents, you'll play a different

game every time. Not into sims? GEnie fea-
tures 21 other multiplayer games, including
role playing games and casino games. To
sign up onling, turn on your modem and
dial 1-800-638-8369. Enter JOINGENIE at
the prompt. When asked for the offer code,
enter ANNY87.

FORUP TO 17 FREE GAME HOURS*
JALL 1-800-638-9636

TRD 1-800-238-9172 (FOR THE HEARING IMPAIRED)

" "
e A e

OUR GAMES BLOW EVERYRBODY ELSE’S AWAY!

Circle Reader Service #30




X-COM: TERROR FROM
THE DEEP

A bustling coastal town be-
comies strangely silent..a mer-
chant ship sends out a [rantic
“mayday” signal...[earless
sailors and dockworkers scat-
ter like rats under an attack by
scaly, fetid, greenish creatures.
Yes, once again X-comman-
ders are called to duty to rid
the planet of slimy aliens with
plasma pop guns and sinister
plans. But this time, those
fiends from MicroProse have
clawed through the seas and
dragged the intrepid adven-
turers of the original X-COM
beneath the waves, where plas-
ma guns make no

Even Jacques Cousteau would be
amazed at the bizarre aquatic life
forms you encounter in X-CoM: TerroR
oF THE Deep.

SHANGHAI: GREAT
MOMENTS

Shanghai is one of those
“easy to learn, hard to win”
kind of games that quickly
captures your mind and reluc-
tantly lets it go. This is espe-
cially true given Activision's
extravagant multimedia re-
lease of SHANGHAL GREAT MO-
MENTS. The basic premise of
this classic tile game, which
involves trying to match and
remove tiles a la solitaire, has
been enhanced with several

sound. So, in a scene out of
Flipper Was A Sectoud, you gel
to master the mtricacies of
aiming spearguns, firing
portable torpedoes and throw-
ing grenades underwater
(don’t think about it too
much). The CD version has
some added bells and whistles,
but fans of the original
game—CGIs Premier Game
of the Year—will be happy o
learn that the basic engine re-
mains the same. If anything,
these aquatic baddies are
tougher to subdue than their
extra-terrestrial kin, which is
good news for gamers...and
caffeine purveyers everywhere..
IBM  floppy, CD-ROM,
$59.95. Circle Read-
cr Service #1.

MI1crOPROSE SOFT-
WARE, HUNT VALLEY,
MD, (410) 771-0440

THE PURE
WARCAME
Alter abstract hits like
THE GRANDEST FLEET, it
seems odd that QQP

would release a historical
wargame. Still, THgE PURE

WARGAME tries to live up

traditional variations
and lots of neat visuals.
Live-action video in-
trocluctions and strat-
egy hints by Rosalind
Chao (Joy Luck Club)
are scattered
throughout, and
there are several dif-
ferent tile sets, all of
which are pleasantly animat-
ed. Upon winning a game,
gamers are treated to one of
over 150 different video clips.
This game is surprisingly ad-
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to its title,
offering a
unique angle: it focuses
exclusively on paratroop oper-
ations, [rom

The Fallschirmjager are at their peak in
Heraklion, one of eight scenarios show-
casing paradrops in THe Pure WARGAME,

the scattered landings at Crete
to the ill-fated bridges ol Arn-
hem. As with PANZER GENERAL
(SSI), units may attack and
then move or vice-versa, which
leads to a very fluid and often
conlused tactical sitnation—
appropriate  for  WWII

paradrops, Even though units
move and fight on their own,
there is a “group attack™ op-
tion which
planned

rewards well-
attacks.  Unit

Novices and veterans beware—it's
easy to pet Shanghafed by SHacHAI:
GREAT MomERTS.

perfor-
mance is largely
dependent on cur-
rent fatigue and
morale levels, and
the whole combat
system has that
cozy PERFECT GEN-
ErAL kind of feel,
but with better Al
Improved QQP graphics and
an information-rich interface
make this an accessible game
for hoth the novice and seri-
ous wargamer. IBM ﬂnppy,
CD-ROM, $59.95. Circle
Reader Service #2,
QQP INc., FLEMINGTON, NJ,
(908) 788-2799

LOST EDEN

Jurassic Park Interactive?
Not quite, Virgin Interactive's
latest graphical adventure,
which reminded us slightly of
Harry Harrison’s Eden novels,
has lots of flashy graphics and
an interesting plot. Although
the storyline's foundation is

dicting—we found that “one
quick game"” quickly turned
into several. One drawback is
the repetitively annoying
soundmack, which is decided-
ly sub-par for a game of this
quality. But overall, SHANG-
HaAl: GREAT MOMENTS looks
good, and with its gameplay
enhancements, appears to
have some durability. IBM
floppy, CD-ROM, $49.95.
Circle Reader Service #5,

AcrivisioNn, LoS ANGELES,
CA, (800) 477-3650



your basic
humanity
from the evil foozle king,” its
implementation is refreshingly
original, Instead of recruiting
elves, dwarves and

“save

Hang with the right dinosaur pack in
Lost Enex and you'll save the world from
the teeth of disaster, and the Tyra-
nosaurus Rex.

trolls to assist you, brontosaurs,
velociraptors (who we now think
got a bad rap) and Amazon
women become your allies.
And the Tyran, a lerocious

VIRTUOSO

Mediocre graphics and
mediocre gameplay make
VirTu0S0, by Vie Tokai, well,
mediocre at best. The year is
2055 and as a rock superstar,
you have decided to escape
into the first-person action-
filled world of Virtuoso. Un-
fortunately, sluggish controls
and repetitive action are the
norm in the future, at least
when it comes to playing
games. Most of the enemies
look like flat, stulf cardboard

clan
of T-Rexes
(who else?), led by
the wretched Moorkus Rex
are your enemy. Although the
hard-core adventurer might
be urned off by Lost EDEN'S
lack of complexity—this is ba-
sically a slightly less linear
DEATHGATE—mOost everyone
else will quickly find them-
selves immersed in this adven-
ture game's rich
environment.
Combine this with
an  absolutely
breathtaking
soundtrack and it
looks like Virgin
might just have a
winner of jurrasic
proportions. [BM
floppy, CD-ROM,
$69.95. Circle Reader
Service #3.
VIRGIN INTERACTIVE ENTER-
TAINMENT, IRVINE, CA, (800)
874-4607

PIZZA TYCOON
Mama Mia, pizzeria!l We
never thought of making pizza

cutouts (although the evil
snowmen are clever), and they
move like it, too. Game-
play consists of
the usual: find the
key in order to es-
cape, and along the
way decimate the
evil masses and dis-
cover lots of neat
power-ups, On a pos-
itive note, the pres-
ence of  three
completely different
environments (Mars, Under-

®
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as an incredibly involving pro-
fession until we received Mi-
croprose's latest “Tycoon”
game, Pizza TycooN. Budding
doughboys can make their
pepperoni dreams a reality
with all the toppings by suc-
cessfully managing a single
pizza joint into a premier Eu-
ropean franchise (sound famil-
iar, Domino’s fans?).
Along the way,
you'll buy, rent
and sell proper-
ty, design your
own pizzas, hire
and [ire employ-
ees, and even go
into cahoots with
the Mob, This busi-
ness sim is incredi-
bly detailed and

fairly involving, yet it still
manages o maintain a certain
element of fun, mostly because
of the cartoon quality anima-
tions and humorous events
sprinkled throughout. Al-
though we found making indi-
vidual pizzas (which involves
dragging and dropping toma-
toes, cheese and other top-
pings onto a crust) fun
initially, we're not sure every-
one will, particularly after

water Biosphere, and Haunt-
ed House),

Frosty isn't such a very, very happy soul
in Vic Tokai's Virtuoso.
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their 96th pizza. And there is
no “auto-pizza-create” mode.
Gamers looking for light fare
may knead to look else-
where—Pizza TyYcooN is actu-
ally a  fairly detailed,

sophisticated game. Gamers
with a taste [or some comically
infused

number

Protect your dough in Pizza Tycoon by

outbaking the competition, and if that
doesn't work, you can simply blow up
their shops.

crunching and decision mak-
ing should consider this one.
IBM floppy, CD-ROM,
$59.95. Circle Reader Service
#4.

MICROPROSE  SOFTWARE,
HUNT VaLLey, MD, (410) 771-
(44()

is a good idea, and the music
is not bad. Who will VIRTUOSO
appeal to? In all honesty,
we're not sure. Perhaps the
absolutely Doowm-starved
might want to check it out,
but this is one game that is
probably better suited for
the shareware market than
commercial release. IBM
floppy, CD-ROM, $44.95.
Circle Reader Service #6.
Vic Tokar INc., TORRANCE,
CA (310) 326-8880)



That Old <
Deck Magi

MicroProse Offers New Deal To MAGIC:
THE GATHERING Lovers

by Johnny L. Wilson

s il'[]flgﬁs are drawn from an-
cient archetypes, presented as
some of the best fantasy illus-
trations available today. Its in-
toxicating interest level is
maintained by intricate play
balance, bearing near infinite
permutations, Its invigorating
challenge is undergirded by
subtle, simple game mechanics
mixed with a depth and diversity, guaran-
teed by its capacity for customization. It is
the card game, MAGIC: THE GATHERING. It
is a social phenomenon closest in kin to

the DUNGEONS & DRAGONS explosion ol

the mid to late ‘70s, a game and social en-
counter held under one rules rubric.

For those unfamiliar with Macic: THE
GATHERING, the concept is simple. You
are a wizard dueling another wizard. Wiz-
ards, of course, are hard to deleat, so you

I

— ™~

must reduce your op-
ponent’s point tolal
from her initial 20 life
points down to zero, In-
stead of using some
dusty grimoire Lo cast
vour spells, you use a
deck ol cards—your
custom deck of 35 cards
which you have assem-

LHETIT
T

e

LTI
ENERERTREATH

bled through trading, e
gambling a la “keepsie”

marbles, and purchas-
ing via “Booster Packs.”
Some cards represent
lands (power sources)
and other cards repre-

AT

Lnchisnimenis

sent spells, enchant- i

ments, interrupts and

instantancous magicks. All of the cards
are color-coded to reflect their sources of
power (white, red, green, black and blue
mana—roughly equivalent to the Death,
Life, Nature, etc.), and there is a delinite
routine to play.

First, you shuffle your respective decks
and have the opposing wizard cul your
own deck to select an

ante (the card lor which
you are dueling). Next,
each wizard deals out a
hand ol seven cards
and sets the rest down
as the library (i.e.
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MACABRE MORTAR & P
The Gatherine decks on a screen that allows sorting by color, type and

Enok of Doon

3

ESTEL Wizards will mix and match their Magic:

draw pile). Then, the space immediately
in front of each wizard is the territory
(where you will place cards which are in
play) and the discard pile becomes the
graveyard. Each turn, you draw a new
card from your deck and either play one
of the eight cards now in your hand or
discard one. You may only play one land
card (i.e. mana source) per turn and at-
tack only once with as many or as few of
your enchanted creafures as you wish.
You have the option of tapping as many
or as few of your power sources as you
choose and, to make it simple, the cards
themselves tell you how many power



points

(and what
type of power
points) you need to
accomplish certain
actions. At the end of your turn, your op-
ponent receives damage for any hirs
placed upon her and you take damage for
any tapped power points that you did not
use. Then, the cycle repeats for your op-

ponent’s turn until one or the other of

you has taken damage equivalent to 20
life points.

What makes the game particularly in-
teresting is that yon must have the right
kind of power in your possession to ener-
gize a given spell. Otherwise, that card is
temporarily useless. So, you must be
careful to build your deck to balance
power and spells. Further, with more
than 1,000 cards currently available,
there is almost always a counterspell for
every attack you want to make. It is
simply a matter of whether
your opponent has the right
power/card combination to
thwart your attacks or not.

WIRED WIZARDS?

So, if the game is so elegant as a
pure card game, why would anyone
want to experience it on the comput-
er? There are economic, tutorial, practi-
cal, aesthetic and social reasons for doing
s0. In terms of economics, Wizards of the
Coast's MAGIC: THE GATHERING has be-
come such a collectable phenomenon that
experts estimate that it would cost circa
$10,000 to get one of every card in the
original and FALLEN EMPIRES set, three
times that cost to get the multiple copies
of those cards necessary to construct a
“killer” deck. Playing the computer game
will allow gamers to experience the chal-
lenge of the game and the beauty of the
illustrated cards without having to invest
significant amounts of capital. Tt also al-
lows you to play without wearing out your
existing cards,

In rerms of tutorial, the computer

just check

game will allow gamers to over-
come two thresholds: game me-
chanics and basic strategy. It will
allow you to construct differing
styles of decks and compete against dif-
fering styles ol play, since each artificial
opponent’s strategy will be build around

its specific decks. That doesn’t mean, of

course, that the artificial conjurers are
chopped liver. As a test, producer David
Etheredge put his Al against a local tour-
nament champion. The test Al won three
out of the four games.

Also, playing solitaire will often allow
you to see cards that you don't own and
discover how they work, just in case you
experience them when playing the card
game. Plus, as will be described later, the
campaign game looks very interesting.

As far as the game’s practical appeal,
the rule-based database will handle rules
interpretations transparently. If you
don't believe that there are lots
of questions about rule
interpretations,

out

one of the Macic: THE GATHERING web
pages on the Internet (like
http://www.public.iastate.edu/~mikep/m
e/general/magic/index.html or http://
skat.usc.edu:1701/mosaic/ magic. html)
or read some of the columns in The Du-
elist, the magazine dedicated to the card
game. Tom Wylie, one of the official rules
interpreters for Wizards of the Coast,
spent an entire week with the program-
ming team at MicroProse, going over tim-
ing situations and rules interpretations so
that two human players can make moves
simultaneously and the computer can ref-
eree the correct order, So, theoretically,
programmers Jeff Billings and Tim
Trzepacz have created a

game that can be

played
faster




and smoother over the modem than with
decks of cards.

The pragmatic interface design is also
smooth, allowing you to manipulate your
playing hand like a Rolodex-style file and
to display the five layers of cards in play
(Enchantments, Lands, Spells, Artifacts
and Creatures) at will. Want the details on
a particular card’s characteristies? You
simply click on the illustration and a dia-
logue box pops up with the necessary in-
formation. In addition, the Wizard’s

Workshop module allows you to sort all of

the cards in your inventory by type, mana
color and function. IU's a [ast way o as-
semble a deck for future use or for on-line
trading purposcs.

Aesthetically, the computer game will
be every bit as beautiful as
the card game. There are
several dilTerent duel
screens, each thematically
dealing with a different
style of magic. You can
even play with portions of
the illustrated frames
around the dueling sur-
faces, moving animated
rats or Aladdin’s lamps as
you think over possible
moves, or change the cur-
sor to skeletal fingers or
arrows, as you please.
Also, your own on-screen
homunculus can be creat-
ed via a FaceMaker mod-
ule which lets you choose
from 29 basic wizards with six or seven
layers ol options with one to five options
each. Tt uses a paper doll concept that lets
you build and dress your wizard accord-
ing to your custom ideal.

opponents.
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IT COULD HAPPEN! The “overgame" is event-driven with each
experience leading the gamer toward dueling the game's artificial

WIZARDS OF THE
HOST

Finally, the social as-
pect is one of broadened
horizons, new vistas, In
addition to being able to
play head-to-head by a
direct modem connec-
tion, imagine being able
to duel against the de-
signer of the card game,
national  tournament
champions, and the pro-
grammenrs of the compul-
er game’s logic via an
on-line service. Imagine
being able o trade digital
cards with anyone in the

country and view them instantly. Imagine
being able to compete in national tourna-
ments in order to win both games and
collectables from MicroProse and Wiz-
ards of the Coast. Simutronics (GEM-
STONE II1, CyBerSTRIKE, Mobus
Orerannt) will be the developer responsi-
ble for integrating the boxed games and
network games together. They will build
the host environment, a multi-lunctional
referce which will keep track of the uni-
versal inventory and in-
dividual  player’s
inventory of cards o
make sure that no
one succombs Lo
cheating hackers.

the reasons lor

OFF TO SEE THE WIZARDS In the “overgame,” solitaire wizards will
explore a map by choosing locations and following up on clues.
Many clues lead to duels.

Such are some of

o

transforming the card game into an on-
line experience. I think they are good
ones. OF course, since the inventory for
the network version of the game is adju-
dicated by the host computer, this will
naturally mean that unscrupulous
gamers playing direct connect will be
able to build impossible decks with innu-
merable Black Lotus cards and other
rare gems. Still, the connectivity should
be interesting.

THE ROAD TO SHANDALAR
One of the most interesting new wrin-
kles in the computer version ol Macic:
THE GATHERING is what Arnold Hendrick
calls, “the overgame” or “Heir to the
Tower.” Hendrick, you may recall, was
the scripter behind the adventures in
DaRKLANDS (bugs notwithstanding, there
were some pretty innovative touches in
that CRPG). So, it is not surprising that
Herr Hendrick has given us a cross be-
tween a CRPG and an adventure game in
order to encourage us to learn the rules
of the card game and raise our skill level
from Apprentice through Initiate, Mas-
ter, Lord, High Master and on to
Magclord. You begin as a promising ap-
prentice adept in the city of Ardestan, the
center ol power and knowledge for the
fictional land of Shandalar. (Shandalar is
the game land for the computer version
of Macic, just as Dominia is the game
land for the card game.) Then, before
you can even [inish exploring more than
a few graphic maps representing
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RED indicates information about your opponent's strength.

To
be renamed, lhis

Humber of active
cards In your op-
ponent's hand,
Humber of cards In your actions.
opponent’s graveyard,
avallable for resurrection.

Pressing this button
Initiates combat.

Mana currently avail-
ahle to your opponent.

Pressing this button allows you to view the
ante cards currently being contested and
to substitute one ante card if you have a
Jeweled Bird artifact or the like.

Active cards currently
in your hand.

Button to be

pressed indicating that
combat is complete,

Mana currently available to you.

Number of cards in

your graveyard (discard pile) Humll?r of Your life
which may be resurrected with :a“:: in your points remaining.
and.

the right cards.

Ardestan, you are drawn into the main
plotline—the rationale for seeking out
other wizards and dueling them.

As in DaRKLANDS, there are also litle
side quests that will enable you to im-
prove your skill and amass additional
cards. Riddling sphinxes in the wilder-
ness, raiding nomads who insist that you
duel against them, and an ultimate Foo-
zle to confront. There are arenas where
you can confront artificial enchanters in

.\

button is pressed to indi-
cate that you are done
with a sequence of

I / 3
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Number of life points

remaining for your
opponent. When re-
duced to zero, the

game Is over, placed on the card below.

The caricalure
representing
your opponent,

Images representing active en-
chantments which have been

Cards
placed sideways indicate that they
have been used during this turn.

Combat points
available when
this card is
used to attack.

Combat
points available
when this card is
used to defend.

Images repre-
senting active
enchantments
placed on the
card above,

Clicking on these butlons causes the following layers of card
types to be displayed (in order from top to bottom): Enchant-

ments, Lands, Spellcasting, Artifacts, and Creatures.

duels where ante cards are at risk, where
ante cards are returned alter experience
points are gained, and where neither ex-
perience points nor ante cards are at risk.
There are bazaars and taverns where
trades may be made, as well as rumors 10
glean, places to explore, and imprompiu
duels to fight, all accessed by simple
point and click maps. In short, the ad-
venture is designed o pull you quickly
into playing and keep you playing,
whether solitaire or on-line.

Of course, as everyone connected with
the computer version of Macic: THE
GATHERING will tell you, the purpose of
the computer-driven sorcerers is (o (n-
tor you prior to joining
the on-line game. Re-
member, part of the
game’s name is
“Gathering” and
that means it must
be social to be suc-
cessful. So, these

opponents are merely obstacles with par-
ticular thematic goals to improve your
play. Finally, there will be several loca-
tions in Shandalar with will be analogous
to “chat” rooms which will be available
on the network and serve up to 100 wiz-
ards at a time. Using this geography,
gamers will be able to navigate around
the network and find the trading and
challenge opportunities they desire.

DO YOU BELIEVE IN MAGIC?

Whether you are already a Macic: The
GATHERING fanatic or, like many of us in
the CGW offices, have stayed away from
the game in order to avoid getting
caught in the collecting frenzy of the last
couple of years, the Macic: The GATHER-
ING computer game has the potential of
opening a new portal into this dangerous
dimension of gaming addiction. Do you
believe in Macic? I can no longer claim
that I don't. &
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Earn Your

\

Afier growing up as sons of a ca-
reer Air Force pilot, going
through USAF pilot training,
flying Air Force jets, and being
hired by major airlines, it sud-
denly dawned on us that we
were sort of “into” aviation.

We also realized that we were
never going to be able to al-

ford our own P-51 Mustangs

to fulfill our flight fantasies. So

we did the next best thing.
Combining some cash, 48 years
of light experience, and over
25,000 flying hours, we bought
two old World War IT trainers and
two 486 computers. We fly the air-

open cockpit flying and the
computers to satisfy the Wal-
ter Mitty fighter pilot in us.
We're both sure we'd have
been leading aces in “the big
one,” if we'd have been born
early enough...and managed

to live long enough.
Of course, not everyone is
so fortunate to have gone to
flight school and bought
planes—which brings us to the
benefits of computer flight simula-
tions. First of all, it won't cost you
half a million dollars to own a P-51.

planes for the nostalgic joy of

Most games can be had for about 50 dol-
lars. Secondly, you won't be burning two
dollar-per-gallon avgas at rates that can
very easily exceed 50 gallons an hour. You
can fly against other cyberspace aces for as
little as two dollars an hour or against the
computer for no charge. Your maintenance
costs will be essentially zero and you won't
be tracking dirty engine oil onto your new
cream carpet. Most importantly, il you
crash or get shot down, your loved ones
won't have 1o attend a weepy ceremony (o
inter your remains in a small brass match-
box. [t is cheap and it is fun.

But is it as much fun as actually flying an
aircraft? That depends to a great degree
upon how realistic the simulation seems. At
every major airline, in rooms the size of a
three car garage, there are huge, six axis,
full-motion flight simulators. These behe-
moths are surrounded by mainframe com-
puters and hydraulic jacks to provide totally
realistic motion and graphics. The FAA has
certified these machines as so realistic that a
pilot need never fly a real aircraft during
his checkout. His first flight in an actual air-
craft will be “on the line” with passengers
aboard. After having {lown real aircralt,
what do you think is the most common
comment of these crews upon exiting these
expensive airline computer marvels? “I1
doesn’t lly like the real thing.”

So, unless vou have a few spare million

JUNE

Join Two Real-World Pilots As They Test Fly
The Gaming World's Best Flight Simulations

by John and Boh Nolan

and a huge empty garage, vou are not even
going to approach “total realism” in a flight
simulation. Nevertheless, some ol the cur-
rently available PC flight sims will make
your hands clammy, your mouth dry, your
neck hairs stand up and sweat wickle down
your rib cage. They provide the “mental
feel” if not the rocking, rolling, g-loaded
“physical feel” of air combat.

WHAT'S IN A SIM

The primary factors in offering a realis-
tic flight experience are good graphics, an
accurate flight model and some sort of
“purpose” to the simulation. You are not
going to feel like Chuck Yeager if your P-
5l is a boxy, gray shape with lew instru-
ments—especially il you're chasing an
cqually non-descript Me-109 across a fea-
tureless blue sky. The environment in
which you operate also requires attention
to detail. Cloudless skies and featureless
terrain are not conducive 1o creating the il-
lusion of flight.

You also need your computer aircraft to
suffer the same limitations and enjoy the
same advantages as its real counterpart.
Looking around the sky and into your
cockpit would ideally be as easy as it would
be in an aircraft. The views available
should be realistic, The flight model must
accurately represent the controls and per-
formance available in the aircralt vou are

1995 « COMPUTER GAMING WORLD 39



that can climb verti-
cally like an I-16 is
ridiculous and de-
tracts Irom the men-
tal  feel we are
seeking. The controls
should also be represen-
tative of your aircraft.
While we are substitut-
ing a keyboard for switch-

es and levers, controls
should be accurately repre-
sented and relatively straightlor-
ward to use while having a
“normal” ellect. In all computer
simulations, however, aircraft sys-
tems and controls have been vastly
simplified. They had to be: the
customer base for a game that
takes six weeks of ground school

A5 soon as you get these games
loaded, you'll want to jump into a
dogfight. Most ol them provide an
“instant action” scenario that will
quickly put you into combat. You'll

DOMARK'S
WORLD WAR Il
Through no fault of its own, Domark's Wowo
Wag |l started out with a disadvantage; de-
spite excellent help from Domark, our video
card would not run it in SVGA. We had to set-
tle for VGA and the VGA was good, but we
were disappointed not to have tried the
1024x768 graphic resolution mode available
when using a video card with an S3 accelera-
tor chip. The game allows
you to play a Midway or D-
Day scenario, flying for
the Allies, the Germans or
the Japanese. Each sce-
nario has six different
missions, and your 53
choice of country will dic- |
tate which of the six
available planes you will
fly. You may select from
four different skill levels

training to get airborne is probably zero!

Lastly, there must be some sort of “mis-
sion” or “purpose” 1o the game or you will
soon become bored. Some games allow you
to plan missions or fly “campaigns.” They
allow you to deal with continually varying
situations. A game that repeatedly puts you
in the same situations is usually soon mas-
tered and removed [rom the hard drive,

In short, a good computer simulation
provides graphics that make you feel as if
you are actually sitting in the cockpit about
to blast a Zero out of the sky. It is challeng-
ing to lly well, accurately represents the ca-
pabilities of the selected aireralt, and
presents continually varying challenges.

THE TEST FLICHTS

With the ideal simulation in mind, we'll
take ot look at the widle variety of flight sim-
ulations available and see how they stand

LEVEL ONE:

be flying against Captain Aay Eye, the
[earsome computer ace. Some Al actually
fights quite well using good tactics; other
computer pilots just become incredibly ac-
curate shooters. In any event, the lower

with “Veteran” being the most realistic. The flight
control model seems very sluggish with a somewhat
jerky reaclion. Stalls are easily recovered and not very
realistic, and we were unable to achieve a true spin.
G-effects are modeled and are adequate. The enemy
is not particularly good at air combat maneuvering,
but they know how to shoot! Al in all this seems like
a flight sim from a much earlier sim generation. The
lack of campaign functions or career opportunities
contribute to this impression.

POWER TOOLS Domark's World War Il is built upon an advanced
version of their Flight Sim Tool Kit. This sim is most impressive in
a 1024x768 Super ?GA mode.
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up against our demands. Our purview will
span the history of [light, from the first
World War, 10 the Second, and on through
the modern era, focusing on simulations
that are curvently available in one form or
another. We'll also take some quick
glimpses at the simulations that will be re-
leased over the next few months.

The games we'll look at can operate on
three levels. All of the games allow you to
challenge the computer artificial intelli-
gence provided by the game designers. In
this basic mode you square ofl against a
computer programmer’s idea of an enemy
flier. The next level allows you to link with
another [ighter pilot via modem and pit
your skills against a human opponent. Last-
ly, there are opportunities o play against
multiple human opponents via on-line
services or networks.

COMPUTERIZED CLAY PIGEONS

levels ol Al soon become a repetitive
shooting game like skeet or trap; you can
kill at will. At the highest levels of most
games you'd better pay attention or you'll
be the pull of dust hanging in the sky!

DYNAMIX'

“ACES OVER..." SERIES

The WWII games from Dynamix are really varia-
tions on a theme. These games are easy to play and
don’t take much time to leam. If you have played one,
you have played them all. The arlwork changes but
the game play and the artificial intelligence don't.
The level of performance realism here is at the lowest
acceptable level, but it is acceptable. Al of the pri-
mary flight control (elevator, aileron, and rudder) in-
puts work; spins, blackouts and “wounding” are
modeled; effects and recovery from these problems
generally follow real-world experiences. With a little
more realistic flight modeling these games could be
awesome. The graphics are good but you always know
you are looking at a drawing of an aircraft. The cock-
pit interior art is minimal and draby it does not induce
a feeling of “being there.” Enemy artificial intelli-
gence is not too good; again, increasing the enemy
ability to “Expert” seems only to make their gunnery
capabilities phenomenal.

After saying all of these negative things, however,
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SCRATCH ONE KRAUT Beware of

we must add that the whole is much
greater than the parts. These games are
interesting and entertaining and do pro-
vide many varied missions and a cam-
paign option. We really enjoyed dueling the
great aces; the best will give you a tough
fight if you don't use your choice of aircraft
correctly. These pames are worth the drive
space, especially if you have a few young
pilots around the house.

ELECTRONIC ARTS’
U.S. NAVY FIGHTERS

Electronic Arts’ most recent release is U.S.
Navy FihTers, a graphically stunning presenta-
tion of carrier-based aviation. It is organized in
the Faccon vein, with 14 training sorties to fa-
miliarize yourself with the available aircraft
and missions. There are another 36 sorties that
let you put your training to good use. The Quick
Mission Creator allows you to easily set up an
encounter with the bad guys, with the computer
handling the details. The Pro Mission Creator
will let you design a very complex mission in-

volving multiple wings, ground targets and air
defenses. Lastly, there is the campaign in the
Ukraine with 50 separate missions.

This game easily wins the jet game graph-

kL iL i ' ;
Al pilots in Aces Over
Eurore—they're superhuman gunners.

LAY HER DOWN, GENTLY Carrier landings in U.S. Navy
FicuTers require practice and a soft touch.

ics award—no other
even comes close. It is
simply beautiful. The rear
view mirrors even work
just the way they should!
The sun blindness feature
is the one everyone else
will be copying. On the
flight modeling end, g-¢f-
fects are difficult to in-
duce. We loaded up eight
positive and three nega-
tive g's without changing
the screen at all. (These sailors are tough!) Every once
in a while we could get the g-effects to kick in, and
when they did, they were average for the genre. The
controls are very smooth and effec-
tive, as they should be in a high per-
formance jet. On the other hand, the
stalls and spins are very simplistic
and very quickly and easily recovered.
The planes also seem to retain their
energy extremely well, so it is hard to
get slow. You can go a very long way
at idle power, suggesting that the
drag computations may be off.

The enemy skill level is mediocre.
The missile fights tend to be brief if
you set up your shot correctly, and the
enemy pilots tend to be very predictable in their ma-
neuvers when flying in the “guns only” dogfights. The
Farcon series definitely has more difficult adversaries
and more “depth” to the play possibilities. Despite
this, U.S. Naw Fichrers is still a good game, and we
found ourselves playing it quite often due to the
graphics. With a modem head-to-head play option, it
would easily be our favorite jet game. Be advised that
it is a demanding game for a computer to run, partic-

ularly with all the detail on high, texture
and shading enabled. You need a very
fast processor and lots of RAM.

EMPIRE'S DAWN
PATROL

If you took the Compton’s encyclope-
dia group and mated it with the design-
ers of Dynamix's Reo Barow, you'd get
something like Empire’s Dawn PATROL.
This World War | flight simulation has a
unique structure to its design. The play-
eris presented with a book of four chap-
ters, the first of which offers mission-oriented
challenges; the second allows you to relive significant
missions in the careers of 15 famous aces; the third
bases the action around 14 particular types of air-
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craft; and the last one allows you to create your own
career. In any chapter, you may fly for the Allies or the
Germans.

The graphics in this game are excellent, although
the actual view screen is a little small, The aircraft
are colorful and well rendered. The flight model leaves
a little to be desired, as spins are not modeled and
stalls are very easily recovered from. In addition, you
can be hanging on the edge of the stall and suddenly
execute an amazing hi-g hi-rate turn into your enemy
without stalling.

Be prepared to spend a long time familiarizing
yourself with the view controls. While the designers
have undoubtedly set a record for the most views ever
in a flight sim, the view controls are not intuitive. You
will log many, many hours on this sim before you be-

LOOKS GOOD GOING DOWN The graphics are stunning in Dawn
ParroL, and the interface is like a flight encyclopedia.

come proficient in keeping the bandit in view. Gun-
nery is slightly challenging on “hard targets,” but
with a steady hand, you will score. Enemy skill at the
“high” level is good, but not as tough as it should be.
QOverall, this game has a lot of features to hold your
interest, If the view functions were easier to use, it
would be much, much better

KESMAI'S AIR
WARRIOR

Air Warrior by Kesmai is a different type of game.
For starters, it comes in two flavors: a stand-alone
game, and an on-line, multiplayer version, which we
will talk about later. The play style also comes in two
flavors; Half Time and Real Time. Real Time al-
tempts to be as close to reality as possible; for ex-
ample, most aircraft have a more realistic ammo
load of about 20 seconds of firing. Half Time slows
down play to half of the RT rate and eliminates
spins and hlackouts while giving you unrealistically
high ammo loads and so forth. Playing either version
against the computer Al is most akin to practicing
golf with a cup in your living room. It is not all that
much fun, but if you are going to be any good at the
on-line multiplayer game, you must practice.
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Ak Warrior models
World War Il aircraft of
all nations, and you
can mix and match as

you like. You may fly
Spitfire versus Spitfire or
whatever suits your imagi-
nation. The Super VGA art-
work of your aircraft is
superb. The enemy planes
are very good, but not as

ammo; like a lamb to the slaughter, you'll soon be
ready to go on-line.

MICROPROSE'S

14 FLEET DEFENDER

F-14 Fueer Derenoer is the latest in a long series of
“jet" games from MicroProse. Taking lessons from
MicroProse’s F-15 Sirike EacLe series, F-14 Fieer De-
renper offers excellent graphics, flight modeling and
g-effects. The only flaw in flight modeling is in spin
characteristics; when you run out of air-
speed, the aircraft just finally drops
nose low no matter how much you abuse
the flight controls.

Since this aircraft is a two-
seater, you will be hopping
back and forth between cock-
pits if you wish to make maxi-
‘mum use of your aircraft’s
ability. While this certainly
adds realism fo the game, we

ful, some of the best to be found in these air combat
games. All objects are accurately rendered and there
is lots of detail, although the “bogies” are little
more than blurry dots until you are right on top of
them. That sure needs a fix. While they are at it, they
can work on the instrument panels. The panels are
beautiful renditions of actual cockpits, but they are
far too blurry and washed out, making it very hard to
read the altimeter in a dogfight.

Flight modeling is pretty well done. Ailerons, eleva-
tors and rudders all have the desired effects. Spin en-
try 1s very realistic; recovery takes a very smooth
procedure, at least 2500 feet of altitude, and will re-
quire lots of practice, Blackout g-effects are also very
good. You must pay attention to your throttle settings

found we prefer single-
sealers. The game offers

TRAINER GAME The packaged version of AR
Warrior is really only practice for on-line action.

MAY | RIDE YOUR SIX? A Japanese Zero gets tail-gated in

detailed as they should be, especially at
moderate ranges. Terrain essentially has no
detail. Whatever your altitude, all ground is
the same color of green, water the same col-
or of blue. This can make it a little tough to
keep from swallowing sod when you're fight-
ing down in the dirt. It undoubtedly speeds
up the frame rate, though.

Flight controls are generally good, with a
few inaccuracies caused by the flight model-

ing, particularly when you are slow and invert-

ed. Spins are also modeled but recovery
techniques are not realistic or consistent; you
can recover many spins with a flick of counter
aileron. Blackout modeling is poor with the
effects more akin to an on/off light switch
than actual graying out from g's.

A Werrior has the best view controls by
far, employing the numeric keypad in a logi-
cal, intuitive manner with views that
slightly overlap. There are a total of 18
easy-to-use views, so it is simple to keep a
bandit in sight. Used with a joystick with a
“top hat" nob, the view control is the best

in the business.

As far as missions go, you can engage
up to ten enemy planes at once in a continu-
ous battle scenario. You can bomb as well,
using fighters and bombers. The enemy Al is

weak, even in the “ace” mode. Soon you'll be
killing two or three aces with one RT load of

campaign options that allow
you to progress through numerous related
missions. How well you do on each mis-
sion affects what comes next, as well as the overall
success of the campaign. There are many hours of
good game play here.

1114 Cockpt Tinir

HOT SEATS You'l
mode in Feer Derenner’s dual seater F-14.

The FLeer Derenoer Golp edition requires Windows
3.1 or later. Gown adds six new campaigns, two new
theaters and an unlimited mission builder to the
previous program. It also includes an interactive
cockpit tour and two instructional modules to have
you up and flying in no time.

MICROPROSE'S
1942: THE PACIFIC
AIR WAR GOLD

MicroProse's 1942: Tue Paciric Air War Gon is for
the piston engine fanatics. The graphics are beauti-
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the graphically rich 1942: Paciric AR Wag.

or you can damage the engine, just as in actual fly-
ing. The gunnery model seems very realistic; you will
have to shoot well to smoke the bandit, Overall, this
one gives the feel and workload of flight to a
greater degree than most games.

You can fight on either the American or
Japanese side, and the normal flight simula-
tor campaign options are available to you as
a pilot. You can fly several historically accu-
rate air engagements on various levels of
play. You can even play this as a strategy and
tactics game by selecting a historical “carner
battle” scenario; here you will act as the ad-
miral and direct your forces on the grand
scale.

The Goup edition adds six new aircraft
types, two new theaters, modem play, and hundreds
of new missions. It also includes a multimedia flight
school similar to the one in Fieer Derenper Goto with
some great film clips and good instruction. The mo-
dem capability makes it a whole new game, so up-
grade if you need too.

MICROSOFT'S FLIGHT
SIMULATOR 5.0 AND 51
Microsoft’s Fucwr Smutaror 5.0 is the only civilian

sim currently worth mentioning. It is also the only one
that will pay for itself several times over. If you are
thinking about getting a pilot’s license, this is the one
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\ @ to have. If you work at

the lesson plans and
really practice your pro-
cedures you will save
tans of time and money
when you start flying real
airplanes. You won't lear
how to fly a real airplane,
but you will be familiar with
the controls and their ef-
fects and the procedures re-
quired for their proper use.
The graphics here are very
good and the flight model accurate.,
The game includes a Flight School
and will track your progress. If you will
give this program solid effort you will
reduce the actual flight time it takes to
get your license by a significant amount.
The new 5.1 version includes new
“Flight Challenges” like landing a Cessna
182 on the Nimitz, recovering from a spin,
buzzing downtown Chicago, and doing some
low visibility instrument approaches. These

| CIVIE SIM SIM Microsoft's Fueht Sim § is the next best
thing to private lessons for learning civilian flight.

challenges are meant to add more of a
“game” aspect. Most are simple and easily
mastered, although they do provide a diver-
sion from “flight school.” The 5.1 version
also includes plenty of new scenery and air-
ports, and new weather effects to make your
simulated life interesting. In addition, the
flight model seems to have been improved
with smoother controls. While we wouldn't feel
the need to get 5.1 as an update, we would
buy it over the 5.0 version.

ORIGIN'S WINGS
OF GLORY
Wings or GLory is the latest “flight sim
with a storyling” from Qrigin Systems. Set in
France, 1917, the player has various air com-
bat adventures over the trenches of WWI.
As you might expect, realism is a sec-
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LEADED ZEPPELIN Strixe Commanoer warps to 1917 for
Origin's cinematic sim, Wings oF GLogy.

ondary consideration for this game—it's the overall
game experience that counts. We were unable to make
these aircraft do anything more than a minor spin en-
try, and the recovery is extremely simplified: release the
stick for a moment and you're fine. Otherwise, the
flight control model is not too bad. You will notice that
rolling without using the rudder is very slow, as it
should be. You will be unable to penerate any g-effects
on vision no matter how hard you pull at various air-
speeds. When you do pull hard, though, there’s a great
audio effect of wings creaking that is almost worth the
price of the game by itself.

Origin got enough feedback from play-
ers wanting more items in the flight mod-
el, so they created a palch
“GLORY.EXE" that adds a few fea-
tures. If you download this file from
the Origin BBS, you can add an
up/forward (Lewis Gun) view to all
the aircraft, make the aircraft easier
to spin, add g-induced blackouts,

and “jet like” control response. In our
opinion, this download is mandatory
just for the up/forward view. The spins
are easier (o induce, but they are still easy to re-
cover. With the patch, if you've lined up a bogey
and your Armour Star “ham hands” get rough, you will
spin and have to line him up all over again. We still
could not induce any blackouts since the wings always
ripped off first. The patch README file mentions that it
is very hard to do unless you turn wing shearing off,
Even then we were unable to induce it, but it must be
there somewhere!

In general, the praphics are very, very good. The ex-
ternal shots of airplanes going down are especially
great. There is a lot of detail in the graphic model, even
down to the pilot’s scarves flapping in the breeze. The
enemy artificial intelligence is good in the “ace” mode,
but once again, the main improvement is in gunnery.

With respect to the story aspect of the game, you
will have to make your own decision. We found our-
selves desperately hammering on the escape key o get
on with the flying. Perhaps this is more because it
takes so long to load the scenes from the CD. Of
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THE AGING KING No one has yet topped FaLcon 3 in
the modern air combat arena.

course, you can always just create your own air
combat missions, which are as much fun as
the storyline. We found we really enjoyed this
game once we installed the new patch file. It's
good to see the game get continued support
from Origin.

SPECTRUM
HOLOEBYTE'S FALCON
LINE
The Facon Gow Edition includes Facon 3.0,
Operation FighTing TiGeR, MIG-29, and Horner from
Spectrum HoloByte. If you're a big Falcon fan, it
might be worth the price of the new CD just to have
all the games and numerous patch files in one place.

These games are but a variation on a theme;
you're pretty much just adding new planes and the-
aters. It's clear that the graphics have been sur-
passed by newer games. The rather crude angular
shapes of the aircraft were great when they were first
introduced, but that was a while ago.

Still, we feel this series of games is perhaps the
most realistic of all the simulations. The flight model,
controls and g-gffects are good, probably the best of
all of these jet games. The mission types and cam-

paigns are well designed with your successes and
failures affecting the next mission and overall re-
sults. Your abilities as flight leader are important, but
your decision-making abilities as squadron comman-
der have a major effect on the campaigns’ success.
The view methods, while innovative at the time, are
probably the weakest part of Spectrum HoloByte's
work. The padlock view, supposedly the solution to
screen imitation of the real world, is tough to get
used to and is unlike anything you will experience in
actual flight.

The learning curve for Facon or MIG-29 is steep,
and the manuals for each run about 400 pages!' It
will take you a long time to be deadly at the mast re-
alistic levels. If you've got the time to invest, these
are quite good games, especially if you enjoy cam-
paigns that will last a while.
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Flight simula-
tions have more to
offer than simply
playing against the
programmed intelli-
gence; there’s also the
excitement ol playing
against another human

HEAD-TO-HEAD
AIR WARRIOR
Ak Warrior's modem hook ups are as
smooth as silk. Unfortunately, there is only
one basic mission—you versus your oppo-
nent in any of a number of types of air-
craft. Still, you'll never have the same fight
twice since you are now dealing with a hu-
man opponent. You can dogfight in A-26
bombers if you choose; you can vary the gas
loads to improve performance; you can
play Half Time or Real Time. You will find
getting a kil significantly tougher in Real
Time, since you can't waste ammo and
things happen twice as fast as they do in
HT. The poor blackout model and spin model
don't help either, This area is where the game
begins to grow addictive, however. Don't say
we didn’t warn you.

HEAD-TO-HEAD
FALCON
The Facow/MiG/Horner series also has multi-
player games for up to six players on a net-
work or two players on a modem connection.
Twao-player games can be duels or allied
games. The network allows duels, multi-player
allied games, or multi-player opponent games.
This is where the excitement really begins!
While we were unable to sample the network
warfare, the dueling and allied games via mo-
dem are a blast, although you are again both
fighting a computer in the allied mode. Good
wing work is still a powerful reward.

Multiplayer Fatcon can easily become an
addictive hobby. Farcon “ladder” tournaments
can be found on the various on-line services,
allowing you to fight opponents of varying skill
levels. Be advised, though; if you load and play
this on your nelwork at the office you might

quickly join the ranks of the unemployed!

via modem. Although not all games sup-
port this option, it is clearly a worthwhile
bonus, and we expect it to become a
mandatory item for successful games in
the future. Human opponents are far
more challenging and interesting than
computer Al, especially il you have a
sneaky, underhanded, devious brother
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Level Two: Modem Play
Separating the Men from the Boys

who is almost as good a stick as you are.
In this group, Kesmai's AIk WARRIOR,
Spectrum HoloByte's FALCON group,
1942: PAW GoLb, and Microsoft's FLIGHT
SIMULATOR 5.0 currently have modem ca-
pability. We almost wouldn't buy a game
that didn’t have modem capability—it
extends the life of a game indefinitely.

ertain that the graphics
ains to be seen.




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-

el ending challenge that keeps you coming back for...just one more
. game and a shot at your new high score!

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

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

Inside Mac Games- "ARCADE GAME OF THE YEAR"

Computer Game Review- “Crystal Calibun sets a new
standard. For realistic pinball on a computer, there's nothing
like this game."

Electronic Entertainment- “Crystal Caliburn is simply the
best, most realistic, most challenging pinball simulation for
the Macintosh yet." (Rating: 9 out of 10)

GAMES Magazine-"You'll forget you're playing on a
two-dimensional computer screen... the realism is
- astonishing.”

MacUser-"Electronic pinball’s Holy Crail."
(Rating: 4 /2 out of 5)
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From the creative genius of LittleWing™, developer of TRISTAN™ and Eight Ball Deluxe™ for Macintosh.
Available from your favorite retailer or mail-order catalog. Interactive DEMO on AOL® and CompuServe?.

NOW AVAILABLE FOR WINDOWS!
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™ Crystal Caliburn and Tristan are trademarks of LittleWing CO. LTD, Other trademarks are the property of their respective owners.
Cirele Raader Sarvica #9905

SYSTEM REQUIREMENTS:

MACINTOSH: 13 “ or
larger monitor, 256
colors, and 4MB RAM.

WINDOWS: 386 or faster
processor, Windows 3.1,
256 SVGA monitor,

4MB RAM. Supports
SoundBlaster® and other
Windows compatible
sound cards,




EAD-TO-
HEAD
1942
In MicroProse’s
1942: THe Paciric AR
War you can fight head-
to-head against one of
your friends, or team up
against the computer’s Al.
If you choose to play
against the computer there
are canned missions to run
or you may build your own us-
ing the mission builder. You'll be
limited to a total of six planes in the
scenario. MicroProse has included a
really nice touch that other designers
should think about when considering
modem play: a pause feature that can be
initiated by either player. When the pizza
delivery man comes to the door it's nice
to be able to answer knowing that your
buddy is not saddling up on your six.
We enjoyed playing 1942 in the mo-
dem play mode far more than the regular
game. It seems we also prefer a chal-
lenging duel more than cooperation
against a common enemy. Skip the
canned mission, let's duel!

CO-OPERATIVE
FLIGHT SIMULA-~
TOR 5.0/51

Microsoft has modem capability built
into FueHT Siutator 5.0 and 5.1. Frankly, we
don't think anyone will use it very often.
There is not much you can do in the dual
player mode other than fly in formation.
While there is much to be said for a pilot's
satisfaction in just being a good leader or
good wingman, it loses something on the
small screen. You can talk to the other
player as you tour the countryside in per-
fect formation or play “follow the leader.”
We found ourselves still trying to dogfight
without the guns. Make a head-on pass at
co-altitude and when you pass abeam,
the fight is on. The winner is the first guy
to get on the other's six and stay there for

a while. This game needs guns!

EQUIPMENT CHECK

For most of these games you need top-line
enuipment to get maximal enjoyment. We used Dell
486/66 machines, 16 Megs of RAM, 450 Meg Hard
Drives, Viper VLB video cards with 17 inch monitors
and US Robotics 14.4 modems. These machines
turned in impressive performances on memory
hungry games. Frame rates on AR WARRIOR were in
the upper thirties with all options on. This is good in
anyone's book. Al this speed and memory provides
smooth flowing graphics and quick response to in-
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puts. MicroProse's 1942: The PaciFic AR WAR was
tough to handle even for our SuperDells. Frame
rate slowed noticeably during multi-plane dog-
fights. Interestingly enough, these machines han-
tled U.S. Navy Fichters very well if we turned the
ground textures off. This game has a reputation for
bogging down the most capable machines; rumor
has it that the 16 megs of RAM may have helped the
most,
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When you get
tired of whipping
vour brother like a

RED

BARON
ON-LINE
The ImagiNation Network
provides a place to play Dy-
namix’s Reo Baron WWI flight sim
on-line. We found the players to be a
friendly, helpful group, and eager to
welcome newcomers. You will find all
levels of talent here, from rookies to truly
skilled aces. We had our shorts shot off
several times, a totally humbling experi-
ence for the world's greatest pilots. Up to
four pilots can participate at one lime,
and realism levels are adjustable pretty

much as they are in the off-line game.
When you play, you will get ten minutes
or three lives to do all the damage you
can to the bad guys. The mission is al-

ACES OVER THE WIRE “Warping” effects can
make gunnery tricky in INN's Reo Baron.

ways the same, dogfighting with two to four
players in any combination. If you kill all the
enemy three times, you may have some time
left to nail a few observation balloons for ex-
tra points. We have to emphasize the “when
you play” part of this. You will find yourself
wasting huge amounts of time, at $3.50 an
hour, looking for an opponent, setting up a
game, and waiting for a free “arena” to play
in. Every “game room” has three arenas
that can hold up to four players, and that's
not enough. On top of the waiting, we had
many “"warps” where aircraft suddenly and
radically change location, making gunnery a
little tough. We were also completely
dumped out of the INN system several

red-headed stepchild in modem play
there is the ultimate challenge: on-line
play. Unfortunately there are only two

times. On busy nights these problems drove us crazy.

AR WARRIOR
ON-LINE

Mostly, it drove us to Kesmai's Aik Wrior. This is
where we found true happiness. If you become addict-
ed, you will start spending most of your spare time and
piles of your not so spare cash to participate. Three
services currently offer access to Ar Warrior: GEnie,

Delphi and CRIS. On-line AR WarRIOR is the rai-
son d'étre for the stand-alone game—it is why
you spend hours sharpening your skills off-line.
Here you can fly in an arena with 60 other pilots
divided up amongst three generic countries. You
can “talk” to and coordinate with your fellow
countrymen and your enemies. You may choose
to fly the heavies to bomb enemy ground targets
and ships, fly fighter-bombers, or just fly a
fighter. Eight players can man a B-17 and fly a
mission together using the gunner positions.
Groups of players form squadrons and fly together
on regularly scheduled squad nights.

There are three arenas: Half Time, Real Time and
Scenarios. HT and RT characteristics were described
previously but scenarios are worthy of special mention.
Scenarios are organized every so often to accurately
recreate an actual air battle of WW.I. They are flown
repetitively for a few sessions and then work begins on
a new one. As this is being written, play continues in
“Stalingrad, Into The Cauldron,” a HT scenario portray-
ing the Luftwaffe's attempt to resupply the Sixth Army
trapped in the city of Stalingrad. The RT enthusiasts
are working on “Kursk: Full Metal Depends,” recreating
the air battles that went on above one of the biggest
tank battles on record. Generally speaking, the scenar-
ios are designed, planned and executed by AR WaRRIOR
players. There is a tremendous depth of historical and
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Level 3: On-line Combat

The Ultimate Challenge

places to go lor this pure excitement at
this time. Fortunately, one of them is very
good indeed, and another is on the way.

tactical knowledge in the player base, and the Kesmai
folks allow them plenty of input. These air battles are
very interesting and much effort is made to provide as
much realism as possible.

The skill level.in Air Warrior ranges from beginning
rookies to very expert aces and everything in between.
The RT pilots tend to look down on the HT pilots as a
lesser breed, but the top pilots in either arena usually
do well in any flying game. The prevailing sentiment is
“play the one you like to play—after all, it's your mon-
ey." HT is an easier game to kill and get killed in. RT is
more demanding and the kills for rookies are fewer
and farther between, so savor them. Both games are
incredible fun!

CONTROL YOURSELF!

If you want to be good at these games, you're going
to need a few good input devices. We tried out Thrust-
master’s full set-up; a programmable Mark Il Weapons
ControL SysTem, a Mark | FueHT ConTRoL SYSTEM, the new
F-16 Fuehr Controt System and a set of Rudder Pedals.
They definitely improve your game by simplifying the
use of controls and making it easier to ulilize the
views. This ease of viewing is absolutely key to success
in computer air combat. Thrustmaster has a reputa-
tion for state of the art products and we agree. The F-
16 FLCS is especially awesome. The Weapons Control
System worked great; there is nothing better than a
stick in:one hand and a throttle in the other. The WCS
also allows you even more buttons to control yet more
flight functions. All of these buttons are fully program-
mable, so you can set up your equipment as you
choose or download TM supplied function programs for
most games. The Rudder Pedals completed the “home
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CON-
FIRMED

KILL
ON-LINE
AR Warrior will soon
have some competition,
however. Domark and In-
tegrated Creations are
combining to bring out
Conrirven KL, a flight simu-
lation aimed directly at Ar
Werrior's World War 1l on-line
market. The creator’s feel that
they have “upped the ante” for
Hesmai with better graphics, a 500

NETWORK WARS Conrirmen KiLL .{ahuue) and A

Warrior are battling for the on-line skies.

player limit, better flight models, more
weapon types, and over 60 different types of
aircraft. We were able to get in a short peri-
od of flying on a Beta version of the game.
Our initial impression was that the flight
model does indeed feel improved compared
to the A Warrior model. The controls are
“crisper,” and we didn't notice the need to
"unload” the stick coming over the top as AW
requires for best performance. CK uses a
“force model” and AW uses a “table model”;
a “force model” is the more advanced type.
The damage model specifically degrades the
part of the aircraft that you hit, so if you saw
off the outboard two feet of the wing, the
flight model will take that into account. If you
hit the enging, the engine fails; if you hit the
radiator, white steam will pour out,
Graphics were hard to judge in the beta
version; only the forward cockpit view was
available, Other aircraft seemed some-
what more detailed than AW, We'll have to
wait till we see the release version to really
make a determination.
CK is being developed by veteran AR
Waarior players, so you can expect to see all
the options Air WarrioR offers and much

more. Conrirven Kt will provide arena play and sce-
nario play, just as Air Warrior does. All in all, we think
CK has great potential, and the stage is set for a bat-
tle for the Visa account numbers of on-line flyers.

RETURN TO BASE

After spending some time with this group of flying
games we came to some inescapable conclusions.
First of all, until the virtual reality helmet comes into
common usage, none of these pames are really going
to be like flying. The limited vision and viewing difficul-
ties inherent in portraying a three dimensional world on
a two dimensional screen prevent a truly realistic flight
experience. Second, many of the game programmers
need to talk to some aerodynamic engineers and pilots

to get the flight models to a more realistic
state.

If we were going to work on a private
pilot’s license, Microsoft’s FugHT SimuLATOR
5.1 would be our first purchase. All you
need to get your procedural knowledge
started is in the game box. If we wanted a
stand-alone game fo play versus comput-
er Al it would have to be 1942: The Paciic
Air War by MicroProse. It has super graph-
ics with good realism, The modem capa-
bility and the ability to play it as a strategy

and tactics game make it an attractive
pachkage.

If you lean towards the romantic days of wood, wire
and canvas the choice is more difficult: Dami PatroL
would be excellent with an easier viewing system, Wings
or Gory needs a way to speed up the storyline, and it is
past time to update the graphics in Rep Brron. We pick
Wings oF GLory by a whisker because the views are so
much easier to use and the graphics are very good.

You Maverick wannabees wanting to recreate Jop
Gun in your living room can't go wrong with U.S. Naw
FicHmers. The graphics are awesome if your maching is
up to the task. FLeer Derenner Gotp would be the second
choice. Head-to-head modem play awards go to the
Faicon games due to the diversity and depth of missions
that you can perform. Multi-player on-line is absolutely
dominated by Kesmai's AR Warrior; this is the one
game we would have above all others just for the on-
ling play. We admit it—we're Ar Wazrior addicts. Still,
we are eager to check out Connrieo KiLL when it debuts.

The time for talk is over, friends. Stroll on out to the
flight line and strap that 486 to your “cheeks.” Hit the
starter, throttle up, and ease the stick back. Keep your
head on a swivel and your finger on the trigger. It's a
merciless environment up there in the virtual skies and
the prize for second place is a smoking hole in the
ground. If you're lucky, maybe some nice guy will rake
your scorched dog tags out of the glowing embers and
mail them to your folks. Good luck! €
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cockpit.” We found having rudders added a
’*."'\ lot to.all the games with respect to mak-

A ing the illusion more complete. We
\ wouldn't take off without them,

Unfortunately, reading a few

o, Thrustmaster support bulletin
- boards led us to believe
- . 7 === they need to upgrade
<=F :] some of their compo-
nents, Tales of bad pots,
ThrustMaster F-16 Fcs 210N sPrings and bioken hat
view switches are legion. The
plastic ring that holds the rubber boot around the bot-
tom of our Mark Il FCS stick broke the first time we did
a max rate turn. It did not impair the working of the
stick but it was disappointing. Good products deserve
great support and Thrustmaster certainly gives great
support. With stronger components maybe they would-
n't need to do so,

CH Products also provides good controllers; we tried
a CH Fuctrsnck Pro and Pro Peoais. Not quite as “lead-
ing edge" as the Thrustmaster stick, the FucsTsTick Pro
worked well for us and was trouble free. It includes a
thumbwheel throttle on the stick base, saving you the
expense of buying a separate throtile system. The major
difference is that it does not operate as many flight
functions from the stick as the TM Mag« Il FCS and not
nearly as many as the TM F-16 FLCS. It is still a very
good product for flight sims, it just does not have quite
as "natural” a feel. The Pro Peoas are excellent. They
don't take up quite as much room as the TM pedals
and they operate very smoothly. Additionally, the pedals
pivot forward and can be used as
toe brakes. They are switchable = (\
between plane and car func- ~ Y
fion, allowing them to be used
with the auto racing games.

The pivot feature then becomes
accelerator and brake
pedal. A very versatile

piece of equipment!

CH is hard at work
on'an F=16=type stick with CH Flight Stick Pro
programmable buttons and
throttle controllers. Expect these new items in the not -
too-distant future. If they are as trouble free as the rest
of their products, they will be worth aclose look.

Da not underestimate the value of a stick with view-
ing controls. The old adage “lose sight, lose the fight"
is just as true in these simulations as it is in a fighter.
We predict that the first game programmers to develop
a really intuitive, easy-to-use view system will be very

rich indeed. This may have to wait until the virtual real-
ity goggles come into common usage.
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The NEAR FUTU RE looms ahead on the horizon like a toxic cloud.
Knowledge is power. Technology is deadly. And the information
nighway is littered with ROADKILL. 1's the world of command &
Congquer™ the frighteningly realistic new strategy game from the
creators of Dune™ II. Here, your quick thinking is REHAR DED with
victory; your ' ND ECI 5 | DN. death. You will choose your side. Build
your bases. Gather resources. Attack enemy strongholds. And react
as if your life depended on it. Because it does. Your HEAPUN RY“’
Unlike any you've experienced before. Hoards of futuristic fighter

craft. TH U ND E H l N G B50-gigawatt ion cannons. And the terrifying

ST

Devil’s Tongue flame-thrower. Your only a.]Jy‘? A consta.ﬁj;_ barrage
of satellite news reports from the froﬁt. But BE HA R NE[]. :ij'ne

ill- planned ATTAE K and you're a statistic. Command &= Conquer

m’inﬁtesfo_f intense full-motion video, and & ton of JAH" I] R ﬂ P Pi Nﬁ
3D renderedgamep}ay that’ll take you headfivst into the thick of
BATTLE e Sofgéﬁhjng e;iran amateur HA RM UNE ERS will appreciate.
Ua]l 800- 874—460’?‘ to order direct or vmlt your nearest retadl

outIet If you would like more mformamon plea.se contact. W

We&.wood Stu os-' on tha Internet: www.westwood.com, Yeaauled
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Microsoft Comes

Out To Play

WiNpows 95 Could Mean Good Things For Users
Of “High Performance Multimedia Applications,” aka Games

by Loyd Case

AVE YOU EVER IN-
SERTED A CD-ROM
GAME INTO A DRIVE
AND HAD THE GAME
INSTALL I'TSELF TO }-’ﬂlll‘

: Oplions

hard drive?

You will.

Have you ever installed
a sound card withour hav-
ing to worry about IRQ,
DMA or /O port conflicts?

You will.

Have you ever bought a
hot new piece ol hardware
without worrying about
your games supporting itz

You will.

That is, you will if you're
playing the next genera-
tion of games on WINDOWS
95, the new operating sys-
tem from that two-ton go-
rilla everyone loves to
hate, Microsoft. Bill Gates
and Co. have heen work-
ing hard on the Bellevue,
WA campus to develop an environment
that will make the lives of computer users
casier—and yes, that includes gamers, or
as Microsoft like to put it, “users of high
performance multimedia applications.”
Winpows 95 has the potenual to give
gamers a less hostile environment in
which to install games and hardware, in
addition to adding more 1o the gaming
experience: more reality, more colors,
better resolution and better performance.
Will Winpows 95 live up to this potential?
And even il’ Winpows 95 ships in 1995,
will it offer game developers the tools
and the performance they need to cralt
the really superb titles we know are possi-
bhlez We'll ry 1o cut through some of the
hype, as well as some of the negativism

BY Exploring - Computer Gaming World Windows 95 Feature

DOOM Il For Windows: Apr 12 1995
View  Help

surrounding WiNpows 95 and analyze
what it will mean for the gamer and the
game developer.

THE PC PROEBLEM

As we all know, PC gaming today is
[raught with technical peril. Trying to fig-
ure out which SuperVGA driver to use for
your graphics adapter, whether or not
your sound card is General MIDI-compli-

ant and a seemingly endless array of

Jumper settings, 1/0 port address para-
meters and CONFIG.SYS entries can dri-
ve a gamer to drink. The creeping
incompatibilities introduced over the
dozen-odd year evolution of the PC has
game designers and game players throw-
ing up their hands in despair.
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All of this weeping and lamentation may
turn into so much joy if Microsoft can ful-
fill the three objectives in their WINDOWS
95 battdeplan: Plug and Play, Autoplay,
and Device Independence, These three
concepts, il implemented well by Mi-
crosolt and supported by the game pub-
lishing community, will drive a sword
through the heart of the Configuration
Beast. Let's take a look at each.

PLUG AND PLAY

The idea behind Plug and Play is to
eliminate the nightmarish hassle ol hard-
ware installation and confliguration. If
you've ever had to play with the dip
switches on a new CD-ROM or wrestled
with IRQ settings to install a new sound



|
THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE.
INTRODUCING SID MEIER’'S CIVNET"'

y

VILIATION HAS COME T0 THE INTERNET

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™, Civiliza}ion will never be the same.

For IBM2PC & Compatibles on CD-ROM. 1-800-879-PLAY. _http://www.microprose.com
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MICROSOFT GAMES WARRIORS These are the

unsung heroes of Winoows 95. Alexander St.
John, chief guru, and his henchmen Craig Eisler
and Eric Engstrom (/eft ta right) were instru-
mental in bringing games to Winoows 95.

card, you know the nightmare of which
we speak. WiNpows 95 has been designed
so that it will automatically configure it-
sell'according to the
hardware devices you've
got installed in your
machine.

To test some ol the
Plug and Play capabili-
ties, we installed a beta
version of Winnows 95
on a couple of different
systems, with several dif-
ferent hardware config-
urations. Most of the
time the Winpows 95 setup program ran
without a hitch. The setup program finds
and configuwres all the devices in your sys-
tem. So, il'you have a Sound Blaster 16,
SCSI card, and a Diamond Stealth video
card, the installation procedure will rec-
ognize each of these items and configure
your system appropriately. I you have a
hardware conflict (such as owo cards set to
the same IRQ), Wixpows 95 will inform
you of the conflict, and often tell you
which card is the offender.

The setup program did lock-up on oc-
casion, but when we reboored and restart-
ed it again, it told us that the previous
setup didn't work due to a problem while
detecting hardware and it offered to skip
that step. Alter a trouble-free installation,
we found our system more or less config-
ured correctly. Configuring specific de-
vices is a snap, Loo, because it's all
point-and-click—no need to add obscure
entries to the Windows SYSTEM.INI file.
The reason most of the hardware you

may have will be automatically config-
ured is because Microsolt has catalogued
hundreds of pieces of hardware, But
soon, there will be actual plug-and-play
hardware in the market. When you install
a plug-and-play card, it will essentially in-
form the system of its requirements. Also,
note that a number ol PC systems are
shipping with plug-and-play functions
built into the BIOS. These systems will
automatically allocate free IRQs, DMA
channels, etc., to plug-and-play enabled
hardware when those are installed. In
other words, when it comes to installing a
new plug-and-play device, you won't have
to do much more than insert the device
into a bus slot, restart Windows, and click
“yes” to automatically configure the new
hardware,

AUTOPLAY

Just as plug-and-play features simplify
the hardware installation process, so a
feature called Autoplay simplifies soft-
ware installation. When fully implement-
ed by a CD-ROM title, Autoplay makes
game installation as easy as popping a
cassette into your VCR. When you insert
an Autoplay-enabled disk into the CD
player, the game will automatically start
to run. A great example of an Autoplay-
enabled application is a cute little chil-
dren's adventure, FREDDI FISH AND THE
CASE OF THE MISSING KeLP SEEDS. FREDDI
Fisn runs under Winnows 3.1, but also
works very well under Winpows 95.
When you slip the CD into the drive, a
window pops up and asks you il you warnt
to play or quit.

I's a little more complicated than that,
actually. Autoplay is a tool that develop-
ers can use to enable their programs to
automatically install and run when the
CD is inserted. There is no requirement
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for Winpows developers to implement
Autoplay, but it's such a time and
headache saver that most developers are
likely to use it. Autoplay can be set up in
a variety of ways, all up to the developer.
The application can simply run from the
CD, as Freppi Fisi does under Winpows
95, Or, it can install some files on your
disk, run the program and then remove
the files automatically when you quit. These
first two methods are examples of “zero
footprint programs,” meaning that the
software leaves no trace of itself behind
when it’s finished. Another Autoplay op-
tion is for a program to launch an install
program that installs any needed solt-
ware and operates in the traditional man-
ner. Note that good programming
practice means that the user will have the
option of keeping the installation, to

“The PC game market has heen suppressed for two major reasons: difficully
with installation and configuration, and lack of significant new hardware innova-
lion for games, because developers have had fo code so intimately to the melal
that it has become a nightmare (o introduce new hardware and gel il widely
adopled. We're going lo bring all of the benefils of device independence o
games, and none of the penalties that have discouraged them from using APIs.”
Alexander St. John, Games Technology Evangelist, Microsoft

avoid a long install every time you sit
down to play.

By the way, Autoplay is not specific 10
Winpows 95 applications. Most games
that will ship in the year or so after Wix-
pows 95 appears will still be DOS pro-
grams. But it's relatively straightforward
to add Autoplay capability to DOS CDs.
Both developers and users can still get

L
TR T S G TR A
SO EASY EVEN A KID COULD DO IT Allright, it's
just Freooy Fisw, but you'll be hooked when you
can insert an Autoplay-enabled CD-ROM and
simply click “PLAY." Gaming has never heen so
easy on the PC.
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most of the benelits of easy running and

installing without the typical configura-
L ‘

tion step.

DEVICE INDEPENDENCE

“Device Independence” is a concept that
is most important to game developers,
but it will have an indirect impact on
gamers, too. Currently, one of the
biggest headaches for game developers is
writing their games to support all of the
various hardware brands on the market.
For instance, il a game developer wants

Nhie

Zlle g CV

the cool soundtrack of his game to be
heard by the majority of gamers, he must

write “drivers” for every popular type of

sound card—AdLib, Sound Blaster,
Gravis Ultrasound, Pro Audio Spectrum,
ete. The same goes for video cards. This
is why you must conligure your sound
card and video card every time you in-
stall a game—you're telling the game
which hardware peripherals to use.
Under Winnows 93, this driver issue
will be all but eliminated on the game
developer end. Rather than worrying

OFADOS

Running DOS Games Under WINDOWS 95

Onc of the most frequently asked
questions about Windows 95 is
“What will happen to my $4000 library
of DOS games when 1 make the switch?”
The answer is “nothing”—you'll be able
to play DOS games in Windows, and in
fact, you'll have several ways of doing so.

There are three DOS
solutions for WINDOWS
95. First, simply create
an icon for the game
and run it. Second, use
the Single Applications
Mode or SAM. Third,
revert back to a previous
version of MS-DOS and
deal with the game as if
Winpows 95 was never
installed.

When an icon is cre-
ated for a game, gamers
will have a choice of

Stant| [ Shericut 1o Herelis

mode is that you can give each applica-
tion its own CONFIG.SYS and AUTOEX-
EC.BAT files, creating, in essence, “virtual
boot disks.” The downside is that when
you exit the game, the system essentially
reboots. Also, SAM doesn't let you switch
to another application while you play.

1 - Bhoitgol i Dogm

[ Shoitcut to Doom & s

running in full sereen
mode or in a window.
We've successfully run a
number of games in a
window, including HerETIC and Doow,
but most game players will want to run
DOS games in full screen mode, primarily
for performance reasons, and full screen

mode will still allow you to switch to a
Winpows 95 task when necessary.

Many DOS games won’l run under WIN-
pows 95, unless you use the single applica-
tions mode or SAM. SAM gives the game
the full resources of the system—essential-
ly, like running the game from the DOS
prompt. The advantage of this operating

INDUSTRIAL STRENGTH Winoows 95 can handle your dirtiest gaming
chores. Switch hetween either game, and when you're done, fire off
a business repnrt without rehuollng

In the worst case, your old version of

DOS is just a single keysroke away, and
your old CONFIG.SYS and AUTOEX-
EC.BAT files will be readily available. Like
0S5/2 and Winpows N'T, Winpows 95
gives you the capability to boot 1o an op-
erating system of your choice. All you
need to do is press the function key ¥4 to
get back to good old DOS (we [ound that
a trusty MS-DOS boot disk will work just
fine as well).
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about the specific demands of a piece of
hardware, game developers would ideally
])I'Ogl"(llll t.]lL’il' g;lmcs to a common set ﬂl.
software API's (Applications Program-
ming Interfaces), such as the recently an-
nounced Game SDK (Software
Developers Kit). So, no matter what kind
of sound card, video card, modem or vir-
tual reality headset you are using, the
gil]ll{f d{!\"{‘flﬂp(?l' can \\"T‘if{'! Lo fhe WinN-
pows 95 SDK and be sure that the device
will work properly. That, coupled with a
far better memory model than DOS ever

WHAT ABOUT
PERFORMANCE?

The one burning question that we all
have relates to performance. How much
of a hit will we take when running all of
our older DOS games under WINDOWS
957 Like everything else with computers,
it depends upon your individual setup. If
you have a slow 486 machine with an ISA
bus, 4MB of RAM, a slow hard drive, an
old video card, and a 2X CD-ROM or
less, at the very least, you're going to find
yourself running your games in SAM—
perhaps even dual-booting back to your
old version of MS-DOS. On the other
hand, if you have a screaming, full dress
90Mhz plus Pentium with a PCI bus, fast
hard drive, a 4X CD-ROM, 16MB of
RAM, and a hot-rod video card, you
might be running your MS-DOS games in
a window on the desktop next to your
spreadsheet.

For those in the middle, it will be a
compromise. The more resource-inten-
sive games like WING COMMANDER IIT may
run better by reverting back to DOS. We
were able to run games like Doowm,
HERETIC, DESCENT, and MAGIC CARPET at a
speed indistinguishable from running in
DOS on a 486/66, just by making a few
icons with a few mouse-clicks.

New 32-bit Winpows 95 games are
around the corner and promise to deliver
us from this kludgy state. When they get
here, not only will they reward us with
their gameplay, but we may see an end to
MS-DOS configuration files forever.



had, will make game programming much
more streamlined.

The device independence concept will
impact several different aspects of games.
Let's look at a few.

2D Graphics: Microsoft’s move toward
device independence started with graph-
ics. Around the middle ol 1994, Mi-
crosoft began quietly shipping its WinG
graphics library. WinG is software that al-
lows developers to move bitmaps around
very quickly in Winpows 3. 1—much
faster than the normal Wixpows graphics
functions. There have been a number of
applications that use WinG, including
WinDoow, Freppr FisH, KING'S QUEST
VII and Jump RAVEN.

“Microsoft’s Winnows 95 Game SDK puts the PG platform in a position to
thwart the forthcoming game systems from companies like Sony and Sega.”
—Ken Nicholson, Divector of Interactive Multimedia, ATI Technologies, Inc.

As it turned out, Microsoll pulled the
wool over our eyes, but in a very pleasant
way. WinG turned out to be a subset of
the graphics system built into WiNnnows
95. The multimedia gurus at Microsoli
pulled out some of the key elements of
the Winpows 95 DIB engine, the operat-
ing system software that handles all the
graphics in Winpows 95 (DIB stands for
“device independent bitmap”). They
then back-ported these features to Win-
pows 3.1, giving programmers a head
start in implementing the fast graphics
required by computer games. And it's im-
pressive.

In addition to those games developed
on the PC using WinG, Microsoft has
demonstrated a game ported from a
Sega Genesis console. It's one of those
classic, sideways-scrolling shooters, but
has multiple actions occurring in the
background, in different layers of anima-
tion. Using the Game SDK's DirectDraw
(the next-generation descendant of
WinG), the game plays very nicely at
800x600 resolution with 256 colors on a
486/66.

3D Graphics: Anyone who has ever
played a true 3D game on even a moder-
ately fast computer knows how a comput-
er-generated 3D world can bring a

computer to its knees. Most game
developers create their own pro-
gramming methods for creating a
3D world. This lack of standardiza-
tion has resulted in a lag time in
the acceptance of hardware tech-
niques [or accelerating graphics.
There are only a bare handful of
games that take advantage ol 2D
hardware accelerators, and there
are new 3D accelerators just
around the corner,

Microsoll is addressing the ac-
celeration hardware issue in two
ways. First, there's 3D-DDI (3D
Device Driver Interface), which es-
tablishes a standard way for

Winbows 95 applications to interlace
with 3D hardware.

It'll Test
Every
Nerve
You've

Got...

S B R s |

WALL-TO-WALL GAME Mindscape’s Winoows 95 version of
Warnammer is indistinguishable from an MS-DOS game.
And as a Winoows 95 game, it can take advantage of

hot-rod hardware features currently unavailable to its
DOS counterparts.

The other method
is more significant in
the long term. Recent-
ly, Microsolt has
announced the acqui-
sition of Rendermor-
phics, the developer of
a real-time 3D graph-
ics library called Reavrry Lap, REALITY
Lai is a true 3D API oriented towards
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Nhal is the Pie 3D GCS?
.A TllL‘ Pie 3D GCS is an integraled soltware package lor non-
progr . With this system, the user can create his or her own 3D
games whllch are comparable lo today's top-selling 30 action games,
Is this DOOM?
A No, DOOM is an excellent game from Id Soltware (not u‘;b However,
with the GCS you can make levels thal look very similar to DOOM levels if
youwant. The Pie 3D engine is similar to Id's in that you can have tall
walls, non-90 degree walls, walls with cutouts and ledges. deors, and
animaled objects. It is different from Id's in that with the Pie 30 engine
there are limitations on the floor and ceiling tiled lloor texlures and sleps.
Also there are features in the Pie 3D engine like invenlory items that can
be put down, and two- -way passages between any levels, that wereril
needed in DOOM. There's lots more, 100, bul those are the hlghhgnls.
Qi s Iho gameplay smooth scrolling anmation. not jorky of slow?
A: | think tho animation is as smooth as our compelitor’s. In our mosl
complex lavels we average 10 to 20 animation frames per second on &
lowly 486‘-—3:7 In a more slrnple rnaze type level you would do better
3 U lrmite J oN
y no, outdoor scei nn are aasy You can make buildings and of
course trees, (all telephone poles, or almost any simple outdoor object..
Qi \What abaut lighting olfocts?
A: The GCS can do the standard fade 10 darkness with distance, or you
can have it fade to grey for a very effeclive fog/rainy day affect. Youcan__
also make walls that pulsate or blink with light. -
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This product is ideal for avid 30D game players. Now you don't
have to wait for blg software publishing companies to come out
with gamoes thatl may or may nol impress you. Now, os a full-
fledged game designer, you can sel the scene, crafl the scenario,
hide the secrets, and mastermind the combat action. You'll have
wours of pure pleasure testing and refining your killer levels., Make
a game your game-playing frlends will rave ahout,

And, il you turn your habby inlo a business, you don’t have lo pay
any lecs or royalties 1o anyone, You keep 100% of the protits. Take ™
advantage of the opportunities emerging on the nel. Distribute

your game as shareware, Steike o retail deal, Imagine tho thriflal
secing your game on the shejves of computer superstoresd N
This uuri hase could be a real investment!!!

-v_ s pi€ in the sky software

For more itormalion, call our computer BBS al 716-425-2062,
Download o deme, or send a check lor $6.00 to us if you
would like the deme mailed to you on 3.5" lloppies.

*3‘$¢ from your hobby! Order the Pie-

Developers of 3D entertainment software |

FAX YOUH ORDER 716 425-8842

1-800.537-3344

pie in the sky software
1596 Ayrault Rd. Fairport, NY 14450

HAME:

STREET:
CITY: STTE:
21P: PHONE w: { ]

J CHECKIMO (Poyalile to Pla inthe Sky Soltwara)
' Charge my crodil eand: & MG or O VISA

Credit Card #: EXP: ']
Signatwe:
W US Priority Mall {Add $4.00 shippirg & handling = $73.95)

O €.0.0, (Add 59,00 shippirg & handling = $78.95)
| O Federal Expross (Add $14.00 shippirg & hand
i U %S 5

= £0,98)
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real-time activities, such as simulation,
ReaLTy Lag would allow game program-
mers to forego the joy of developing a 3D
API, but allows them to get their games
written with the knowledge that every
Windows 95 platform will run their 3D
game without problems. There are sever-
al third-party 3D APIs, as well.

So, in summary, the upshot of Dircct-
Draw and 3D-DDI: DirectDraw will allow
games to take advantage of the 2D aceel-

“I think Wixpows 95 will be the platform on the PG for games
and other software, in all respects. This thing will kick 05/2s
butt because the game performance will be not just adequate, but
considerably better than DOS—in terms of games specifically

written for WiNpows 95.”

—Zach Sitmpson, Director of Technology, Origin Systems

eration hardware on current Windows-ac-
celerated graphics cards. 3D-DDI will
allow 3D games to take advantage of the
acceleration potential in the next genera-
tion of 3D accelerator cards. Those peo-
ple who invest in the high-end stall will
see their investment actually bear [ruit in
Winpows 95 games. Games that push the
limits of technology now, like NASCAR
RaCING, U.S.Navy Fiou1ers, and Fricur
UNLIMITED, could benelit greatly from
this hardware kick-in-the-pants.

Digital Video: For good or bad, the use
of digital video is becoming increasingly
popular. The technology demands enor-
mous bandwidth and CPU processing
power, but Microsoft and Intel have joint-
ly developed a device driver interlace
known as DCI (Display Control Interface).
DCI delivers improved video playback,
resulting in a larger, smoother image.

Microsoft will also be adding MPEG
support to its current stable of video
CODECs (COmpressor-DECompres-
sor—soltware that allows digital video
files to be compressed into relatively
small files, then decompressed on the [ly
during playback).

Music, Sound and Peripherals: One
of the most maligned facets of Winpows
3.1 is the MIDI mapper. Indeed, it is ma-
ligned for good reason. Although the
MIDI mapper is designed to set up the

patch (sound) set for a MIDI-enabled 5[]

" Privaleer Il

e dbout

sound card, the existing MIDI mapper is
arcane, poorly documented and, on occa-
sion, unreliable. Microsoft recognized
this and really cleaned up this little-used,
but important application. In addition,
Microsoll is supporting General MIDI in
the MIDI mapper, allowing for a more
standard approach (o MIDI files.

The Game SDK has a low level API
called DirectSound that is compatible

ON SCREEN, CAPTAIN This top-secret shot of
DOrigin's Privareer 11, still under development,
proves that a high-end game can be created
as a native Winoows 95 application.

rion to DirectSound, the Game SDK is
tackling the compatibility issues with 3D
andio and digital mixing.

NETWORK GAMING & WIN 95
One ol the hottest new trends in gam-
with the Miles audio drivers used by ing is the ability to get together with a few
many game companies. This will make
sound casier to program since they are
already familiar with the tools. In addi-

of your closest friends and kill them—in a
virtual sense, of course. Multiplayer games
are beginning to ship on a regular basis.

It’s Ruthless,
Ingenious &
Downright

Dangerousé

SIR-TECH
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“The best thing about Winpows 95: compatibility: worst thing: uniformity. In DOS, everything is
weird and funky and you get this wonderful divergence of styles. WINDows has a natural interface.
Constraints drive progress and dynamics. Look al all the WiNnows multimedia apps—they all look
the same. DOS, hand-crafted, lovingly made with artistry...Silicon Graphics, all the same, falking to

the same APIs... ‘Oh look, a Rendermorphics game; hey, there’s a Renderware game.

I

—NSeamus Blackley, Producer/Physicist, Looking Glass Technologies

As yon might expect, they are a royal
headache to conligure and keep running.
Winnows 95 expands on the ease of net-
working that was built into WINDOWS FOR
WORKGROUPS and makes 1t even casier 1o
set up and use. Also, it's easier [or pro-
grammers to write to the consistent Win-
dows socket interface. Look for more
multiplayer experiences in the future.

Another form of multiplayer, of course,
is via the modem, allowing two human
players to interact in the virtual world.
Modems are not as difficult to set up as
networks—but not by much, Winnows 95
automates modem setup, making life a
lot casier for the dial-up crowd. In addi-
tion, Microsoft will be adding a technolo-

Virtual Reality Just Came

Closer to Reality!

New!

SOUNDSCAPE[{IA

Now your computer can have the

power of real-time, multiple, simultaneous
sound effects processing at a great low price!

= Sound Blaster™ 2.0 Compatible
= 16-Bit, 32-Voice

e Access ENSONIQ's Library of Real-Time Special Effects

# (35 Instrument Set, 7 Drum Kits
» (1 Drum Programs

o 128 General MIDI Instruments
® 128 MT-32 Instruments

® 2 MB+ "Purist” ROM Waves and Patch Set

ay called TaiceView 1o Winpows 95, allow-
ing two gamers to talk to each other, then
switch back to playing a game over a mo-
dem, all on a single phone line, without
hanging up or redialing,

BOONS AND BANES

Of course there are other benelits to
Winpbows 95: better [ile management,
preemptive multitasking, and the recent-
Iy announced WiNpows 95 SDK (Soltware
Developers ‘Toolkit) that will aid game
developers in producing true Winpows
95 games. But these are matters for an-
other day. In our first look at Wixpows
95 we wanted to draw out the most im-

portant issues for gamers,

Dual on-board DSPs!

For more infarmation, coll
1-800-7-SOUNDS

Far FAX-BACK Data Sheet, rall
1-800-257-1439

ENSONIQ]

TR THEE WORLD I SOUNT Lsonamon

HaT
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What are the problems and dangers?
Well, of course there’s always the possibil-
ity that the first version of the software
will be buggy. Actually, you can be certain
the first release will have some (laws—it's

Just a matter of how many.

Then there’s the matter of learning a
new interface. Heavy Winnows 3.1 users
will have to undergo a fairly extensive re-
learning process. File management and
window navigation have been significant-
ly altered, so many of your short-cuts and
time-saving methods will no longer work,

Another potential problem involves
gameplay in the initial releases of WiN-
pows 95 games. Time and time again in
this industry, we've seen a strange phe-
nomenon occur when game companies
begin incorporating new technologies
into their games. Usually, the first wave of
new games have a high “chrome” content
and mediocre playability. We lervently
hope that the game developers have
learned from past experience and use
this new technology to enhance the gam-
ing experience, and not simply generate
titles with cool features and slapdash
playability simply to generate early sales.
That hurts the industry more than any
new operating system could,

As you can sce, WiNnows 95 has in-
credible potential—for good and bad—
but three months hefore the announced
August release, it looks as il the chips will
[all on the side of the good. Of course, il
things do not shape up the way Microsoll
hopes they will, we will have the same
kind of muddled confusion that prevails
in software today. But if things do hap-
pen according to plan, gaming could
have its next hot new gaming platform,
and we could see the death ol the evil
tyrants CONFIG.SYS and AUTO-
EXEC.BAT. And will gamer’s rejoice on
that clear, sunny day?

Yes, we will. 42



Save A Shattered World.
Or Die Trying.

It starts with 60 ruthless mercs,
- an army of cut-throat lnemies. and an

ersary. By the time you're done, you'll know them all... real well.
Strategy and role-playing... so engaging, you’'ll be up all night.

 Hey, this ain’t no drill... it’s in your store right now.
Circle Reader Serw'ée #163

To order, visit your local retailer} or call 1-800-447-1230

L

SIR-TECH

P.0. Box 245, Ogdenshurg, NY 13669 Tel: (315) 393-6633 Fax: (315) 3931525 E-Mail: 76711.33@COMPUSERVE.COM

Jugged Alliance™ is a registered trademark of Sir-tech Software, Inc.



CHIPS &BITSuc.

Call 800-699-4263
Int’l 802-767-3033
PO Box 234 Dept 10289 Rochester, VT 05767

Fax 802-767-3382
Source 10289

B

RIENERGH

‘POWERHOUSE’
In he next energy
starved millenium,
you will command
one of four empire
building, power
grabbing mega-
corps. These cul-
Ihroal behemoths
will stop at nothing
lo conltrol man-
kind's vilal energy
supplies. Superb
SVGA graphics,
and 9 energy
sources, CD $39

‘PHANTAS-
MAGORIA' The
story of a woman
fighting lor her lile
agains! the forces
of evil in the most
adventurous mul-
limedia suspense
Ihniller ever. Soph-
isticated Holly-
woad film tech-
niques and digital
effects greale a
Irighteningly
believable night-

mare, CD 8§49

‘FULL THROTTLE' This is an adveniure about one man
against the world, it encompasses a murderous plot moti-
vated by greed; the fall of a leader and his fight for justice.
Extensive compositing of 2D and 3D graphics. CD $46

FREE

SHIPPING!

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

‘THE SCROLL'It's
spell petrified a
city's populace, in
a lemple under
the unsuspecting
city of Alexandria.
But in 1920, one
Yussuf Al Rashid
begins to dig a
hiding place for
his ill-gotien
money and un-
earths the 2000
year old scroll that
could end the
world, CD $38

LAS VEGAS

Scrmey fos Mitonalt. Tight Simelitor- §

‘LAS VEGAS
SCENERY' The
startlingly realistic
Las Vegas Scen-
ery for Microsoft's
Flight Simulator 5.0
from BAO gives
YOu an entirely new
dimension of 3D
level detail. Qur
scenery uses actu-
al satellite photos
enhanced with
special aerial and
ground based pho-
lography. CD 832

IBM HARDWARE |BM ADVENTURE IBM ADVENTURE IBM ADVENTURE

AUDIO HARDWARE
Ad Gravis Ultrsnd Max31689
Sound Blaster 16MCD3S177
SB 16 ASP wSCSI-2 5186
Sound Blastr 16 Value5105
Sound Blasir 32 AWE $263
SB 32 AWE Value Ed.3169
Sound Blaster Value  $57
SGalexy NXPro 16 $299
Snd Scpe 16 Wavelbl 3159
Vivid 30 Plus Sound  $72
Vivid 3D Pro 5105
Vivid 3D Sound 385

CD-ROM HARDWARE
4 Plex Quad W Cnlrolr3479
4 Plex Quad Speed 5429
Diamond 4000 (4x)  $379
Digital Edge 3x Int S69
Mitsumi Quad Speed 5215
NEC 4X! M-spin 5405
NEC 4xi M-spn w/Intfc$489
Sanyo Concord 3 Ext $325
Sanyo Concord 3 (4x) $215
SB Omni (2x) Ext $369
SBlastor Omni (4x)  $412
SBlaster Omni (2x)  $207
SBlaster Omni (3x)  $320
Teac Super Quad (4x)5342

VIDEO HARDWARE
Impression Lite VLB 5299
Reel Magic CD Upgrd $598
Reel Magic Lite 5275
Reel Magic Upgrade 5299
SpeedStar ProSE VLBS179
Speedstr GKt PCI Acc 5169
Stealth 64 2MB DRam3s201
Stealth 64 2MB VRam$201
Stealth 64 4MB VRam$469

CoWoas 1

CONTROLLERS
Auto Cockpit 5159
CH Flight Stick Pro 857
CH Pro Pedals S75
CH Pro Throttle 589

CH Trackball Pro sS85
CH Virtual Pilot Pro ~ §75

Cyberman 554
Flight Cockpit 3219
Flight Stick 535
Flight Stck Pro&X-Wing 572
Game Zappor 847

Gravis PC Game Pad $19
Gravis Phoenix Jsick  $83
Joyswitch S$38
L-tech Wnghn Extreme$45
Notebook Gameport  §42
Spaceball Avenger 3169
T-master DCS $110
T-master FIGTQS  §110
T-masler FLC (F16) 3110
T-masler Game Card  $25
T-mastr Weapns(Mrk2) 90
Thrustmaster XL Action$24
Universal Cockpit 5219

SPEAKERS
Altec ACS 1001 5103
Audiophile Rel 10 A 5122

Jazz J-308 832
Jazz J-351 $43
Jazz J-590 §62
Jazz J-702 396
Jazz J-818 $129
Koss HD 100 563
Labtec CS-1400 $99
Labtec CS-150 sS4
Labtec CS-B00 S32
Lablec C5-900 £59

Sony SRS-FC20 528

1001 Nights of Doom  $19
7ih Guest 2:11th Hr CDS51
7ih Guest CD 544
AMAZON $35
Adrenaline Factor CD - $35
Adv ol W. Beamish CD $24
Alien Virus CD $38
Alone in the Dark 2 $34
Alone in the Dark 3 CD $42
Alone in the Dark CD  $46
Atmoslear CD 534
Awlul Green Things  $36
Beneath a Steel Sky 533
Big Red Adventure CD 540
Biolorge CD 544
Blackthorne or CD  ea $20
Blake Stone or CD ea 820

Blind Date CD 538
Blood Society CD $34
Bloodnet - 239

Blown Away WINCD 539
Body Count or CDeach $29
BrainDead 13 CD 538

Buccanears CD 548
Bureau 13 or CD each $33
Burn Cycle CD $39

Cadillacs & Din's CD 548
Caslle Woltenstein CD 542
Central Intelligence CD $25
Chaos Continuum CD  §29
Commander Blood CD $39
Companions of Xanth 532
Conspiracy CD 530
Corridor 7 or CD  each 529
Creature Shock CO 548
Curse ol Enchanlia CD $23

Cyberia CD 345
Cyberwar CD 540
Daedalus Encountr GO 847
Damnesia CD 536

Dark Forces CD 547
Dark Seed 2 s42
Dark Seed CD 539
Day of the Tentacle CD$29
Death Gale CD 832
Defcon 0 CD 539
Depth Dwellers CD $29
Dinonauls WIN 524

Discwortd or CD  each 535
Doom 2 Collctrs Ed CD$52
Doom 2: Ext Levels CDS22
Doom 2: Hell on Eanth $39
Doom Ware: Ocer 1 CDS25
Dracula saz2
Dracula Unleashed CD $39
Dragonsphere or CDea $25
Dreadnoughts Bismark $29

Dreamweb 534
Dune CD $29
Dust CD s42
Ecstaticaor CD  each $36
Entombed CD s37
Evolution or CD  each $29
Extractors CD $34
Flash Traflic CD 338
Flashback CD ]
Fort of Dr. Radiaki CD $32
Frankenstein CD 346
F. Pharkas Frontier 2§44
Fraelancer 2120 $35
Full Throttle CD $46
G-Mome or CD each 343
Gabriel Knight $29
Gadgel CD 45

Gateway 2 or CD 529
Gateway Coll 1 & 2 CD $36
Gender Wars CD $49

Guy Spy CD $29
Hand of Fate CD $39
HardJack CD $48

Harvester CD
Heaven and Earth
Hell Cab CD

Heratic 2 CD

Hired Guns

Heook

| Have No Mouth CD
In Extremus
Inca3CD

544
832
538
5486
$36
$32
844
s42
539

Indy Jones :Allantis CDS32

Inheril the Earth CD
Iron Helix CD
Jagged Alliance

Johnny Mnemonic CD

Jonny Quest
Journeyman Prajel 2
Jurassic Park

King's Quest 5 VGA
King's Quest 68 OEM

825
556
846
$44
526
548
§29
§32
s29

King's Quest 7 CD WN 549

King's Ransom CD

§33

Kingdom O' Magic CD $54

L-Zone PCMC CD
Labyrinth ol Tima CD
Lands of Lore 2

Last Dynasty CD

$40
524
s42
$33

Lawn Mower Man 2 CDS49

Legend of Kyrandia

s24

Lgnd of Kyrandia 3 CD 839

Leisure Suit Larry 6

$39

Leisure Suil Larry 7 CDS44

Leisure S.Larry Anth
Little Divil CD
Loadstar CD

Lost Eden CD

Lost Files S.Holmes
Lunicus CD

MTV Club Dead CD
Maabus CD
MacBeth CD

347
$39
549
539
832
s4z
539
s20
535

Madness of Roland CD$29

Man Enough CD s34
Mission Critical CD ~ $34
Marph Man CD 829
Myst CD 547
Nibelrung Ring Cycle  $39
Night Trap CD 248
Moctropolis CD $47
Out of this World 2 CD $45
Pagomaster CD S44

Pepper's Advnt in Tme 529
Phantasmagoria CD  $49
Ritfall or CD 838
Police Quest 4 & WIN $38
Police Quest 5 CD S48
Prince of Persia 2 20

Psimaster CO 544
Psychotron CD 536
Quarantine s34

Quest for Glory 4 $29
Quest for Glory 5 CD 844
Relentless CD 544
Retumn to Zork or CD - §44
Retumn to Zork w Anth - 544
Retum to Zork CD 545
Riddle of Master LuCD $48

Rise of the Tnad S35
Robocop 3 s32
Rabot City CD S46
Seroll CD $38
Spa Legends CD 344

Secrels of Stargate CD 528
Shadow of the Comel  §37
Shadows of Cairn WIN $39
Silverioad CD $38
Simon the Sorcerer 2 537
Simon the Sorcerer CD$33
Skull Cracker CD 541
Slaughterhouse 5 CD 846
Space Quest 6 CD 545



FREE GAME OFFER"

=The greatest
goll game

IBM ARCADE IBM ROLE PLAYING

Space Shp BrainlckCD $49

Spaceship Warlock CD 529
Spawn or CD 42
Star Reach 536

Star Trek TNG CD 579
Star Trek: Judge Rites $42
Star Trek: Slar Fleet S48

StarGate $38
SterecWorld CD 539
System Shock S44
Tek War CD S46
Terminatr Rampge CD $34
Terra Nova 348
Terror of Deep or CDea$36
The Dig sS40
The Journeyman Projct §32
The Trial 544
Thiel of Dreams 542
Touche $39
Trouble is my BizCD  $46
Tuneland CD S48

U.S. President CD 532
Under a Killing Moon  $49

Virtuoso CD $39
Vortex CD 545
Vaoyeur CD 546
Walker $3z2
Weallands CD §29
Who Killed Sam Rupert$24
Wing ComnderUllima 6 529
Wilchaven CD 346
Woll £39
Woll CD $39

Wolves of MoordethCD 839
Woodrull & Schnibble $32
Wrath of Gods CD WINS44

Yserbius 326
Zombie Dino CD $30
Zaormo 39
Zoro CD $39

‘PC VIRTUAL
GOLF CLUB' A
realistic flight path
of the ball on your
monitor resulls as
a measure of dub-
head speed, club-
face angle and
club path. The 26"
PC Galf Club is
designed to have
the feel of a lull
sized club, yel
allow you to swing
in a room of nommal
cailing hesght. $119

‘LINKS PRO 386
CD' The most
award winning golf
game in software
history has now
been enhanced for
the CD platform.
From tee 1o green
LINKS 386 CD is
unrivaled in recre-
ating a true golfing
experience, Play
at Hilton Head
Island or Banff
Springs Resort,
Canada. CD $25

500 CC Race Bike §29

Alien 3 $29
Animation Classics 2 $42
Breakthru WIN 535
Corpse Killer CD 548
Crime Patral CD $35

Crystal Caliburn WIN 529
Cryslal Skulls CD 40
Dragon's Lair MPEG 842

Dragon's Lair 3 $34
Eight Ball Deluxe §31
FX Fighter CD S44
Fasl Attack 546
Hammer Slammers CD $46
Ishar 3 $33
Jump Raven CD S42

Lode Runner WIN CD 39
Mad Dog McCree Il CD$35
Mickey Mania CD $39
Microcosm CD 336
Mirage Thunder $39
Monty Python's Waste $48
Mortal Kombat 2CD 844
Oxyd Magnum $36
Pinball Woerlds or CDoa$35
Rebel Assault CD $44

Revolution X CD £45
Rise of the Robols 345
Rocket Boy CD 549
Royal Flush Pinball CD $30
Slam City CD 548
Spaco Ace 2 $34
Space Pirates CD 538
Striker or CD $46
Supreme Warrior CD 548
Telris Gold CD $32

Time Pockels CD 8546
Total Domination CD  $39
Tubular Worlds $36
Ultimate Pinbll orCDea $34

‘A-COM TERROR
FROM THE DEEF*
The war continues...
X-COM brings the
alien terror info a
totally new dimen-
sion. Your combat
now extends to the
slrange  new
worlds of the deep
where superior afien
technologies threat-
en the very sunival
of this planet.
Your planet:
Earth., CD S40

'SPACEBALL
AVENGER' Say
‘Later’ lo the clunky,
herky jerky action of
keyboard, mouse and
joystick play! Enter the
next generation of
super cyber-dynam-
ics. Get a grip and
hang on, ‘cause
you're gonna move
like you've never

maved before. Nalural, intuitive, smooth continuous 3D
mation control, Just like reaching Into the screen and
movin' things directly! Unbelievable breakthrough, con-
trol fike you have never experienced before! $169

AD&D Collector Pk CD $35
ADD Collctor Editn V 3 $19

Al-Qadim $42
Al-Qadim CD 539
Alien Legacy $36
Alion Legacy CD $39
Arborea Journey $34
Arana $39
Brandish or CD  each $34
Cobra Mission 529

CyClones or CD  each $39
Cyber Space CD 238
CyberJudas CD 548
Daemonsgale or CDea $19
Dark Queen Krynn Edil $16
Dark Sun 1 or 2 CD ea $49
Darksun Characler Ed $16

Demon Hunter 342
Davil's Gate CD $40
Disciples of Steel s34

Dragon Lore CD $47
Dungeon Master 2 $37
Dungeon Master 2 CD $37
Elder Scrolls 2 CD 548
Eyo of Boholder 1-3 on §19
Hell CO 345
Haero's of Might &Magic $34
Hexx: Heresy of Wizard329
Hunters of Ralk CD $54
Ishar 3 CD £33
Kingdoms: Far Reache $40
Knighls of Xentar CD §38
Knight of Xentar 844
Lands of Lore CD 541
Lands of Lore Chr Edit $18
Legacyr 539
Legend of Valor $36
Lord of the Rings 2 CD 538
Lord of the Rings CD $33
Lordot Rings 1&2 819

‘MIDWAY' Cinc-
Pac, is played by
the computer.
Choose to play
either Admiral
Spruance, Com-
mander of Enter-
prsa and Homet or
Admiral Nagumao,
in charge of four
Japanese fleet
carriers. Gather
the information
you need fram
the Tactical
Map. CD $39

*FREE GAME OFFER
Spend the specifiod amount on any in stock software and choose a
Iree 1BM game from the comesponding list below. Cfer subject to
change or cancellation without notico. Valid from May 15t - Juna
30th or while supplies last, Request must bo mada at tima of order.
SPEND S60
Airborne Ranger 5.25, All IE up to Episods 9, Cohort 2 3.5,
Conquered Kingdoms Scen 3.5, GNB Scen Disk 3.5, Gunship
5,25, Mercenaries 5,25, Pirates §.25, SDI 5,25
SPEND $100

Bridge 7.0 3.5, DRAGON Force 3.5/5.25, Falcon 3.0 MiG 20 3.5,
MagAsthur's War 3.5, Megatravelier Zhodani 5.25. Retum of tha

Phantom 3.5, Terminator 2029 3.5

SPEND S160
Alone in the Dark 3.5, Battios of Destiny 3.5, Links Pro 386 3.5, F15
Swrikn Eagin |l 3.5, Railroad Tyeoon 3.5, Rulas of Engagement 5.25,
Shent Sarvies 2 3.5, Simon the Sorceror 3.5, Star Trek Judgement
Rites 3.5, Ultima Underworld 2 3.5, Worlds al War 3.5/5.28
SPEND $200
Harpoon Collection CD, Falcen 3,0 3.5 Jutland CD, Links Pro
386 CD, V Victory: Market Gardon 3.5, Warlords 5.25

IENI ROLE PLAYING IBM SIMULATIONS IBM SIMULATIONS

Lord of Rings 1 Chr Ed$16
Lords of Midnight CD 548

Manzoberranzan §42
Might & Magic 4 $18
Might & Magic 4 Chr Ed$16
Might & Magic § §19
Might & Magic 5 Chr EdS16
Pirates Gold 519

Planel's Edge Char Ed $15
Pools of Darkness 338
Ravenlolt 2 CD 546
Ravanlolt or CD'  each $49
Realms of Arkania $25
Red Crystal $19
Return lo Ringworld CDS44
Riftwar Legacy CD $23
Rngs Modusa Gld CD §23
Robinson Requiem CD $33
Rome: Pathway Power $29
Shadow Caster D §19
Skyrealms of Jorune  $39
Space 1089 Char Edit $16

Star Reach CD 536
Star Trail M
Star Trall CD $45

Star Trail Speech Pack $18
Star Trek Deep Space $41
Star Trek TNG CD S48

Stonekeep CD 544
Superhero HobokenCD$34
Sword of China s42
Syndicate $37

Syndicate Plus CD 240
Thunderscape CD S46
Ultima & w/Speach CD 532

Ultima 8: Pagan 526
Ultima 9 or CD $52
Ultima 10 CD £54

Ultima Uworld 1 & 2CD 529
Waorld of Xeen CD $40

Circle Reader Service #54

1sl Encountars or CD - §29
A320 Airbus $28
AH-64 B Longbow $54
Absolule Zero CD $40
Aces Qver Europa 532
Aces of the Deep Sd4
Aces of Deep M-Disk 529
Aces of Pacificor CD 539
Aces over Europe CD  $38
Across the Desert 1941548
Across the Rhine CD 847
Across Rhine Exp Set 1530
Air Combat Series: N F §47
Air Havee Controllr WN $39
Air Warrior 2 or CD 834
Air Warrior SVGA orCDS35
Apache-Gunship CD  $45
Armored Fist 843
Army Air Corps: 1942 348
Art of the Kill s24
Baltle of Britain 2 WIN 534
Battlecruiser 3000 343
Chaos Control CD $39
Chopper Pack CD §3a
Chopper Strike $48
Combat Air Palrol CD  §29
Confirmed Kill CD $44

Cyclemania CD 534
D-Day: Op Overlord CDS38
Dark Ride CD 549
Dawn Palrol or CD s41
Delta V CD 332
Descent 2.0 CD 546
Descent or CO 238
Draam Web CD 534
European Racers CD 529
Evasive Action s28
Evolver 538

F117A Stealth Fighter 523
F15 Strike Eagle 3 $34

FA 18 HometorCD  $54
Falcon 3 Scen 3 FA 18 525

‘Faicon 3.0 $29
Falcon 4.0 CD $49
Falcon Gold CD 352
Fast Attack CD 48

Fighter Duel Pro 2 §33
Fighter WingorCD  $39
Fleet Defender F14 542
Floet Defender Gid CD $48
Fleet Defender Scen 1 $32
Flight Sim T-kit Exp #4 $19
‘Flight Sim ToolKit ~ $19
Flight Sim T-kit Scen 2 $19
Flight Sim T-kit WW 2§19
Flight Unlimited CD S48

Flying Aces CD 549
Flying Circus $39
Formation Attack CD S48
Formula 1 s24

Great Naval Bat2 CD %33
*Greal Maval Bal Scan 516
Gunship 2000 VGA 532
HAWC. $32
Harrier Assault SVGA 847
Harrier Assault CD $35
Indianapolis Track Pck $23
Indy Car Racing $30
Indy Car Racing AO #1 §22
Indy Car Racing AQ #2 $22

Interno or CD 544
Iron Angel CD 344
Iron Assault CD $39
Jet Fighter 3 241
Jet Pack CD 539

Kawasaki Supar Bikes $24
Lawn Mower Man CD 8§35
Life and Death 2 524
Lode Runner £36
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CHIPS&BIT

pin' graphics &
head-to-head
modem match-
es. CD 542

=

L

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

ment make this
game visually
and aurally stun-
ning. CD $49

Int’l 802-767-3033
= PO Box234 Dept10289 Rochester, VT 05767

‘RISE OF THE ‘UNDER A ‘PERFECT GEN-
TRIAD: DARK KILLING MOON' ERAL 2' is an
WAR' The world is Transporls you to unbeatable strate-
doomed... unless the virtual world of gic and tactical
you can change its the feisty detec- experience with
fate. You're a com- tive Tex Murphy. stunning graphics,
mando who usally New leatures allow intuitive interface,

eats terrorists for you to save and and he sharpest
lunch. But this - splice  scenes artificial inteligence
bunch ain't going e 2 together. An amaz- ever. Feel the
down easy! Offers ing level of delail & power as you com-
30 levels, eye-pop- freedom of move- mand missions in

the most exciting
eras of world con-
fict. 5 levels of dif-
ficulty. CDS38

Source 10289

‘AIR WARRIOR' *JUTLAND" Fight
Purchase CIock\I\Ierx. and st Gl lr o
BreakThru and Receive a of air combat in 11 No. & So. Atlantic

*10 Rebate

of the most feared
warplanes of the
WWiIl and Korean
aras. This is the
training school for

for the German
Imperial Fleet or
the Brilish Royal
Navy. Stunning
SVGA graphics,

on line air combat video and
Purchase ClockWerx and BreakThru duty against GEnie sound effects.
between 4/1/95 and 6/30/95 and receive Air Warrior vater- Historically accu-
coupon good for $10 rebate direct from ans. The theatre of rate combat includ-
Spectrum HoloByte, Offer subject to change operations could ing night combat,
or cancellation without notice. Olfer expires have over 50 torpedo attacks &
June 30, 1995. Offer void where prohibited, planes airbomne at salvos of exploding
taxed or otherwise restricted. Call for details. any time. CD $35 shells, CD$29

M1 Tank Platoon 2 $44 Sailing Simulator 3 552 APBA Baseball g24 M-solt Golf 2.0 WIN CD345 1830: AR &Robbr Brns $34 Dominus 525
M4: Sherman Tank Sim$34 Sea Woll CD $d4 APBA Bsball Innovator $19 Microsoft Golt CD 548 18th Air Squadron $36 Dune 2 528
Magic Carpet CD 542 Shutlle CD 524 All Americn Clige FB 94538 Microsolt Goll for Win - S48 A Train 534 Empire 2 or CD s42
Maxi Overkill Bnble CD 542 Silent Hunter CD 348 Barkley: Shut Up & Jam$42 Mike Ditka Power FB  §34 A-Train WConstruct St 529 Empire Builder 536
Maximum Overkill MD2 $29 Sllent Steal S46 Baseball for Windows $46 ML Profesnal Gro Goll $19 Advanced Civilization  $34 Exploration or CD S42
Mech Commander CD $42 Slipstream 5000 CD 840 Blood Bowl 534 NBA Jam S44 Advanced Civin CD 534 Fanlasy Empires CD 842
Mechwarrior 2 Add-on 518 Space Clipper 42 Blood Bowl CD 834 MBA Jam Live 95 CD 347 Airbucks 1.2 526 Fantasy Fieldom CD S48
Mechwarrior 2or CD 546 Spectre Vinual Reality $35 Brett Hull Hockey '95  §42 NFL 95 WIN $24 Ancient Art of War Sky $26 Feudal £39
Megalortress M-Disk  $26 Star Base 842 ESPN Baseball 536 NFL Challnge Pram Ed 859 Archan Ullra 532 Flight Commandr 2 CD S38
Megarace CD 539 Star Crusader $33 ESPN Bascbl Tonight  $38 NFL Coaches Club 529 Arctic Baron or CD $29 Front Lines or CD 539
MetalTech:Battledrome $32 Starlord $39 ESPN Bsbll Tonight 544 NFL Coaches Clb FB 2 §44 Baldios 532 Gazlllionaire WIN CD  §29
Melaltech 2:E-sg Spch S20 Stim Slum 542 ESPN Football 539 NFL Super BowlCD 339 Batlle Bugs 537 Genesia 539
Metaltech 2:E-siegeMD$29 Sub Batlle Simulator 2 $39 ESPN Hockey 339 NHL Hockey 543 Batile Isle 2200 CD 534 Genghis Khan 2 534
Metaltech: Earth Siege $45 Sub Blle Sim 2 Wn CD 530 ESPN Total Bsball CD $39 NHL Hockey ‘95 CD 540 Batlle of Chickamagua $38 Global Domination 834
MiG 29 (Stand Alone) $39 Sub War 2050 533 Empire Soccer ‘94 $29 PGA Tour Golt 486 CD $47 Bllle Chickamagua CD $42 Gold of the Americas 524
M-solt FS 5 Europe 1 $26 Sub War 2050 Plus CD$40 FIFA International Sccr 336 PGA Tour Goll WIN 526 Batlles in Time or CD §35 Grandest Fleet $29
M-soit FS 5 Las Vogas §33 SuperKarts or CD $30 Fairways to Heaven  $29 PGA Tour Golf Lim Ed $19 Black Beard or CD  $34 Greal Naval Bal 3CD $46
M-soll FS 5 Porlind CD $33 TFX or CD $36 Fairways to Heaven CD$29 Piclure Perlect Gall CD$42 Breach 3 or CD 534 Hammer of Gods CD $39
M-soft Flight Sim 5.0 544 Tank Com, Network CD348 Frant Page Foolball Pro529 Planet Soccer $29 Buzz Aldrin Race 826 Hannibal 526
M-soft Flight Sim 8 245 Tank Girl CD S48 Front Page Fibll Pro '95544 Pro Tennis Cup s38 Caesar 324 Harpoon Chlenge Pck 524
M-soll FSF Shop 336 Task Force Admiral Pk 539 Front Page Sporis Bsh S44 Proleague Football '84 529 Campaign 2 536 High Seas Trader CD  $39
M-solt Space Sim 1.0 §44 Terminal Velocity orCD $44 Frnt Page Spris BsbCDS47 Proleague Fiball Com $38 Caslles 2 CD 248 Hollywood Mogul £38
Mig 29 Fulcrum 529 The Big One CD 526 F-Page Sports FBUpgdS29 Proleague Foolball 38 Celtic Tales aor CD 539 Humans CD 522
Mig 29 Gold CD $49 Tie Fighter $46 Gone Fishin® CD 539 ‘Power Hits: Sports~ $19 Chessmaster 4000 Trb §36 Jagged Alliance CD 46
Mule 2 344 Top Gun CD 240 Hard Ball 4 CD 534 QuarterPole 824 Civilization 534 Jutland CD 529
Nascar Racing $39 Tornado CD $39 Hardball 3 534 Road to the Final 4 2 $38 Civilization N-work WINS48 Kingdoms of France 534
Nascar Racing Trck Pk $24 Tower 842 Hardball 3 Collection  $39 Road to Final 4 2 CD $43 Civilization WIN S48 Kingdoms of Germany 5$34
Pacilic Stnke §25 Train Engineer s29 Hardball 4 $32 Skins Game at Bighorn $40 Colonization 544 Kingmaker 53z
Phoenix Fighter CD $49 U-Boat 2 $36 Hardball 4 MLBPA A O 519 Time Qut Sports Bskibl $39 Colonization Gold WIN $48 Koshan Conspiracy  $29
Powar Boal Sim 3 546 U-Boat WIN $34 lce Hockey CD 528 Tom Landry Football  $24 Colonization WN orCD 548 L'Empareur 229
Privateer 548 Werewoll CD 48 J. Nicklaus Gld Bear Ed$34 T.LaRussaBB2CD S54G Conquered Kingdoms 2536 Legions WIN or CD 334
Rally 529 Wing Com. 2 Bundle  §29 Jack Nicklaus Goll CD $39 T.La Russa Baseball 2 $24 Conquaror 846 Lemming Chronicle CD $36
Rapid Assault CD 528 Wing Com. 3CD 553 Jack Nicklaus Sign Ed 827 T.LaRussa Bsbll 2 2 94 537 Conquest S36 Lemmings ODCP 518
Red Baron Tank Killer $39 Wing Com. Armada CD$47 Jordan In Flight CD 519 T.LaRussa Bsbll 3CD S48 Crigis in the Kremlin ~ $20 Lemmings WIN 529
Rad Baron W M-Buildr 329 Wing Com. ArmadaWN 540 Links Pro 386 CD sa2 Troy Aikman Ftball CD 548 Crusadaer CD S44 Liberty or Death =29
Red Ghost $39 Wings of Glory CD $40 Links Pro 386 Goll $19 Ultimate Football CD $45 Darklegions $36 Lords of Realm or CD $39
Renegade CD 345 Warld Circuit 2 842 Links Pro 486 CD $49 Unnecessary Roughns §29 Dead Zone CD $52 Lost Admiral 2 or CD  $39
Retribution CD s32 Waorld Gircuit CD 539 Links Pro Courses  ea $19 Unnecess Roughns '95 534 Deadline CD $38 Machiavelli Prince CD 540
Sailing Sim 3 East Cst 39 X-Wing 830 Live Action FibllCD 534 Winter Sports or CD ea 528 Detroit £an Maelstrom s23
Sailing Sim 3 West Cst 539 X-Wing Collector's CD 546 Microsoft Basoball CD 851 World Cup Goll CD 544 Discvry Stp Columbus  $34 Marco Polo or CD 542
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'FLIGHT UNLIM-
ITED' This new
simulator caplures
the pure joy of
fiight. From soaring
over beautiful and
majestic scenery o
the heart pumping
thrills  of flying
inverted loops,
Flight Unlimited
offers it all. Five
high pedormance
aerobatic aircraft
and five scenic
lecations. CD $48

'DUNGEON
MASTER Il
There's more 10
fear than ever
before in 'The
Legend of
Skullkeep'. This
new world is
alive with crea-
tures and actions
that will occur
with or without
you. Stunning
sound effects,
real time com-
bat. CD $37

'HIGH SEAS
TRADER' Take
the helm of your
own ship as a
17th century hon-
zon slides into
view. This com-
pletely new look
in strategy gam-
ing puls you right
up on deck while
you outrun pirates
and create lrade
routes o riches.
Strong replaya-
bility. €D $39

‘THRUSTMAS-
TER XL ACTION
CONTROLLER’
This  joystick
offers advanced
functionality en-
joyed by flight sim
enthusiasls.
Features three
Instant response
butlons, action
trigger, 4-way
thumb swilch,
pistol grip &
glow-in-the-dark
buttons, §24

See detalls below

‘'STAR TREK:
NEXT GENERA-
TION' You are
part of an criginal
interactive mys-
tery that will lake
you from Federa-
lion space lo
shields up con-
frontalions. Offers
voice-overs by the
stars, control of
the seven main
characlers and
command of the
ship.  CD 548

*FREE GAME OFFER
Spend the specilied amount on any in stock soltware and choose a
frew 1BM game from tho comespanding list below. Offer subjoct 1o
chango or cancellation without notico. Vialkd from May 15t - June
30th or whita supplins last, Raquast must be mada at time of order.
SPEND S$60
Airborne Rangor 5.25, All IE up 1o Episode 8, Cohon 2 3.5,
Conquared Kingdoms Scen 3.5, GNB Scen Disk 3.5, Gunship
5.25, Mercenaries 5.25, Pirates 5.25, SDI1 5.25
SPEND $100
Bridge 7.0 3.5, DHAGON Force 3.5/5.25, Falcon 3.0 MiG 29 3.5,
MacAsthur's War 3.5, M Zhodani 5.285, Return of the
Phantom 3.8, Torminator 2029 3.5
SPEND S$160
Along in the Dark 3.5, Battles of Dostiny 3.5, Links Pro 388 3.5, F15
Sinkn Eagle 1| 3.5, Rairoad Tyeoon 3.5, Aulss of Engagement 5.25,
Sdent Senace 2 3.5, Simon the Sorceror 3.5, Star Trok Judgement
Fites 3.5, Uitma Underworkd 2 3.5, Workds at War 3.5/5.25
SPEND S$200
Harpoon Collection CD, Falcon 3.0 3.5 Julland CD, Links Pro
386 CD, V Victory: Market Garden 3.5, Warlords 5.25

FREE GAME OFFER"

Master of Magic or CD 839
Master of Orion or CD 540

MechLords CD $35
Mega Lo Mania 529
Merchant Prince 537

Metal Marines WIN - §27
Millenium Auction CD 846
Navy Strike 540
MNetworks CD 539
New Horizons or CD 334
Nobunaga's Ambition 2 $34
Onslaught WIN 8ag
Operation Crusader CDS39
Qutpost Planet Pek CD $33

Qutpost WIN 238
Patrician or CD $36
Pax Imperia 539

Perfect General 2CD  $38
Perfect General Scen 2523
Pirates Gold M-media  $48
Pirates Gold WIN CD  $24
Pizza Tycoon 540
Populous 2 §25
Power House WIN CD $39
Project USAor CD §29
Rags to Riches 336
Railroad Tycoon 2 (D) $24
Reach for the Slars 524
Reunion or CD $33
Robo Sport WIN 534
Romance 3 Kingdms 4 $39
Rules of Engagement 2529
Sabre Team $25
Second Contlict WIN - §34
Serl Gity: Lile is Feudal $37
Sid Meir's Civil War 58
Sim Ant CD S
Sim City 2000 $34
Sim City 2000 Urbankt 520
Sim City 2000 Win 42

Sim City CD $47
Sim City Classic or Wn $28
Sim City WIN 525 529

Sim Farm $29
Sim Farm WIN 323
Sim Health $25
Sim Life or WIN §29
Sim Town or CD 34

SimClassic Collection Sdd
SimClassic Coll WIN - 544
SimTower or CD 533

Space Hulk CD 524
Space Miner 538
Space Raiders CD  $42
Spacoward Ho! 536

Spaceward Ho! 4 WIN §24
Spaceward Ho! WIN  $36
Spaceward Ho! WIN ~ §36
Star Conlrol 3 CD 839
Starship CD $39
Slarship Troopers $39
Terminator 2 Chesswar$27
The Complete UMS  $49
The Orion Conspiracy $48
The Rogarian Agenda $39
Theme Park or CD 8§39
Transport Tycoon CD  §48
Ultimate Domain or CD $36
Unnatural Selection CDS29
Victory or Defeat WIN 542

Vikings 2 $36
Walls of Rome 39
Warcrafl or CD $39
Warlords 2 $29

When Two Worlds War 524
Worlds of War CD 548
X-Com: Terrer of Daep $40
X-Com: UFO Det CD  $38
Zeppelin CD g25
Zig-Zag WIN CD 529

3D Game Crealion Sysi$45
Assault Poker CD $29
Bttle Chess 4000 SVG 528

Baltle Chess CD 545
Boal the House $29
Bobby Fischer's Chess $34
Bridge 8.0 §32
Britige Baron Windows $34
Bridge Deluxe 2 529
Bridge Deluxe CD 543
Bridge Olympiad 529

Caesar's Wrid Gamblg 537
Casino Master CD 528
Casino Master Gld WN 829
Casino WIN 525
Colebrity Poker CD  $28
Chessmaster 3000 CD $46

Classic 5 WIN 524
ClockWearx WIN 534
Clockwent CD §34

Cowboy Casino2CD  $34
Create your own Game $24

Deck Daemon S$20
Easy Street $26
Family Feud CD 824
Gambit 524
Gambit V 1.6 CD 839
Game Maker 3.0 or CD 548

Gama Wizard Pro $32
Grandmastr Chess CD §32
Hard Day’'s Night CD 523
Hoyle's Book of Game $29
Incredible Machine 2 838
Incredible Mchne 2 CD 539
Incradible Toons 29
Jaopardy CD $29
Jeopardy wiA, Trebek  £34
Klik & Play WIN CD s42
Knight Moves CD $34
Knight Moves WIN 534

Lexicross s24
Lucky's Casino Advnir $34
Magic the Gatherng CDS40
Mario Game Gallery ~ $25
Mega Maze CD $28
Monopoly Deluxe 827
Maonopoly Deluxe WIN 29
Ms. Metaverse CD 529
Pinball Arcade CD 334

Pinball Dreams $29
Pool Master WIN CD  §22
Posilronic Bridge 230

Power Poker for Winds 529
Puzzle Power WIN CGD §29
Shanghai CD 339
Shanghaii 2 Windows 524
Solilaire Deluxe WIN - $25
Solitaire’s Journey WINS35
Solilaires Journey 2 536
Slar Wars Chass 529
Star Wars Chess CD 529
Tke Your Best Shol CD520
Telris Classic 226
The Mask CD $23
Trivia Madness CD 528
Trivial Pursult CD 334
Trump Castle 3or CD  $29
USCF Chess CD 837
Ultima Trivia CD $26
Universal Neverlock 29
Vegas Games Pak WN 521

Video Cube CD $39
Virlual Poal CD 240
Vinual Vegas 2CD  §24
Wayne's World S26

Wheel of Fortune Dixe $34
Wheel of Friune DixWN$34
Wheel of Fortune WIN 832
Xplora Deluxe CD 562
¥plora CD 847

Circle Reader Service #54

7th Guest 2 Demao(11hr) S6
A TP Flight Sim 1.00 s12

Acquire 59
Air Force Commander  $9
Allied Forces s9
“Alone in the Dark $12
Assignment Miami g9
Austrulitz 510
Banzai $9
Basaball Facts S6
Baltle Chess WIN $9
Ballle Command 56

Blake Stone Episcde 1 S8
Budo: Art of Ninja Cmbt 59
Caplain Blood <9
Csll Wollenstein S-ware S6
Challenge of 5 Reaims 512
Champions of Krynn -~ 8§12
Charge of Light Brigade S92

‘Cohort 2 $12
Conquests Robin Hood $12
Crime City s12
CyberStrike s12
Dark Queen of Krynn  $12
Darklands s12
Dinosoft Mult & Divide $12
Doom Episode 1 $9
Dragon Lord g9

Dreadnoughts Bismark $12
Dreadnought Ironclads $12
Erotic Virlual Smplr CD §12
Fighting for Rome 512
Flames of Freedom  §12

Greans 312
Harrior Assault $12
Heart of China EGA 8§12
Hearts $12
Heretic S-ware orCD ea$12
Horde s12
Hoyle's Book Gmes V3 512

Interactive Adult Smplr §12
Land Sea Air Trilogy 812

Lightspeed 59
Line in the Sand s12
Lost Vikings s9
Magic Candle 3 s9
Marianas Turkey Shoot§12
Matrix Cubed 39
MegaFortress 12

“MegaTraveller:Zhodani $9
NFL Video Football 312
Never Mind $9
New Facilities Locator 89
Operation Combat $12
PT Boat Simulator $i2
Pacific Stnke Spch Pk §12

Puzzle Gallery 1 39
‘Return of Phantom  $12
Rex Mebular 812
Rotox s9
Rules of Engagement  $9
Sentinel Worlds 1 s9
Sex Planet CD 512
Star Legions 512
Stellar 7 CD 512

Slorm Across Europe  §12
Sub Battle Simulator  $12
Tales Magic CD s12
Task Force 1842 HD  §12
Taste of Erctica Sampler 58
Taste of Erotica Smplir 2 58
Tegel's Mercenares  S9

Terminator 2029 §12
Terran Envay 89
Tie Break Tennis 59

Tom Landry Football  §12
Tom Landry FE DIx  §12
Tony LaRussa Baseball 59
Top 100 Games 2 CD s12
Under Fire 512
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Call 800-699-4263 Fax 802-767-3382
|N|: Int’l 802-767-3033 Source 10289
= PO Box 234 Dept 10289 Rochester, VT 05767

'CRYSTAL CAL- 'MAABUS’ The ‘ACES THE
IBURN' A truly year is 1999 a GREAT WAR
great pinball game mysterious new PLANES COL-
Is more than great form of radiation is LECTORS EDI-
graphics and spec- threatening life as TION' Experience
tacular sounds, we know it on the intensity of
more than the lal- Earth. On a small aerial combat,
est arcade features tropical island 1500 four theaters and
like 30 ramps and miles southwest of soven decades, A

three mulli ball
play, more than

Hawalii, something
sinister is going

special lealure of
this edition is

fast ball movement on..Many research Aviation Pioneers:
and precise fiipper teams have gone a complele review
control, it's one that in, not a living soul ol aviation history
keeps you coming has ever come from 1903 to
back for more. $29 oul! CD $29 1939, CDS$48

FREE

INTERACTIVE
ENTERTAINMENT

‘TTH GUEST:
11TH HOUR'
Sequel to 7th
Gueast except the
stakes are higher,
the puzzles more
clever & the retum
wvisit even more un-

'DESCENT’ You
begin deep below
the surface of
Lunar Base 1
where an unknown
alien race has
taken over the
chasm of the post

setting. Solve puz- lerran mining cor-

WALLS OF ROME INCLUDED! zles and investi- poration. Lunge
Request your FREE Interactive Entertainment [ LD straight down mine
Episode 11 with any in stock CD ROM software you through Staufs shafts, twist around
ordor. Offar subject to change or cancellation with- haunted house never ending tun-
oul notice. Request must be made at time of order, with movie-like plot nels and fight your

Valid from 5/1/95 lo 8/30/95 or while supplies last.
Quantities limited.

twisls and special
effects. CDS54

way pasl robolic
menaces. CD $38

IBM HINT BOOKS IBM HINT BOOKS |BM HINT BOOKS IBM BUNDLES

7th Guest 2: 11th Hour $16
Aces Qver Europe S16
Across the Rhine Gde $16
Aircombat Pacific Gde $16

$12
LUrEI ni the Rings V2 §12
Lst Fls Sherlck Holmes $14
Master of Magic Gulde $16

Star Trek: Judge Riles §12
Stonekeep Guide $16
Strike Commander ~ $16
Syslem Shock §12

Interplay's 10th Yr Anth324
Mind Shadow,Tass Time,
Bards Tale. Waslland ,
Dragon Wrs,Batlke Chss,

Action olt River Plalte  $26
Aegis CD 546
Aitde de Camp 345
Americn Civil War1-3ea$24

Long Lance

$29

Main Bat Tank C Germ 328
Main Bat Tank MidEast 529
Main Bat Tank N Germ $29

Alone in the Dark 3 S16 Masler of Orion Guide S16 The Dig Official Guide $16 Lord of the Rings,Caslis, Battle Tank Kursk £29 Malla Storm 529
Arena 316 Matrix Cubed 512 Tie Fighter Guida $16 Star Trok 25 Anniversary, Batlle of Austerlitz 524 Man of War $36
Armored Fist Guide 516 Mechwarrior 2 Guide S16 Ultima 8 Cfficial Guide $16 Qut of this World Batlle of Leyte Gulf $24 Moscow Campaign ki
Bioforge $12 Manzoheranzan s12 Under A Killing Moon  $16 King's Quest Anth CD §54 Batlle of the Alantic ~ §29 Napoleanics 534
Blackthorne Guide 316 Microsoft Goll 2.0 $16 Wing Commander 3 $19 Lemming's 1 &2CD 528 Batlle of the Bulge $39 MNortharn Fleet 536
Civilization $16 Microsoft Space Sim  $18 Wing Com. Armada~ $12 Maximum Overkill W/D $39 Batlleship Bismark  $26 Operation Crusader 36

Colonization Guide 216

Might & Magic 3, 4, 5ea$16

Wizardry 7 $16

Lost Treasura Infocm 2 $25

Beyond Squad Leader 345

Operation Europe orCD$34

Conguests of Camelat 510 Moctropolis 512 X-COM Official Guide $18 Barder Zone, Plundered, Big3CD $24 Operalion Overlord 36
Curse of Azure Bonds $12 Outpost Strateqy GuideS18 X-Wing Official Guide $16 Heans, Bureacracy, Blitzkrieg 839 Pac Strm Midway Cpgn$29
Cyberia Strategy Guide $16 Pacific Strike Playlest $14 Culthroats, Hollywood Hi, Blitzkrieg CD $39 Panzer General or CD $39

Cyclones 512

Panzer General Guide $16

IBM BUNDLES

Jinz, Seastalker, Sharlock

Blue & the Grey or CD $39

Point of Altack $32

Dark Queen of Krynn  $12 Perlect General 2 516 Holmes: Riddle of Crown Borodino Napoleon Inv.$24 Prelude to Jutland §24
Dark Sun 1or2 mach 312 Pitlall Players Guide  $12 ADD Clictor Edit 10r2ea$46 . Jewls, Wishbringer, Nord Campaign 332 Red Sky Moming $36
Day ol the Tentacle  $12 Palice Quest 3 s10 Aces Colleclion CD S4B and Berl, Trinity Campaign CO $35 Return 1o Falklands ~ $28
Doom 2 Survival Guide $12 Pool of Radiance 812 Air Combat Classics 519 Lucas Classic Adventre$19 Carrier Strike $29 Rising Sun 24
Dragon Lore Guide 316 Pools of Darkness s12 Thier Finest Hour, Indiana Jones, Socrel Carriers al War 1 or2ea$39 Rommel at El Alamein 536
Dungeon Master 2 516 Populous 1 & 2 Book  $16 Batllo Hawks, ol Monlkey Islandi, CincPac CD $39 Rommel at Gazala 536
Fleet Defender Guide 816 Pawer Monger 510 Secret Weap of Luftwall Manic Mansion CincPac: Midway 539 Seventh Fleet 536
Flights of 13 Mike 516 Privateer Playtester's  $14 All Star Sports Collecin $23 Mindscape 10 Pack CDS34 Civil War: 1861-65 CD $40 Stalingrad $39

Frad Pharkas Frontier $10 Prolostar s12 Allied Forces 59 Perfect General Trilogy $34 Command & Conguer S48 Stalingrad Campaign 536
Goblins1or2  each $10 Quest for Glory Guide $19 M1 Tank Platoon,Gunshp Batllelech1, Baltlelech 2, D-Day $39 Stalingrad PCMC CD  $39
Hand of Fate $12 Queslbusters 1 or 2 oa $18 Award Bundle S44 Maech Warrior Dreadnoughts 532 Tac Ops WIN S40
Harpoon 2 Guido $18 Realms of Arkania 516 Kings Quest 5, Red Populous 2/ P-monger $19 Dreadnoughts Deluxe  $59 The Great War $39
Hell Ollicial Guide $16 Rebel Assault Guide  $16 Barron, Rise of Dragon Power Games 3CD §31 Fall Gelb 520 The Pure Wargame CD$§29
Heretic Official Guide $16 Retumn lo Zork 310 Award Winnng WargmeS38 §5I's Fantasy Fest CD $39 Fields of Glory 837 Third Reich or CD each$34
Inca 2 510 Sam and Max 512 Electronic Aris Top 10 5§32 Space Quost Bun 1-4 842 Fillh Eskadra s29 Tigers on the Prowl $42
Indi Jones 4 $12 Secret Silver Blades  §12 Eye ol Behalder Collect$49 Star Control Collect CDS18 Fifth Fleet or CD each 539 To The Rhine $29
Jagged Alliance 216 Shadow Caster 514 Eye of the Beholder, Strike Commander and Flight Commander 2  $38 USS Ticonderoga CD $34
Jet Fighter 3 Guide  $16 Shadow of the Comel  §16 Legond of Darkmoon, Privateer Bundle CD 543 Gellysburg CD Haz "V Vict: Market Garden $29
King's Quest 7 817 Sherlock Holmes 516 Assollion Myth Prannor, Task Force 1942 WiRed Galan Front 829 V Vicl: Gid, Juno, Swrd $34
Laura Bow 2 HinlBook 510 Sim City 2000 Guide  $16 E. of Behalder Clun Book Slarm Rising CD S35 Gray Seas, Grey Skies 529 V Viet: Utah Beach $29
Legend of Kyrandia 3§12 SimTawer Guide S16 Falcon 3.0/Tmaster FC 589 The Victory Pack $39 Harpoon 2 s42 V Vict: Velikye Luki - 529
Leisure Suit Larry each $10 Skyrealms of Jorune  $12 5 Foot 10 Pck 1 or 2CDS29 Top 50 Gamoes CD 826 Harpoon 3 CD $39 Victory at Sea M
Lemmings /disk $18 Space Quost 4 $10 Fleet Defender/ Tmastr 572 Ultima Bundle 1-6 CD 529 Kriegsmarine $29 War in the Falklands ~ $24
Lode Runner Players 316 Star Crusader Guide  $16 Gateway Collectn 1 & 2 $36 Ultimate Game Collect $29 Kursk Campaign 329 Wargme Cnsl St 2:Tnk 339
Lode Runner Guide  $16 Star Trail $16 Heimdall Bun (142) CD $19 Wing Com. 1 &2 DIxCD532 Lasl Blilzkrieg 540 Warpoint $36
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FREE GAME OFFER"

See detalls below
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'SIM TOWER’
Gives you the
power to build a
high rise sky-
scraper, and man-
age it into a prof-
itable commercial
empire. As owner
and landlord of
the building your
objective s to con-
sruct and develop
a balanced and
profitable plece of
commercial real
estate. CDS33

‘DUNGEON
MASTER' Step
into the world of
Dungeon Master
and see fantasy
come lo lile. Set
in the depths of
the mysterious
underground,
Dungeon Master
puls you inside
the most detailed

'HARPOON II'
Critically acclaimed
by  simulation
enthusiasts and
military profession-
als, the original
Harpoon soon
became the best
selling modern
naval warfare sim-
ulation of all time.
Mow more powar-
ful, detailed and
accurate, Harpoon
1l will blow you out
of the water. CD 542

'JETFIGHTER 3'
Heart pounding,
you see thick
smoke billowing
out af your right
engine. The slick
bites into your
white knuckle grip.
nathing could be
more real than Jet-
fighter  Three,
Gripping alarms,
digitized voices,
engine noise, and
incredible
scenery, CD $47

et —

J!ETFIEHTER III

5P B mIVEIRN AT T caRFsNAnION

‘THRUSTMASTER
F-16 TQS' You've got
one of the best flight
simulators on the
market and the soft-
ware s more sophis-
ticated than the best
the military had just a
few years ago, but
you're still using your
keyboard 1o fly it?
With the “TQS" you'l

*FREE GAME OFFER
Spond tho spacifisd amount on any in stack software and choosa i
froa IBM game from the corresponding list balow, Offer subject 1o
change of cancallation without notice. Valid from May 1st - June
30th or while supplies last. Request must be made at timo of order.

SPEND S60

Airbome Ranger 525, All IE up to Episode 9, Cohort 2 3.5,
Conquared Kingdoms Scon 3.5, GNB Scen Disk 3.5, Gunship
5.25, Merconasies 525, Pirales 5.25, SD15.25

SPEND S100
Bridga 7.0 3.5, DRAGON Forea 3.5/5.25, Falcon 3.0 MiG 29 3.5,
MacArthur's War 3.5, Megatravelier Zhodani 5.25, Return of the
Phantom 3.5, Terminator 2028 3.5

SPEND S$160
Algne in the Dark 3.5, Battles of Destiny 3.5, Links Pro 386 3.5, F15

Strika Eagla Il 3.5, Railroad Tycoon 3.5, Aules of Engagamant 5.25,

Silpnt Sarvica 2 3.5, Simon tha Sorceror 3.5, Star Trek Judgemant

Rites 3.5, Ultima Undarworld 2 3.5, Workds at War 3.5/5.25
SPEND $200

Harpoon Collaction CD, Fakon 3.0 3.5 Jutland CD, Links Pro

386 CO, V Victory; Market Gardon 3.5, Warlords 5.25

dungeon ever.
Every nook and
avery corner
looks real.  $19

be fiying that bird from an F-16 Cockpitl User config-
urable, thumb trackball, fore and aft throtlle move-
ment, doglight switch and throttle tension adjust-
ment wheel, as realistic as the real thing.  $111

300 Mouse 42 Shanghaiit £52 MNeo Geo CD System $399 Genesis 32X System $149 Casino Royale Barkloy Basketball CD §52
300 Sys Goldstar ~ $399 Slam & Jam Bsktbll ~ $52 NG Gld Sys Fatal Fry $569 After Burner 542 Castle Wollenstein 3D 539 Battle Morph CD 352
D0 Sys Panason 5399 Slam City $52 Aaro Fighters 2 $169 Alien Trilogy 562 Checkered Flag §38 Blue Lightning CD $52
11th Hour $54 Slayer §29 Agressrs Drk Kombat $169 Alone in the Dark §52 Club Drive $39 Chaos Agenda CD 82
Alone in the Dark $46 Slope Style $39 Double Dragon 109 Bump & Run Driving 5§54 Dactyl Joust $52 Commando CD 356
Claytighter 2 246 Soccer Kid g3z Fatal Fury 2 5169 Chaotix $58 Doom S58 Creature Shock CD  §52
Corpse Killer $52 Space Ace 552 Fatal Fury 3 $199 Clayfighter 2 $52 Double Dragon 5 §52 Demalition ManCD ~ §52
Creature Shock 554 Star Control 2 §52 Galaxy Fight 5189 College Baskalball $62 Dragon: Bruce Lee s38 Dragon's Lair CD 52
Crime Patrol 346 Station Invasion 540 Kamov's Revenge  $169 Cosmic Carnage 349 Dune 254 Freelancer 2120 D §52
Demolition Man $58 Super S-Fighter 2 $56 King ol Fighters 94 189 Doom §59 Dungeon Depths $52 Highlander CD 852
Dinopark Tycoon 552 Supreme Warrior §52 Samurai Showdown 2 5229 GIf Magazne 36 Greal $82 Fight for Lile §59 Jack Nicklaus Goll CD 352
Doom 356 Syndicate $54 Street Hoop 5189 Metal Head 559 Flashback 852 Primal Rage CD $59
Family Feud $34 Theme Park $52 Super Sidekck Scer 2 §180 Motocross Champnshp $46 Flip Out §$52 Redemption CD $52
FIFA Internal’l Scer 852 Trance Mission 556 Super Sidekck Scer 3 $199 Morlal Kombat 2 862 Hardball 3 g52 Robinson Requiem CD $52
Flashback 346 Way of the Warrior §s52 Top Hunter $169 Mother Base 349 Horrarscope 254

Flight Stick Pro 589 Wicked 18 Goll 552 Top Players Goll $69 NBA Jam Tourn Ed ~ §59 Hosenose & Booger  $56
Flying Nightmares $52 Wing Commandar 3 $54 WindJammers 5169 NFL Quarterback Club $59 Hovar Hunter 556

Fun ‘n Games 536 Winning Poslt 854 World Horoes 2 Jat - $199 RayMan $54 Internat’l Sensible Scer 356 Salurn System 409
GEX §52 World Cup Golf DB~ 549 World Heroes 2 3168 Shadow Squadron 856 Iron Soldier $54 Clockwork Knight $56
Grandest Fleet 556 Star Wars Arcade 539 Jag Formula 1 Racing 854 CyberWar $56
Jammit! 546 “ Super Space Harrier 536 James Pond 3 $54 DelCon & §56
Killing Time §52 Supreme Warrior 356 Kasumi Ninja $46 Dragon's Lair §52
Lawnmower Man 2 $54 CD-i 550 Magnavx ~ $479 Sony Playstation Syst $399 Tolally Brutal 352 Lester the Unlikely S84 Dragons Lair 2 §52
Mad Dog MeCree 2 $54 CD-i TouchPad 826 Alian Virus £56 Virtua Racing Deluxe  $59 NFL Football $56 Kingdom O Magic 358
Madden Football 549 7th Guest $52 Bloed Storm $56 Pinball Dreams S54 Lawnmower Man 2 $58
Myst 54 Apocalypse Now sa2 Cyber Sled $58 m Pinball Fantasies $54 Myst 859
Need for Speed g52 Axls & Allies 544 CyberWar 356 Power Drive Rally 857 RayMan $56
MovaStarm 852 Bovorly Hills Cop 3 824 Dark Legend $56 Jaguar CD System  $149 Hage Rally 358 Space Ace §82
Offt Wrld Interceptor  $52 Bumn Cycle S48 Death Crusader B56 Jaguar Powar Kit 5139 RayMan 358 Brutal 2210 356
Panzer General 559 Chaos Control 544 DefCon 5 356 Jaguar Syslem s209 Rise of the Robots 859 Dark Legend §54
Pertect General 356 Dragon's Lair 2 Sd4 Galaxy Fight $58 Alr Car Wars $52 Ruiner Pinball $52 Panzer Dragoon $56
Quaranting 534 Inca 544 Hard Corps 556 Alien Vs Predator 54 Soccer Kid S58 Primal Rage 564
Rebal Assaull g52 Joopardy 536 Horde $56 Arena Football $54 Space Wars §52 Virtua Fighters 566

Retumn Fire $52 Kingdom S44 Kingdom O Magic S56 BIOS Fear 256 Syndicata $58 Daedlus $56

Rise of the Robaols g52 Md Dg McCree&Gn  §72 Last Bounty Hunter 556 Battle Wheels 354 Theme Park 358 Hard Corps 856

Road Rash 556 Microcosm 244 Lawnmower Man 2 858 Bratt Hull Hockey $59 Tiny Toon Adventures $52 Daytona USA ST4

Aobinsons Requiem 52 Sliver s22 Parodius $58 Brutal Sports Football $49 Troy Aikman Football $59 Gatha 858

Rock & Roll Racing  $48 Star Trek 6 s$22 Quarantine §56 Bubsy $39 Ultimate Brain Games $54 Minnesota Fats Pool  $56

Samurai Showdown  $52 Vaoyeur $44 RayMan S56 Bumout 354 Ultra Vortex $64 Upper Dock Basketball $56

Seal of the Pharach ~ §52 Zelda's Adventure 544 Ridge Racer 58 Cannon Fodder $54 Val D'lsere Skiing $52 Mazin Mah Jong Statn $56
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ARMED FRITZ, AND HONT DOWN THE 3
BVIL DR. NERO NEUROSIS AS YOU RACE Extreme Cartoon Violence!
THROUGH HIS TWISTED CASTLE. BUT
ALWAYS KEEP AN EYE OUT OR THIS
EXPLOSIVELY INTERACTIVE EXPERIENCE WILL
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No cartoon characters were maimed or
muftilated during the making of this game.
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ADVENTURE/RPG

Scorpia In The Sand

RaveNLOFT: THE
STONE PROPHET
Irom S8SI and
DreamForge fol-
lows in the wake ol
the original Raven-
LOFT: WAKE OF THE
RavaGER and spiritual
brother MENzOBERRANZAN. While it shares the
same fitle and the same game system with the
first game, it isn’t exactly a sequel. You can
transfer your characters from WAKE oF THE Rav-
AGER into STONE ProPHET, hut there isn't much

connection between the games otherwise.

As in the previous games, you create a party
of two and [ill it out to four by inviting in various
characters you meet along
the way. | never came
across a mage character, so Price: $69.95
System
Requirements:
IBM compatible
386/33 or better
(486/33 recom-
mended), 4 MB
RAM, VGA graph-
ics, 25 MB hard

creating one of your own is
a must here, preferably a
fighter/mage. A cleric is
also important to have in
the group; lighter/mage
and fighter/cleric will get
vou oll'to a good start.
Happily, the tedious and ~ major sound cards.
overlong character creation Eiectionsiofs
of MENzO has been re-
placed by a quicker system
that is structured like a

Sunnyvale, CA
(800) 601-PLAY
gyvpsy card- reading ses-
sion. Cards are dealt on a table, representing
gender, race, alignment, class, character stats,
face, and name, and you specify your choices by
clicking on the appropriate cards. As before, you
can re-roll the stats or modify them as you
please. There is a wide selection of both male
and female faces, so coming up with character
appearances you like is not hard.

The game employs the familiar first-person, 3-
D graphic system. The [lirst-person view takes up

about !}ll't.'t.--qu;lrlm's of the screen, with the char-

RAVENLOFT: THE STONE PROPHET

drive space, CD-ROM; supports most

Developer: DreamForge
Publisher: Strategic Simulations, Inc.

acter bar and game controls along the bottom.
Clicking on any character's face brings up the in-
ventory screen [or the entire party. Here you
equip characters with weapons and armor, look
over what you've found so far, switch items
among party members, and check on their health
and stats, as well as what spells are in effects

In combat, you can either click on the
weapons in hand, or hold the cursor on the tar-
get in the 3-D view and click away, which will
cause evervone with a ready weapon to strike in
turn, Because weapon recovery times vary (a
dagger, for instance, will be ready again sooner
than a two-handed sword), [ preferred to do the
cursor sweep most of the time.

While the basic game system is the same as in
RAVAGER, several reline-
ments have been made
that make life easier.
Functon keys have been
introduced, correspond-
ing to character position
from F1 (leftmost) to F4
(rightmost). When you
pick up an item, hitting
one of these function keys
will put the object in that
character’s inventory if an
inventory slot is open,

Fighting with a bow
used to be a drag: alter
every combat, you had to
pick up each arrow, go to the inventory screen,
and place the arrow in the quiver. No more!
Now, using the lunction key, the arrow is auto-

matically placed in the character's quiver il

there is room. Using missile weapons is thus
much less of a hassle, and post-combat clean up
much, much faster.

The biggest change is in spellcasting during
fights. Melee and spells just don't work well in
real-time, and finally something has been done
about it. When you cast any spell, cither mage

JUNE 1995 = COMPUTER GAMING WORLD

THE QUEEN OF STING
LEADS A PARCHED
PARTY THROUGH THE
DESERTISANDS OF

THE STONE PROPHET

by Scorpia
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| SEE A HANDSOME ELF IN YOUR FUTURE Stone ProPHET'S

character creation system uses a card-reading
metaphor for determining gender, race, class,
alignment, etc.

or cleric, the game pauses while the selec-
tion screen is displayed. After vour choice
has been made, the selection screen dis-
appears and the game continues. So you
can get your spells ofl without trying to
coordinate magic and melee while mon-
sters beat on you in the meantime,

Auto-mapping is the same as before.
The maps show the party’s position, loca-
tion of nearby items, people, monsters,
doors, pits, ete. You can write on the
maps, scroll them, look at previous areas
you've visited, and print them oll'on your
printer.

The CD version allows you to choose
the size of the install you want; I went
with the medium (17 megs) installation,
and the game performed well. The save
games grow in size as you go along,
reaching about 800K+ each, so allow an
extra 10 megs for that, whichever instal-
lation you decide on.

WHAT'S FOR DESERT?
So, what's it all about? Your dynamic duo
has been pulled by mysterious magic into
Har'Akir, a blistering, desiccated, storm-
swept chunk of desert. A handful of miser-
able villagers huddling in their tents, a
few outsiders canght like your party, and
legions of unpleasant monsters make up
the population. It isn't a cheery place, and
your job is to get out of there if you can,
Naturally, the job won't be an easy one
(is it ever?). Around this garden ol joy
stands the Wall of Ra. Touch it and you
become an instant grease spot, so just
walking away is out of the question. An-
other method will have to be found, and

much ol the game is taken up with
exploring dungeons in the quest to
leave the desert.

much assistance. They cower in
their tents, looking for convenient
scapegoats on whom to blame their
misery: outsiders—like your charac-
ters—make perfect scapegoats. Ex-
peet the majority of the population
to be sullen, uncooperative, and
ready to heap abuse on you at the
first opportunity.

There are a few helplul souls
around, and you can pull ofl some
good deeds that will at least
bring you thanks, if not the
open arms of friendship. Being
kind in the face of such hostility is
not easy, but it is necessary. There
will come a time in the game when
your actions are judged, and il you
fail the test, you're in big trouble.
Only by being deemed worthy will
you learn of the means to return
home.

Other than that, there are nine
dungeons to poke around in: the
Shrine of Neferti, the Obelisk, the
Harvest Temple, the Temple ol Ra,
the Temple of Set, the Royal Burial
Hall, The Sphinx, the Burial Cata-
combs, and Pharoah’s Rest. As you
may have guessed, STONE PROPUHET is
heavy on Egyptian motif, which is a nice
change ol pace from the usual quasi-me-
dieval setting of most role-playing games.

Unlike the previous games, this one is-
n't quite so linear. You can move around
as you wish, and visit most places any
time. Dungeons aren't stand-alone, how-
ever; most contain some item or irems
you will need elsewhere. These hellholes
are also more complicated than before,
with numerous secret buttons, switches,
floor plates, and illusionary walls. Work-
ing through them will take time, thought,
and careful exploration.

The characters available as compan-
ions are something a little out of the ordi-
nary this time around: aside from the
thiel and the ranger/cleric, who are fairly
mundane, you can also choose from
among an undead paladin, a woll, a jack-
alwere, and a lion-man (known as a
Wemic). A slew of new monsters awaits, as

76 COMPUTER GAMING WORLD = JUNE 1995

Most of the villagers won't be of

well, including grave clementals, pyre el-
ementals, death’s heads, doom guards,
fire toads, manscorpions, serpents ol Set,
and dark nagas, along with the more fa-
miliar zombies, shadows, stone golems,
and minotaurs,

BRAVE LADY SCORPIA

RAN AWAY

In a break with tradition, there is no
“showdown with Foozle™ at the end of the
game. There is a Foozle, a malevolent
mummy by the name of Anhktepot, but
this isn't something you want to get close
to; he is quite capable of trashing the par-

| ULSLE AOHUIL AHU M

VIALKIEN

DESERT STORM Your characters will clash with
dehydrated baddies, like these emaciated desert
zombies. The combat system has heen improved in
many small but significant ways.

ty with no eflort at all.

Instead, you play “Let's you and him
fight while we beat a hasty retreat back
home.” This is ultimately unsatisfying, as
your party leaves just when things are be-
coming really interesting. Then again,
from various hints in the game, it would
seem that however matters turn out, life
in Har'Akir won't be any better, and pos-
sibly a good deal worse, so perhaps ad-
vancing to the rear is the best thing to do
alter all. Sull, it seemed like the party was
leaving unfinished business behind when
it stepped through the portal,

STONE PROPUHET ran cleanly, and did
not crash once during play. However, 1
ran into a problem at the Harvest Tem-
ple. You make a deal with a cat: she gets
you a key, and you unlock a door and
fight the vicious monster waiting inside.
Sometimes, the room is empty, and if
that’s the case, it will count against you at

judgment time, even though it's no lault
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Trust No One.
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N n,nilum dominated by vast megacarporalions . Prasented with brgattaking graphics and special
| and CorPuUpt governments, a single citlzen eifects; The Onion Cospiracy IS 8 murder mystery that
stands litlle chance of altering the course of 410 $hins an intricate weh of intrigue and deceft. In this
fiiman events. You'pe about to find out what Y graphic adventur, blind trust equals death. And friends
fimpens when ane Iries. e el morph suddeny into foes. Don'tlose your head.

100 hand-painted background scenes displayed In stunning SuperVGA. Full Speech with subititles. CO-quaity m‘uslt: and spot FX throughout. Rendered, animated cul-sceies. Highly involved storyling.

DISTRIBUTED BY ) ﬂl‘ﬂﬂﬂ visit your nearest
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On CD-ROM for IBM PC & Compatibles.

©1995 Domark Software, Ltd. Al rights reserved

Circle Reader Service #210



of your own.

This problem is serious, as you need
five points of “good karma” to pass judg-
ment, and each deed is usually worth only

one point. There is no way to make up for

the cat, except to be sure that you have
done at least six other good deeds, since
“bad” acts subtract from the total.

While the karma points are a nice
idea, the implementation is not well
thought out. The deeds are ol vary-
ing difficulty, and some (restoring
the Harvest Temple, [or instance)
should have been worth more. With
everything about the same, however,
a player could reach this point and
be denied entry to the Netherworld
solely on the basis of one or two little
mistakes. Since this is the only way
to learn the location of the Scroll of
Return, it is too critical a matter to
be lefi to simple arithmertic.

The Stone Prophet itsell—a hiero-
glyphic mural in the Obelisk—was
an annoyance. It holds several clues
and hints to the game, and you search
through the dungeon for parchments

with which to translate the information.
Unlortunately, you must do the wansla-
tion yourself, by hand. Figuring out switch
and plate puzzles is an adventurer's job;
translations should be the computer’s.
Once all the parchment pieces are recov-

ered, the contents ol the mural ought to
be translated automatically.

CHEL YW I AIELLY YO AKL NLI
VUM TAEL.”

OH, THE TROUBLES I'VE SEEN The inhabitants of Har'Akir
have led rough lives, and even the appearance of your
conguering heroes gives them no reason for hope.

There is also a minor bug associated
with the troll, who carries less (8 items vs

SHEETING

12) than other characters. At one point,
vou will be granted a wish; one ol the
choices is a magical weapon and armor
(body armor and helm). If the troll is in
the first party position, you will receive
only the body armor; the other two items
are lost. Should you have the troll with
you, and you want the gear, be certain he
is in some other position,

Overall, STONE PrROPHET is a big step
up from the disappointments of MEN-
ZORERRANZAN and WAKE OF THE RAVAGER.
The ability to roam freely over the desert
and explore is a welcome relief from
playing in linear, lockstep fashion. Mean-
ingful interactions with characters are
good to see. The change to magic use in
combat is a definite plus, as is the addi-
tion of those handy function keys. There
are still weaknesses, but it does look like
DreamForge is getting its act together
here, and the series is certainly improv-
ing. The next one should really be some-
thing to see. In the meantime, STONE
Provuer is a worthy quest, especially in
these times when role-playing quests are
so few and far between. €=
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America's Cup '95

imulates the Cup course

a significant manner ....
ery accurale to what's an
e water.”

— John MacGowan
A* Women's Coach

Great game! Wanderful
yraphics! Blows existing
simulators away! This
imulator does for sailing
at Microsoft Flight
Simulator did for flying.*

~ Chris Hefele
Customer

Makes America's Cup
acing approachable,
nd a lot more fun than
atching It on ESPN*

~ CGW
May, 1995
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“YOU'RE OUTNUMBERED,
OUTGUNNED AND TRKING
[leWMEII BY THE TON.

Like they say, it's not just the Navy, it's
an adventure!  It's USS Ticonderoga, the
incredibly realistic naval simulator that puts
you in command and in the cenfer of battle.
. Everyone is counting on you as the
Annapolis-bred hotshot commanding
' the flagship missile cruiser of the
= Navy's modern fleet. If's as close
as you can get to serving in the Navy
without enlisfing.

Tico uses actual US Navy specs with
real time decisions, perilous world security
situations and uuihenhc advanced military
technology. The first person perspective
and awesome 3-D rendered graphics
will blow you away.

Are You Fit For Command?

Can you survive more than 20 different
missions that get increasingly more difficult as
you progress? Can you command sorties that
reflect current world hotspots - North Koreaq,
The Middle East and the North Aflantic?

Avre you command material2

Get fo the bridge,

' inventory your weapons
and take command of
the naval simulator that

WI" challenge every one of your senses!

This is war! This is USS Ticonderogal

B2

Get To The Bridge And T k
Comm:nd OP ﬂegﬁuvy‘s ?’n:st

 Aweso “uiie"E'Ie'&ro I'(
Weapons Help You Take Action

rspective & 3 D

First
rol Pmuqlpblaw you nwuy!!

graphics w

For IBM® PC &
Compatibles
CD-Rom
required.



GAME HINTS

The One—Stop Solution

To Your Adventure Game Needs

0, HERE WE ARE IN

THE MAIL ROOM

ONCE MORE,

looking over the

remains ol a
rather dismal early
Spring. This past six
months has been the host
of the most severe adven-
ture game drought in
years, but it fooks like the drought is over.
ALONE IN Tue Dark 1, Discwored, Lost
EDEN, and STONE PROPHET have just ar-
rived as 1 write this. Perhaps there is
somme hope for this summer.,

I sure hope so, because a day without a
game to play is like....well, like a day with-
out a game to play, and the days are get-
ting long enough now as it is. Let's keep
our fingers crossed that this is the begin-
ning of a stream of products, and not just
a mini-flash flood. In the meantime, let's
see what's in the mailbag this month,

Malcolm’s Revenge: Those who decid-
ed to “walk on the wild side” by choosing
Gunther for the end game are having
some problems reaching the Isle of Cats.
Well, Malcolm decided to be bad, so you
can't expect him to go around being nice
and freeing people from prison, even if
that would make his life easier. No, he's
just gonna have o go down the hatch
and take a magic carpet ride to find an-
other route to the island.

Wake Of The Ravager: Some gamers
are a litde lost trying to find the three
special artifacts. They can reach the
mines easily enough, but where to go al-
ter that is another matter. Well, remem-
ber those tapestries in the secret room
back at Alliance HQ? Those are the gate-
ways vou need. Of course, you still have
to figure out how to activate them (not to
mention, getting one of them repaired),
but the means are close at hand.

Death Gate: Having
a little trouble at the
Brotherhood's vault?
Mayhe you find the
hand lock to be not
quite so handy to open?
It's easier than it seems.
First, though, you
should open the win-
dow and see what's up
in the sky. Then refer to your little scrap
of paper with the code. While it may not
appear to make sense, initially you should
see the answer. Especially i you keep in
mind that each gem or mineral begins
with a different letter,

Return to Zork: Some adventurers are
being smashed to a pulp by the Troll
king's guards. That is both painful and
unnecessary. Of course, you'd do much
better in the fighting il you had the prop-
er weapon, properly blessed. I wouldn't
trust that blacksmith too much, mysell.
He doesn’t look very bright; just the sort
to get things mixed up and not say any-
thing about it. Maybe you should check
that out.

Lands of Lore: There’s a room in Sco-
tia's lair where you're supposed to drop
stufl under neat little signs that read
“Weapons,” “Armor,” and the like. Seems
straightforward, but actually it’s a little
misleading. People put all their gear un-
der the signs and nothing happens.
That's because you're supposed to leave
only one of the type of item requested.
Dropping more than that won't do you a
bit of good. '

Ultima 7—Serpent Isle: Some people
have been hesitant about releasing the
demon [rom the sword in the Mountains
of Freedom, and look around for another
exit. Don't worry about that; letting him
(it?) go is the only way to get out, and you
need the sword (without demon) for
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other things later on.

Ultima 7—Forge of Virtue: FORGE OF
VIRTUE is what 1 call a “one-question”
game, because almost everyone who
writes in about it has the same problem,
namely finding the Amulet of Truth. The
one and only amulet; fakes are a dime a
dozen here. So, remember that hood on
the floor? Maybe there's something secret
nearby you overlooked the first time you
went through this place.

Ultima 8—Pagan: Several gamers are
having a hard time finding the Tear of
Seas. Devon knows where it is, but you
can’t ask him abour it until after you're
done with the Sorcerers. There is a book
in Malchir's lair that mentions the Tear,
and a similar book also appears in
Mythran's home at this point in the
game. Reading either of those and then
talking to Devon will allow you to obtain
the Tear.

Jorune—Alien Logic: There isn’t real-
ly much in the way ol puzzles in this
game; it's mostly just a matter ol going
everywhere and exploring all the ruins
thoroughly. However, if nothing seems to
be happening, if you've been wandering
around and the game isn't progressing,
then you haven’t been going back to visit
your Thriddle buddy often enough. He’s
the key to moving the plot forward, and
you won't get very far along without talk-
ing to him now and then.

That's it for now. If you need help with
an adventure game, you can reach me in
the following ways:

On Delphi: Visit the GameSIG.

On GEnie: Type “Scorpia” to reach the
Games RoundTable.

By US Mail (enclose a sell-addressed,
stamped envelope if you live in the U, S.):
Scorpia, PO Box 338, Gracie Station,
New York, NY 10028.

Until next time, happy adventuring! €
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REVIEW

Scooby,

Scooby Dude

Edward Carnby, Paranormal P1., Heads To The
Wild, Wild West For ALONE IN THE Dakk 3

hy Jason Kapalka

HEN AN OBSCURE FRENCH
SOFTWARE COMPANY NAMED
INFOGRAMES RELEASED THE
original ALONE IN THE DARK

1992, few expected it
would become a sleeper hit and minor

classic, though in retrospect it seems in-
evitable. While other adventure games
were busy emulating the static rooms and
cartoon characters of KING'S QUEST and
MANIAC MANSION, ALONE pioneered a

ALOHE : AR

sort of interactive
movie in which a se-

ries of “cameras” of- | Price: $62.95,

fered different | GDB-ROM
e System
perspectives on the R cate:

player's 1920s-era | IBM compatible

386/33 or better,
4 MB RAM, VGA
graphics, 35 MB
hard drive space,
CD-ROM, mouse;
supports Sound

investigator as he or
she uncovered the
secrets of a haunted
Step into a
hallway, and sud-
denly you might he

house.

Protection: None

Blaster-compatible sound cards.

ural terrors, or that the game's claim to
be “based on the writing of H.P. Love-
cralt” was largely lip servicez ALONE was
nothing if not a horror film translated 1o
the medium of computer games, and as
in horror films, the power of the images
took precedence over logic and rationale.
So what il no one could figure out what
the giant purple tentacled thing in the
bathtub actually was? [t was ereey.

Afier that, ALONE [N THE DARK 2 came
as a bit of a dis-
appointment, be-
ing twice as big
as the original
andl hall as inter-
esting. Endless
list fights with
angular gang-
sters replaced the
elegant puzzles
of the original,
and ghostly buc-
cancers ook over

\'.IC\\'il'IH' your intre-

pid  ghostbuster
Irom a vertigo-in-

Designer: Infogrames
Publisher: |- -Motion, Inc.
Santa Monica, CA
(310) 576- 1888

for tentacled
monstrosities, No

one could com-

ducing height; de- .
scend into a cobwebhed cellar, and the
angle might switch to an ant's-eye-view
with your surrogate sell” towering above.
Both the investigator and the various
beasties walked, pivoted, attacked and
perished with smooth, graceful move-
ments. Who cared if the polygon graph-
ics made them look like
nightmares run amok?

And who cared il the plot was a thin

origami

excuse lor a mansion stulfed Noorboards
to rafters with a small army of supernat-

plain Ilml the weird tunneling worm-
monster in ALONE didn’t really look like a
weird tunneling worm-monster, but the
more recognizable baddies in ALONE 2
showcased the limits of I-Motion’s poly-
gon graphics. At their best, the spectral
swashbucklers looked like lurching ani-

matronic models right out of Pirates ol

the Caribbean; at worst, they just looked
like big green clowns.

The latest installment in the series, cre-
atively titled ALone IN Toe Dark 3, holds
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both good and bad news for longtime

fans. The good news is that the combat
has been toned down, and adjustable dif-
ficulty levels make what lighting there is
quite manageable. Unfortunately, the
bad news is that almost everything else is,
well, pretty bad.

In what could be the most under-
whelming intro sequence yet seen in a
CD-only game (basically a blank screen
with a voice-over), we get the gist of para-
normal private investigator Edward
Carnby's new adventure: a Hollywood
crew [ilming in the ghost town ol Slaugh-
ter Guleh has disappeared amidst various
allegedly spooky occurrences, and it's up
to Carnby to get to the bottom of it Ar-
riving at the dilapidated Western burg, it
doesn't take long for him to realize that
this ghost town, heh, well, really &5 a ghost
town. That is 1o say, there really are
ghosts: Stetson wearin', six-gun packin’,
tobacco chawin® gunslinger ghouls, who
ain’t exactly pleased o see a flesh 'n
blood hombre hereabouts...

SCOOBY SMACKS

[t's all about as scary as an episode of
“Scooby Doo"—in fact, didn't Shaggy
and company run through this plot a
couple times? Jed Stone, Arone 3's chief
undead cowpoke, doesn’t turn out to be
Old Man Withers in a rubber mask, out
to scare oll the tourists (“My plan would
have worked, oo, if not for you meddling
kids!™), but he and his cohorts still pro-
To be
the storyline does take a few unla-

voke more chuckles than chills,
lair,

miliar twists later on, but for sheer silli-
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YOU GOT THE BFGS000! Whoops, wrong game. Actually,
Carnhy has picked up a rare man-portable Gatling Gun, use-
ful for dispatching batallions of undead F-Troopers.

ness they're right up there with any given
Hanna-Barbera plot. If you can buy nu-
clear weapons in the hands of Old Wes
phantoms in 1925, you probably won't
blink when Jed shows up for the final
showdown in a suit of Battletech-style
powered armor. Ancient Indi-
an burial grounds, lycan-
thropy, voodoo, and Carnby’s
death and subsequent reincar-
nation as a cougar get thrown
in there somewhere too, and
no, they don't make much
sense either, but they are at
least a kind of relief from the
tedium of yet another zombie
with a shotgun.

Despite the years since the
first ALONE, numera irois is cs-
sentially identical to the earlier
games. A few briefl cutscenes
pop up, the soundtrack is more elabo-
rate, and voice actors slowly, painfully
read aloud any documents you find, but
that’s about it for enhancements. The
polygonal characters are still polygonal,
the backgrounds are still pre-rendered
pictures, and the “camera” still switches
about automatically instead of being con-
trolled by the player. The ALoNE engine
was ahead ol its time when 1t first came
out, but that was then and this is now:
games like RELENTLESS, Ecstatica, and
BioForcE have taken the basic concept to
new levels of sophistication, while [-Mo-
tion has been—what?>—alone in the dark
these last few years?

Of the CD-ROM additions, the musical
score is easily the best: credited to one “F.
Menizen,” it’s a collection of cerie West-
ern themes, something like a cross be-
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tween Iinnio Morricone and
John Carpenter, Of the voice
actors, the less said, the beter.
They may not put in the worst
performances ever in a multi-
media game—the competition
is prewy stilf—but they are
nonetheless excruciating.

SMILE AND SAY
“FROMAGE"

ALONE 3 fails 1o coax any real
novelties from its tirel engine.
The various ghostly gunfight-
ers look like the gangsters
from Arone 2 with the addition ol ten-
gallon hats, lurching around and blasting
at the player like cut-rate robots [rom
Westworld. Further along in the game a
couple interesting critters show up—a ra-
dioactive mutant in sunglasses, a giant

HERE COMES THE SPIDER MAN The spider creature, a mem-
ber of the cast of polygonal pests, wields a tongue like Gene
Simmons could only dream of.

spider-man, a headless zombie—but it's a
case ol too lite, o late.

So it's not scary. It's not state-of-the-
art. Is it at least a decent Western-style
adventure game? Well, pardners, I've
saved the worst for last, because the puz-
zles in ALONE 3
wretched I've had the mislortune o
stumble across.

are some ol the most

By way of illustration, the very first
puzzle in the game requires you to plug a
token into a saloon’s player piano. Not
too hard, except for the fact that you
can't see the token slot. The game simply
refuses to display a camera angle where
you can get a good look at the piano, and
Jjust using the token in the general vicini-
tv elicits no response. You essentially
have (o inler the existence and location
of the thing. T don't know how many

1995

players will assume the piano is a non-
[unctional object and smack into a brick
wall right here, but T only ran across it by
blind Huke after several frustrating hours.

The puzzles don’t get much better,
ranging [rom the obvious (a rusty lever
with an oil can sitting nearby...golly, what
to do?) to the dubious (replacing a miss-
ing gear with a sheriff’s badge) to the
cryptic (dumping a bag ol scorpions
down a shalt to unstick a lever) to com-
pletely unfair, At one point, you're re-
quired to use a playing card on a
gravestone. Why? Because "OE]" is en-
graved on it. Gamers who've played
ALONE 2 might vecall that the villain there
was called One-Eyed Jack, and used play-
ing cards as his trademark, though they’d
still have no idea what this Haitian pirate
is doing buried in the Mojave desert.
Never played Aroxe 27 Hey, good luck.

In addition to being aggravating and
illogical, many puzzles are also compul-
sively fussy about the player’s position.
You usually need to be standing on the
exact right pixel to get things to work. 1
could mention the incredibly annoying

Jumping sequence, where 1 died at least

40 times, but why bother?

There are also the odd lockups and
crashes, plus a host of minor graphics
bugs and one giant whopper that, if en-
countered, lets Carnby walk on air and
prevents you from finishing the game.
And then there are the weaknesses left
over [rom the first two games, like the
combat, where unpredictable camera
angles make hitting targets five [eet
away with a gun an act of stellar marks-
manship, but I'm starting to feel like
I'm kicking a dead horse here. It's sad
to see a classic reduced so, but the only
respectable thing to do with ALONE IN
Tue DARK 3 is to give it a plot up on
Boot Hill. &

THE EDITORS SPEAK

ALONE IN THE DARK 3

RATING * €

PROS Dichard [ans ol Westerns or
the ALONE series might be willing to
overlook some ol the [Maws.

€onNs Lverything else. Dated
graphics, silly plot, terrible voice act-
ing, awful puzzles and an assortment
of glitches and bugs.
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REVIEW

hatrman Of
e Borg

Meat Meets Metal In Origin’s “Interactive

Movie,” BIOFORGE

by Charles Ardai

IOFORGE WAS ORIGINALLY SUP-

POSED TO BE THE FIRST IN ORI-

GIN'S NEW LINE OF “INTERACTIVE

movies,” but one thing after an-

other kept pushing back its re-

lease. In the end, WING CoMMANDER 111

found its way into stores first. This is just

as well, as far as Origin is concerned.

WinG CoMmanper 111 is a great game and

has widely been heralded as a new bench-

mark for interactive cinema. Had Bio-

FORGE been released lirst, the line would
have gotten off to a rockier start,

No one can call BiororaGr a bad game.

It is an accomplished piece ol work, as

cinematic as you could want, and as inter-

active oo for that matter, With its hand-

somely rendered 3-D environments and

its fully controllable main character, Bio-

FORGE is a good deal more interactive

than WING CoMMANDER, It tells a coher-

BioFoRCE

Price: $69.95,
CD-ROM

System
Requirements:
IBM compatible
486DX/50 or bet-
ter, 8MB RAM,
256-color VGA
graphics, 5 MB
hard drive space .
{29 MB recom- e .

mended), CD-ROM; supports AdLib, Sound
Blaster, and General MIDI sound cards.
Protection: None

Designer: Ken Demerest

Publisher: Origin Systems Inc.

Austin, TX

(800) 245-4525

SAY BYE, ‘BORG Staying out of the patrol mechs’ line of sight and keeping on the
move will help you avoid becoming a crushed can of tomatoes.

ent story, drawing on such examples of

gothic science fiction as ALIEN, FRANKEN-
STEIN and "THE IsLaND OF DR, MoreaU [or
inspiration. The games it most reseni-
bles, the ALONE IN THE DARK series, have
been popular titles.

But Biororae left me with a sick feel-
ing in my gut when I finished it I've
never played a game that disturbed me
as much as this one did. I've been an-
gered, I've been annoyed, but this is the
first game 've played that literally
turned my stomach.

Is the game’s graphic gore 1o blame?
Yes and no. In one scene my character
came across another character—the only
ally he had found to that point—who
was stretched out unanaesthetized on an
operating table. His scalp had been
peeled back and hall his skull cut away,
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and he des-
perately im-
plored me to
kill him. This
scene would-
n't have been
nearly as
arim and aw-
ful i it
weren't  for
the realistic
graphics and
crisp CD dia-
logue  that
caught all the
nuances of his
agony.

But I think
my extremely negative reaction has more
Lo do with the designers” attitudes toward
violence than it does with the frank de-
piction of bloodletting. ALONE IN THE
Dark had a giant centipede that swal-
lowed the main character whole, and 1
loved it Prince oF PErsia had stakes in i,
dozens ol stakes on which 1 kept bloodily
impaling myself, and I didn’t recoil from
that in the slightest. The problem with
Brororar, [ think, is that for all its over-
the-top dialogue and mad scientists with
Bela Lugosi accents, it appears to be an
attempt to find entertainment value in a
kind of cruelty and horror that is not fan-
tastic (or science lictional) at all.

A BUNCH OF CUT-UPS

The tone is set right from the opening
L L

scene, where the player’s character is
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dragged, naked and unconscious, into an
operating room, bound to the table, and
operated on in a comparably vicious fash-
ion. You see the sequence from the char-
acter’s point of view: the face of sadistic
Dr. Mastaba peers down :
at you, the huge teeth of
his spinning circular saw
come closer and closer,
and your blood spatters
his plastic face shield.
Mercifully, you black out
at this point. When you
awaken, you find your-
sell imprisoned in two
senses. You're trapped
in a cell with energy bars
holding you in and a ro-
bot attendant ready to
sedate you at the first
sign of motion, and you
are also trapped in a
strange body, part flesh
and part metal. One of
your hands has been deformed into a
three-pronged metal claw. Your face
something like  Arnold
Schwarzenegger’s did in 72 after his skin
melied off. You have been the victim not
only of torture, you realize, but of some
horrific experiment in bionics. To what
end? For whose benefit? You have no idea.
Your memory has been erased, so you
don’t even know who you are.

At this point a tremor shakes the room
and, if you are wise, you take advantage
ol the moment to bash the attendant
droid into the energy bars, deactivating
both. Thus, the stage is set for your es-
cape, and for the rest of the game's plot:
you are on a moon that is shaking itself to
pieces and you need o get off. You want
to find out who you are and you want to
take revenge on the people who turned
you into a monster. To begin with,
though, your primary worry is survival.
There are other prisoners in the com-
plex, some more human than you, others
less so; most are both violent and insane.
Your neighbor in the cell next door, for
instance, is so maniacal that he has sev-
cred his own arm in an attempt (o es-
cape. This is good for you, since his
severed arm will come in handy down the
line. Like a good little adventure gamer,

looks

you pick it up. Then, since his cell con-

tains several other useful items, you enter
it and beat him to death, though thank-
fully not with his own arm.

The combat is carried out STREET
FieurEr-style: the various keys on the nu-

CYBORGASAURUS REX The cyberraptor is one of the more unfriendly mutants in BioroRee.

merical keypadl, used in combination with
“CTRL” and “ALT,” correspond to a
wide range ol kicks, punches, blocks, and
head butts. On a slower machine, the
fighting has an underwater quality to it:
arms and legs drift toward each other in
slow-motion. On a fast machine this
problem disappears, but you still have

your opponent so that your punches actu-
ally connect. Many is the time I happily
threw what I thought would be the victory
punch only to find mysell” punching the
air next to my opponent’s head.

' Another problem is
that since each scene is
viewed [rom different
camera angles depending
on where in a room you
are standing (just like
ALONE IN THE DARK), it 18
possible to move during a
fight and fall victim to an
unexpected and sudden
shift in viewpoint, Apart
from the disorientation of
the shift, some viewpoints
are much worse than oth-
ers lor conducting a fight.
"Too often, your view is ob-
structed by a pylon, fence
or other object, like your
opponent, whom the
computer has thoughtessly placed be-
tween you and the “camera,” Thankfully
the game offers an “Easy” combat mode,
which should help get people through the

- game in spite of such obstacles.

In addition to combat, of which there is
plenty, the game offers a certain level of
puzzle-solving—nothing comparable to

CANNED MAN Combat looks good and feels fluid, but the sudden shifts in perspective can be a bit
disorienting.

others. Since the two opponents can cir-
cle around cach other, it is not a trivial
matter to line up in the same plane as
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what you would find in an adventure
game—but rewarding nonetheless. Most

*of the situations you [ind yourself in,
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whether combat or puzzle based, are
deadly, so it is fortunate that there is a
good save function available.

ON A KILLING MOON

All the way to the end, the game holds

-

the question “Who are you?

over your

head. When you finally uncover the truth
though, it is a disappointment. Who you
turn ont to be depends on several choices
you've made during the game, mostly
whether to let other characters live or die.
But none of your possible identities are
significant in the slightest, so it's hard to

DEATH AT GROUND ZERD Getting above ground to breathe the fresh air isn't so hard; you might even
be able to admire the gorgeously rendered scenery before you're blasted to smithereens.

care about the outcome,

In my case, I found out that I was “Pop-
ul Marko,” a cybernetic limbs expert on
Dr. Mastaba's team who had volunteered
to be operated on. This revelation could
have carried some dramatic weight, but
played out way too.unemotionally. Even
my character said, “Now that I know, I
can't say it means all that much.” Then he
ran down the hall, got into a spaceship,
and escaped [rom the self-destructing
mMaoonn.

This anti-climactic handling of one of
the most important elements of the
game's storyline is typical of BIOFORGE,
and it ties back in with my initial reaction.
[ can live with bad dialogue in a computer
game; you can have fun with a game that
includes lines like, “Eat light, you stupid
machine!,” “Insolent dog!” and “That was
for my men, you grotesque son of a
bitch!” We are safely in monster movie
territory when Dr. Mastaba purrs, “I need
you here to perform...an experiment, Or
perhaps ‘experiment’ is not the right
word. T need you for a demonstration.”
And when your character cries, “You have

r
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MUTANT BLUES This maniacal mutant bears a grudge against the world; fail to
take care of him immediately and he’ll beat you over the head with his story, as

well as his only arm.

stolen my body and my mind; 1 will know
why, or I will have your blood!”, you
might as well be reading Edgar Rice Bur-
roughs or some other light adventure au-
thor.

I also have no problem, in principle,
with an interactive movie that tackles
painful subject matter in a serious way,
though the fact that interactive movies

are still basi-
cally games at
heart makes
me  worry
about what
interactive

movies based
on All Quiet
On the Western
Iront or
Schindler's List
would look
like. What 1
can’'t  deal
with is a title
that clumsily
tries to blend
the two. You
want to deal with prisoners being tor-
tured, fine. But you can’t also have your
torture victim run up to a big laser can-
non, shoot some low-flying spacecraft out
ol the sky, pull his fist down by his side
and shout “Yesss!” like Macauley Culkin.
You can have your realistic cruelty and
you can have your light adventuring—but
not in the same game. Otherwise, it ap-

pears that you are cither suggesting that
genuine horrors are legitimately the sub-
stance of light entertainment, or else that
light entertainment deserves to be treat-
ed with the same gravity as genuine hor-
ror. Lither statement is offensive in the
extreme.

BIOFORGE is a gorgeous game, richly
detailed and well put together, with some
great gameplay and an effectively scary
atmosphere. But it is the most offensively
gorgeous game I've ever played, and if,
in spite of the high rating I have suggest-
ed below, no one ever bought a copy, 1
can't say I'd be at all sorry. &

THE EDITORS SPEAK

BIOFORGE

marine I - <

PROS As scary as ALONE IN THE
Dark, but better looking and more
realistic.

€ONS “Realistic” is only good up to
a point, and this game crosses the
line. Some gamers will find its casual
attitude toward cruelty disturbing.

WingMan
Extreme

conforms to 9

all required

joy stick

standards,

c%mmm

|‘yr,\. [BUVERS CO
NVYUTEL CXLEIRE j_)‘ S

) l*z;[l\/;[ C)l

WAL~MART

Circle Reader Service #82

EOFT'WIE@

Warriors of the cyber skies rejoice: project WingMan Extreme is complete,
the joystick has been perfected. Never has guidance control been so fluid,
trigger action so responsive, view control so easy. WingMan Exireme can
be the difference between the thrill of victory and the ejection seat of
defeat: a solid professional in a field of puny lightweights. WingMan
Extreme is waiting at your dealer, or to get product information by
fax, call 1 800 245 0000 and request document #7014,

@-
lI]I}IT[[iH

‘BEST
. By

inmae
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800-228-7449

NOW ORDER 24 HOURS ext.358

CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

A business game of power and politics.
Contral one of four energy companies.
Test new power sources. Research new
technologies. Build a global empire but
watch out for ecological disosters!

IBM €D #36244

In 1920, a 2,000yearold magical scroll
is unearthed, seffing in molion an adven
ture beginning with death and perhops
ending with the total destruction of the
world. Some Iillngs are better left buried!
IBM CD #39207

MACINTOSH TITLES KIDS/FAMILY/HOME

33403 111h Haur CD 51
34011 Absolute Zero CD. .. . .. AR
39398 Alone in thaDark NCD . . ......0vv0n 0 33
39145 Apache CO . AR |
34588 Boyand Sq.nud Leader CD . cesedS
38415 Braindead 13CD . . . . : PR | |
36789 Conino Mavter w/Kit CO 29
34374 Casino Tournament of Champions CD .38
92 lization . . . 42
38569 Club Cyberlesque CO | E 26
33084 Crysiad Colibrn. .. .. Z 30
3973 Crystel Crazy 1.0, ., 00 vn e e - 25
38910 Dr. Brain 11 CD. . . L34
33702 Drogon's Woir €D . ..o vvcvvnn i e 40
37227 Dungeon Moster 2 . ... cu i in e 35
32534 Empire Deluse . ... ... ... o L]
38210 Gadgat CO . ... ... S e
39172 Glidar Pra 1.0 . < .25
38522 Ga Dugu'ul\'ah'naICD 14
35&.98 Hnrfmn Clauie CO 29

41

28

41
36298 Joarneyman Project Turba €D 40
37022 King's Guest VI CDY . . .49
38966 L Zone CD. . . .. 40
33353 lownmower Man CD. ... av
33398 Leiswre Suit Larry VI ar
35257 Links Pro w/ Harbortown Course a9
Jb.lzl Lode Runner a4

A8 Mo

38570 M, Meloverse €0 .., ..ouvny i 28
32296 MY ED . o vnvass. s T
36756 Ngru.mrmw-e'."d Do €O . .. L]
39102 Onslgught . 41
38594 Operation C

JS”I Pl-n umcgcnu cD
35135 Prince of Pensia Il
34581 Robel Assouh CD . .
32616 SimCity 2000 ,
35754 SimTower . ...
35755 SimTown CD .
22090 Sclitaire .I‘nllcs
38594 Stalingrod CD |
36830 Stor Trek: 25th Enhancod €D ..,
5|u| Trek: TNG Tech Munqu(.D :
i Wing Commant

34080 Tc_p Ten Mac Pock CD
38174 Virtuol Vegos Velume 1 €D
38480 Wanderlust CD

39104 “u‘PulrLﬂ CD

392 W %
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35923 Alr Dotk JOWIN .. ..ol a0
35924 Alter Dark MPC 3.0 CD 40
38270 BOB CD . T —— ...89
346987 Beovis & Buttheod Scrmm “Sovar CD. ivedd
36627 Curluun Hi ury cf Unw!rw CD P
anu 39
33034 Cn:nl e Wil m* WI"-I e 43
33549 Desigh Your Cwn lardlcupe WIN 35
17177 Dr. T's Sing A long Kids CB. . .. ....... 26
34174 EasyKeys CD 29
34855 Encorta MPC Encyclopedia 95 €D 8y
I7775 Internet Membership Kit 1.0 WINDOWS 25
35615 Lion King Prnt Stedio WINL ... ... 17
35281 MS DOS Upgrade 622 , ... ..... 8
37662 Managing Your Monoy 95 20 WIN , ..., 33
33528 Mayo Clinic Family Heolh 2D, ., ., ... .. 33
34986 Maoyo Clinic Phormasist CO ... 0o 000u 00 33
36519 Mayo Clinic Spors Healh €D .. ... ..., .33
37123 Meameri 3 D 26
37156 Manry Ph,'rhnnsCorrpu Wu:!a CD. 54
38207 MarCruisar Plus 26
36828 Cregen Trall 1 CD e - )
o Mae 4)
36538 People vs. O.), Simpsen €O ... .. penn20
34999 Piona Courso | w/ Midi Coble. . 71
34030 Print Shop Daluxa WIN 4%
31527 Publisher 2.0 WIN + : a4
34843 Quicken 40CD. . .. e et T .
I6R40 Quickon 4.0 WIN | PP 42
I4A38 Cuickon 8.0 DOS. | . . 42
36841 Quickon Deluxe d 0CD. 57
A6HAZ Quickan Dol NN 57
36017 SAT | Studyware co LR Jd
32960 SAT NEW Persanal Trainer 2.0 34
35803 Sparts . Swimawit CD 5 3 26
38478 Stacker Mulimedio 4.0 WINDOWS 92
37887 Stor Trek: TNG Screen Sover WINDOWS . 30
J4170 Star Wors Screen Saver WINDOWS . 30
36412 Treaswe Pock | CD e 32
36594 TriplePlayPlusl Spanish CO - 56
21493 Winfox Pro 40 WINDOWS .. 80
35647 Windows 95 4.0 e .. 145
35648 Windows 95 Upgrade 4.0, ... . .. 78
34081 Windows Upgrode 311 . .. o1 53
I7007 IDO Blaster. . . SRR« ]
35857 LPLEX L‘ou !

o LII w.r’Lon rober . . . 552

35855 4

IFAS MLZGGO Pmruba MJ i < 445
38051 Aztech Stellor Dovble MM Kir. ... .. . .. 194
35734 Aztoch Voyoger INT MuliMedia Kit, . 256

PIRATES GOLD MPC

PIRATES! —

lead a crew of marauders sailing the
17th Century Spanish Main in search of
adventure. Will you reach grealness, or
be shipwrecked® The swasEbuckling
sequel to the bestselling Pirates!

IBM CD #37751

SIM TOWER

Build @ high-ise sf':yscrapor rent out space,
salishy your lenanls’ and cuslamers’ needs,
and muna%e your properly inlo prafilabl

commercial empire. Will you be o

“towering” success or o dismal failure?

IBM CD #39031 Windows #37593
30141 Momand 1000 INT 250Ms C ROM 326
7759 D d 5000 INT 2508y CD Kit 438
37031 Digital Schoolhouse INT COROM brr
39271 Di !f.mcly CDIS 4K INT COROM : 3as
30214 Discovery COTSH INT COROM. | " 72
30744 Edvioinment CD1& INT COROM . . 427
21560 Gome Bloser CD 16, " . a9l
36267 legend Executive INT Mulfimedic K51 . . . 302
16826 Legend INT Kit w/6 Tifes. . . 238
18060 MultiSpin 2V Deluxe INT CDROM . 300
JB0AZ MuliSpin 2V INT CDRCM - I b

402
i 503
IB058 MultiSpin 4X1 INT COROM 402
38065 MultiSpin 4XI INT COROM Kit A79
37028 Mulimedio Office INTCDROM . ., ... . 534
37026 OmniCD AX. ., . .. R e e 3 1]
31809 OmniCD Upgradu Kit Infornel . . ..., 181
34133 Reelmogic CD ROM Kil SRR . T .
39272 Sound Blawter Volue COINT ., .., .. .... 238
JB5BB TEAC 4X INT CD ROM Kit 2o 195
38584 TEAC 4X INT Multimedia Kit crrren s, 246
38737 Toshibo EXT QuodSpeed Kit, . . . . i G675
38710 Toshibo INT QuodSpeed Kit. . . . . ... 464
STORAGE DEVICES
38178 Jumba J5OMB INT Tape Back Up . TR T 7 |
38179 Jumba 700MB INT Tape Bock Up ... ... . 237
38554 lighming 540MB 1 IMSIDE. . . ]
13‘-55 Iugh!nm.a S-!DMB 11M8 SCSI MAC. . ... 224
73088 11M 285
38857 ||ghlnm.:| 730MB 11M5 SCSI MAC 277
37824 5T 31200A INT 1GB Hard Disk a15
B0 ST 33F1A INT 34108 Hard Disk 224
37823 5T S4640A INT S45MB Hard Disk 293
38180 Trokkor ISOMB EXT Tope Backup 332
38181 Trakker FOOME EXT Tope Bockup ava
37035 Asra Mouso. o a9
37034 Aoro Pon. ... o L. B9
37038 Aero[)uﬂ! I |Moum cm:l Porf.......... 119
INIAIC ® Heo e Jee
Jzee3 C ybermon 30 Controller . . R &
29442 FXZ000 Pistol an ¢ A 6
33226 Flight Stand A : 7
1-6-139!I-gh' 5!4_L. 3 a5
il
311-18(_yiu-|.efh.1h| Yohe. : - P |

VIRTUAL POOL

W= T LA

All the angles and shols of real pool! Toke
a lesson from a pro, learn irick shots, or
toke a historie mullimedia tour of the sport,
Loaded with chn“nngesl It may even
improve your real gamel

IBM CD #38672

SILVERLOAD
s

Fo[ks don't come to Silverload much
anymore. And folks that do come don't
stay |nng. Look nruund—nubudy will slop
rou_ Course, the lost man who come here

ooking for kin is dead ‘n buried nowl

1BM CD #39208
37753 Game Zappor . ... ... ... ... .. 42
24017 GomaCord Il Atomatic . . 26
24018 GameCard 11l MCA Autamatic s
38124 GameGun 34
3 29? G!Er‘ouulnn Hcm ] 1]
- = 20
27815 Gravis Gunu;.:d BM, ... i 20
30003 Gravis MoweStick Il MAC ., .. aie ]
38108 Grovis MHL Hockey '95 Pock . 55
3.‘: | JJ Gravis Phosnix Contral System . B2
36886 Jayswitch. "
36562 Nowral Keyboard .. ... ... .. B9
35458 PC Goll Syvom 121
36676 Pro Pedals, . .. . : a4
30825 Thrustmaster ACM Game Cord 7
35104 Thrustmaster F 38 FLCS | . 12
38027 Thrustmaster FCS MKIL 1BM i L]
33344 Thrushmaster Formula T1. .. .. -
29522 Thryatmenter Pro FCS 2 1z
298463 Thrustmaater Rucdder Pedals 1BM .., ., 104
33804 Thrstmaster Rudder Pedals  MAC |, m
38156 !hmurrus'er TOS far flCS - 12
33780 Thrustmayier WCS Markl  MAC
31258 Ihrunmm r

cs Murklr 1BM -
38950 Trackball PRO 4 i >
38462 Vinual Pilot Pro,
29434 Vinuol Pilot Yeke. .
36656 Wingman Extrome Joysl.:k
34655 Wingman Joysfick. .
33052 ¥ Cable fer 2 Joy:!ich

MONITORS

35553 Alphacan I‘S 15" Manitor 7%

& Alphasean 1?F 177 Maniter 783

3

35555 Alphascan IC 20° Manitar 1098
35557 Alphascan LE 20" Manitor 1463
35552 Alphascan Plus 14" Manitar .n 04
38152 Diomand Pro 14" Manitar 57
38151 Diomand Pra 15F5 15° Maniter AS0
38153 Diamond Pro 17" Maniter v o BOSS
37843 HLABAD 14" SVGA Calor Maonitar, 267
378448 HLSBAD 15° SVGA Calor Maonitar. 33
37864 HL7682 17° SVGA Color Monitor, Fdd
37841 HNAB3AP 148" SVGA Color Monitor . 224

JB3T0 MLII-'.rN: )\' Id' Mcm!cx ; ; amn
3 ¥ 15* Menita b
3p3es M InSyrec Lens JV =
38384 MultiSync Lons: XE15 or I?

PR 71
38070 MultiSync XE15 15" Monitor o Y



BEYOND SQUAD LEADER

E‘a‘ﬂ!‘:dj’quud

P

Realtime tactical WWII simulofion based
on the Squad leader & Advanced Squad |
leader board games. Fealures reclistic
battle conditions, combat vehicles,
American & German soldiers & terrain
IBM CD #11575 MAC CD #36588

GIRLFRIEND TERI

Enjoy conversations with o girlfriend living
inside an apariment in your PC! Your
girlfriend moves around and respands 1o
anything you say.

IBM CD # 38540

STAR TREK: A FINAL UNITY

A Star Trek experience like none beforel
Assume command of this official inspection

tour and investigate the Starship Enterprise |

NCC-1701.D.

IBM CD #34568 |

HARPOON II: COLD WAR

BATTSE

15 new scenarios set in the Cold War era
invalving the U.5., Russia, NATO and
Eastern Block mililaries prior to the fall of
the Iron Curtain. Over 80 new platforms.
Requires Harpoon Il

IBM #39453

GI!ANDMASTER CHESS

Capstong’
The Mt Aaye™Fectes,

Grandmaste,

CHES

MACINTOSH

Anew level of chess; phynng experience
for modem and network play. Features
multiple skill levels, ratings, pulldown
menus, hﬂ!p und ﬂnﬂ!y&l‘b, 3'D or 2'D
views and more.

IBM €D #36374 MAC CD #36373

CELEBRITY PDKER

Play okel with Jonathan Frakes, Morgan |
Fa]rcEﬂd and Joe Piscopal Your sound
card and CDROM bring Hollywood stars
1o your screen| Thousands of interaclive
conversalions, No 2 games the same.

1IBM CD #35442

DARK FORCES

As a speciol ogent for covert operations,
you must save the galoxy from the
Imperial Empire’s grip. Infiltrate their
Death Star battle station.

IBM CD # 36302 |

Attack helicopter simulation that pushes
air combat fo the limitl Hot new 3.0
visual I[zchnoingy, |1ig|1-rl_'sniuli()n_ low-
level terrain graphics and highly variable
explosion graphics add to the excitement!
IBM CD # 39144 MAC CD # 39145

35 Simms 70 Simemy CALL 31921 ACE 14.4 INT 5/R Fax W/ Vaice -] 33597 Epaen \I:I n Seanning PC ]
34136 1X9 Simms 70?\ 'AL $|rrn1r . CALL 19244 ACS 21 100 382?6 Card-ru] MVP144E 'I-ﬂ JEXT E/mh 74 504
36149 4X9 Simms 70ns |4 Simms) Ar CALL 28122 ACS 300.1 Spaakers w/Subwaoaler 200 selineal MV 73 504
6174 72 PindMB Medule 60ns. i) . CALL 34504 Jarz | 511 Spaakers 59 38?7‘5 (ardlr.fl'l MVPTAAWIN 1‘? ?lNT F/dA &l ]
36177 72 FinBME Module 60m ALl 36500 Jozz | 590 Speakers &3 38278 Cardinal MVYP2B8| 28 8INT £/ 139 921
4555 72 Pin 16MB Mo Alins CAlL 34500 Jazz ) 702 Speakers . w7 38280 Cardinal MVP2BEXF 28.8EXT F/M . 141 Yo
3t f&s IDSDX 33 CALL 36503 Jozz | B1B Speakers . £ : 133 33712 Connechon 14.4 Inl. Fox/Medem . . . o 463
34409 Cyvu CXABASRAZ 25/50 IBASK 25, . . CAll 30F30 '(un llL\ |‘_| h’ 3 s, 73 1:"1‘/1 Conneckon Pro 19.2INT 14, 4Fax . | %0 . B2
35134 o 4BaDX 50 CPU CALL 2 HE e bt PMZBEMT V.34 EXT Fax/M 215 322
308E4 Ove: 460N 50 CPU WO/0D CALL 33 ﬂ ‘-l’rCl \"leFu!ﬂ'cJu'ﬂ 129 BE?
31305 Ow DX &6 CPUWO/OD . ., call 54 4 EXT MACINTOSH 178 BE®
35302 © DX &6 FOR 5X/DX33 Call o 4 EXT V.328I5 178 :‘:?
346727 O wo 4B6DXE 1OOCPU . ......... CAlL 30475 9¢,r-er 570 Sneme ' " ; 244 32314 SuprofoxModem 14,4 INT V32815, 110 B
36728 Or ve 484DX4 100 CPU WO/CD .. .. CAIL 3CH’~ Fornmer 022 Speakers w/ Sut eo‘m 190 38528 SupraFaxModem 28,8 v J2EXT, 206 J . ‘53
36725 Ovordrive 4B40DX4 75 CPU ., ., .. .. CALL 32649 Powe i L] 38527 Sl.p.'ufun adem ZB B v J4EXT MAC 218 33371 ScanMan EowyTouch . . 71
36726 Overdrive 486DX4 75 CPU WO/OD CALL 37714 Fowmd Subwaoh:r TST‘ASWIU 137 k113 ¢ em 288 v J4INT 182 34812 Se n Powatpage 400 oI ; O«
38604 COverdrive PENT 83, .. CALL 32101 Raland MA 12CP Paward Spc::kcu 215 39269 TDF D‘ 1414 PCM\JA 14.4 F/M . .. 158 J4434 Se gic Calor 24Bit Mardhald . . R b/
JB30B Viid3D ... .. : 57 39267 TOK DF2814 PCMCIA 28.8 F/M . 325
SOUND CARDS A7712 Vond 3D Plus .. .. - 70
38455 Viid 3D Pro 104
SoundGalaxy BXI 43
7 138 VIDEO CARDS
ase
Gr e 2835 VGA .. v -
39030 Grov LB4 3 X 1MB Accel 104
26292 Gravis 166 erX 2MB Accel 161
725 Gravi _ ma Kit 1S4 F
s o 5 e Gl 12 CUSTOMER SERVICE, CALL 508-443-6125 9am - Spm EST
B9 38598 Dia Speedytar Game Kir VIB 168
- - || 36288 Diamand Stealth Game Kit PCI 177 Now RDER 4 H UR ex"‘ 5
36771 Mu fisound Tokifi 16 i, HoT A |- 30289 Biomond Stealth Game Kit ViB 177 L]
31059 Port Ablo Sound Plus, . , PR v 368132 Diomond Stealthdd DRAM 2MB PCI | 206
32312 ReoMagic Mulimedia P'nylu:ck g L A73 38133 Diomond Stealthé4 DRAM 2MB VB o 206 -4 L
36352 heonogt SCS NPEG w/ 2ok |11 420 35601 Dianand Seaines i s 45 Complete on-line catalog with over 5000
15364 Rio Soundcard :21 35692 Diamond Sealthé4 vk;«; AMB V1B /gg d h d - I
32031 Reland RAP 10 Audio Producer . 235 s Uira Pro EISA 2MB 3 ﬂ\n 7
28019 Raland SCC 18 G5 SsundCard . 269 s Ulra Pro ISA 2MB 72 SC a re an ar wu re tlt es s
und Can Al ey Br o3 .
o e o coned o o oA Prodigy - Computer Express A CompuServe - GO Express
- A ! B i 2
ekt 2'&?, 172 bl i Internet - info@cexpress.com AOL - Computer Express
& - n
e e 7 pmemoemenit R A www hip//oopresscom2700 A eWorld - cexpress
rAwn;- Valuo £d 224 38319 Graphics Xprassan 2MB VIB 213 «Mo surcharge is odded to credit card orders. «PQ's, wire transfers, personal and cashiers checks
34661 Sound Blaster Pro Value Ed 74 38286 Keliin MPEG SVGA IMB VLB, 319 oecepled, = Some ilems ore nel returnable, Relurns require authorization # and are subject 1o 15%
14640 Sound Blavler Volue Edition 52 3B2B7 Kelvin MPEG SVGA 2MB VIR 387 rpstocking fee.+ Allitlems offered for sale are subject 1o availability. « We ore nol respensible lor typogroph-
33751 Soundhan Wi 1z 39280 Realmagic Rave 1MB Win Accel 408 el arrars.+ Shipping and handling charges apply.* Worldwide 5h|pplnql sio
208 39281 Realmogic Rave 2MB Win Accel 487 + All prices are subject to change withaul natice =
304 34815 ReolMagic Lite 247

p ' COMPUTER Express since19ss i
31 Union Ave. Sudbury, MA 01776 Info: 5084436125 Foc 5084435645

Circle Reader Service #56 N LB P



A new, groundbreaking CD- ROM gume
for the PC and Macintosh. Based on the
short story and screenplay by William
Gibson. .%’oon you won't be able to get it
out of your head!

IBM CD #38730 MAC CD #38731

800-228-7449

NOW ORDER 24 HOURS ext.358

CUSTOMER SERVICE, CALL 508-443-6125 Qam - 5pm EST

FLIGHTSTICK PRO

Top Gun precision for computer pilots.
Realistic pmforsmnn! jet grip puls controls
ot your fingertips. Trigger and 3 firebut-
tons, responsive throtfle conlrol, 4-way
viewing, trim controls, plus much more
HARDWARE #31417

The U.S. has become a toxic wcs!eland
filled with mutants, melting ice caps, and
oal bran shorlages. Bul in Mew lersey, o
small band of zany superheroes forms lo
save humanity!

IBM CD #34425

I.INKS 386 PRO CD

£ i S

Play championship golt of the famous
Harbour Town Golf Links and Banlf Spring
Resorl Course, The aclion includes
simulated aerial fly-bys, digital sound, and
comic Bobeal Goldthwait as your caddiel
IBM CD #37754

WORLD HOCKEY ‘95

The ullimate ice hockey experiencel
Choose from over 25 internationol teams
or select from the 8 “User” teams. Includes
3200 players with individual stats,
variable rule sets, 3 playing levels.

IBM CD #39447

MARATHON W/ GAMENET

Defend a futuristic celony space ship from
hostile aliens! 2 GameMNet wireless
network adapters (also included) let you
challenge your friends to the ullimate
batile: Marathon on a nefwork of light!
MAC #39448

CD ROM ENTERTAINMENT | CD ROM ENTERTAINMENT § CD ROM ENTERTAINMENT § CD ROM ENTERTAINMENT

33683 10 \’em hnrlmmjyt lassics

830 Rull
36691 5 Foat 10 ok Voluma I
17686 5 Game Sup-\-rPu\
38127 5th Fleet
29037 7th Guest
35878 ADAD Do th
34161 ADLD Ge P\Cum -
34165 ADAD Revenlah: Stahds Fosses..
38162 Absolute Mayem
34009 Absclute Tero

38907 Aces Collection

4729 Across tho Rhine: 1944
38164 Advanced Civilization
ASTST Air Har
JJ 157 Air W

3 4 n| en L c-g -
39206 Alien Virus,,...

18505 All American Col ege Footba!
37074 Al n the Dark 11....
39212 Alone o Dark
34857 Ancient Civilization
A2144 Apacha.
36911 Are of Doom
37594 Arena Eldor Seralls,
35869 Armaored Fist.,
38582 Asori 2600 Action Pock ...
37039 Award .’\--nn-rg War Game:
39008 Baldies..

3940% Boschall indows
37199 Borls Chess Compilation
37205 Borde Cruiser 3000AD,
36042 Battle Isle 2200....
34650 Batdedrome ...

11575 Beyend Squad ...
38654 Big 3

34638 BicForge Interactive Movio ..
38597 Blackbeard ...
38209 Blackthorne

39100 Brandis!
39019 Bren Hull H'\lc, 9.5 "
39011 Brural =" a
35948 Bureau 13.
37517 Cadillacs & Dinasaurs...
34279 Connon Fodder,
36781 Caosino Master w/Kit ..
36375 Casino T 1 af Chamy
39147 Coveworld.......

COMAMITER (AMMIB WIORID 100 wWwinle i

ity Poker
Coliic Tales: E!ﬂl’o' Evil Eyo

C
36016 Colonizot
33497 Comanche &
39180 Comanche My
34010 Complete Boseball ' ?4 MPC 1 0.
37357 Complese Bosketball MPC 1.0
38673 Conguest of the Mew World
14659 Cowboy Casina ...
38483 Create Your Own Gomaos
36884 Croature Shack
35224 Crime Patral 2: Drug Wars

36043 Cyclemania ...

38845 DiZene

34973 D Day: Operation Overlard,..

391467 Dundlus Encounter

33215 Doamonsgat.
Fe

36 Deathgata...
38831 Depth Cwellers..
38675 Descen,

38296 Dosent Swrike
39220 Diggers...
36746 Discworld ..
36320 Doom II: Holl on Earth .

3890% Dr. Broin I,
31564 Draculs Unloashed .
31493 Ovagon's Lair
35231 Oragon's Lair Il: Time Wh-p
38217 DreamWeb ..o,

37702 Dungoan Master 2

36945 ESPM B all Tenight

3 Ecvatica..

35361 Empire Deluwe Masters Edivion
38161 Emernainmont Collection

37985 Evosive Action Flight Sim MFC 4.0
39146 Exploration

39205 Exnoctors ..

36731 FIFA Irl'uno'nonul Socccr i

38987 FX Fighter ... ;

34740 Folcon Gold..

it
A5
a7
7
A&
9
26
ry r..u 28
11

35944 Family Feud ...
Av1a Ffl:! Anack

38446 Flying Aces.....
35323 Freddy Phorkos
37328 Frant |.Inn>

37917 Go Digital..
36551 Gotliling IV
38602 Great Moval Battles |1
38524 Groy Woll: Morth Adantic

390465 10 Tun Mu media,
J/’O{}'I lce He

25721 Inferno ...

24759 Inherir the Earth....
CAA  Basketball 32
nal Tennls Cpan 38
J38435 lron r\wu.'r aimiigaa R T
39353 lhon Crass pr

31162 lon Helix .......
27704 Ishor 3: 7 Gales of Infini
37465 ldo of he Deat
38080 Jock Micklaus

36047 Jack Micklous: Tour Collection
34388 logged Alliance
37895 Jammit

34571 Jeapardy
37204 |at Fighter 1]

14
36852 4
34702 King's 53
35326 King's (-‘uul vil, 4
37202 Kingdom of the lu- [ Ay
38231 Klik n" Play ..., 34
33209 Knights of Xenkar .o 37

38965 L Zone........ ,
32526 londs of lore
38213 Last Dynasty.
432941 Man...
38831 Llegend of Kryandia I
35328 leisre Suil Larry An
Chranicles

372‘?] Logdstar
35322 lodu Runn
35711 Lordy of Midnig

37327 lords of the Realm,
38858 Lowt Filos of Shorlock Ilul-uc:
31815 Lost in Time

38697 lucas Arts X2
33703 MFEG Doy
IFRIFMIV's C

ol
36653 Mogic Cnrpm
34277 Mogic Corpot: Hidden Worlds
37926 Mogic: The Gothering
37567 Master ol Mogic
38677 Mech Commander
34155 MechWarilor ||
33310 Mega Rac.
38305 A

39148 Madern Air Combat ...
34743 More Incredible Mochine
38%06 .‘ Kombat i

33204 Myst e
39040 Mysiic Mi dway: Phantam




1830 RAILROAD

Build @ 19th Century railroad empire with
iron horses and an iren will. Lay track,
build stations, purchase frains, manipu-
late stocks, De!end your empire against
some of history’s great robber barons.
IBM CD #36593

PRO PEDALS

Get added Hight simulation and auto
racing support with dual operaling modes
for redlistic forward and back pedal motion
for flying, plus an independent accelerator
and brake control for J’rmn .

HARDWARE #36876

I5B16 NASCAR

I7048 MFL's Gieotes
35863 NHL Hockey '95
35755 Notio

35078 New H

lempeon B

35722 MNe e "

J6482 No Wi siniioi arbinns 26
36364 Cpuration Bedy Coun 30
38593 Operotion Crusoder 4l
38292 Operation Eurep. 34
38014 Crion Conspiracy.. 38

34173 Cuipost

35005 Pinball Arcade
39450 Pinball Fontasies

37751 P 1 Wind =
36773 Pitfal ; ki adi CAlL

v =y .42

APC 23

w a1

gue Foatball 75th Anni. .. Al

3BE74 PriMaxer = 43

39317 Pure Wargama, . a0

39290 Puzzla Pawar 30

36829 RELEMTLESS: Twinsen's Adventure 43

39208 Re Elec 1l

34385 Realms of Arkania: Star Trail 46

32155 Rebel Asse
37024 Renegade: Jacoh's

n o Zork

39569 Riddle of Mayter L.
36917 Rise of the Robot
34737 Rise of the Tria
JB447 Rocket Boy ...
36420 Rogarion Agenda

38845 SSMN 21: Sea Wolf .
30708 Scrobble Deluxe........

MECHWARRIOR 2:THE CLANS |

Join one of six warricr clans and maneuver,
31t Cenlury WEAPONry as you confront
opposing clans in every conceivable alien
environment-including intimidaling ice
planets and deceplive desert terrain.

IBM CD # 34155

An unbeatable siralegic and lactical
experiencel Command missions in the
world's most exciting eras of conllict.
Historically accurate. Great weaponry,
fullblown campaigns and more.

IBM CD #39322

37593 Simlower...
36575 Simlawn
38627 Simon the Sorcerer
39396 Skins ar Big Homn
38732 Shullerackor
39362 Sky Warriars
38988 Slam Ciy

po
ctie YR P — N—

381 yrad.
38200 Star Contal Collew
38208 Sar Reach HETRE |

34093 Stanskeep s
34290 Strike Commandar / Prvatear
3B&09 Skip Poker

37090 Subwor 2050 Mus._..

Steeet Fighter 1l Turbo..

33320 Telris Gold Co
34916 Therne Pork,

38595 Third Reich ...
J8B7 4 Tony la Russo Basel
385656 Top Gun.....
36292 Tokal Disk,
35697 Tower Con

37 5 nijeraga

35278 US Movy Fighlers ........
30925 W Undorwordd | & 1I
15416 Ul M: Pogun w/ Spoec
35712 Ulimuto Foofboll
37510 Wmatn Robol ..

MILE HIGH CLUB 8 PACK

MORTAL KOMBAT Ii
i (TR, ARCRDE TRAYSLATION!
o n

o

MUNINE KN £ rﬁ&
Nothing can prepare you for the ultimate
arcade franslation of Mortal Kombat |l
All the true graphics, animation, brutal
moves, CD-quality music and awesome

sound effects of the arcade blockbuster!
IBM €D #38906

Eight of the most recagnized litles of all

time from the top flight sim publishers!

Includes ATAC, F-14, Flight Academy,

Heroes of the 357, JetFighter II, MIG-29,

Megaloriress and Wing Commander.
IBM CD #39105

PHANTASMAGORIA
R R

! IINBAL S

AN Crystal Calil %
Evil lives in beautiful eslate on a private Pinball with an affitude! Features expert
island. Now, Adrienne Delaney must ﬂipﬁer conirol, spectacular sounds and
uncover the clues and objects she needs authentic speech, Play multiball, or aim fo
in fime 1o save her husband from its ever- the 3-D ramps.

lightening grip.

IBM CD #34085 MAC CD #35331 WINDOWS #36303 MAC #33084

8641 W ) 34

37708 Vanex: Guantum Gabe i 40

36707 Vayour a4

A79086 Wandeiluil..... " 28

3103 WarPatol.. A5
38701 Warcralt: Orcs and Humons..,..... ]

O IE REENCIASn 47

79

30
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CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

NOW ORDER 24 HOURS ext.358

Complete on-line catalog with over 5000

software and hardware titles.
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While en a latenight "fix it” eall to Dr.
Meurosis’ myslerious caslle, lance, the
world's hippest compuler repair guru,
learns of r‘:e Doclor's moster plan: world
domination| A wild, frantic adventure!
IBM CD #38614

MAC CD #38615 |

800-228-7449

NOW ORDER 24 HOURS ext.358

CUSTOMER SERVICE, CALL 508-443-6125 Qam - 5pm EST

The past,present and future disalve into a

tapesiry of betrayal and deception.

Accused of altering hislorr,

IBMCD #39568

you travel
through time,unraveling clues with only
your intellect and cunning to save you.

11TH HOUR

70 years ago, Henry Staulf went on a
murder spree in his mansion. Now,
Reporter Robin Morales has disappeared
within its walls. Rely on puzzles, logic
gomes and Ireasure hunts to sove her!
IBM CD #32903 MAC CD #33603

CARDINAL 14.4 FAX/MODEM

Capable of over 143,000 bps throughput!|
Uses newes! modem lechnology to |
eliminate hardware bottlenecks. Exclusivel

for Microsoft Windows. Includes EZInstall |
software.

HARDWARE # 38275 |

Exciling pinball action fealuring eiPhl
challenging pinball tables, plus multi-ball
play! Includes Partyland, Speed Devils,
Billion Dollar, Stanes ‘N’ Bones, Taranlula,
Jailbreak, Kick Off, and Jcckpol.

IBM CD #39450

4X MULTIMEDIA UPGRADE KIT |

namic mulli-session upgrade for your

. Comes wilh 4X internal CD-ROM
drive, sound card, speakers, 110 multi-
medio tilles and much morel

HARDWARE #38586

3.5” ENTERTAINMENT 3.5” ENTERTAINMENT 3.5” ENTERTAINMENT 3.5” ENTERTAINMENT

at Barons

36454 5th Fleet ...
35877 ADED Dark Sun: Wike Ravoger
35048 ADED Menzoberronzon...

37304 Aide De Camp...
17489 Alien 3.........
34495 Alien Legaey...
30188 Alsne in the Dar
33809 Alane in the Dad Il ..

00 Action Pack

q Wor Gomas

JB&08 At

JETST Awar
33637
9007 B
34027 Batle Bugs........

28769 Battle Chess 4000
33857 Batte Cruiser J0Q0A
of Antielam

3ca§5a|u beord
J6654 Bload |

39099 Brandish.....

33738 Breach 3 ............

35715 BrookThiul  WINDD'

33941 Bren Hull '95 ..cvvinnie 32

35580 Bridge Boron  WINDOWS. a5

34935 e-.:l,e C|'rn'u od.. 30

Bry 37

20
19

31523 Corriers of Nur || 39

33047 Casino Lite: Omaho | 12

37674 Casine Lite: Toxas Hold 'om,
34247 Cosino Mostor Gold  WIN
37143 Cosinol  WINDOWS
ic Talos: Balor Evil Eyw

I iSq TR e

ater 4000 Turbo WINDOWS |

Pini
38649 ClockWorx WJNDONS
31593 Cobro Mission

CORABLITED SAMING WIEIRID 1008 W 1l

37445 Colleglate Pennsylvanio Siate
17445 Collegiate Pennsylvanio Staie
37434 Callegiate UCLA WIN.......
37435 Callagiate Univ. of Fle
37439 C

577 rn o :

32 ’ Yk 81
34273 Lomb-:‘l it Paered

22035 Corridor 7

36303 Crystal Cabburn  WINDOWS

32369 CybarRace
32964 CyberSpace.
36087 Cyclones ,
38844 DiZane......
33402 D Day: Cperation 1 Overlord..

£028 D Day: The Beginning of End
33234 Dasmonsgate

Ll e

34162 Dark
34745 Dawn
30897 Doy of the Tontocle: Maniac 1l
7074 D .
38295 Dusert Strike ...,
32010 Dehrgit.......

i B

WIN .,
Wi

I

EH A DAtk 0 o=
H AGE = FAX :001-1-508-443-5040, Ki2,

CompuServelD:T0007, 134T RAEEI WAL FEL,
HMEE LS THIBARLET

35288 FIFA International Seccer
34272 Faloun 4.0
33444 Folcon: FA 18 Homel
34832 Fighter Wing
32880 Floer Defender; F 14 ulii
35744 Flee! Defender: F 14 Scenorio ...
34589 Flight Commander Il . i
32632 Flight Light
37558 Flight Sim: Catibbean Scanery 5.0
36495 Flight Sim: Eutope 1 5.0.........
37557 Flight Sim: }ninn Smnsry 50.

32901 Fligh

it Sim: Paris -.Jccnery
Sim: Portland 5.0

31273 Flight
30373 Freddy 7

27— R NRED !

J&247 Front Lines a9
34694 Front |"c|r||~ patty: Baseball 22
35314 Fion Foolball 95 42
35313 Front I'u_qc Sporty: Faatboll Upgrd 95 .28
35976 Frontier: 134 Encounter ... ao
32130 Gabriel Knight s i 37
18807 Turning Point 12

17
L.z 61 Glider 4.0 WINDOWS 1 i 25

37764 Gool 94
36550 Gobliiing WV ...
37081 Goldires Engine.., 2
28300 Gl WINDOWS .....vumnsvssssscssanesssses 43

34826 Goll Courses: Banll Springs  WINDOW ..
34827 Golf Courses: Mauna Kea WINDOWS . 23
34828 Goll Courses: Pinghurst  WINDOWS 23
6790 Good 1o Fi 1
33704 Greol Novel
39086 Groyhound 2
34008 Guilry.....,
32527 Hond ol Fate
32594 HordBall Il Diomond Collect,
34006 HardBall IV

38076 HardBall IV MIPBA AddOn
32122 Horpoan Il
39 Hatpewsn il
37694 '-irrlan.:
34781 Hurro\ af

27109 Hol y-vc,od "
38601 Hudsen City.
37444 lco Hockey
36548 Inga I
35349 Incredible Toons
31471 IndyCar Racing
35105 IndyCar: Circuits Expansion Puck,
35106 IndyCar: Indionapalis Speedway

39090 I's o Falr Bet
28694 lack Nicklous Signature Tour 1
30428 Jack Micklous Signature Tour 2 .....
38081 Jack Micklous: Course Designer
38079 Jack Micklaus: Golden Bea
31480 Jagged Allianea
34389 Jagged Alliance Adden
34184 Jeapardy Deluxa .
37203 Jet Fighter lll
33741 Jurassie Park
34303 Kurnnmrr

36972 Kbk n' Flay WINDOWS
35210 Knights of Xertar Upgreds NR18

38189 Loy Blazkneg.............. . 4

37527 legions WINDOWS. ... R
32785 Lelsure Sult Larry VI y 37
30372 Lommings H 26
27640 14 Pro. ... 29
31444 Links: Balfrey Course SVGA 21
36148 Links: Bighorn Course SVGA 21
34306 Links: Costle Pines Course SVGA 20
32478 Links: Firestone Course SYGA 21
31507 Links: Innisbrock Courte SVGA 21
32477 Links: Pebble Beoch Course SVGA M

30798 Links: Pinshurst Country SVGA_ ..
35048 Links: Prairie Dunes SVGA,,.
35319 Lode RUnmOr.......covicenirrressisiisirmsmsieres




CHAOS ENGINE

Turn your PC into a gruesome ballefield
of psycholic monsters and  ruthless
warriors. Pick from 6 mercenaries and
26 weapons. Explore 4 fiendish worlds
with 16 levels-loaded with traps!

IBM CD #39395

THRUSTMASTER TQS FOR FLCS

Arc throtile with Irim contrals, 3 program-
mable switches and o mini rruckbdu? Fully
programmable through the FLCS.

HARDWARE #38156

3.5” ENTERTAINMENT | 3.5” ENTERTAINMENT [l 3.5” ENTERTAINMENT [l 3.5” ENTERTAINMENT

34029 Lords of the Reol
337306 Lowt Admiral IL.......
38494 Lucos At X3..
33501 M4 Shorman Tonk ¥ "'DO‘HS
35741 Master of Magic
31433 Master of Crion
28153 MechW, ior / / BarfeTech
126

34156 M ‘h\%ar;ucr.l;\*dcn
37284 Mega Man X
31594 .‘M!.‘.!ﬂ. loce rGH

344798 Metaltech: Eo
37023 Melaliech: Earth 5 JIlIJU =

37988 Mindscope Gome Pack WENDOWS
35347 More Incredible Mochines  WINDOWS ,
344658 Maral Kombal / GamePod Bundh

38905 Martal Kombat Il .
6T MASCAR Roc
36996 NBA Jam,
33215 NCAA: Road fo the Final Four,
J59D7 MFL'9S  WINDOWS..
37092 Mavy Strike ......
39097 New Horizons .
778630 -\n Ml

WINDOWS

Crusoder

Air War, 1942
Adr War: 19472 5c
36480 Ponzer General ...
31956 Pox lmpavio ;
33735 Perlect General ‘I .
32948 Porloct Guneral Trikg,
37098 Pilol'y Choice Bundle ,
235088 Pinbull Fontasies..,
0098 Firglesl Gold, =
37083 Pizza Tycoon WINDOW
34057 Plonet Soccor ..,
37305 Point of Arozk...
32079 Police Quest IV
38118 Poclmoster WINDO ;- 99
30430 Prince of Persia Il .
34655 Pro league Bok-b:l'.
35035 Cuaranting .....
32863 Quent for Glary v
14594 Raiden ..... :
36384 Roalms of Arkania: Star Trall ..
36386 Realms of Arkania: Stor Troill Addon
35155 Red Baren

WL —OWAEth@OWN NSO @S

CIVILIZATION NETWORK

Sid Meier's Civilizalion is now a mulfi-
J»er Windows game! Build the Pyramids

the Great Wall. Conquer Earth or
anorher planet. Up to 7 players al once via

the Internel, local netwark, or modem.
IBM €D # 38011

RUSTMASTER FORMULA T1

The most realistic contrals for all of
today’s driving simulatorsl A fully
functional steering wheel, brake and gas
pedals, a sturdy shift Iever, and much
more.

HARDWARE #33344

31630 Return to Zork .,
346598 Rounion.
33938 Rive of rhu !::zc :1
346936 Rise of the Triod ..

35236 Robinson's Requiem i i 35
33330 Romance Thrnchrgd:mll A A1
31243 Rules of Engagement Il 40
33206 55N 21: SeaWoll oo D
35590 Sabre Team PSPt oreRebr PRl | ]
32979 Sam & Max Hit the Read a4

31731 Sconory Collaction LISA \Wast 5.0 34
24751 Second Front . S .

34454 Serf City
35316 Serious Seccor .
34289 Shoduow of the Comal
35287 Shanghai Il WINDOWS
24033 Shilgh ..
26824 SimAn| Cltm
31457 Slerny 2000
18245 5
339!5 Slrnf.‘-!y 2000: Greol Disosters.
31410 SimCiry Classic ., -
37042 SimClassic Collaction...
24473 SimEarth Classic.......
31454 Surr\Furm

5940 Star Crusader Mission & Speec
33245 Stor Reach
26706 Star Trek 25t Annivessory
31772 Star Trek: Judgmant Rite:
37309 SaGulo ...
27188 Shike Command
30508 Strike Commander Speech
32114 Swike Commaonder Tactical :tl
35614 Swip Poker Pro #12 Dota Div
31884 Swip Poker Professional
33331 Subwor 2050.....

37091 Subwar 2050 Sconario
39005 Super Street Fighter |l Turbo
26041 Super Temis........
32605 Super VGA Harler ... SR |
34383 Superhero: leogue of Hoboken... R |

CYBER JUDAS

As President of Earfh's most powerful
nalion, you are armed with money,
weopons and influence. In this Shadow
President sequel, one of your advisors
waonls lo desiroy you!

IBM CD 235748

FULL THROTTLE

UﬂTﬁI@' 1k

Cool bikes, cool sound, cool story. You're
Ben, o biker being framed for murder.
Hop on your bike and set out to clear
your name, Cinemalic c|use—ups droma-
fize your exciting, leather<lad quest.

IBM €D #346392

33858 System Shock...
34305 TFX: Tocticol Fighter .,

31260 Terminator 2 Chess Wars , ]
17179 Termingtor 2029 .oooviininmimmmmasnsiismmissmasssines 27
32154 The Dig e}
33332 Thied Reich B
32152 Tie Fighter .50
38236 Tie Fighter: Dofenders ... .21
29904 Tigers on tha Pren .40
35308 Tany laRuwa Ba 4

W D")\-VS o

26142 Train an:nm‘
084 Tra f

38961 Tramspot! T,uu. Scenario

37588 Trva Livs ........

36452 U Bool  WINDOW.

32879 Ullima VIll: Pogan....

35821 Universal Mevor Lock Fur Gurrm

FLIGHT SIMULATOR 5.1

Now on CD-ROM! Highly realistic,
grophically advanced computer simule-
tion of Civil avialion. Deluiled scenery,
doy/night effects, weather conditions,
userde?nnbie wsnbllny levels and more.
IBM CD #36979

Botter up! Monoge ond play baseball
with 700 real players in 28 realistic
ballparks. Famed Sportscaster Al
Michaels delivers the play-by-play.

IBM CD #36998

36041 Unnecessory Roughness '95
32859 Victory ot Sea ;
33934 WW2 Air Force Commander
36708 Worcrah: Ores ond Humans...
34553 \.‘\.a'.;a-rr C*M' ruction Set Il

Voluma | WINDOWS

Volema I|  WINDOWS 17
30?37 WinVegas Volume Il WINDOWS 17

14535 Wing Armude

27287 Wing Commande
23001 Wizaedry & Bane of InnCu:’n <
26475 Wizardry Trilogy 1 /1710,
32909 Wizardry Trilogy Il [V/VI/VII,

800-228-7449

CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

NOW ORDER 24 HOURS ext.???

Complete on-line catalog with over 5000
software and hardware titles.
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REVIEW

Dying Is Easy,
y Is

Come

Hard

Psygnosis” Pythonesque Portrayal Of Pratchett’s DISCWORLD

by Charles Ardai

UMOR IS A FUNNY THING. EVERY-
ONE LOVES A COMEDIAN, BUT IT'S
I'HE SIMPLEST THING IN THE
world for even a great comedi-
an to overstay his welcome,
Read one ol Dave Barry's brilliant news-

paper columns and you'll find yoursell
dissolving into gibbering paroxysms of
laughter, but try to read a collection of

his columns back to back, and by the
twentieth you'll be Tucky if you can work
up a decent chuckle. Try watching a
dozen stand-up comedians in a row, and
you get the same resull.

Now, Terry Pratchett is a genuinely
funny writer, author of many a laugh-out-
loud passage in his twenty-some-odd
novels, most of which are about a fantasy
universe called “Discworld.” He's almost
as funny as

I . DisScwoRLD
his country-

man  and | Price: $59.95,
spiritual g%phl:}" and G-
kinsman, System
Douglas Requirements:

IBM compatible
386 or better,
AMB RAM, 256-
color VGA graph-
ics, 3 MB hard
drive space, CD-

Adams, and
a good deal
fimnier than
such peers
as Piers An-
thony, Craig
Shaw Gard-
ner, Robert
Asprin and
Esther Fries-
ner. Still, 1

General MIDI sound cards.
Protection: None

Publisher: Psygnosis, Ltd.
Cambridge, MA
(617) 497-5457

ROM; supports AdLib, Sound Blaster, and

Developer: Perfect 10 Productions

defy  anyone
above the age of
14 (the last year,
by law, that a
person is permit-
ted to believe
that the highest
form of comedy
is the pun) to
read even one of
these books cov-
er Lo cover,
much less the

series
[ront to back.
Yes, iUs all very
funny, but only
taken in small doses. You reach a point,
usually around page 93 out of 300, where

whole

you finally say, “Enough
already.”

For those Pratchertt
fans who have not yet
reached that point, Psyg-
nosis’ new DISCWORLD ad-
venture game will be
from heaven.
Players new to this cock-

manna

eved universe will enjoy
the game, too, but only
until somewhere around
the end of Act Two, at
which point, their ap-
petites for silliness sated,
they are likely to join me
Discworld

and  other
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DOES YOUR BOOK BITE? Among the mare odd (and humorous) characters that
Rincewind meets are an orangutan librarian, guarded by a ferocious tome.

refugees in the “Enough already” brigade.

COMPACT DISCWORLD

There are two premises underlying the
Discworld books: first, that a small, pizza-
shaped world balanced on the back ol a
giant space turtle might somehow spawn
life of a distinctly Tolkienesque cast,
which is to say life of the witch, wizard,
troll, dragon, king, castle, and quest vari-
ety; and second, that since phrases like
“giant space turtle” and “pizza-shaped
world” are worth a chortle in and of
themselves, a book filled with the like
ought to be a bestseller. I don’t mean to
say that either premise is erroncous; the
only question is how well they transfer to
the world of computer games.

DiscworLD works nicely as a Sierra-
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Ultimate PC Uideobame..

Congratulations to the first 100
people to solve the game! They will
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style adventure game, which is to say one
in which your job is to maneuver a litle
character around one sereen alier anoth-
er, dealing with a wide range of other
characters and puzzles as they cross your
path. This is not entirely unlike what hap-
pens in the books: characters pop up and
say funny things, obstacles arise and are
overcome, and a ramshackle plot some-
how assembles itsell out of all the zaniness.

The pleasures the game offers can be
divided into two varieties. Irom a gaming
perspective, hall
the funis the [un of
discovery: new ar-
cas on the map of
DISCWORLD open
up as you proceed,
giving you a chance
to visit everywhere
from the back al-
leys of pestilent
Ankh-Morpork to
the Palace ol the
Patrician, The oth-
er half of the fun
comes [rom the
chance to demon-
strate your clever-
ness by teasing out
the solutions to
some tough little
puzzles: how to gel
a pancake-[lipping cook to leave his
kitchen, how to get a monk o take his
robe oll so you can wear it, how to unsum-
mon a dragon by summoning astral cus-
tard instead, and so on. These pleasures
are typical of adventure games more than
novels, and the designers make sure to
load Discwortn up with plenty ol game-
worthy events and challenges.

The remaining hall of the fun, howev-
er, is very much dervived from the novels.
It rests in author Gregg Barnett's con-
vincingly Pratchett-like wordplay and
banter, as performed on CD-ROM by
well-chosen voice actors that include
Maonty Python's Eric Idle and Doctor
Who's Jon Pertwee. (By the way. il vou
think three halves is one-third more fun
than anyone can logically have, you obvi-
ously haven’t spent enough time sum-
moning astral custard on the back of a
giant space turtle.) Lines both witty and
groan-inducing zing back and forth like

ricocheting bullets; it's a little like watch-
ing a Discworld cartoon, and not a bad
one at all,

However, this cartoon-like effect is part
of what linally does Discworld in: the
game sinks under the weight of its abun-
dant non-interactive gags. There’s just
too much there, and too little of it is un-
der your control. In most encounters, you
get o choose from a menu of icons that
determine the tone your character, the

bumbling-but-lovable wizard Rincewind,

DRAGON-HUNTING WE WILL GD Backed by his trusty magic luggage, Rincewind braves a harrage
of puns to get the dirt on a dragon.

will take in conversation. Unfortunately,
this leaves you in the unenviable position

of being the passive straight-man to all of

DISCWORLD's loonies.

“Is this fish fresh?” Rincewind asks a
portly fishmonger, and you can almost
hear the burlesque-house orchestra tun-
ing up in the background. “Fresh? Fresh?
[t just made a pass at my wile, sirl” (Pause
for rim shot.) And you'll be pleased to
know that the old fishmonger is only
warming up. "1y being sarcastic, angry,
querulous—each mouse click Taunches a
flood of one-liners and rejoinders, the
majority of which are quite Tunny, bul
over which you exert no influence. After a
while, you stop laughing and start tap-
ping vour fingers instead.

For example, early in the game Iwant 1o
walk into a bar. Instead, the bouncer cor-
ners me, Ancient Mariner-like, and launch-
es into his lile story. A minute passes, two
minutes, and he's still talking. Okay, okay, |
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want to say, you live to thump people on
the head. Can I go in now?

Later, a buxom barbarian maiden has a
long spiel to spill as I pass her in the
sireet. A bunch of old coots in the town
square do a vaudeville routine about how
Rincewind doesn’t look like the adven-
ture heroes they knew in the good old
days. Everyone makes fun of Rincewind
because his wizard's robes look like a
dress. Running gags abound, and boy, do
they keep running. Enough already!

SLIPPED DISCS

This is not to say
that you have nothing
to do other than lis-
ten to jokes. You must
also solve the game's
puzzles, the bulk of
which have to do with
a dragon that is ter-
rorizing the people of
Discworld and with the
black-hooded coven
responsible for sum-
moning it. First,
Rincewind has to
gather the pieces of a
dragon-locating ma-
chine—that's Act One.
Act
Rincewind infiltrating
the coven to steal six golden talismans
from its members. The dragon returns in
Act Three, and it is determined that the
hero who slays it will have million-to-one
odds against him. Thus, Rincewind's task
is to manipulate matters so that his odds
ol suceess are exactly a million-to-one. The
linal showdown with the dragon makes
up Act Four,

To spice things up, there is time travel
involved (Rincewind gets to test the hy-
pothesis that the fluttering of a buttertly’s
wings in the past can cause climatological

Two  finds

changes in the future), plus a bogeyman
who is afraid to come out of hiding, a
lusty witch who's after Rincewind for a
kiss, a prune-eating wizard and another
wizard who is deaf (oh, the fun to be had
with those two!), a Sword That Goes
Ting, and a climactic pie fight.

By and large these puzzles are stronger
than is typical for adventure games these
days, and as long as the designers stick to



ong ago, in the days when Ireland was far removed from the mainland
wmdt  civilizations of Europe, the early Celtic tribes were locked in a bitter war
with the Other World. The tribes of Eire were joined as one people, the Tuatha
de Dannan, Their Other World enemies, who lurked off the islands shores
were known as the Fomors, their powerful leader, Balor of the Evil Eye.
When you enter Celtic Tales, you enter the turbulent struggle to save
the tribes of Eire from Balor’s evil. Tired and broken, your people have little left to
give to the struggle. Regarded as an intruder, your task is to rebuild the land. strengthen the
tribes and become High Ruler of Eire. Then with your trusting champions, you must seek out the
magwd] Rlllll,h, some of whu‘h are loLked in Balor’s gtasp Once in ynm possession, the Runes will

Play 1 of 8 mythical characters from the tales, including the war goddess
Medb and Lugh the god of Light

& Experiment with Rune magic, procure new Runes & expand your magical powers
@ Recruit Bards, Druids and Warriors to assist you in your quest
Direct your champions to develop the provinces you control
— e w7 : . i ats o .
T TR )| Align the ribes to your direction in a quest to become High Ruler
Jriien WORLD TO BECOME UN| Take partin Tribal Council to learn of Balor's movements as well
HiGin Ruwee s the status of your champions and tribes

Carry out cattle raids on neighboring provinces and use

them as barter for valuable items MysTicar Arvor
e R PROTECTS YOU FROM
With its RPG style game play, you must collect the Runes 7y i/ Baton’s Evii

before bacling Balor

&8 All commands are animated hroughout your turn

ottt Ny 1-4 players with two exciting scenarios _ : 0= Available for IBM PC.
Coxstrr T Tnipar ; = KOEI games are available

R COUNCIL ON WAR STRATEGY in retail outlets nationwide!
Circle Reader Service #81 KO EI If you can’t find the ]_\(“‘J ]
product you are looking for,
: call us at 415/ 348-0500
(9AM Lo 3PM PST).

KOEI Corporation, 1350 Bayshore Hu) Ste. 540, Burlingame, CA 94010 Odtass )
nlinie Suppart affered on

Ceitic Tales: Bajoe of the Es L!,\-rs.l ! . 18M is 2 trademar of | Business Machines Corporation CompuServes GO VIDPUR, Sert, 4




LucasArts' Day oF THE TENTACLE and
Sierra’s FREDDY PHARKAS, FRONTIER PHAR-

puzzles, they do fine (though a few puz-  game conveys is not one of richness but

one ol clutter and surfeit. Of course, oo

zles allow the player to back himsell into

a dead end or have similar design flaws).
L

When the designers
switch modes, they
do well with the
joke-telling, too,

However, the
joint between the
two modes is weak.
The game's pacing
is awkward and the
balance is off. Since
your mind is on the
puzzles, you don't
appreciate  the
comedy nearly as
much as you would
if it weren't stand-
ing in the way of
your reaching your objective—for in-
stanice, if this really were a cartoon. At the
same time, the puzzles also get in the way
of the jokes. So, despite the fact that Dis-
CWORLD contains some of the better puz-
zles and some of the better jokes I've seen
in a long time, the overall impression the

much is better than too little: il you start

I'LL WALK, THANK YOU Rincewind would rather walk than hitch a ride with a
tempestuous enchanted hroom.

playing Discwarrn and stop enjoying it
halfway through, it's easy enough to Save
and Ouit. A few weeks later it might seem
fresh again.

Discworep has some moments of

unique and inspired whimsy in it it's
casily the funniest game T've }1];1\'(‘(| sinee

MACIST—but too olten it feels familiar and
overdone, The novels share this weak-
ness: you gel Lo a puint where you say,
“I've read all this before,” and basically,
you're right.

In the end, DiscworLD is a double
helping ol a meal we've all eaten too
many times, a juicy Roast of Middle Earth
with a helping ol corn on the side. It's
cooked up well and the first few mouth-
[uls are tasty, but after a while it's hard to
work up enough of an appetite 1o finish
what's on your plate.

THE EDITORS SPEAK

DISCWORLD

mnrme WA

PROS Very [unny writing that
catches Pratchett’s tone perfectly and
blends in plenty of first-rate puzzles.
€ONS [I's hard (o find new jokes to
tell about a Nedgling wizard hunting
a terrible dragon, and the ones they
tell, though not terrible, do drag on.

S&8H $ 5,00
in FL add B % tax

Programmed for ages 16 and up
with multiple choices, different play g
levels, various skill levels. Select §
from a wide range of topics such
as history, literature, art, music,
sports, theater, movies, travel and
more.Delve into the world of science
and nature. Beautiful pictures and
great sound accompany you as you
match wits with your opponent
whether it is computer or human. |

THE NEW
EXCITING
QuiIZ GAME

FROM SOFDEC, INC.

Four games in one
with questions

Mut‘ the whole world

Enter the world of education.
For school and family.

to order call toll free

1-800-631-5141

Circle Reacler Service #310

102 COMPUTER GAMING WORLD = JUNE 1995



Minc] Bencling.

Discis Entertainment presents
an ELOI Production

Blow your mincl oﬁ flioz cha[[engcs
o{ tl\z Oracle S puzz[es.

=
W

Circle Reader Semce #53

CD-ROM Game for Windows and Mutlnlosh
Available Now at Your Favorite Retailer or Call 1-800-567-4321

Indulge yourself in a 3-I) animated world, with
seductive music, captivating sounds and mysterious voices.

o D:scwer hidden chambers and test your skills of logic
and reason with intevactive and intricate puzzles.

Un]oc‘L the I"u?cm'ltmg secrets of an ancient md
Jong forgotten civilization.

Actual screen imaaes.
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| To The

Third Degree

DESCENT’s Dizzying 360 Degrees Of Freedom Takes 3D Action Games To The Next Level

by Vox Day

I see the edge, I look I fall
The further I see, the further I fall
Deeper and deeer
—The Fixx
N THE PAST SIX MONTHS WE HAVE WIT-
NESSED A DELUGE OF 31 ACTION TI-
TLES, FACH COMPARING TTSELF IN ONE
way or another to the quintessential
3D action game, Doos. But none
has really made a serious attempt to sur-
pass Doom and take the sub-genre 10 its

was surprised 1o hear that the vast majori-
ty of gamers with access to networks were
not playing HEreric or Doos 11, but the
newly-released shareware version of Di-
SCENT.

But once 1 wied it out myself,
the reason for all the hyper-posi-
tive word-of-mouth seemed pretty
clear. DESCENT cannot be dismissed
as just another Dooxn clone. In-
steac, it offers the first look at what

next evolution-
ary step. None,
that is, except
for Interplay’s
DESCENT.

One
best indications

of the

that a game is
going to be a big
hit is the buzz
that invariably
begins to spread
across the net-
works and into
office conversa-
tions whenever
something truly
exciting  ap-
pears. Last Janu-
ary at the Winter
Consumer Elec-
tronics Show |

Price: $39.95
(estimated), CD-
ROM
System
Requirements:
IBM compatible
386/33 or better
(486/33 with
8MB RAM or bet-
ter recommend-
ed), 4MB RAM, 16.5MB HD space, CD-ROM
drive. Modem play requires Hayes-compati-
ble 9600 baud or faster modem. Novell net-
work compatible. Supports Forte
Technologies and Cybermaxx VR helmets,
most major sound cards and joysticks.
# of Players: 2 via modem, 8 on network
Protection: MNone
RSAC Rating: 1 (Violence to realistic
objects)

- Designer: Parallax Studios
Publisher: interplay Productions
Irvine, CA
(800) 969-GAME
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the next gen-
eration ol 3D
titles
will be like—
which, il Dg-
SCENT is any
indication, is
going to be a bunch

action

of very good, very ex-
citing games.

THE THREE
DIMENSIONS
OF DESCENT
Most games that are
described as “3D,”
like WOLFENSTEIN 3D
and Dooat, are in fact
“two-and-a-hall” D.”
While
game universe ap-
pears to have three

the virtual

MIND YOUR 3'S & D'S Unlike Doowm, Descent's environment
is truly three-dimensional, so objects like this multiplay-
er opponent have a true appearance of depth.

dimensions, the objects in the universe
have only two dimensions, fooling the cye
into thinking they have depth by a series
of rapid image switches. A typical limita-

tion of the mwo-and-half D game is that
the movement of the player within the
universe is usually limited to six basic an-
gles: forward, backward, right, lelt, up,
and down,

However, DescenT allows a full 360 de-
grees ol movement. Instead of only mov-
ing straight forward, back, right, lefi, and
up-and-down, you can move any direc-
tion that you happen to be pointing. This
1s very important in DESCENT, because the
game's virtual universe also allows for
completely arbitrary texture-mapping,
which means that the maze can handle
gradual slopes and curves. This is also



COMING SOON QN CD-ROM FOR MAC AND PC




why a joystick is key to playing Descent;
you can't get away with just using the key-
board anymore. Along with all this free-
dom of movement comes complexity,
though, so you'll quickly learn that it is
much easier to get hopelessly lost in a
DEsCENT mine than in any other PC
game maze. Many times, you really won't
know which way is up!

POT SHOTS

AT HOT '‘BOTS

DescexT takes place in a fu-
ture where the Post Terran
Mining Corporation has es-
tablished mining operations
across the Solar System. But
a hostile lorce, presumably
alien, has taken over the
mines and now controls the
mining operations, as well
as the robots that were origi-
nally intended for defend-
ing the mines from attack.
In order to keep the mines out of enemy
hands, you, the PTMC's hired gun, are
directed to infiltrate the mines in an
armed, one-man [lyer, with orders to de-
stroy each mine by blowing up its central
fusion reactor. The catch is that once the
reactor is blown, you've got less than a
minute to lind the only exit before the
whole place evaporates in a subterrancan
mushroom cloud.

Destruction of the mines is your prima-
ry objective. But you also have a sec-
ondary ohjective of rescuing any humans
you happen to encounter stranded within
the mines. Fortunately, if unrealistically,
you can carry as many “hostages” as you
need without losing any performance
[rom your flyer.

WHAT, NO SHOTGUN?

Your flyer's armaments pack a serious
punch, with five different weapons, four
different missile types, and a rear-mount-
e¢d bomb dropper. Although cach
weapons has its different strength, you're
just as well off sticking with your initial
weapon—the laser cannons, Once you've
found a quad-laser rack to add on and
charged it up to its maximum rating of
four, you'll have a great weapon that fires
quickly and does heavy damage. The
Spreadfire cannon is pretty useless, but
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the Vulcan fires a machine-gun burst that
makes it a solid standby as long as you
have the ammo for it. The Plasma and

Fusion guns are very powerful, but suck
up way too much energy and fire too
slowly to use as your primary weapon.
The missiles are pretty self-explanato-
ry, but you should make sure to save your

LET'S BLOW THIS JOINT! The object of your descent is to find the
reactor core and set off a nuclear explosion. You then have one
minute to get out or get fried.

homing missiles for when you really need
them. The Proximity Bombs, which are
ejected from behind your flyer, are pri-
marily useful for playing in one of the
competitive multiplayer modes. They
make it very dangerous o pursue an ene-
my, particularly one that seems to be flee-
ing blindly. Of course, they also make a
good surprise for more aggressive robots
who just won't give up the chase.

UH, RUN? This lumbering lummox wants to force feed you a
projectile sandwich. We recommend you try the quiche instead.

The robot enemies, while nowhere
near as gut-wrenchingly intimidaring as
the warped and twisted creatures of the
DooM universe, make effective and dead-
ly opponents. They are true 3D objects,
and like you, have 360 degrees of move-

1995

ment. This means that they can and will
come at you from all angles! Since they
have varyving degrees ol intelligence, ag-
gressiveness, and firepower, you'll be
forced to vary your tactics. While the
more lightly armed droids of the earlier
levels move fairly slowly and [ire slow-
moving projectiles, the enemy robots of
later levels are armored better, move
faster, and use far more deadly weapons.

Like many good games before it, DE-
sCeNT has that one “impossible™ level. Tt
is possible to defeat the giant, teleport-
ing, homing-missile armed, plasma-gun
firing Hulk at the end of level 7 without
cheating—it's just really, really hard. For-
tunately, the levels that [ollow level 7
aren’t as bad. I remember thinking, “My
God, there's 20 more levels! Didn't they
playtest this thing?”

MULTIPLAYER MAYHEM
Dark Forces notwithstanding, it's un-
thinkable for a 3D action game to come
out now without :iuppm‘ling some sort of
multiplayer mode, either via modem or
network. And it's in multiplayer mode
where DESCENT really shines. Up to eight
players can play in a network game, and
no dedicated server is required. There
are options for all-against-all, teams, and
cooperative play, and Interplay has even
designed a couple of levels specifically for
multiplayer mode. The best feature of
the net play, though,
is the ability to join
the game at any
time. This way peo-
ple can hop into a
game in progress
without  making
everyone else quit
and start over. It's
also worth noting
that there can be up
to three games going
on a network at once.
While modem play
only supports two
= players, it is a very
solid interface that is much easier to con-
nect with than the modem setup for
Doom and HERETIC. Not once have I had
a problem getting DESCENT going over
the modem, even playing long-distance
with gamers from around the country.
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NOMBAT

NOTHING, NOTHING CAN PREPARE YOU..for the ultimate arcade
translation of Mortal Kombat® II. “Finish Him" with all the true graphics, )
character animations, CD-quality music and awesone sound f/x of the A E....
arcade blockbuster. Brutaiis'_;';_é_cial moves, Friendships, Babalities, hidden Hﬂﬁlﬁ].kd}'ﬂnm
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surprises, crushing combos and outrageous finishing moves are yours
to kommand. Let the Kombat Kontinue!!!
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MORTAL KOMBAT& 1l mmmm;mm Midway M tuting Company. All nghts res d. Acctaim hl,mqip\m_emminml_ Inc. ® & © 1994 Accialm Entertans "Inc. All ights




DESCENT
also  stands
apart  [rom
other 31 mul-
tiplayer action
games in that
it is the only
one that can
be more fun
to play coop-
eratively than
competitively. Not that it isn't a blast
when you've got six to eight players go-
ing in an Anarchy showdown; in fact,
when you've got that many people in-
volved, it's virtually impossible to play to-
tally cooperatively. But when you've only
got two or three players, it's often more
fun to go in and try to blow the reactor
together than just going for one anoth-
er’s throats. The mines are so big rhat
you simply don’t run into the other play-

DAY GOES NITE-NITE The author goes looking for trouble in
multiplayer combat and finds more than he can handle.

ers very often, and with the complexity of

the 3D structures, it's much harder to al-
ways know where you are and where that
quad laser is hidden. But also, the sense
of mission that pervades DESCENT creates

a team spirit that
is lacking from
3D
af-

most other
multiplayer
fairs. You'll olten
see people split-
Ling up responsi-
bility for carrying
the hostages, so
that some
them  will

saved in case one flyer doesn't escape.

"The highest point of DESCENT is always
the 30 seconds of sheer panic that oceurs
once a reactor is destroyed.
begin to wail, the lights start flashing,
and your vision goes dark as your pulse
speeds up to 160 bpm. Even though

be

The sirens

you've memorized the path to the exit,
the stress of the moment often causes you
to forget which way to go. “Where's that
red door?!™ I thought YOU knew where
it was!” And once you do get out success-

fully, there's a hugely palpable sense of

reliel. Alter a particularly harrowing last-
S(_‘l‘.,'l‘)l'ld escape one 'I'lighl. someond shout-

ed, “Group hug, everybody!” The

of

laughter had an edge of hysteria to it, I
thought. Sign of a good game.

DiscenT isn't perlect. The sequence of
events can get monotonous after a while:
get the blue key, get the yellow key, get
the red key, blow the core, get out. But it
is a game that you'll find yourself booting
up time
SCENT will get old as a solo game long be-
fore network players tire of it. But besides
providing pulse-pounding entertainment
for an amazingly low retail price, DE-
SCENT points the way to the future of true
3D gaming, and for that reason alone it's
one game that shouldn’t be missed. &

and time again. I suspect DE-
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DESCENT

amme I

PROS An amazing 3-D environ-
ment with 360 degrees of motion.
The multiplayer options are some
of the best in action gaming,

€oNS The level goals are rigid, so
the single-player game becomes mo-
notonous after a while.

HARDWARE

Pentium PCIMM Systems
w/ 8mb Ram, 540mb HD,
14" SVGA, 1.44FDD,
Mouse, 2X CD-Drive,

& 5B 16 Snd. Crd
60Mhz/256kb Cache 51758
75 Mha/256kb Cache 51826
B0 Mha/256kb Cache 52086
CDR DRIV'S BLOWOUT!

NEW TITLES!
11th Hour

1944 Across Rhine
Adv. Civilization
Adv, Civilizatton .
Apache Gun Ship ..
Cyberjudis
Deadline
Dungeon Master Ii
Full Throttle

LCS-7260 ZX 5110 Harvester ;

Mitsumi Quad 8184 Johnny Mnemonic

lextor Quad &410  Last Bounty Hunt

Sony 2X IDE 5120 Perfect General 2

SH Discovery Kit .....$260 Phantasmagoria

SB Game Blaster . 8390 gldd!;rs g i}fp-ﬂer Lu

SOUND Qe The Seroll v

Gravis Ultra... 5100 1ony 1. Russa Dase

Gravis Ultra Max . 8165y nr v 250 hos

SB 16 MCD $ 8 : i

SB 16 MCD/ASP ... gl;? BEST VALUES!

58 16 5CAll............8170

SBIGVALUEE . 8100 Foooger: Asony

SBAWE 8272 Aces of the Pacific

SBAWE :32 VALUEES230  yces Over Eurape

TB Tropez S206 Across the Rhine

MISC. ADED Guld 1

Grauvis Phoenix 8 87 AD&DGold 2

Logitech Wingman 5 30 Alr Havoe

D, Stealth VRAM S288  Aliee .

Dia, Stealth DRAM 5184 Allen Logic

Realmagic Lite ... 8290 Alone in the Dark3

USR Spart 144 INT .8 80 Armored Fist

USR Spart 14.4 EXT 8101  Atarl 2800 Act. Pak

USR Sport 288 INT  §229  Battle [sle 2200

USR Sport 288 EXT 5246 Bautledrome

BEST 26.8 V34 INT . 8160 Betrayal at Krond
BioForge
Blackthrone

IBM GAMES

Blood Bow!l &35 Goblins 3 S16

851 Bloodnet 549  Goldtree Engine 527
847  Blown Away 838 Grandest Fleet 527
534 Body Connt 840  Great Noval Bat 2 S44
$36  Bureau 13 833 Hammer of Gods 840
S46 Caesars Palace. ..525  Hand of Fate S41
§37  Campaign ... 834 Hardball4.... 838
838 Capitol Punish 539 Harpoon 11 844
537  Casino 836 Harrier JJ 538
847 Civillzation . 544 Hell 546
842 Cobra Mission 832 Heretic §516
840 Colonization 848 Heroes of M&M 8349
$28 Corridor 7 S28 High Seas Trader 830
$35 Creature Shock S50 Iron Assault 540
549 Crystal Calibum 535 Ishar3 534
215 Cyberia 824 Jewels of Oracle 541
8680 Cyberwar S48 Journeyman Turbo 838
544 Cyclones £45  Jump Raven 842
546 Dark Forces 546 KingsQ7.... 548
$40 Dark Leglons. ... 826 King Maker a5 &31
Darksun Wake 522 Knights Xentar B

., DEscent2.0 845 Kyrandia 3 £42
834 poom 2 542 Labyr.of Time 546
548 Dragon Ldre 525 Leg Kyrandia 539
521 Dragonshere 840 Legions s34
S40  Eestatica 835 Little Devil 831
851 Empire Deluxe 827 Lode Runner §37
524 Extractors 534 Lords of Midnight 847
S24 F.14 Fleet . ... 850 Lords of the Realm 542
539 FPS Football 844  Maabus 832
545 Fulvon Gold 857 Magic Carpet 541
t‘:‘!ﬁ Filth Fleet 841 Master of Magic 8B40
S47  Flash Traffic &36  Master of Orlon 840
845 Flight Command 2 541  Menzoberranzan 546
825 Fortress Radaki 535 Metal & Lace 533
833 Front Lines. §57  Metal Marines 592
5S40 Frontier Elite 2 841 Metaltech: Earthsivge. 846
524 §$30  Milenniwm Auction 845
544 834 Monty Pythan 850
834 530 Mortal Kombat It 8456
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VERTRONIX INC. presents the Best Values in ENTERTAINMENT!

230 Plaza Professional Bldg,, El Cerrito CA 94530, 9-6 M-Sat. (PST) (510) 527-4699 (Irjo) (510) 527-4690 (fax orders)
1-800-478-0217 (orders only) Visa, MC, Checks, MOs, CODs

Myst 846 TFX 835
N Lamp. Blind D $44 TheBig3 829
Nascar Racin, 524 Theme Park . §39
Nerves of Stel $28 Third Reich 534
Noctropolis 845 Transport Tycoon 848
Operation Europe 536 Ultima 8 842
Operation Crusade $39 Ulima -V, ... $33
Outpost..... $19 Ultima VIl Comp 833
Pacifie Alr War 549 Under Killing Mn 849
Pagemaster 547 US Nawy Fighters 546
Panzer General 522 USS Ticondaroga S34
Phychotron 540 Virtuoso 539
Quarantine 844 Voveur 846
Ravenloft 521 WC Armada 842
Realm Arch Dlade £26 Wing Commad. It 851
Relentless 43 Wings of Glory 543
Renegade $43 Wol 835
Rise of Robots 823 Wrath of Guds 844
Rise of Triad 835 WWil Pack 845
Road to Final 4 538 Xcom UFO Defl 539
Sabre Team 535 Xwing Collec 547
Serf City 837 Zormo.......... §38
oM RoroeL 3 HOTADULT TITLESH!
Shanghai Great Morn  $44 gscian Palate 524
Sim Clty 2K 345 Depraved Fantasles 2 529
Space Hulk anf FAD Gold lorZord §27
pectre VR sag Nasty Nurses S18
Speed Racer 526 Neurodancer 542
SpQuest An, a4f New Wave Hookers 2. 819
5SNSeawolf S19 Gﬂcntmmu, £25
Star Cirus 838 BedHot..............515
Star Trail 40 Samural Pervert 549
Star Trek Tech g4 Virtual Vivens 842
Slrmf.‘kt'cp 547 and manny more. ..
Str. Fighter 2 520 we o
Sm'keg(.‘ommanacr 19 We have thousands in

Super Her. Hoboken S34 we build systems to your
Syndicate Plus 819 canflquration! ¥
System Shock £49 i

FREE SHIPPING! AND CD-ROM on all orders over $100 (contin. US)

Please call for catalog and adult titles (510) 52

stock! Call for other titles!

7-4699



After hearing his
favorite games on
a Sound Blaster,
Vincent regretted
the ear thing.

So only buy genuine Sound Blaster cards. And look for
the Sound Blaster Compatibility Logo on software and
multimedia kits as well. That way, your software will sound
exactly like it should. And you won't feel a tinge of regret.
There are six different Sound Blaster sound cards to satisfy
the most discerning ear. .
To find the one that’s best for CR E_'I—'TI V =
you, call 1-800-998-5227 Ext. 114, it iS=_Crasts

Inferior sound cards can drive you to some
crazy ends. Sound effects built into this year's
hottest new games might seem muffled and
flat. Like you're only getting half the experience.

But a Sound Blaster” sound card can spare you that
insanity. You get real 16-bit, CD-quality sound that brings
games to life. You hear ships explode, swords clash, tires
squeal. That's why Sound Blaster is the PC sound standard.

1995 Creative Technalogy Lrd. Sound Blaster and the Creative, multimedia is Creative, and Sound Blaster Campatihitity Logos are trademarks of Creazive Technology Lid

o
International inquiries: Creative Technology Led., Singapore. TEL: 65-773.0233 FAX: 65-773-0353. All rights reserved
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For multi-player action, use a

modent [o play against a buddy.

Or, gel on a network and chal-
lenge up to three other players!

Stunning texture-mapped
graphics enbance the realism
and intensily of batile, as does
the inclusion of several land-
merks such as Stonehenge,

NOT TO PLAY.

Il you enjoy instruction manuals and learning curves from hell,
then you're looking at the wrong page. But if you're looking for fast-paced,
multi-player tank warfare in which hair-trigger reflexes and nerves of steel
are the only things that keep you breathing, you're on the right track,

Tank Commander from Domark slams you into the heat of the
battle. With some of the world’s most lethal, technically advanced weaponry ~ /#¢sne includes ocer fort

Y . , R e ; : : - challenging missions and will
at your fingertips, you'll be directing artillery strikes, analyzing satellite test your skill and courage
intelligence and orchestrating aerial assaults not long after it’s out of the against airborne enemies like

T . o . P ) . this Apache gunsbif.
box. You'll quickly discover whether vour survival instincts measure up as :
you command your tank unit in increasingly difficult missions against
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STRATEGY

Take A

On The
Dark Side

Lop Secret Mission Strategies For LucasArts” DARK [FORCES

by Jason Kapalka

::begin transmission::

::begin report::

SEND: Deep Cover Agent "Dybbak”

RECV: Rebel Alliance High Command

SUBI: "DARK FORCES"

N MY POSITION HERE AT THE [MPERIAL

INFORMATION BUREAU ON CORUSCANT,

I'VE RECENTLY COME ACROSS MAPS AND

intelligence with direct bearing on

the covert operation code-named
“Dark Forces.” I'm aware that High
Command is using “independent con-
tractors” (i.c. mercenaries) on this op for
security reasons, and that if they're cap-
tured with the following data my cover
may be endangered, but after seeing
General Mohc's new “Dark Troopers”™ up
close I'm willing 1o take the risk. It's un-
clear whether the Dark Troopers are
men in powered armor, droids in human
shape, or some unholy “cybrid” of the
two, but their capacity for destruction is
unquestionably immense. The carnage
on Talay will look like a minor docking
accident if this nightmare army ever be-
comes operational.

I have taken the liberty of compiling
my information into a briel guide. I re-
quest that a datalink be opened so I can
transmit this intelligence to our agents

with all dispatch.

::DATALINK APPROVED- AUTH. MON

MOTHMA, REBEL ALLIANCE HIGH

COMMAND::

+ + -+ open datalink+ + +

A detailed guide to the wickier mis-
sions in the “Dark Forces” operation is
presented later, but time is too short for
me Lo give you a full brieling. Hence a se-
ries of general strategic rules are present-
ed lirst. I only hope that these, along with
your natural abilities, will be sufficient to
see you through salely.

RULE ONE: Explore everywhere you
can belore turning to the maps and spoil-
ers. Often a vital switch or key will be in
plain sight around a neglected corner.

RULE TWO: When in doubt, push
everything (SPACE bar). There are more

than a hall-dozen different types of

switches in Imperial facilities, along with
some specialized computer consoles. Un-
til you're familiar with the varieties of in-
strumentation, try to activate anything
that looks even vaguely like a control or
button.

RULE THREE: Think in three di-
mensions. There are many crawlspaces
that can only be entered while crouching,
along with windows that can be jumped
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up or down to. Look up and down to see

if you're missing anything. Often a previ-
ously inaccessible area can be reached by
a strategic jump from a higher platform.

MISSION BY MISSION
STRATEGIES

The following section contains detailed
discussions ol the most difficult missions.
Maps and illustrations have been includ-
ed for the more complex puzzles. Also in-
cluded are the x,y,z coordinates for many
locations. Your current coordinates can
be brought up by typing the cheat code
LADATA (for more cheats, see the side-
bar “Cheat Sheet™). The x axis runs east-
west, the y axis up-down, and the z axis
north-south; cach unit is approximately
one foot. Truly baffled agents may be
able to find what they're looking for with
this information.

Each mission description begins with a
briel overview, followed by detailed divec-
tions on how to crack it, Again, | suggest
relerring to this only as a last resort.

MISSION 1: SECRET BASE

I'you can’t handle this one, it’s time o
go back 10 herding banthas on Tattooine,
farmboy,



their base on-Ml_:_lrs_.

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

1-800-879-PLAY. For IBM*-PC
& Compatibles on 3.5"HD
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MISSION 3: ANOAT CITY
Down in the sewers, you'll have to con-
serve your resources, Il you run out of
battery or laser power you're probably di-
anoga-chow. Be careful not to waste
ammo on the elusive remotes; aim care-
fully and use the Bryar pistol. There are a
lot of sewer beasts around, and you're
better ofl avoiding them by staying on
the move than by trying to Kill them all,
The dial in the central sewer opens one
of the four gates every time you push it.
You'll have 1o go down the first three tun-

MOFF HUNT When you've jumped your way up to Moff Rebus,
Imperial Weapons Engineer, you've successfully completed

Mission 3.

nels (#4 is optional) looking for four
switches, returning to the central cham-
ber after each passage. The four switches
are indicated on the map, and have the
following LADATA coordinates:

1) x251, y-4, 2347 (past Gate 1)

2) x260, y-5, 2317 (past Gate 2)

3) x381, y0, 2303 (past Gate 3)

4) x320, y-4, 2340 (also past Gate 3)

Once you've done that, open the sec-
ond gate and you'll be able to proceed
north. Do some pillar-jumping to get to a
high ledge, where a running leap will
take you to Mofl’ Rebus’ inner sanctum.
MolT himsell is up a [light of stairs at
x103, y6, 2302,

MISSION 5: GROMAS MINES
Vertiginous agents might want to get oul
their VCU's (Vomit Containment Units)
for this one. When fighting stormtroop-
ers across the big mine shalis, use your
thermal detonators. They work better
than lasers, which have a nasty tendency
to bounce around. -

The tough part in the mines is linding
the corridor that leads to the reactor.
First make sure you get the blue key; it's
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located on a ledge to your right in the
first empty mine-shalt you encounter.
Backtrack and go through the “blue”
door (it's actually red), and you'll eventu-
ally come to what looks like a precipice at
x-97, y- 40, z340. A leap, or rather, drop
of faith is required: slowly step off the
edge and you'll land on a small grating
just below. From here you can jump to
the wunnel that leads to the reactor.

Set the charges and jet back to the up-
per levels, where you'll find a large door
outlined in red with a switch set into it
This is a blast door, and you'll
have o hit the swiich and hold
it for a good half-minute 1o open
up all the doors down the cor-
ridor. Run (with SHIFT) down
the passage before the doors
close again to escape.

MISSION 6: IMPERIAL
DETENTION CENTER
This one’s tricky. Be careful

the walls here are reflective.
There are several force-field
barriers; if they're pulsing
they're turned on, but you can sometimes
force your way past one by repeatedly
moving forward. Let stormtroopers on
the opposite sides of these kill themselves
by shooting at you: their bolts will bounce
back and hit them. Also watch for the
cracked walls, which can be blown open
with a mine, mortar, or grenade.

There are two elevators: the western
one stops at floors 6, 4, 2, and 1, the cast-
ernat 1, 3, and 5. You can only get to the
eastern elevator from the [irst floor.
There are a lot of enemies and supplies
all over the place (like the mortar gun on
level 4—use code key 3 to get to it), but
your primary objective is
to reach Madine, who's on
level 5. Unfortunately, the
door here is locked from
the inside, so you need to
take a more circuitous
route. Here are the things
you absolutely need to do:

1) Get the red card
from level 1 (it's in the
eastern corridor [illed
with gas). This opens the
door by the elevator on
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with your lasers, since most of

level 6. Alternately, you can blast open
some walls to gain access to this area.

2) Go to the elevator controls on level 6
and send the car down to level 4 without
getting in,

3) Past the red key door is a cramped
access space. Crouching, you'll see a
small grey door. This leads into the eleva-
tor shaft. With a bit of jumping around,
vou should be able to reach a grimy
trash-compactor area.

4) Watch the timing of the pistons, and
criss-cross jump between them until you
make it to the door. This lets you into the
interior of level 5. The code keys from
the officers in the outer foyer will open
the two cells, one of which holds Madine.

MISSION 8: ROBOTICS
FACILITY

The main thing to be aware ol here is the
ice, which is, as you may have surmised,
slippery. Be very careful when approach-
ing chasms and other drop-offs. When
swimming against the current, jumping
and running (SHITT key) will help you
make quicker progress.

Your first priority is to get the snow
boots, located on a shelf just over the
edge of a crevasse at map location 1.
Once you have these, you'll be able to

Jump the crevasse and continue around

the facility, until you find a doorway into
the clill beside a waterfall (location 2). Go
in and float down the river until you
come to a plateau at location 3, where a
couple of stormuroopers guard the blue
key. Grab the key and head for the facili-
ty's back door at 4.

Belore entering, you might want to
check our the secrer chambers scatrered
around outside the facility, such as the
strangely familiar looking avea at 5.
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Once in, you'll rundle down a series of
conveyor belts. Gun turrets are mounted
throughout; one useful tactic is to send a
proximity mine down the belt ahead of
yoursell. When you reach a door that
won't open, back up, look to your right,
and shoot through the window to hit the
round red switch, which will open the
door. In the main compound, be careful
not to fall into the toxic waste, and hit
switches as necessary to proceed. Directly
across [rom the big spinning turbine is a
room (accessible by a difficult perpendic-
ular jump from a treadmill) with a switch
that turns on a fan, which will clear the
[umes [rom the lower level. If you don't
have a gasmask vet, you might want 1o
seek this out, otherwise vou'll shortly be
sucking poison. The last switch you come
across will open a panel high in a nearby
wall for a few seconds: crouch and jump
in, turn off the spinning trbine, then
leap down into the shafl, which will take
you to the three charge sites.

MISSION 10: JABEA'S SHIP

The tough part of this mission is the be-
ginning, when you're swripped of gear
and tossed into a pit with a Kell dragon.
You might think you have to outwit the

beast somehow by dropping a door on

defeat his fearsome Kell dragons in hand-to-hand

combat if you want to escape; sure would be nice if

you had a gun at this point...

its head or something. Think again: this
is a test of primal machismo. Good
thing you mercenary-types all have
mean left hooks. Again, there are few
stormtroopers on Jabba's ship, so watch
your laser ammo, The lusion cutter
works well against Gamorrean guards
and dragons. Beware the large number
of mines strewn about—run backwards
when you hear their arming heep or set

¥ . Sy

SHOCK THE DRAGON On Jahba's harge, you'll have to

them off with grenades. One does won-
der how Jabba's henchmen get to work
in the morning.

The switch in the arena lowers a ledge
so you can jump up, but be sure you've
killed all the dragons first, or they'll step
on pressure plates that raise it again, Go
to the opposite side of the platform and
step out onto
the ledge on
that side...fol-
low it 1o the
central area,
where you can
jump across (o
the blue key.
The blue key
lets you out of
the arena, and
into an area
full of Gamor-
rean guards.
Kill the Gran across the pit with
grenades, then jump over, turn around,
and jump again to the platform on your
right. Hitting the switch here will open
up the way to your gear, hanging from
the roof in a nearby room. Once you've
got your guns back, the rest of the mis-
sion is a relatively straightforward blast-
fest.

MISSION 11: IMPERIAL
cITY

About the only good thing you can
say about this mission is that there’s
no shortage of blaster ammo due o
the fact that there are several dozen
Imperials gunning for you here.
There's never been a better time or
place to use the concussion rifle. Al-
ter blasting through several waves of
stormiroopers, you should be
able to make your way to a
large, sinister-looking build-
ing, in which you'll eventually
encounter a Dark Trooper ‘Type I1.
Keep calm and you can beat him;
the environment has a lot of room
for you to dodge around in.

After you dispose of the Dark
Trooper, you should be able to find
your way 1o the 1SO building: it's a
hexagon with three concentric walls
insicle. Check the walls by the en-
trance for a map showing the vari-
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BOBA ABOVE ME Everyone's favorite bounty hunter is
lurking in level 11.

ous doors and corridors,

Each door switch in the outer ring
controls not only the door next to it, but
the two parallel doors in the middle and
center ring as well. Only one of these
doors can be open at any given time, so
your task here is to set the panels so that
you can make your way to the center.
This is tricky, but
it can be done
with  a little
thought and fre-
quent reference
Lo the map.

If you're still
stuck, go to the
northern central
of
complex,
work your way
counterclockwise

— 1o the north-east
chamber. Set the first panel to 3, i.e.
press it until the bottom light on the pan-
el goes dark. Do the same for the next
three, then set the last two panels so that
the middle light is dark. You should now
be able to get into the computer core.

“slice” the

and

MISSION 12: FUEL STATION
There are an awful lot of stormtroopers
here... so many, in fact, that you won't be
able to kill them all. Be prepared for
lroopers popping up in areas you
thought you had cleared, In the central
area, watch out for Trandoshans sniping
from the [our towers.

The blue key is in the cafeteria in the
north-eastern wing ol the station. Next,
find your way into the large central
chamber with the elevated bridge and
the four towers. Hit the second level

TOTALLY TUBULAR Here's the control panel for the sta-
tion’s docking tube. Use it to swing the station’s dock-
ing tube over to the smuggler's ship so you can
escape.
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Trooper hattlesuit.

switch in the entrance tower. This will
swing the bridge one station counter-
clockwise, revealing the ground-floor but-
ton on the southwest tower. Hit this
switch, then quickly run back to the first
tower, taking the elevator back to the top
level. From here you can jump to the
moving bridge, which will carry you to
the upper level of the southwest tower,
Hit the switch here, and the bridge will
swing around to the northeastern tower.
Flipping the switch here will turn the
bridge one final station counterclockwise,

The Rebel’'s Cheat Sheet
When you're down and troubled, and you need a helping
hand, just call on these cheat codes, and you know
whereever you are, they'll be there. Ain't it good to know
you've got friends? /

LAPOSTAL: As in “going postal,” as in wreaking hav-
oc with high-powered weapons, as in full weapon
and health power-ups.

LARANDY: Supercharges your weapons.

LASKIP: Skips a level.

LACDS: Toggles full automap display, with hidden
areas, enemles, and items,

LAIMLAME: Full invulnerability, really only recom -
mended to those who can't figure out what it
means.

LADATA: Shows coordinate Information...when you
really need to know where you are, down to the
inch.

LAREDLITE: Freezes all enemies. Repeat to unfreeze.

LAPDGO: Turns height checking off. In other words,
you can just walk straight up walls.

LABUG: Bug mode. Crouch to see the effects (but
WHY?).

The Exploding Express Elevator:
This isn't a cheat, really, but it is a useful way to
get to platforms too high for you to normally
reach. Stand next to the platform, then lay a mine
at your feet. When it blows, you'll be tossed two
stories straight up. As you might have guessed,
this isn't a good trick to use if you have no
shields and 1% health.
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DRESSED TO IMPRESS General Mohc in his personal Dark

to the northwestern tower. Note:
you can leap to the northwestern
tower from the top of the central
ring, avoiding all this work, but it
is very difficult.

Follow the hallway o the con-
trol room, where you'll see a large
illuminated sereen depicting the
station. Push the sereen uniil the
southwestern arm is highlighted:
this will swing the station’s dock-
ing tube over to the smuggler’s

ship. Return to the main ring of

the station and make your way back to
the ship.

MISSION 14:
THE ARC
HAMMER

This is almost certainly
the hardest mission in
the operation, due to
both the combat and
the puzzles. There are
a lot of Dark Troopers
of both types here. Be
cautious, use hiding
places, and destroy
Type I's [rom above
when you have the

chance.
You have Lo sel
three sequencer

charges before you
can escape the ship:

Charge 1: Head for
location 1 on the first
map, past the robot
arm in the shaft. Flip-
ping the switch here
raises the platform at
location 2 up to the
red door, enabling
you to cross. At 3, you'll have to kill a
couple of Type I Dark Troopers belore
you can continue south, The panel at lo-
cation 4 opens the door to 5 for a few
seconds, but be carelul when you jump
across: a Type 11 Dark Trooper waits
within. The hand panel at 6 raises the
stairs behind you, enabling you to loop
around and jump across the avenue to
the narrow ledge at 7. To hit the switch at
8, you'll have to run, jump, and press it
while falling. Climb back up again and

jump to the corridor at 9, proceeding

1995

north until you find some low tunnels
that lead to a machinery room. Take out
the two trrets and jump down. There's a
button hidden behind a piston at 10;
shoor it, and you can access the first se-
quencer charge site at 11. Exit via the el-
evator at 12 that will have just opened
up.

Charge 2: Clamber over the pistons
and you should be able o find a raised
arca with red and grey striped walls. The
second charge site is north of this area, at
x-465, y64, 26306, guarded by a Type |
Dark Trooper. After setting the charge,
take the treadmill to the red door that
will have opened up at x-500, y64, 2422

Charge 3: You'll come to an area with
several conveyor belts running above a
lower chamber. This is one of the hardest
spots in the whole operation; il you fall
into the lower area, you'll have to invest a
lot of time and energy getting back up to
try again. The first few treadmills will
take you where you want to go with few
problems, so long as you duck when you
see an overhang coming up, and shoot
the circular red button when you spot it
to open the door ahead. Eventually you'll
come to 1 on the second map. Now you
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have to follow the path shown on the
map Lo get to location 2. Jump when you
see a low diagonal wall ahead ol you, and
be prepared to move to take the correct
turn-off at the dividers. The pattern is
right, left, left. At 2, jump over the low
wall and you should be carried to 3,
where a switch will deactivate the tread-
mills. Leave the room, and step off the
treadmill to your right at 4. You'll be
able to proceed to 5, where there are live
red switches and a strange-looking wall.

The switches raise and lower the five
middle segments ol the wall; you need 1o
form an unbroken circuit. Go back to the
clevator, and you should be able to pro-
ceed to the final sequencer charge site,
where another switch hidden behind a
piston will open up the panel for the
charge at x-164, y64, z-224. I'rom here
it's just a short jaunt to the final show-
down with General Mohe and his contin-
gent of Type I Dark Troopers.

[ have further intelligence to transmit,

but I think my datalink is being waced
even now. One last piece of advice: re-

member, whatever you do, never, ever uy

a Wookie to—

Wait. Someone is at the door... T sus-
pect my cover has been blown. Good
luck, and may the Force be with yasl
tKSD. g8 2 @wH] K 5(S) FL&!

+ + +datalink break+ + +

::end report::

::end transmission:: €

Strong-Arming the Dark Side

Imperial Small Arms Catalog, 73rd edition.
ISO Military. Research Division. Printed in
Coruscant City.

Do Not Discard! Eyes Only: Some Data Not
Yet Declassified

MODIFIED BERYAR PISTOL
Colloquially known as .a “blaster,”
this compact weapon is actually
more powerful and accurate than the
Stormtrooper Rifle. The slow rate of
fire makes it a liability in major fire-
fights, but the pistol can be very
effective in picking off enemies from
long range, while crouching or using
COVer.

STORMTROOPER RIFLE
Massive rate of fire makes this the

ideal close-range weapon, but the power
drain can be excessive. Many troopers
have complained about the weapon's accu-
racy, stating that it “can’t hit the broad side
of a Rebel freighter.” We here at Military
Research dispute this rumor: in test firings,
the rifle hit the flank of a freighter from 10
meters out fully 50 percent of the time.

THERMAL DETONATOR

As a weapon, the thermal detonator is flex-
ible, but dangerous and difficult to use
properly. Tacticians suggest rolling a timed
bomb down a staircase to surprise anyone
waiting at the bottom, or bouncing one off
a wall. Personnel-intensive testing has indi-
cated that detonators should not be used at
close quarters, in areas with low ceilings,
or near large explosives caches.

IMPERIAL REPEATER RIFLE
This weapon was slated to go into produc-

tion as' the new standard trooper sidearm,

but budget cuts, ballooning price estimates,
and contractual difficulties have sadly
delayed this. The autogun is perhaps the
best all-around persona'l weapon available,
if ammo can be found. Accurate to long
Fange, with good damage and a quick reload
time.

1.k
HMINE

ESTRULT

. Shimo
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FUSION CUTTER

This was never intended as a weapon, but
is offered here for budget-conscious
Imperial commanders. The fusion cutter
doesn't really do that much damage, is
cumbersome in point-blank encounters
and inaccurate at long range. Teétihg
shows it.has'potential in riot-control situa-
tions Involving targets without ranged
weapons. With practice, it can be effective
in medium-short range firefights, and if you
have ammo to burn, the secondary fire
option, triggering all four tubes at once, is
useful for clearing Rebels from small areas
or corridors.

LM. MINES

Another weapon that requires some skill to
use properly. Mines are probably most
effective versus opponents who try to
close for melee combat, but' some fore-
thought is necessary. Some trpopers have
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reported that mines can be placed on ele-
vators, then sent up or down to clear a
room of Rebels or other scum.

MORTAR GUN
Problems of use are similar to thermal det-
onators. Though the mortar gun is less
- flexible, it has a longer range, quick-
er rate of fire, and a greater blast
radius. Note that the trajectory of a
mortar gun'’s shell is ideal for attack-
ing enemies in high places.

CONCUSSION RIFLE

This weapon was rejected by the

Imperial Army after tests resulted in

hideously high “friendly fire” casual-

ties, but it is often used by bounty

hunters, Rebels, and lone-wolf mer-
cenaries indifferent to personal safety.
Extremely hazardous at closérange, where
the shooter can easilly get caught in the
chain reaction, it is also hard to aim at a
distance, particularly at targets at a higher
or lower elevation. Still, against large
groups of enemies in close formation, the
copcusslon rifle's destructive effects are
unmatched.

ASSAULT CANNON

This top-secret prototype is extremely rare,
and ammo is scarce and expensive. The
cannon's destructive potential is immense;
its plasma bolts can kill almost anything
with one or two shots, and the missile
launcher provides a blast equivalent to the
Mortar Gun, only with better range. While
close-in fighting is hindered by the
weapon’s bulk and lack of speed, we here
at Weapons Research feel that having the
firepower of a small starfighter perched on
your shoulder is worth it.




With the right game,
it's fifty times faster

than any kid’s system.

Circle Reader Service #69







Hear that giant sucking sound? Little brothers everywhere are kissing up to play FX
Fighter, the most advanced fighting game ever created for the PC. But before you slam
the door on the little Desperado, tell him what he's missing:

*Arcade Action & Incredible Speec FX Fighter was specifically designed to take
advantage of your new Pentium, but it still screams on a 486, too.

*Real-Time 30 FX Fighter is first to use BRender" technology, the most advanced 3D
rendering system ever developed.

*Real Moton Capture. Werecorded over 350 actual sequences from martial artists and
acrobats for this game. Roundhouse kicks have never been so smoath.

“Hlying Camera. Forget side-only views. We've got every
angle covered—in three dimensions.

*Mare Moves. Choose among eight characters, with over 40
attack moves each—including incredible combinations.

*1.0, Points, For about the cost of a two-bit game cart you'll
get a superior game with fifty times the speed, four times the
color, and twice the resolution. Very smart.

»Confidence. To get previews, more information or
order, call 1-800-GTE-TODAY. Or access our web page at
http://www.im.gte.com.

PC Gamer magazine described FX Fighter as "ground-breaking."
And we're grateful. But to be honest, with all that power sitting on the desktop, we just
Jelt that the last thing the world needed was ancther damn word-processor.

GTE Entertainment.
Circle Reader Service #69
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- Wishes
: and Hoop

Dreams

Electronic Arts Hits Nothing But Net
With NBA LIVE ‘95

by George Jones

HE ARENA OF COMPUTER BASKET-
BALL HAS ALWAYS BEEN A PRETTY
DEPRESSING PLACE. MOST OF THE
time the court is

. a
as quict as 2 |l

church, and there’s al-  Price: $59.95,

ways a layer of dust on CD-ROM
the parquet. Every now S ;
e parquet. Every ¥ || Requirements:

and then a team rolls
through town, but never
one with much talent;
only the diehard tome
to cheer, and not with

IBM compatible

ter, BMB RAM,

SVGA graphics,

3 MB hard drive
space (15MB

much enthusiasim. recommended), - off, and [ans
What's behind this CDZJROM? supports most major sound like myself
cards,

sad state of affairs? Over
the years, some devel-
opers have suggested
that the computer hard-
ware of the time wasn’t
up to the basketball
task: there was just too much going on—

San Mateo, CA

too much motion, finesse and strategy in
a 5-on-5 game—Tfor processors to handle.
In spite of the obstacles, a few companies
(such as Bethesda with its NCAA games)
have taken shots al 5-on-5 titles, but they
weren't quite able to pull it off.

But now it's 1995, and inadequate
hardware excuses sink like so much con-
crete. Thankfully sports game developers

4860DX/33 or bet-

Protection: None
Developer: Hitmen Productions
Publisher: Electronic Arls The flirst

(415) 571-7171

across the country have put away the ex-
cuses in exchange for hoop dreams.
Everyone from Acelaim to MicroLeague
to Sony is
promising

basketball u-
tles later on
this year. Al
last, the bas-
ketball scene
is heating up,
the competi-
tion is facing

couldn't be
happier.

salvo in the

Hoop Wars

of ‘95 has
been fired. EA Sports’ NBA Live 05 has
hit the streets, and it's making quite a
stir. Much like EA Sports’ other wildly
popular title, NHL Hockey ‘95, this
game truly captures the spirit of its sport
using stunning graphics and unbelievably
uid gameplay. .

TAKIN' IT TO THE HOOP
Immediately upon booting up NBA Livi
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I was overwhelmed by full screen digi-
tized video footage of jams, slams and
rejections accompanied by a cool bass-
driven score. An interface with TV
broadcast-quality visuals guided me into
my lirst game, where [ pitted the two All-
Star teams against each other. | haven's
been the same gamer since.

Basketball has never looked this good.
The large, individually rendered players
(ves, Rodman has white hair and CIiff
Robinson wears his headband) move [lu-
idly and realistically. High flying dunks,
around-the-back passes, textbook jump-
shots—they're all here. On the very first
play ol my first game, Shaquille O’Neal
heat me to the goal, threw down a lero-
cious dunk, and then pointed in my player’s

Jace. T've spent the better part of the last

month trying to return the favor.

The court is viewed from a unique,
semi-isometric perspective. Although
only about a third of the court is dis-
played at any one time, NBA LIVE's per-
spective communicates a sense of depth
and court awareness that I've never seen
hefore. The only drawback of not being
able to see the entire hall-court at once is
obvious: it's hard to know where the man
you're supposed to be guarding is if you
can't see him. There is a high resolution



----:_t -:'-W._hmﬂ, — e c-:-arir: = S5 /‘
“A contender for the digitized Stanley Cup”
“The way hockey was meant to be seen’”
~ Computer Gaming World

See for yourself. If you own another hockey game, upgrade to Brett Hull Hockey 95
on PC CD-ROM for only $29.95. Call 1-800-245-7744 for details.

\ oy 3\_
B

YOU ARE HERE

® ///f//’f" ” ’

ey ‘..-. (//(" 7. 7_

7 YourTeETH 4
/A AREHERE _/

You get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al Michaels -ke{ferything '
but the dull ache in your jaw when the novocaine wears off. For PC CD-ROM.

BRETTHULL

[l OL Ef / rx\f l
15 U """ ANY MORE REALISTIC AND YOU WOULDN'T WANT, T0:PLAY IT.
b’h.\

Bratt Hull Hockey 95 is a lrademark of Accolade, Inc. Al Michaels' name is used under license by Accolade) Inc: Accolade is an official licensee of Bratt Hull and the National Hockey League
Players' Association. ©@NHLPA 1985, Tha Sport Accolade Logo and name are trademarks of Accolade, Inc. All rights reserved
Circle Reader Service #287




view that allows gamers Lo see more than
three-quarters of the court at once, but
the size of the players shrinks so much
that it’s hard to tell what's going on.

A PLAYER'S
PLAYER

Happily, NBA Live match-
es quality graphics with
quality gameplay. Players
easily controlled
through either a joystick,

dare

pump fake and shoot, or kick the ball
oul Lo an open man for a trifecta. Mon-
ster jams are here in all their glory, but
outsicle shooting is also an integral part
of a winning strategy—a relreshing

—e———

mouse or the keyboard, all
of which work fine. Head -
to-head play and team
play are supported. In
fact, up to four players can
be involved in a game si-
multaneously. Two or
three buttons, which may
be reconfigured, control
all the action: passing,
shooting and jumping,
and “turbo-boost,’
gives a player a burst of
speed for beating a defender to a loose
hall or to the hole.

Alter dozens and dozens of games, |
still can't get over how much this game

which

feels like basketball. Players move around

A
-3, SHAQUILLE D HERL
CENTER

N7
0/1
0.0%
un
PPG: 293

i
3 PoItERs:
3 Pomt %:
PoINTS:

THIS OLD SHAQ When NBA star Shaquille 0'Neal isn't starring in his own Kung-
Fu games, he's putting up points and taking down rebounds in NBA Live.

realistically, setting picks and running
realistic offensive patterns. Throw the
ball into the post and the center estab-
lishes his pivot foot. Il he's close enough
to the hoop, he could take a hook shot,

a5y DIK.EH_HE. Hutomso
: -[‘m y ..‘ )

— il

TRIFECTA, BABY! Three pointers and jump shots can make the difference in NBA Live ‘95,
particularly when playing against a human opponent.

change from the typical digital slamfest.
Rebounding and defensive play are simi-

larly realistic; getting out in front of

passing lanes and cutting off’ opponents’
penetration is the key here.

Gamers also
have a full set
of coaching
tools to line-
tune their
clubs. Each set
olfense
eight dilferent
plays that can
be called dur-
ing any dead
ball, as well as
delensive sets
like the half-
court trap and

has

i W37

3 POINTERS: 01
3 POINT ¥: 00%
POINTS: 986
PPG: 120

the full-court
press. Double
teams and de-
fensive match-
ups can be
selected, and
player substitution is easily accomplished
through a click and drag interface.

NBA Live is no slouch statistically.
Each player is numerically rated in sever-
al categories and has a complete database
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of season and game statistics. League
leaders in over 20 different categories,
from points-per-game to rebounds, can
be sorted simply by clicking a button.
Players around the league put up the
kind of numbers
one would expect
during the scason.
Shaq led the league
in scoring and John
Stockton led the
league in assists. My
only quibble with
the statistics is that
when I play a sea-
son with 5 minute
quarters, the rest of
the league's stats
are compiled based
on 12 minute quar-
ters, so my guys, as
hard as they play,
never make the
league leaders.

EBYE-BYE Al
Unfortunately, NBA Live has some Al
oddities, particularly when it comes to
end-game strategies. One such problem,
arising when your team is up by a decent
margin, sometimes causes the computer-
controlled team to shoot itself out of a
game by attempting low percentage three
pointers almost every time down the
court. Another problem is a failure by the
Al to recognize certain game situations in
the final minute. In one game, I was up 3
points with 7 seconds lelt to go. A com-
puter-controlled Kevin Johnson stole the
ball from me and, instead of putting up a
three to te the game, chose to lay the
ball up. In another situation, 1 was up by
four points, and the computer had the
ball with 33 seconds to go. Instead of
choosing to get a shot off quickly, the
point guard decided to yo-yo the ball up
and down at the top of the key for 20 sec-
onds before forcing up a three pointer.
Another potential problem is that the
computer player isn't very tough. NBA
Live is a little too easy to win. Much like
the original NHL Hockey for the PC,
you'll find yourself winning most of your
games if you play with a fair to decent
team, even on the most dillicult setting,
Thankfully, taking a team from the dregs



With all due respect to

Minnesota and Atlanta,
HardBall may be the
greatest series of all time.

“HardBall 4 isn't
merely better (than
ESPN Baseball),
it’s in another
league entirely.”

- Entertainment

“HardBall 4 is
without a doubt
RS the most realistic
bty ' baseball simulation
you can buy.”
- Electronic

Entertainment

“Great graphics and
fantastic arcade action
are what have made the
HardBall series the most
popular action-oriented
ball games around.”

= Computer
Gaming World

There is no debate. HardBall is the best-selling PC baseball game series of all time. And now, HardBall 4
has refined playability and realism to an unfair level that has the experts adjective-silly. You get
28 stadiums that are now more detailed, from the nasty winds at The Stick to the ERA-bruising
altitude at Mile High. Stat compilation in over 75 categories. And HardBall's greatest gr-aphu:s
ever, with unequalled high-resolution digitized video graphics that'll have you
swearing you see all 108 stitches. If you want a PC baseball game, get HardBall 4.
And when talk turns to the greatest game ever, you can say you were there.

Want 1o try HardBall 47 Download the demao from tha internet via anomymaus fip or through your WWW Browser at fipi/fitp_ntcom. f I bdd 2ip or vin our BBS at 408-296-8800.

Haviifall 4, Spon Accolade, and tha Spodt Accolad logn e tradermarks of Accalads, Inc. ©134, Accotids s an oltcial Bcantea of the Major Leagua [Lasebial Players Association OMLUFA MEA .
by WEA { Corp.), a Warner Munic Group Comparny, All rights resonved.




of the league can make that upward climb
a lot more difficult, as can playing 5
minute quarters with all the realism levels

ARENA WITH A VIEW Although the high resalution looks really good and
allows you to see most of the court at once, serious gamers will probably

find it impractical.

as 1 took the Golden State Warriors to
their first NBA championship.

SLAM DUNK

NBA Live is fully
configurable. Exhi-
bition play, 26-, 52-
or 82-game seasons
and the playoffs are
all available, as are
a host of game op-
tions, lrom the foul
sensitivity level to
whether or not the

bounds. And with
the exception of a
few players who
have their own li-
censing arrange-
(Mr.,

Robinson and Mr,

Barkley), all the pro

players are here in
rosters that were current as of the Feb. 28

ImentLs

ball can go out of

down as one of the best sports simula-
tions of the year [or two reasons. First, it
is the first fun basketball released for a
basketball-hungry sports crowd. Second,
it is extremely good, even considering
the flaws. Remember when NHL Hockry
‘94 came out, and how many flaws it had?
Remember how good it was regardless?
It's the same sitnation here. If you've
been dying, like me, for a hoops sim,
then you really need to get this game—
no ifs, ands or buts. &

THE EDITORS SPEAK

NBA LIVE '95

PROS Far and away the best
basketball sim to ever hit the
market, combining stunning visuals
with fluid game action and a

fairly robust statistical model.
€oNSs Some flaws in the Al make
the game a little too easy to beat.
The high-resolution view is virtually
useless unless you have a huge

turned on. Honestly though, I had such a
blast playing the game that I really didn’t
mind the easily conquered learning curve

deadline.

MOonitor.

[ have a hunch that NBA Live will go

The Infinity Machine works with virtually ANY game.

Our easy lo use interface allows you to edil or freeze
almost any game feature - such as lives, gold, or energy - in
real time. Our slow-motion mode lets you breeze through the tough
spots like no tomorrow! What are you waiting for? Start living today!

$34.95..%=

| 1359 FRANK DRIVE - MONROE, MICHIGAN 48161

70 ORDER, cALL 800-457-1161

Circle Reader Service #119
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TOP SHAREWARE GAMES
ONLY $1.50 PER DISK

* Doom o Multi-Dimensional o Another Planetand o Tetris 3D

* Duke Nukem 2 Theif Me with No Beer o Flight Simulators
» Eternom i3 Eim‘!":]’ld Rk, * Roadwars 2000 o Kiloblaster

* Halloween Harr ® Zimatations of RISK,  a Major Stryker * Executioners

¢ Lemmings ' a::hbla’ Monopoly, * Mystery Manor = Stratsys

o Kung Fu Louie o Spear of Destiny * Hockey * Hugo's Whodonit
o Jill of the ]I.II'IgTD . Megn“gn » Wofensteln 3D * Boschall

e Redhook’s Revenge  » Blake Stone * Golactix PLUS Many,
¢ 3D Chess * Monster Bash s Bio Menoce Many More

FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS
Now you Can Have Your Own GIRLFRIEND.. . . Eh
. . » @ sensuous woman living in your computer}
GIRLFRIEND s the first VIRTUAL WOMAN. You can woich her, tolk 1o her, otk her questions ond relate 1o her. Over 100 oduel VGA
phologrophs allow you to see your gilfriend os you osk her to wear different outfits, ond guide her into different dfvities. As o fiue
artifical intelligence progrom GIRLFRIEND starts with o 3000 word votsbulary and actuolly grows the more you use it. She will remembe:
our pieme, yaur birthday, and your likes end dislikes. GIRUFRIEND requires 7-10 MB of fres space. We offer the ADULT VERSION containing
hi!lmnl girls, LISA und SUZY ot o special price of only $69. rep. price 5120.) NEW! Voice Kit $29.
Stimulating Games from Europel = Imported exclusively by § Software
P#TRIS s the sophisticaled version of the popubor block game. You reveol simulating pictures and movies while contiolling the
falling blocks, ORDER 5G4
P#PIPE s the sephisticated version of the Windows hit - Pipe for Windows - but you don't need Windows to run if - you itempt I
build o pipeline while exposing plctures and mavies — MANY EXCITING LEVELS. ORDER 565
MOZAIK ollows you 1o reassemble the mast exciting women on earth - over 45 celobrities in this super jigiow game - use meuse o
keyboard. ORDER SGb
Price: 535 each or order our SUPER GAME PACK ot $89 for all 3
On CD-ROM: NEURODANCERS = Intevactive mavie and game - novigale theough the NewroNET in search of the HUERODANCERS. ORDER CD 86
On CD-ROM: 3D DREAMGIRLS - See 30 imoges of the top glamour models ~ 200M ond FAN feature = includes model siaristics anc
tonlodl infomration. ORDER CD 59
On CD-ROM: SCISSORS AND STONES - Intercctive movis ond high stckes game of chonce, ORDER CD 89

CD-ROM PRICES: 559 Each or SUPER BUNDLE: 3 for $149
Our FREE CATALOG includes many more ADULT games, movies and pictures on both DISKS and CD-RON

ADD 4 5/H » 3.5° Or FOREIGH ORDERS ADD 52/DISK = IN PAADD TAX o WUST STATE AGE OVER 21 YEARS.
VISA/MC Orders Only: 800-243-1515 Ext. 600UK / 24 HRS / 7 DAY

FAX (215) 997-2571  Or CK/MO to:SeXXy Software, P.0.Box 220, Dept 600uK, Hatfield, PA 19440
Circle Reader Service #291
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.....Play to Wik
and SAVE yourself

some ImMoney.

ake the ultimate move
for serious gamers who
know the score when it
comes to buying computer W
gaming magazines. Subscribe
to Computer Gaming World now and save
up to 47%!

Every monthly issue brings you exclusive
first looks at the hottest, newest games...
the latest in multimedia, CD-ROM and
interactive environments. Plus winning
strategies, master clues, in-depth reviews —
all the help you need to pump up your
system and play out your fantasies on this
planet and beyond.

®® 00

cAmMES ||
RATED &

Score points and
e — cosmic savings now

— wlth Computer Gaming World.
We re worlds apart from any other
computer game magazine.

e One year/12 issues — $27.94.
YOU SAVE 41%!

e Two years/24 issues — $49.97.
YOU SAVE 47%!

Savings based on annual cover price of $347.40.

CALLNOW T S
I @@@uﬂﬂﬂ%ﬂl

To ensure savings, mention this code to the operator who
answers vour call: 4295,
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Hull Freezes

cr

Accolade’s BRETT HULL HOCKEY Goes Strong
To The Net, But Can It Score?

by Gordon Goble

HE MAN WITH ALL THE ANNOVING

CHARACTERISTICS—TOOTHY GRIN,

BLOND MANE, SCORCHING SLAP

shot, and multi-million dollar

salary—has [inally seen [it to lend

his celebrated name o a mere computer

game. He is St. Louis Blues right-winger

Brett Hull, the hockey icon whom

women swoon over and men can only

envy. The game is Brerr HULL HOCKEY

5. There is a striking likeness between
the two.

In the real world, Breu Hull is capable

ol bladed feats of wonder and fits of

greatness, yet he somehow seems inca-

pable of leading his team 1o the top of

their profession—a daunting task for any
one person. On the computer screen
Brerr Huek Hockey shows the same
flashes of brilliance as its namesake, tak-
ing simulated
hockey to lofty
new pinnacles ol
graphic realism,
vet it lacks cham-
pionship quality

Price: $69.95
System
Requirements:
IBM compatible
386/33 or better

as an  overall (486 highly

package. recommended),
Brerr Hun 8 MB RAM, VGA

Hockey  also  graphics, 10 MB

hard drive space,
CD-ROM;

shares many simi-
larities with the
reigning king of
Protection: None

BreTTr HuLL Hockey 95

da, both were originally conceived on
cartridge systems, both have licenses

2- l |iLOE ANGELES [T
H

1 " L
| & 2 HO. BEWAL]
—eEmDp-AL ¥ :

AT CLOSE RANGE The gorgeous graphics won't stop you
from pounding your fists in frustration as time and time

again you fail to convert close-range shots.

from the NHL Players Association, and
both place their emphasis squarely on
the on-ice action. BreErr Huwl, forsakes
some ol the front
oflice and statistical
lunctions to which
PC hockey [lans
have become accus-
tomed, but on the
ice, it really puts the
action, [rom boom-
ing slapshots 1o
brutal bodychecks,
right in your face,

supports most major sound cards,
# of Players: 1-2 (same computer)

THE VIEW
FROM HERE

PC hockey, Elec-
tronic Arts’ NIIL
Hockry '95, Both
games were de-
veloped in Cana-

Designers: Radical Entertainment, Ltd.
Publisher: Accolade Inc.

San Jose, CA

(800) 245-7744
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Plavers ol EA's
NHL HOCKEY series
will feel like they've
the

moved [rom

cheap seats o the center of the face-off
circle. While the viewing angle is much
the same as in NIHL Hockey "95,
Brerr HuLe brings the action
much closer and displays it with
more detail. So magnilied is the
playing area that the left and
right boards are olten not simulta-
neously visible. The players them-
selves are tall and lanky, and
consequently move more fluidly
and more realistically. Even the
hockey sticks resemble real life
hockey sticks as opposed to some
odd, overgrown limb.

Furthermore, Brert HuL of-
lers the best representation to
date of the true scale of player vs. rink,
giving the gamer a good idea ol just how
[ar players must skate to travel [rom one
end to the other. The only drawback to
the game's perspective is a small one: the
area behind the far net (“Gretzky’s Of-
lice™) is almost imperceptible and very
diflicult to use on the oflense.

Taking all this visual realism into ac-
count, | had but a single thought in my
mind as 1 began guiding the powerhouse
Detroit Somethings through the opening
games ol a new season: I really wanted
this game to succeed. I wanted players to
reflect their real-life characteristics, 1
wanted them to exhibit strong artificial
intelligence, and I wanted scoring
chances to be the result of my smart
coaching and joystick dexterity. In short,
I'wanted what all hockey sim fans wani—
a true-to-life computer hockey game.



Alexey Pajitnov, Greator of Tetris$ Introduces:
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ick..Tock..Tick..Tock..

/ o 4 ClockWerx: a trip th h ti t
It's time to fix the clock, oot s v through time youwent

The Master Clock of the Universe is broken and for both Windows and Macintosh.
guess who has to fix it? Maneuver your spinning * Fast action puts your mind to the test
clock hand on a variety of colorful clocks to o 4 skill settings: Child, Easy, Medium, Hard

make the moves that will save Time—and the
Universe. Dodge oil globs, spikes, cannon blasts
and wild clock hands through 100 challenging ¢ Simple game controls: easy to learn, difficult

levels in your race to beat the clock. to master
: THE PUZZLE PEOPLE

2490 Mariner Square Loop, Alameda, CA 84501

E Bdl d ON [ E (d -
Visit your local retailer or call 24 hours:

ClockWerx is a trademark of Spectrum HoloByte. Spectrum HoloByte is a registered trademark of Spectrum HoloByte, Inc. 1-800-695-GAME {I.ISA and ca"ada]
ialm [V ol (o P T A

» 2-player mode for competitive action
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I didi't quite get it. While there were
moments where | was completely canght
up in the action, this is not a game with
which I'd play through an entire season.
This is not to say that Brerr Huwn doesn't
suceced on various levels, just that there
are limits on its long-term potential.

DEJA VU ALL OVER AGAIN

The most noticeable problem is a repeti-
tiveness in the low ol play. Hallway
through my third game, I felt a strange
sense of deja-ou. Hadn't Cofley g()hhl(_‘rl
up the puck at that exact same spot, moved
it Torward 1o Steve Yzerman in that exact
same spol, who in turn skated in on
Kurvers and Corkum in those same spots,
moved around them in the exact same way,
then walked in alone on goal only to he
stymied by goalie Ld
Belfour time and time
again? Certainly the pass-
ing and player movement
is crisp and authentic, bu
the placement and ac-
tions ol the combatants
seems hard wired.”

I quickly Tound that |
was able 1o sneak my
puck-carrying winger ou
from the opposition’s cor-
ner to the [ront of the net
almost at will. This simple
movement soon became
one ol my most trusty
moves, vel aller getting into point-blank
range repeatedly (a very high percentage
opportunity in real life hockey), 1 lound it
virtually impaossible to pop the biseuit into
the basket, "This just doesn’t jibe with real
life, and inevitably becomes annoying. To
[urther complicate matters, computer-
controlled goalies  tend o hold the puck
way oo long, even alter the opposing
team completely clears the offensive zone,
which results in many dumb “delay of
game” calls. Finally, 1 seem to get the best
ollensive results from wild, indiscriminate
clicking ol jovstick buttons, rather than
well-considered play.

Putting these criticisms aside, there is
enough ol a product here to warrant a se-
rious look by computer hockey devotees.
Brerr Huet is the first hockey simulation
1o ofler a “play-by-play™ description ol the
action through the distinguished voice of

Al Michaels, who does an admirable job.
Hearing him exclaim, “..And 16 just nails
him,” followed by “That's gotta hurt!”
right on cue is good for some laughs ancd
adds character 1o the game.

Brerr Huet does ollers the option of

head-to-head play against a friend on the
samme computer. But most of us, who usu-
ally wind up playing Mr. Computer, will
lind ourselves quickly experiencing
something we're not used to—losing!

Given the ease with which alicionados ol

prior hockey releases can march 1o victo-
ry, maybe the very real possibility of an
initial string of losses isun't so bad. Check-
ing isn’t casy, nor is scoring, although
passing the puck both looks great and is
asnap to execute. Although proficiency is

cained with time, miscues and giveaways

PUCK, NO! The acrobatic goalies don't let too many shots get by
them, which is good considering they'll sometimes face more than
100 shots in a game.

will often result in goals against you and
one more noteh in the loss column by the
final whistle.

Even sending the feared Pitsburgh
tean in against pitiful Ouawa won't bring
suaranteed suceess, The key to this game
is in the prevention ol scoring opportuni-
ties, but even afier some familiarization,
those blasted Ouawans still pumped 93
shots at my beleaguered goaltender,
Amazingly, my computer-controlled
puckstoppers were up the task.

As [or front oflice duties, well, there is-
n't a lot here that requires explanation.
There are no trades and no eam/league
creation, although players may customize
their own squad. Each team is given an

overall ranking based on a number of

characteristics that can be individually
modilied. Feel free to manipulate the
shuggish San Jose Sharks into a speedy
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unit, but be forewarned that boosting one
arca can only come at the expense of an-
other. Pre-set plaver combinations may
be juggled, but in groups ol live only;
powerplay and penalty-killing units can-
not be modified. During gameplay, line
changes may be made manually, or for
hockey wimps, automatically.

Statistically, Brerr Hul is wanting. Al-
though individual game summaries are
thorough, season long stats are not com-
pile, apart [rom team wins, losses, goals
forfagainst and points. One may contest a
single game, seasons ol 84, 42 or 11
games, or a 3, 5 or 7 game playoll series.
For those glorious moments of hockey
immortality, BReErT Hune does have a re-
play feature, although only five plays may
be saved at any one time and are hard-
drive history once the game is completed.
The interface is nowhere near as pretty as
either Wayne Grerzey or NHL Hockey,
and without a mouse it is actually quite
chimsy. Audio accompaniment is satisfac-
tory with appropriate at-rink sounds and
limp music. Printing is not supported.

HITTING THE POST
It would be pretty casy 1o say that Brer
ok Hockey 95 was a great idea with a
sterling graphical approach that somehow
got muddled along the way to its release.
[t would also be casy 1o say that Brerr
Hute Hockey 95 sure has the feel of a
product that ran smack into a fast ap-
proaching release deadline. These would
be casy things 1o say, so...I'll say them.
What's not easy 1o say is that this game
is nol the next great hockey simulation. |
was so hoping that it would be, that the
great graphical presentation would be
backed up by strong gameplay. Accolade
could have had a Great One in Brerr
[luee, but not quite this time, not quite
this release. €

THE EDITORS SPEAK
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ravine PP L

PROS [nnovative visuals, lifelike
player movement and Al Michaels’
play-by-play.’

€oNSs Odd opponent intelligence,
repetitive game flow, and too much
stull that doesn’t sync with the real
thing. Low fuel in the stats rank.



Thisis
baseball,
baby. Just
ask Tony.
We're talk-
ing trades.
Teams. The
players.
The parks.
The pitches.
The streaks. The stats. (Want
to be the new GM in the year
2012? Be our guest.) Heck,
while you fire in a few fast
balls, we’ll even throw in wind
factors. Humidity. Altitudes.
Big time physics. You name it.
It’s all right here. So grab a
dog and settle in. And welcome
to the big leagues.

Circle Reader Service #

The first true multimedia action
baseball game!

Powerful and dynamic 256-color
hi-res graphics!

Player animations based on real
video of pro players!

Choose one of three announcers
including Hall of Famer, Mel Allen!

Highest quality digitized voices!

Stormfront Studios, Inc.
P.0. Box 11686 + San Rafael, CA 94912
415 - 479 - 2800

STORMFRONT
STUDIOS™

The Best Animations

Tony La Russa Baseball 3 is a trademark of Stormfront
Studios, Ine. Stormfront Studios Is a registered trademark
of Stormfiront Studios, Inc. Copyright 1885. MLEPA Officially
Licensed by the Major League Baseball Players Association
SMLBPA






yur morally-impaired young knights

== thrust into a demionic neverland that ywas
tonce peaceful Xentar, reerits a loyal frieud

and one beantiful Sorceress in search b Lht‘:

| legendary FalconSword = the only.weapon

‘mon fears.

O“"')’Dllu(r hero's g

weary warrmrI Baqu on thc Japanese hit |
mi0vie and Namber One PG game, Dragon Knight
# I these gorgeous lasses will fundoubtably thank
| "il\{}il‘_ testosterone-laden he_roj';in their own special
(| ways.

Avoilable at finer software dealérs everywhi

MEGA. Visa/Mastercard accépled: Do :

calling our 24 hour BBS 310 5397739 no parity, 1 stop
bit, filename xkdemo. exé] or for a diskefte send $5 to Megatech.
Software; PO Box 11833 Torrance CA 20510.

System :.|BM compalible, CD:ROM or ditkelisversian available.:
Réquires a 386:5X (486 recommended), VGA gruphlcs, conven-
iondl memony only, sound.&

Clicle Reader Service #86.
NR 15 [

WARNING!!
HOT RECOMMENDED FOR PLAYERS UNDER 13
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Fly higher with VIRTUAL PILOT PRO™! Taking the
pest features of the award-winning VIRTUAL
pILOT™ plus added viewing capabilities and fire
buttons, it is ideal for advanced flight simulation .
and driving games. For those who take their game S
playing sariously! For 1BM pC-compatible computers. TR

PRO PEDALS™
both forward anarc the only rudders which feat
ure

: d back

a pivot mov rudder moti ;

driving Qamg;necm accelerator and bﬂrgkmr fing aind

(B .ames. Compatile with CH § SOMIOH for
mpatible line. Products’ entire

Jump into the cackpit and experience your most
intense flight ever with FLIGHTSTICK PRO for
3pQ™, the first 300 analog joystick. A thrill to
use with 300 software from companies like

Crystal Dynamics, Domark, and Dynamix!

TRACKBALL
P
the traditional i

T™ |
0™ is a great alternative to

roraft without ever
mouse. It also serves as a

Take total control of your ai

Fly the best! removing your hand from the stick!
= FLIGHTSTICK PRO for Macinlpsh‘“ features a professional pointin
fire buttons, and 3 publishing, CADICAE.«[ d::;cz;onr desktop
' mes, Available

for both 1BM PC-comp

programmaule trigger, three
computers.

pmgramrngbie eight-way switch. It attaches t0
the ADB port found on Mac SE or later models
and requires 6.0.7 software or higher.

atible and-Macintosh

PRODUCTS :
470 Park Center Drive « Vi b
¢ Drive « Vista. CA 92083 + Phone: 619 5098-2518 « FAX: £19-508 3 e
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AFTER PLAYING
THE LATEST
CROP OF MULTT-
player games, 1
realized that
single-player
gaming was doomed—or “Doomved,” as the case
may be. Even lackluster human players can pro-
vide tactical challenges and surpris-

es that you won't get from the most
sophisticated computer opponents.

Human players add a level of un-
predictability that computer algo-

rithms just can't duplicate.

Although multiple players make
run-and-shoot games like Doon a

blast to play, it's in the area of sim-
ulations—where strategy and con-
trol finesse play a larger part than
brute force and quick reflexes—
that adding flesh-and-blood play-
ers truly redeline the

experience,

Many game programmers seem Lo agrec.
Whenever 1 visit a development house, I notice
that “lunch houwr™ is usually spent playing multi-
]}]il}’(!!' games on a network—whether the com-

can

ON THE RADAR

CGW Intelligence has discovered that Bob Carter, founder of Thrust-
master, has started another company, Military Simulations, Inc., be-
cause “no one has ever done a flight simulator right.” With a long list
of aerospace credentials (Boeing, McDonnel Douglas, Lockheed, etc.)
in hand, Carter has set out to create FigHTing FaLcon: Back To BacHDAD.
The flight model physics are bheing developed by a Detroit-hased com-
pany that does work for the U.S. military (they're using declassified
stuff for this game, of course) and the graphics are being done in the
UK using Renderware. FicutiNg FALcon will feature texture-mapped im-
ages moving at a very fast frame rate, but will require the fastest Pen-
tium you can get. Look for the roll-out in the third quarter of 95.

pany's own games in development or popular
net-capable programs like Farcon 3.0 and
Doom. Adam Levesque, a producer at Papyrus,

says his company is no exception. “The future of

computer games is multiplayer. We have a
league in house that we run to do testing,” he
says. “It's unbelievable what a different game it
is o play it like that.” Thursday nights often find

FIGHT & FLIGHT An La-7 and a Zero do the “air war watusi” in ConNFIRMED
Ki's on-line arena. A single battle area could potentially hold up to
100 hot shot pilots looking for a “dance partner,”

32 people playing NASCAR RacING on the Pa-
pyrus local area network. And these folks race
with a fervor that’s much more intense than
someone playing solo. It's one thing ro v 1o
drive well enough to beat a group of computer
players, and quite another o
try to lap the guy down the
hall.

“T'he psychology is differ-
ent, iU's just an unbelievable
notch above the single-player
version,” Levesque says. Un-
fortunately, most of us don't
have easy access to a local area
network packed with competi-
tion-crazed sim fans. Many
simulations have offered mo-
dem options, but only against
a single player. Sure, we could
take on groups of opponents
on the on-line networks, but
except for a few notable ex-

MULTIPLAYER
SIMULATIONS

ARE BRINGING

INTENSE

COMPETITION

T0 THE ON-LINE

WORLD

hy Denny Atkin

JUNE 1995 « COMPUTER GAMING WORLD
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ceptions such as Kesmai's AIR WARRIOR,
on-line sims haven't been able to hold
their own technology-wise against their
store-bought counterparts.

Companies like Papyrus are working to
solve that problem by offering on-line
multiplayer options for their off-the-shelf
sims. “We're .*'.c[[ing up our own multi-
player BBS here,” explains Levesque,
“so that people will be able to call in
from around the country and play
NASCAR.” The BBS, which should be
on-line around the end of summer, will
allow NASCAR players to race in
groups with up to 33 human players.

|
i
k

Why don't they use one of the com-

mercial on-line networks? “We need a E’B
l.

léjﬁ.ttle of Midway scenario,” says Bryan

really low-latency network,” says |
Levesque, “We just can’t have lag in a
racing game.” Lag, or warping, occurs
when one player's game information ar-
rives at the main computer long alter
another’s has, thus causing that vehicle
to suddenly jump to another spot in the
virtual universe, There’s nothing more
frustrating than cutting oll'a racing op-
ponent only to have him suddenly reap-
pear 50 leet in [ront ol you.

CONFIRMED COOL

At press time, Papyrus wasin't sure what
method it was going to use ro combat the
lag problem while still making the game
available without huge long-distance
charges. One possible solution would be
to wtilize the Internet, taking advantage
its high-speed connections to provide
smooth play. That's exactly the approach
that Domark and Interactive Creations,
Inc. have taken with their new multiplay-
er World War 11 flight simulator, Cox-
FIRMED K111

Using the Internet allows a fast connec-
tion, but more exciting is the worldwide
participation it allows. “We're looking at
establishing a minimum of 500 players,
and being able to provide them 10 up-
dates a second.” says Domark’s Bryan
Walker, “To do that, we're using a Sun
SpareStation 1000, which is almost the
top end ol Sun's lile servers.”

In fact, the worldwide scope of the In-
ternet means that ConFirmeD Kivt players
can relive historical match-ups that some
might lind uncomfortably realistic. Walker
says they're hoping to get a Japancse
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squadron that's been flying in Kesmai's
Atk WARRIOR to give CONFIRMED KILL a
try. “We're going try to get them involved
in the Battle of Midway scenario,” Walker
says. “I'm not sure how politically correct
it is to reopen old wounds, but I think
they'll get a kick ouc of i.”

Bringing players [rom around the

ilight sim squadron] involved in the

not sure how politically correct
is to reopen old wounds, but | think
_II'__'.get;:!a._ kick out of it.”

world on-line, the game will not only al-

low competition against enemy lliers, but
also competition for rank against friendly
pilots. ConrirmEeD KiLL will reward proli-
cient players by giving them command re-
sponsibilities, “Players who advance to
certain levels—say they get 100 or 200
kills—will start getting additional bene-
fits,” says Walker. “They'll start being able
to get a bigger picture, and they’ll become
commanders. They'll be able w direct the
game’s strategic strike assets, such as V-1
strikes and armor attacks.”

With any multiplayer game, there are
hound to be some rimes when you log on
when there won't be many opponents
around, thus the aforementioned strategic
assets. Walker explains: “Holding territory
is very important to the overall point struc-
ture of an arena game. One of the big
things we're trying to do is always try 1o
give the player something to do.

“In AIr WARRIOR, if you log on at two in
the morning, you bomb airfields because
there's nothing else to do, We want to cre-
ate more for the players to do, which is

1995

where computer-controlled aircraft and
tanks come in,” Walker says. “We're uving
1o put as many things in as we can to keep
players playing and to build a sense of
community, Within three or four months
alter the game starts we're going to allow
players to command their fleets.” And il a
player gets shot down, Walker says, he can
Jump back into the cockpit, or man an
AA gun on the ship that rescues him.

A common problem [or gamers in-
volved in multiplayer campaigns is get-
ting ganged up on: If you log on and
there ave only four guys flying for your
country, and there are 31 flying for the
enemy, you're in trouble. You'll still be in
trouble il that happens in CONFIRMED
Kitt, but the payoff will keep it from be-
ing a [rustrating situation. “We'll actually
pay additional dividends [point modi-
liers] to pilots llying for countries that are
losing in a campaign. If country A has
200 players flying for it and counny B
has 100 players flying for it, you're going
to get a 2-1 madifier,” explains Walker,

Domark and 1CI have also addressed
the problem of everyone flying only the
best planes, “Each aireraft has a certain
rating as far as combat ability goes. If
you take your P-40 and you shoot down
a 'la-152, you're going to get many more
points than if that Ta-152 bagged you,”
Walker says. And AIR WARRIOR veterans
will appreciate support for partial kills. “If
ever again I fight a guy for ten minutes
and he's down to five percent damage left,
and some guy in a fresh plane comes and
takes my kill from me, I'm going to puke,”
says Walker, "ConrirmeD KiLL will split the
credit between the two players who've
done the majority of the damage.”

THE SHAPE OF SIMS TO COME

NASCAR RaciNG and CONFIRMED KILI
arc on the leading edge of a wave ol new
multiplayer simulations that are going to
redefine gaming for a lot of sim players.
Onee you've logged on and flown against
opponents driven by grey matter instead
ol Al algorithms, you'll probably never
get the same satisfaction from single-
player simulations. Now il you'll excuse
me, there's a Hawker Sea Fury with my
name on it, and a few guys from Califor-
nia just waiting to be waxed. €
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Bruiser O
Cruiser

Mindscape’s USS TICONDEROGA Packs
A Powerful Punch, And A Glass Jaw

by Tim Carter

GREAT SHIP
IS DESIGNED
TO COMBINE
weapons,

Price: $69.95
System
Requirements:
IBM compatible
486 or better,
8MB RAM, SVGA
graphics, 15 MB
hard drive space,
double-speed CD-
ROM, mouse;
supports Sound

structure,
electronics, engi-
neering and a host
of other factors into
a complete package
capable of perform-
ing several tasks el-
fectively. That the
Ticonderoga-class of  Protection: None
cruisers turned out

so well is a tribute 1o
* Novato, CA

the ship’s designers,  (gn0) 234-3088

who had those tasks
clearly in mind when they began working
for the US Navy.

A great game is no different, really. The
designers must have a clear vision of the
experience they are uying o create, as
well as a rationale for why that experience
will be enjoyable for the player. Mind-
scape’s USS TICONDEROGA: LIFE AND
Deati ox THE HiGH SEas seems 1o lack
this central vision, as the designers never
reach the lofly goals for which they strive.

WHAT KIND OF SHIP IS THIS?

USS Tweoxnperoca is a difficult game 1o
describe. While it is essentially a simula-
tion of modern naval combat, it also has
role-playing and sirategy elements, and
the leel of a graphic acdventure. Nominal-
ly, you are the commander ol a Ticon-
deroga-class (Aegis) missile cruiser.

USS Ticonderogo: Life and
Death on the High Seas

Blaster-compatible sound cards.

Designers: Intelligent Games
Publisher: Mindscape

Equipped with

the most  ad-

vanced naval
radar tracking
system in the
world, your ship
is a powerlul
naval combatant
by itself. Howev-
er, because ol its
ability to provide
air delense lor
several vessels,
the Ticonderoga
generally oper-
ates as part ol a
task force. OI-

ten, your ship will be the focal point of

the task force, coordinating aircralt
strikes, combat air patrols, missile defens-
es, even anti-submarine operations.

The inevitable mi(‘m-nm|1:|gcn|c|1[
necessary in most naval simula-
tions creates an immediate con-
ITict and
enjoyable play, The captain ol
any ship, particularly one as

between realism

complex as the Ticonderoga,
would likely delegate many
tasks (such as targeting anti-air-
craft missiles) o subordinates.
In USS TICONDEROGA, as In
most simulations ol this type,
both macro and micro-manage-
ment are patently unrealistic.

Of course, a fun game re-
quires the willing suspension of
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dishelief. Tr is much more enjoyable, after
all, to target and fire your own missiles;
and the scenarios are much more inter-
esting when commanding an entirve fleet
rather than a single (albeit powerful)
ship. Besides, anyone fixated on realism
will doubtless lose interest the moment
they realize that the principle bad guys in
the game are a resurgent Soviet Union
and a belligerent (and apparently very
foolish) North Korea,

A SERIOUS LIST

TO STAREBEOARD

Sadly, however, there is no real need to
quibble over such philosophical dilem-
mas: USS Ticonperoca has enough con-
crete [Taws for any critic. For starters, the
game looks and feels more like a Mysi
knock-ofl than a military simulation. The
interior of the ship is nicely drawn, and
many ol the graphics are quite attractive,

121 Wb vy
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HARPOON IN HAND—FINALLY Once past the eye-candy, the
comhbat screens will look familiar to Harpoon and Aecis
veterans—just stick to the hot keys.



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,
Liditor of
Full Throttle

Challenge your skills with a fly-by of Hoover
Dam and other famous 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 acrial and ground-base
photography to faithfully recreate more than 4,000 square miles of the
Nevada landscape. Tour scenic Lake Mead, the famous Vegas “Strip” or
catch a stunning view of Hoover Dam, one of the man-made wonders of
the world. You set the itinerary.

An easy-to-use (windows-based) aircraft
fuctory lets you design your own plane,

Flight Simulator Flight Shop puts the tools in
your hands. You build, customize and paint
your own planes and a flight dynamics editor
allows you to specify the flying characteristics,
Share vour designs with other flight enthusiasts through BBS's such as
CompuServe®. Create your own flight plan and send it to the buill-in
Flight Service Station (FSS) and then hop in your flight simulator
airplane for an ATC controlled flight.

Circle Reader Service #2893

Europe 1includes over 100 airports with
taxiways, moving objects, unique buildings
and approach lights.

Europe | lets you explore from the air the scenic
countries of Germany, Austria, Switzerland and

s bt o b i B Bt

the Netherlands. You'll discover beautiful cities

like Berlin, Munich, Vienna, Geneva and Amsterdam. All major roads,
waterways, lakes, cities, the Alps and landmarks are realistically recreated
including all IFR/VER airports. Experience Furope from vour own cockpil.

“Best of Show"
al C.LE.S.
—Awarded by
Gumne Bytes
Magazine

You'll calmly choreograph the movement of
incoming and oulgoing air traffic high
abave Chicago's O'Hare airport,

With Tower the responsibility is all yours! As
i tower controller, thousands of passengers
will rely on your ability to make split-second

CTOTT)

mﬂ

decisions. You'll handle realistic aircraft takeoffs, landings and ground
movements through a 360 degree panable window view. Based on FAA
and Transport Canada’s professional training simulation software,
Tower puts you in the middle of all the action.

See your local retailer or call:

(217) 356-0188

for more information

D199 Bruce Artwick Organization, Ld, Micesoft is o registercd Inudemark of Micosoft Corporation. Flight Simualator is w segistered tradenmark of Bruce A, Artwick. Europe Dwas designed for BACO by Alting
Software nder license, and produced by the Brice Artwick Organization, Lid. Tower is a tradennark of Aviation Sinadations, Inc, a joint venture of Wesson Intermational, Inc, and Bruce Actwick Organization,
Ltd. CompuServe is a registered trademark of CompuServe, Ine. BAO is a trademark of Brice Artwick Organization, Ltd, All vights reserved. Printed in the US.A,




but they have oo little to do
with the actual play of the
game. In fact, I walked around
the ship for some time before
realizing that the hot keys are
the best way to move between
the various command screens,
all of which are lunctional but
rather plain. The high-resolu-
tion images ol [rozen crew
members gives the ship a mysti-
cal, night-of-the-living-dead
feel. This atmosphere is accen-
tated by the eerie soundurack,
which would be more ar home
in a murder mystery than
aboard a floating arsenal. The
result is a game that is actually better with
the sound off and the graphics ignored,
since these detract from gameplay more
than they enhance it.

WHAT DOES THIS
BUTTON DO?

A larger problem with USS
TICONDEROGA is the truly ap-
palling state of the game’s docu-
mentation. Almost nothing is
explained adequately. The manu-
al is poorly organized, laden with
jargon, and mostly useless. T was
able to play the game due 10 my
background knowledge, but
gamers less familiar with naval tactics
and modern ship platforms will find
it extremely [rustrating.

Some weapons systems and plat-
forms are explained superficially,
and many are missing altogether.
Tactics and strategy are discussed at
a general level, but there is almost
no connection between the informa-
tion provided (much of it highly
technical) and actual gameplay. The
information gap is not limited o the
manual, as the mission objectives for
many scenarios are sketchy and non-
specific. The rules of engagement are
olten incorrect, or at least you aren’t
punished for flagrantly violating them.

Once the action begins, it is possible o
Justily the lack ol information as part of
the fog of war, But this explanation is of
little comfort when you aren’t even in-
formed that your missiles have intercept-
ed their targets. Once, my own flagship
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member has the mobility of a wax effigy.

was hit without any warning. 1 had no
clue where the attack had come from, or
even il it was a missile or a torpedo hit.

The lack of information extends to the

QUICK FLICKS GALORE Some of the more interesting
cinematic cuts involve Scud missile launchers,
exploding oil rigs, and terrorist acts.

scenarios as well. In one mission, vou in-
vestigate an altercation between the Trani-
ans and the Saudis in the Persian Gull.
Absolutely no information is given either
in the brieling or during the scenario
about who is whom. Both sides show up on
racar as hostile, and unless you know that

1995

the Saudis are a lot more likely than the
Iranians to be flying I-16s, there is no easy
way to tell them apart. In this case the dis-
tinction was not all that important, howev-
er, as I was congratulated by HQ) for
cruising in circles near the scene of the ac-
tion shooting at everything within range.

DON'T AEANDON

SHIP JUST YET

Underneath all of these problems, some-
what surprisingly, lics a creative game.
The basic model used by USS TicoNprRro-
Ga o replicate modern naval combat,
while by no means perfect, is interesting.
Task forces must be properly managed
and ships placed to take advantage of
their respective abilities and weapons sys-
tems. Air and submarine operations are
important in some scenarios, while others
locus more on the unique abilities of the
Ticonderoga itsell.

The real game, though, lies in the com-
mand screens. You may view the situation
and issue orders from a series of com-
mand screens divided by the type of plat-
form, i.e. air, surlace and subsurface. In

addition to issuing orders to your own
ship, you may control other ships directly,
or simply give orders to the ship’s captain,
including setting his rules ol engagement.

Computer captains tend towards
counter-procuctive or wasteful decisions,
however, and true elliciency requires that
you exercise a high degree of hand-hold-
ing. Friendly aireralt in particular fare
bacly under computer control. Unless lol-
lowing specilic orders, aireraft will mean-
der all over the place, including enemy
territory. As there is no “return to base”
command, and as aircralt do not return
on their own unless they are running low
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on fuel, it is possible to lose an entire air
force because the pilots went on a sight-
seeing tour in enemy airspace after com-
pleting their mission,
around this problem is to assign each unit
new movement orders immediately alter
they have finished their primary mis-
sion—a time-consuming and rather te-

The only way

dious process.

Each scenario begins with a briefing
from HQ, which may or may not provide
concrete objectives and rules of engage-
ment. While somewhat nebulous objec-
tives are politically realistic, they do not
work well in a game where the gamer is

judged based on performance. Life isn't

[air, but a computer game should be.
There are three theatres of operation
open Lo aspiring admirals: the North At-
lantic, the Persian Gulf and Korea. Each
theatre has a series of scenarios connect-
ed by a storyline, and the scenarios must
be played in order. The game has a role-
playing element built into it, as com-
mand decisions will occasionally be
required, often involving political issues.
There is more than one moral dilemma

here, and the messages add a surprising
amount of tension and depth to an oth-
erwise purely military simulation. This is
one area where the creativity of the de-
signers was pul to good use. The role-
playing aspects of the game introduce a
lot more flexibility into the scenarios
than would otherwise be possible, mak-
ing for a much more unpredictable and
enjoyable game.

Furthermore, the scenarios are not

just simple shoot-em-ups: many include

challenging political situations and prob-
lems, and they require innovative think-
ing and creative planning. However, the
linear nature ol the scenarios means that
the game will be highly repetitive, even
with the option for different decisions.

There are no levels of difficulty in the
game, and no options or variants which
can alter the scenarios. The only replaya-
bility comes through the role-playing as-
pects of the game, While this is interesting,
it would have been a much stronger pack-
age had players also been provided with
the ability to pick and choose which battles
they wanted to refight.

AFTER ACTION RE"OR"
tlufsugn superslrl.lclurc, but |nn|_>|_a|‘r)]_}|'mw
graphics, poor documentation, and other
odd structural flaws make this game
more top-heavy than its celebrated real-
life counterpart. While signs of a good
simulation can be seen here and there,
they are, for the most part, covered with
Unless
Mindscape commits to a serious upgrade
plan, the dry-dock will be "TICONDEROGA’S
ultimate destination, €

the barnacles I've described.
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USS TICONDEROGA

RATING **

PROS Clever scenarios with
challenging political and moral
dilemmas make for nice bits ol role-
playing. Task force model is very
good.

€oNs The preuy graphics don't
add anything, and the soundtrack is
bizarre. Hard to get data out of the
design, and the poor docs don't help.

5
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g of Sword against Sword
pur Jet Engines at full
hunderSeat lets you take
0f realism! Compatible
iIs and CD-ROM’S
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HUNDER.

Feedback System Used in

ulators
e Public

“VIRTUAL UTOPIA!”
Marc Dullz, STRATEGY PLUS

“A DOUBLE MUST-HAVE.
Anyone who plays computer
games will want this
AMAZING CHAIR!"
Marc Spiwak
POPULAR ELEGTRONICS

“I could actually FEEL the
punch of the afterburner!”
Ed Dille, ELECTRONIC GAMES

HOW IT WORKS

A 100 watt subwoofer built into the base generales
low frequency sound that resonates through the
wave chamber hidden inside the chair. Thus you not
only hear but FEEL your simulation. Paired with your
amplifier, the ThunderSeat makes your favorite flight
sim as realistic as it can be without a motion
simulator!

OPTIONAL SIDE CONSOLES
put your favorite joystick controls and mouse at a
convenient position. Add a keyboard holder and you
have the perfect setup for both flight simulation
and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1+ 800 » 8-THUNDER

ThunderSeat Technologies

6330 Arizona Circle = Los Angeles, CA 90045
310 » 410-0022 FAX: 310  410-1569
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To make it more
realistic, we'd
have 1o Kick

dust in your

i |
atlres, SUPERKA RTS

~ already makes all other:
 racing games eatjts dlst:
M REVOLUTIONARY, nrsn_
. ENGINE so:high-tech; it~
generates; fuﬂy—rextured
" 3D graphics in'real time..
—even ona 386 PGl

B SMOOTH-AS-SILK
ANIMATION that can. gﬂ
as:high.as 60, frames a
second — rivaling the

. hottest coin-op hits!.

W 16 HEART-STOPPING
TRACKS in different cmes
around.the world, Each:
track features hidden;
shorteuts, power-ups,
~Jjumps, pft!anes olf shcks

—and its own awesome

mus.'c soundtrack*f

B MULTIPLE CAMERA
PERSPECTIVES.
Watch the action: from.

: 'f practically.any. viewpoint

by simply changmg
camera angies

) I FBB UPTO

8 PMYEHS ON! MH'
“Youcan pla . 50l0 agamsr
. intelligent computer-

“ . controlled drivers. Or
. against a friend using the
~ simultaneous 2-player
. split screen, Best of all,
o ger onan IPX- prorocof

LAN for the ultimate race:
— with up to 8 players at
the same time*!

Vjsft your local software
dealer today, or call
1-800-346-2500.

Distributed by
Gﬂnteracﬂre Somvare

Nillicms '@ ”

Wilkams Entertainment ine.

Developed and published by Manic Medja
Productions Lt in association with Williams,
Entertalnment Inc. Superkarts: TM and ©1995
Manic Media Productions Ltd. All nghls 1
reserved, Distributed by and @1995 6T Inter-
active Software. All rights reserved.

*CD version only.
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Pretty Birds
d Plane Truth

D-Day: OPERATION OVERLORD Looks As Good—And Flies

Even Better—Than The Real Thing

by Jeff James

SK MOST HISTORIANS ABOUT THE

ORIGINS OF WORLD WaR 11 AND

THEY'LL POINT YOU DOWN THE

road that leads to World War L

Many scholars are of the opinion
that the bitter close ol the first war—which
gave birth to the harsh Treaty of Versailles
and a badly bruised Germanic ego—was a
major factor in the rise of Nazi Germany.
Similarly, when you look at the lineage of
the weapons used in WWII—tanks, mech-
anized infantry and combat aireraft—you
finel that their roots go back to protean
ancestors that plodded across the bloody
hattleliclds of France in 1918,

With that in mind, it’s fitting that Rowan
Software and Virgin Interactive’s new
WWII air combat release, D-Dav: OpERA-
TION OVERLORD (OVERLORD), found its gen-
esis in Rowan's Dawn PaTrot, a WWI

P-Day: OpeEraTioON OVERLORD

Price: $39.95 -
$49.95, CD-ROM

System P EA
Requirements: OVERLORD
IBM compatible B =y

386/40Mhz or
faster, 4 MB
RAM, VGA graph-
ics (SVGA prefer-
able), 7MB hard
drive space;
supports AdLib and Sound Blaster-
compatible sound card.
Protection: None

Developer: Rowan Software
Publisher: Virgin Interactive

Irvine, CA

(800) 874-4607

simulator released late last year. The Dawn
PatroL system, which offered beautiful
WWT aircralt flying through Super VGA
skies, has been enhanced and adapted 1o
the demands of the second World War,

INTRODUCING THE OVERLORD
True to its name, OVERLORD focuses exclu-
sively on the allied air forces which flew
aver the skies of Normandy hefore, during
and alter the D-Day invasion of June 6th,
1944, Based in Tangmere airfield in Eng-
land, your squadron takes to the skies in
one of three legendary aircrali—the P-
51B Mustang, the Spitfive IX or the ‘Ty-
phoon 1B—to help clear the land, air and
sea of German forces. Two mission types
are oflered: for a quick boot into the cock-
pit and instant action, a “scramble” option
allows you to start shooting right away; for
lengthier play, a campaign-like mission
mode gives you the opportunity to partic-
ipate in a series of loosely connected
combat missions over the course ol sever-
al weeks ol game time.

The campaign mocdle will be familiar to
gamers who have chased the Kilrathi
through space in Origin’s WinG ComMaN-
DER series. You begin with an overhead
view ol Tangmere station. To travel to
your barracks, you simply point at your
humble abode and click the mouse but-
ton. In this fashion you make your way
through the mission briefings, plane se-
lection and other game operations, You
should expect the unexpected, even here:
on a number ol occasions several German
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bombers appeared over the airfield, and |
was offered one of two options: 1 could be
courageous and race towards my plane in
an attempt 1o take to the skies and shoot
the Gerry bombers down, or I could wrn
tail and dive into the nearest foxhole.

Once you finally get into the air, you'll
gaze in awe at the game's incredible graph-
ics, particularly in SVGA mode. Planes are
crisp and detailed, complete with textures
sporting insignia, exhaust stains and vari-
ous other signs ol wartime markings and
wear. The landscape shows the same atten-
tion to detail. Rowan reportedly used actu-
al reconnaissance footage from the
Normandy invasion to get the graphics as
accurate as possible, and they succeeded
admirably. Instead of the blocky, nonde-
seript structures featured in other products
in the genre, OVERLORD boasts detailed
units strongly resembling their real-world
counterparts. Coastal batteries bristle with
anti-aircraft gun emplacements, and V-1
buzzbomb sites are marked by the sloped
ramps which were used to launch them.
Most of the terrain is nicely colored and
textured.

The most amazing thing about the
graphics is the smooth frame rate, even in
SVGA. On a 486DX2/66 with 8MB of
RAM and a IMB local bus video card, the
game played smoothly in both SVGA and
VGA. Indeed, the smooth frame rate, high
resolution and crisp graphics put Ovig-
LORD a visual generation beyond most of
the other flight sims. OVERLORD runs more
smoothly in 640x480 SVGA resolution
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Jtll‘ll.lﬂry, 1942-
The Imperial Navy looks unbeatable.
Their next stop is the mainland.
Nimitz's fleet is regrouping - itching TS
i for a fight. Their courses would soon
cross near the island of Midway.
1942 PACIFIC AIR WAR"GOLD
the multimedia PC flight simulator
that puts you on the bridge and in
the cockpit at WWII's most decisive
carrier battles.

994 MicroProse All Rights Reserved. Photos: URl/Bettman

Anything is possible.
For IBM-PC & Compatibles on CD-ROM. 1-800-879-PLAY.
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than many ol its competitors,
including Electronic Arts’
beautiful but system hogging
LS. Navy Frerrers, Unlortu-
mately, Rowan seems to have
lavished all their efforts on the
graphics alone,

During my {light time with
cach ol the game's anreralt, |
noticed that they featred star-
tlingly robust performance
characteristics, in both “nor-

mal™ and “super™ Hight modes.
Fven with a full bomb load, ex-
ternal Tuel tanks and a belly
full of perrol, the Mustang
modeled in OvERLORD devours
altitude like an unloaded F-16 at full alter-
burner. All three planes performed fears of
acrobatics that the actual pilots who [lew
these planes could scarcely imagine. In
one {light session, 1 proceeded to hammer
the control stick in all directions, nying to
induce a fatal spin, an unrecoverable stall,
or some other catastrophic condition. De-
spite my best ellorts to the contrary, all
three planes defied the laws of acrody-
namics and kept happily airborne.

I'his overly generous flight model can be
a blessing or a curse, depending on your
game preferences. Ilyou're a Novice gamer
looking for a fun, easy-to-fly Might sim with
an emphasis on arcade action and stun-
ning visuals, Overeorn definitely fits the
bill. Even the most ham-fisted [light simu-
lator newhie can take to the skies in the
blink of an eye, chewing up ground targets
and splashing Messerschmitts with regular-
ity. Ol course, il you count yourselt among

those who demand the utmost in Detail

1] il

datoai oy

TORCH AND GO A Typhoon—the principal air-to-ground attack air-
craft of WWIl—earns its stripes by softening up German coastal

facilities.

T o (IRER

RAPTOR RAPTURE Few aircraft in any flight simulation look as
good as those in Ovetoro, and the frame rate is faster than com-
parably detailed sims, even in high resolution. '

and Realism in your sims, you'd be beter
served by another game,

MOWVING PICTURES

Faulty flight models aside, OVERLORD
hoasts a number ol value-added [eatures.
‘The film editing function is fully featred,
allowing gamers to select the best of their
aerial exploits and record them. Although
not as casy 1o use as the lilm editing capa-
bilities employed in Dynamix’ Aces
OVER... series, the video editing functions
are surprisingly robust.

Another laudable feature is the combat
lock option, which is similar in many re-
spects to the padlock view in Spectrum
HoloByte's FaLCON 3.0, As soon as the
combat lock view is activated, your view-
point will lock onto the nearest target and
smoothly follow it, as il you were actually
turning your head in the cockpit 1o lollow
the path of the enemy plane. I found
OVERLORD's combat lock to be much easier
to use and more intuitive
than the padlock view in
Farcon 3.0, The uselulness
ol the combat lock mode
can be partially atributed
to the visual elements used
to help orient the player.
Fach side of the ('(lt'k]JiI is
given a unique graphic
treatment: the front of the
cockpit leatres a gunsight,
while shaded markings to
the left and right sides help
simulate a cockpit canopy,
providing an excellent
frame ol relerence.
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ALTITUDE LOSS
American gamers hoping to skim the
hedgerows of Normandy in American
aircraft are bound to be disappointed
with the paucity of plane types available.
OVERLORD is [irst and foremost a simula-
tion of the Royal Air Force during the
Normandy invasion, so only a select few
planes are available. Even such memo-
rable Brirish craft as the DeHaviland
Mosquito are conspicuously absent. And
while the simplistic flight model and
controls suggest that OVERLORD is tar-
geted at entry-level sim bulls, the in-
struction manual lacks much of even the
most rudimentary game information.
But the greatest challenge of all may
be getting OVERLORD (0 1un on your sys-
tem. To run in SVGA mode you need a
whopping 622K of conventional memory.
In this age ol 32-bit protected-mode pro-
gramming, OVERLORD's massive RAM re-
quirements seem excessive.,

ACES AND AMATEURS

When weighing the strengths and weak-
nesses of OVERLORD, it's obvious that Mi-
croProse’s 1942: Paciric Air War and
Dynamix” Aces Over... games shouldn’t
fear losing their supremacy of the WWII
sim skies. Like DAwWN PATROL, OVERLORD i
an intriguing mixture of stunning positives
and embarrassing negatives, Admittedly,
OVERLORD is a procluct aimed at the casual
flight sim bull; il you're an aeronaut who
prefers rapid-fire action over accurate sim-
ulation in your gaming products, OVER-
Lorp shouldn't disappoint. ‘The others
have probably already lown ofl"in search
ol better target opportunities. &

THE EDITORS SPEAK

D-DAY: OPERATION OVERLORD

nrmc HHA

PROS Gorgeous SVGA graphics,
plentiful viewing angles, and excel-
lent dog-fighting make this a good
game for novices.

comNs Unrealistic flight models, ex-
treme RAM requirements in SVGA
mode, limitéd numbers of aiverali,
and a poor manual will keep serious
sitm bufls grounded [rom the start.



“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.

Ygges

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 y
through his ship - sending him down in flames. !
Unlimited Programmability . / F-16 TQS-
Unparalleled Performance '

Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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cHIPS & BITS inc. BOARDGAMES & RPGS

BTEVE JATKSOMN

‘GURPS BASIC
SET 'the Generic
Universal Roleplay-
ng System, is the
mosl flexible role-
playing syslem ever
created. With just
this Basic Sel, you
can edventure in
any world you can
imagine. Rules ara
included for all types
of weapons from
dlubs to lasers... for
wizards and magic,
with more than 100
spells... for psionic
POWETS. $16

‘EMPIRES IN
ARMS' covers the
major elements of
diplomacy and
warfare during the
Mapoleanic Wars
of 1805-1815. You
play the absolule
monarch of a major
European power
and you must
guide that nation
through the maze
af conflicting inter-
ests and ambitions
that characterized
Napoleonic
Europe. 527

Worsak GN (Rt

‘HORROR ON THE
ORIENT EXPRESS'
conlains a massive
adventure for the
Call of Cthulhu role-
playing game.
Beginning in 19205
London, the invest-
galors journay o
Paris and thence to
the ancient clty of
Constantinopla.
With Tuck, they also
relurn home. Four
books, handouts,
maps, luggage
stickers, and
more. $29

¥
Hurtin
Tanncibory

'THE CRUSADES II' Covers a wide variely of bal-
tles from the 12th to the 15th ceturies, and fea-
tures such diverse leaders as Saladin the Kurd

and King Guy of Acre,

528

‘FEUDAL' the excit-
ing medieval war
game, combines
military strategy
with chess-like
moves as the
armies ol lwo leu-
dal Kings battle to
the death. Each
army is secretlly
deployed, making
avery game differ-
ent and chatlenging.
The rough and
mountainous femain
can aid or hamper
atlempls to thwart
the enemy. $18

‘GURPS MAGIC'
presents a colorful,
detailed magic sys-
tem. But it's much
mare. It is designed
lor easy modilica-
fion...for the GM who
wants to create his
own background, or
set adventures in the
world of his favorite
fantasy  author.
Completely com-
patible with the magic
rules in the GURPS
Basic Set. More
than 300 new
spells! S14

AD&D
AD&D 2nd Edition Rules
Dungeon Masters Gde $15
Monster Manual $19
Players Handbook 516
Accessories
Art of the ADED Fntasy §14
Encyclopedia Magica 1 319
Tomb of Magic 317
Advenlures
Fighters Challenge 2~ $6
Temple, Tower & Tomb $6
Al-Qadim Accessories +
Assassin Mountian 515

Cities of Bone $15
Secrels of the Lamp ~ §15
Audio Adventure
Hail the Heroes 513

Karamelkos: Kingdom  $22
Night of the Vampire  $13
Dark Sun Accessories
Terrors of the Desert  $12
Valley of Dust & Fire  §10
Forgotten Realm Box Set
Eiminster's Ecologies 519
Manzoberranzan S22
Ruins of Undermnin 2 519
Forgotten Realm Sourcebk
Dragon Kings Hardbnd $18
Elves of Evarmnot s13
Guide to Forgoltn Wrld 313
Monstrous Compendium
Compend Annual '84  $15
Fiend Folio Creatures  $10
Mystara Monsts Comp 515
Outer Planes Creatures $11
Planescpe Monsts Cmp$15
Ravenlolt Appendix 3§15
Planescape
Campaign Salling 825
Planes of Chaos Bxd 51525
Players Accessories

Complate Class & Race

Handbooks each $15
Players Packs  each $16
Players Screens  each S8

CGW 695 BG1

ARS MAGICA
Ars Magica 3rd Edition 319
Deadly Legacy 310
Medieval Besliary 313
More Mythic Places so

Mythic Europe S156
Trials By Fire SV
Wizard's Grimoire 15

CASTLE FALKENSTEIN
Cstle Falkenstein H-bnd$25
Comme |l Faut s12

DICE POLY MEGATUBES
Opaque Dice Set each $3
Pearlescent Dice Saot va §6
Transparenl Dice Set  §5
Twinkle Dic Sels  each $6

GURPS
Bunnies & Burrows 514
Fantasy 2nd Ed. $15
GURPS Rulebk (3rd) $16
Hig-Tech 2nd Ed. 514
Magic tems 2 514
Martial Arts §13
Robots S14
Psionics S14

Ultra-Tech 2nd Ed S14

FANTASY
Fantasy GM Pack s8
Grimoire (Reprint) 514
Magic 2nd Ed. 314
PENDRAGON
Blood & Lust $14
Pendragon 4th ed. $19
Parilous Forest 814

Savage Mountains 314

RIFTS
Conversion Book 1 or 2516
Dimension Book 2 5158
Riits 519
Sourcebook 1,2, 3, ea 811

CALL OF CTHULHU
Advnlin Arkham Cntry $14
Blood Brothers 1or2 515
Call of Cthulhu (5th Ed) $16
Fatal Experiment ('20's)514
Great Old Ones ('20's) $13
Horror on Qrient Exprss $29
Investigator's Cmplor 2510
Keeper's Screen (5th) $12
Mansion Madnss ('20's) 514

Modern Adventure
At Your Door 513
Clhulhu Now (2nd Ed) 813
The Stars are Right 315

CHILL
Accessory Pack 312
Chill (Solt Cover) S16

Chilled 1o the Bone 59
Companion (Soltcover) 512
Horrors of N Amarica  $12

Lycanthropes si2
The Beast Within S$16
Undead & Buried $9
Vail of Flash £9

Voodoo Sourcebook  §12

GURPS HORROR
Creatures of the Night 514
CthulhuPunk $16
GURFS Horror 14
Vampire: Masquerade $16
Warewoll: Apocalypse $16

MAGE
Book of Madness 813
Mage Rule Book 318

Technocracy: leratn X 310

VAMPIRE
Vampire (2nd Ed) 519
Vampire Plyr Gd (2nd) $18

fy e Advant

VAMPIRE
Vampire Sourcebooks
Book of Nod 58
Clan Books each $10
Dark Colony $13
Eternal Struggle 57
Los Angeles by Night  §15
WEREWOLF
GM Screen s10

Werowoll (2nd Ed) 819
S S ureabati

CYBERPUNK 2020

Black Furies Tribebk 310
Book of the Wyrm $13
Caems: Places of Pwer 313
Drums Sround Fire S8
Player's Gd to Werewlf $15
Rage Across New York $10
Storyteller's Handbook $15

Ways of the Wolf $10
WORLD OF DARKNESS
Gypsies $13
Mummy S

World of Darkness s$13

WRAITH
Character's Kil 310
Storyteller's Screen 310
Wraith 519

Wraith Adventure
Haunts $13
Midnight Express 513

Wraith Sourcebooks
Face of Death &
Necropolis Atlanta 815
Player's Guide s10

SCI-FI RPG

CYBERPUNK 2020

Elvsium"Thn Eldor WarS13
Hunters Hunted 10
Under Blood Rd Moon 510

Cybergeneration 815
Cyberpunk 2020 s18
Cybersheels 36
Dala Screen 310
Reference Guide 310

Sourcebooks
Chromebook 1, 2,3 eaS12
Deep Space s12
EuroSourcebook 510
Hardwired s12
Necrology $9

GURPS SCI-FI
Aliens 514
Alomic Horror 514
Callahan's Time Saloon$14
Cyberpunk 514
Cyberworld (Reprint) ~ $14
Lensmen $14
Robots $14

Time Travel (Reprint) 514
Time Trave Adventures $14
War Against the Chtoor 514

MACROSS 2
Macross 2 s
Spacecrall & Dk Pins ea$9
RDF Manual s7

PARANOIA
Paramilitary 313

Paranoia Boxed Set  $15
Paranoia Rulebook $13
Paranola Sourcebook  $15

Paranols Adventure
Alpha Complexities

Death, Lies, & Vidlape 56
Greal Secret Project 311

ROBOTECH
Invid Invasion s
REF Fleld Guide 513
Robotech s
Sentinels S14
SHADOWRUN
2nd Edition GM Screen $12
Grimoire 2nd Ed. $13

Shadowrun 2nd Ed, 519

SHATTERZONE
Brain Burn 10
Boxed Set $25
Players Guide §13
Rulebook 513

Through the Cracks ~ $13

STAR WARS

Star Wars (2nd Ed)  $19
Star Wars Sourcebook $18

Slar Wars Sourcebooks
Dark Force Rising 15
Gamemaster H-book  $15
Heir to the Empires 315
Imperial Sourcebook  $18
Miniatures Companion $13
Miniatures Rules (2nd ) 515
Movie Trilogy Sourcebk $19
Rebel Alliance S-bk $18
The Jedi Sourcebook  $19

Star Wars Supplements
Creatures of Galaxy  $13
Dealthstar Companion $13
Game Masters Screen $10
Fantastic Technology  $13

Tramp Freighters §13
TRAVELLER: TNE
Battle Rider $25
Brilliant Lances $25

Deluxe Traveller: TNE $34
Fire, Fusion & Steel  §13

Long Ships S15
Player Forms S8
Roferes Screon S8
Riorm Coaliln Equip Gd$16
Strker 2 (Boxed) 525
Survival Margin 510

Traveller; The New Era $22

UNDERGROUND
Gamemaster's Pack 5§13
Player's Compendium  $15
Player's Handbook 515
Underground Motebook 822
Underground 319



OVERNIGHT SHIPPING in US S4 per order. Mail to Canada, PR, HI, AK, APO, FFO $4 per order.
Worldwide airmail $6 per ilem, Handling $2 per shipment. Hardware orders may. require additional ship-
ping charges, Call for details,

Visa, MC and Discover accepted. CHECKS HELD 4 WEEKS. MONEY ORDERS UNDER 5200 SAME
AS CASH. COD 38, Delec! replaced with same product. Most ilems shipped same day. Shipping

Call 800-699-4263
Int’l 802-767-3033

Fax 802-767-3382
Source 10291

PO Box 234

BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES
ANCIENT ECONOMIC MODERN RAILROAD STRATEGY WORLD WAR 2
4 Bitles of Ancient Wrid 521 Global Survival 534 6th Floel 524 1830: AR & Rbr Baron $20 Advanced Civilization $25 1944; Second Front  §32
4 More Bat of Anc Wrld 525 Slocks & Bonds 819 7th Fleot §27 1835 $49 Blackbeard $27 A Line in the Sand §25
Alexander at Tyre 518 The Stock Markel Gme $19 Across the Suez 5§13 1856 $37 Britannia $19 Advanced Third Reich $38
Alexander's Generals  $33 Aegean Slrike §19 1870 $38 Civilization $29 Air Force 523
Ancient Empires 529 FANTASY Altack Sub 519 Australian Ralls §21 Civilazation Expansn Kt $8 Avalanche: Salerno 531
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VI Agains! Rome 827 Sindbad §33 Israell Delense Force  $29 BATTSC Objectv Raid $13 Kremlin Med./Revolution S8 Eastern Front Solitaire §21
Talisman (3rd Ed) Sa4 Light Division $24 BatTech Compendium $13 Maharaja 523 Eighth Air Force s25
AMERICAN REVOLUTION The Hobhbit Adventure  $29 Main Baltle Tank %24 Batlletech 3rd Ed. $19 New World $19 Enemy al the Gales S48
1776 s22 Titan 523 Modern Naval Batlles 3 $19 Blood Berets $29 Pax Britannica 18 Fire in the East 558
Give Me Liberty $25 Warhammer Fantasy 548 Nalo $15 Blood Bowl $45 Republic of Rome $29 Flat Top s29
Rebels & Redcoals 1 825 Wizard's Quest 817 Phantom Leader 525 Blood Bwl/ Death Zone 529 Supremacy Mga-Mnual $25 Hunters from the Sky 5§33
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LEISURE / FAMILY Tac Air s19 Fury of the Clansmen  $29 Supremacy Revise Rule $4 Operation Crusader 529
CIVIL WAR Auction 514 Team Yankee 520 Hluminati:New Wrld Ord $10 Supremacy/ Fortuna 817 Over tha Relch $30
1862:Civil War 4X Gme 523 Blind Justice $19 Imperium, 2nd Ed. 520 Supremacy, 3rd Ed.  $42 Panzer Leader s23
1863:Amercn Civil War $28 By Hook or Crook 519 NAPOLEONIC Man O War 842 Viceroys 825 Panzors East s29
Across Five Aprils $23 Circus Maximus S11 Battles for Empires $32 Merchant of Venica 525 We tha People 29 Rise of the Luftwalfe  §21
Barren Viclory 526 Dinosaurs of Lost Wrid $15 Baltlos of Waterloo $33 Rage :Warewoll/Apocol 59 Rommal in the Desert 330
Campaigns of Civil War $21 Facls in Five $16 Borodino $29 Roadkill $18 VIETNAM / KOREA Run Silent, Run Deep 528
Chancellorsville 834 Gangsters §523 Empires at War $24 Space Marine 549 Frozen Chosin §25 Aussian Front s21
Civil War s19 Legends of Robn Hood $11 Empiros in Arms sar Stallar Conquest S19 Platoon $16 Sands of War 529
Embrace Angry Wind 824 Quest for Ideal Mate 815 L'Armee du Nord $a3 Warhammer 40K 547 Silver Bayonette $17 Second Front §83
Geltysburg s15 Restaurant s25 La Balaille d'aurslaedl 330 Tet Olfensive 8§33 Shell Shock sa7
Guns of Cedar Creek  S32 Road to Whitehouse 525 La Bataille de Ligny ~ $39 SPORTS The Korean War S18 Sink the Bismarck s$23
Here Come the Rebels 523 T.V. Wars s12 La Bataille de Wavre 3525 Baseball Strategy s17 Vielnam S18 Squad Leader 523
In Their Quiet Fields 2 $26 Trivia Pursuit Genius 11l $34 MNapoleon at Ausleritz 520 Bowl Bound S15 Waestern Front 544
Lee Takes Command $22 Ward Power 515 Napoleon on Danube  $19 Football Strategy 12 WORLD WAR 1 World in Flames $49
Lee Vs, Grant §16 Napoleon's Battles $23 Pay Dirt $19 Aces High $24
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1 ‘MAGIC THE
. GATHERING
STARTER DECK’
is the first in the
DECKMASTER
senes of collectable
trading card games
from Wizards of the
Coasl. Fealuring
more than 300 dil-
ferent cards, 60 in
each deck, this is a
lantasy game. of
eplc proportions.
Some cars are fair-
ly common, soma
uncommon, and
$0Me rare. 58

‘PLANES OF
CHAOS' plunge
inte the infinite
depths of the
Abyss or the
passions of
Arborea. Inside
you'll lind The
Book of Chaos,
The Travelogue,
Chaos  Adven-
tures, Monstrous
Supplement and
five fully de-
tailed, poster-
size maps of
. the realms of
Chaos. 525

Rochester, VT 05767

limos may vary. Price / availability may change. All sales final.

*AXIS & ALLIES' Decide the fate of a nation and the
destiny of the world. The Balkans have fallen. Pearl
Harbor has been attacked. Wake Island is in Japanese

hands and Rommel has the British on the run!

529

'LEE TAKES COM-
MAND® Covers the
full range of features
of the campaign.
Special rules cover
the Federal Supply
frains, Stuar's caval-
ry, the poor com-
mand structures on
both sides, Union
gunboats and Rebel
shora bafteres, and
much more. - All this
malerial combines
lo maka this game
one of the best
studies of the
Civil War, S22

Circle Reader Service #200

& CALL Of N
CTHULA[)

Foemst Releslering bn Fre Werkds ol P, Lokt

'CALL OF
CTHULHU' Is a
roleplaying game
based on the works
of H.P. Lovecraft, in
which ordinary peo-
ple are confronted
by the terrifying
beings and forces of
the Cthulhu Mythos.,
Players portray
investigalors of
things unknown and
unspeakable.
Except for dice,
averything needed
for play in included
inthisbook.  §16

‘MERCHANT
OF VENUS' is a
game of luck
and skill. You
start with a
small space-
ship racing 1o
accumulate
weallh by
transporting,
trading and
invesling. You
make money by
buying trade
goods from one
culture and sell-
ing them 1o other
cultures. 525
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STRATEGY/WARGAMES

Deahng With The
Fog Of War

TACTICAL-SCALE WARGAMES AND |
HAVE HAD PROBLEMS. YOU SEE, |
HAVE A DIFFICULT TIME ACCEPTING
a game scale where cach player's
wirn, representing between six
seconds and six minutes, actual-
Iy takes 15 or 20 minutes to con-
duct. Much ol the tension and
excitement of this nity-gritty,
in-your-face game scale is lost when players have a
hall hour to make a decision that, in reality, would
be made in hall a minute, The obvious alternative
is real-time play, but I fear that option runs the risk
of rning a thoughtful militry exercise into an ar-
cade game.

My other reservation about tactical-level
wargames concerns the maps. The maps provide a
representation of the hills, streams, buildings, walls,

ete.  that
N _6
G-2

make up a

* Wargamers who've explored the world of collectable card games

tactical-level battlefield; and thar is,
alter all, a map’s job. But I don't like
having a God's-eye view of the situa-
tion. "This is where my dishelief has
trouble being suspended.

Let say, for example, that I'm
leading a squad of German soldiers
against a similar group ol Russians
in the city of Stalingrad. It is likely

that 1, Feldwebel (Sergeant) Emvrich, would have
some information regarding the major routes into
and through the city, but 1 eertainly would not
know what kind ol buildings, parks, fields, or oth-
er terrain I might find. The maps used during
WWII were often reprinted Michelin Guides, for
goodness’ sake! Even il' I were leading the Rus-
sians, Comrade Emrich certainly wouldn't know
his way around this city when his home town was
several hundred miles away at Gorki! Yet, T have
only to look at the typical computer game map to

know that my squad of foot
soldiers will find exactly the
terrain they seck at the ex-
treme limit of their movement

A CARD GAME

SHOWS HOW LESS

INFORMATION

MAKES FOR

BETTER

WARGAMES

may have picked up a deck or two of Columbia Games' Dixie. Their
Shiloh sequel is due out in the second quarter of this year, with EacLes
(their Napoleonic card game) due in the last quarter of this year. Next
year portends a Gettyshurg entry into their Civil War series (with 600
new cards!) and a “Rommel in the Desert” card game.

* Scott Hamilton is looking for a few good artists. He needs French
and North African landscapes and vehicle paint schemes for PANTHERS
IN THE SHADows, his West Front sequel to Ticers oN THE ProwL. For de-
tails, call HPS Simulations at (408) 554-8381.

* FiFth Fueer fans will be glad to hear that an expansion scenario
disk for Avalon Hill's naval wargame is at the ship yard and scheduled
for christening this summer. SeventH Fieer should set sail for silicon
seas in the latter half of '95.

* Australian Design Group, a hoard game publisher, has announced

(continued on page 154)

this turn, just up the block
and around the corner. And I
hate that, The intelligence
provided by a God's-eve view
map is just too good to get me
into the right tactical feel of
such a simulation.

While it's one thing for a
wargamer like me to wave his
arms and say "Where's the
chaos? Where's the fog of warz!,"
it's another matter entirely to
simulate it. But I'm here to ell
vou that it can be done, and has
been done, but not in any com-
puter game that I've played.
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['ve had to go to the board game side
of things to find what I'm looking for.
Avalon Hill's Up Front, published in
1982, is a card game that has the kind of
tense, leet-on-the-ground, oh-hell-what-
am-I-doing-here? kind of realism that 1
would hope to lind in a derailed wargame
on a tactical scale, Since T haven't had
this experience in a computer wargane, |
thought T would let our electronic com-
munity know what it's like.

In Up Front, squads are broken up into

ample, il you have plenty of
movement cards, but no ter-
rain in your hand, the lads are
ready to go, even il theyre nol
sure where they'll end up.
Conversely, having terrain
cards (hills, gullies, brush, cte,)
in vour hand and no move-
ment cards 1o get there refllects
those times when vou have a
good vantage point and can
see several places 1o manenver

" BUILDINGS ()
—3 . .

PEOAFY: & DM, 3 EL L D

and a rally card is
nice to have just in
case anyone is
pinned en route. The
exhilarating tension
comes from rarely
having all ol these
cards together in
vour hand at the
same time. Olten,
Lo

it's necessary

..

move toward cnemy

0 LR 5 "
two or more groups of two or more sol- — to, but the opportunity to 1 2b 3 dc 50 6 7w 8 9 Or lines without the
dicrs cach. Each move out hasn't pre- 1.1 23:1. 51 781 comfort ol knowing
group mancuvers SNIPER sented itsell Tor any & just what cover is
and lires as a single KIA: 4, PIN: 2.3 0 number ol reasons _ . available bevond
unit. The cards in (enemy interdiction, lack of  the clump of woods ahead.

vour hand come in
several varieties:
move, fire, rally,
concealment,

smoke, terrain, etc.
The cards in your
hand simulate the

opportunities that s sty gt b o A

vour squad
. g

presently has avail-

12 3

able to it. For ex- \

troop motivation at the moment,
| orders moving slowly between
| the men, elc.).

The art ol maneuver in Up
Front vequires that a group has a
movement card in hand 1o play.
Having a terrain card ready for
the next twrn means that your
guys know where they're going, a

) Or

2563660

concealment eard helps them

GZ (continued from page 153)

that their Worwo In FLames game will he
brought to the computer by the end of this
year. WWII aficionados take heed: WorLo IN
FLames is the definitive simulation of the en-
tire war, covering every area of the world in
which it was fought, and it's a natural for
translation to the computer.

* The WaRLoRDs saga continues with Wag-
toros Il DeLuxe, probably out by the Fall of
this year. The scuttlebutt is that we might
see 256-color, network (turn-hased) game
play, and enhanced scenarios (60 of ‘em,
including the original 30 from Warlords |l
and the scenario builder). This version will
he hackwards-compatible with other Wag-
Loros Il Scenario Buitber scenarios and
should be CD-ROM only.

* Speaking of Wartoros Il scenarios, our
creative gamer of the month award goes to
Perry Wood. Perry has designed two inter-
esting ancient Roman scenarios for Wag-
Loros Il: “Severus—Britain 196 AD",
featuring Severus, Albinus, Legio VI, Mae-

avoid casualties while moving,

tae, Caledonii, Saxons, Ulaid, and Mamu,
and “Who Will Be Caesar?", a 44 BC post-
assassination scenario starring Octavian,
Antony, M. Brutus, D. Brutus, Cleopatra,
Lepidus, Sextus Pompey, and those wild
and crazy Germans. You can find these sce-
narios on the CompuServe Gamer's Forum in
the Wargames library.

* Keith Zahaloui at Atomic Games reports
that Bevono Sauap Leaoer is in alpha testing.
Interestingly, Apple Computer has taken a
“special interest” in the project. Atomic and
a handful of other software developers were
recently invited to a special hands-on work-
shop during which Apple programmers
worked with them to improve the perfor-
mance of the PowerPC versions of their
products. Keith reports that, in Atomic's
case, Apple managed to quadruple the
speed of their graphics.

* Although Jim Rose has left Avalon Hill,
he has not left gaming. Jim's new company,
TalonSoft, should be releasing its first game
in a new series, BATTLEGROUND: ARDENNES, lat-
er this year. This series will feature WWII
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Computer wargames do a fine job of
handling hidden movement and line-of-
sight, so why can’t they also let gamers
probe and mancuver in unknown land-
scapes like Up Front does? There's no
good reason why information on the tac-
tical battlefield can’t be limited 1o the
present position’s point-of-view, That
way, this pulse-pounding, ballsy element
of mancuver on a tactical battlefield can
become more real than simulated. €

platoon/company level action at 250 meters
per hex (e.g., PanzerBurz scale). They will
he Windows-based, CD-ROM only products
with about 15 to 20 scenarios from each
campaign. The series is aiming for a Panzer
GeneraL-like balance between hard-core,
historical wargames and more casual strat-
egy games, and will feature plenty of video
and sound. A second series at this same
scale on the Civil War is slated for next
year,

* Speaking of TalonSoft, they're looking
for good programming/development teams.
For more information call Jim Rose at (410)
821-7282.

* MicroProse’s MacHIAVELLI: THE PRINCE, re-
leased at press time, is a remake of QQP's
MEeRCHANT PRINCE. The MicroProse version is
supposed to have: improved graphics and
sound, warehousing of goods, variable de-
mand levels, "Wait” orders on trade routes
so that full cargoes set sail, more emphasis
on politics and the Church, and smarter
computer opponents.



Sid Meier’s

COLONIZATION Gold
Multimedia

Experience the thrill of Sid Meier’s Colonization™
in multimedia! You’re the Viceroy, leading a group
of colonists into a New World of promise and peril.

Watch settlers come alive as they speak to you via

striking footage from famous historical sites.

There’s even more of the art and music that you

loved in the original. With Colonization™ Gold

Multimedia, you can bring a powerful new nation

to life. But choose the wrong plan of action
and you’re history.
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SS T Once Again Sails Into Harm’s Way With

GREAT NAVAL BATTILES 3

by Boh Proctor

REAT NAVAL BATTLES, VOLUME 35:
Fury Ny THE PacirFic (GNB3) 1s
THE LATEST GAME IN SSI's
Advanced Stmulator Servies. 10 is la-
beled a “simulation,” and while it
does fulfill some of the expectations com-
monly raised by that label, it isn't purely
so. GNB3 offers the first-person perspec-
tive one expects from a simulator, but its
16 scenarios recreate

the epic struggles of
the US and the Im-
perial  Japanese
navies during WWII
from a more (leet-
oriented perspective,
which gives it a tra-

Fury In The

Price: $69.95
System
Requirements:
IBM compatible
386/33 (486/33

ditional wargame recommended),
E 4 MB RAM,
e SVGA graphics,

Of course, when 1
see “simulation”
a game box, I have
expectations ol accu-

on

cards.

: Protection: None
rate details and real-

istic game systems.

GNB3J is obviously Sunnyvale, CA

s s (408) 737-6800
based on very solid

research, since the data on ships, guns,
and planes is generally very accurate.
One might have quibbles with various
sub-systems, but some of these can be
lixed with the customizing features buill
into the game. T also lear that a naval
“simulation,” may be difficult to play be-
cause of the enormous amount ol detail,
but making detail accessible and manage-
able is an area in which GNB3 excels.

156 COMPUTER GAMING WORLD « JUNE

Great Naval Batties, Vol. 1

14 MB hard drive space, CD-ROM; sup-
ports Aria, Soundman Wave, Wave Blaster,
and. Sound Blaster-cumpatibie sound

Developer: Divide By Zero Software
Publisher: Strategic Simulations Inc.

SOME SALTY PHILOSOPHY

Naval warflare has always presented a
challenge for game designers. Wargamers
want to see the broad picture of ships and
aireraft groping for cach other over hun-
dreds ol miles ol ocean, and then, once
battle is joined, follow the action in excru-
ciating detail. These contradictory desires
have caused many a potentially good de-
sign o collapse
from a split per-
sonality disorder.
Despite a game's
huge scale, time
must speed up so
that
weeks of search-

days or

ill].{ dare¢ coian-

pressed into a
game time. The
design must also
accurately mrack
the speedy tra-
jectories of shells
and bombs,
paradoxically
slow time clown so that we ¢

yel

gamers, who so
casily reach sensory over |u.ul. can lollow
the path of the critical shell or torpedo
[rom tube to explosion.

From the beginning, boardgame de-
sign adopted two scales, the search map
and the battle map, but severe compro-
mises were still needed, especially when
aircraft were present. Their higher
speeds create several problems: either

1995

few minutes ol

they move twice the width of the map

every turn, or else you use much shorter
turns and the ships seem to crawl around
the map. More levels were obviously
needed, but integrating them was a ma-

jor problem until the computer came

along, and GNB3 is a perlect example of
how to do this. It tracks position, course,
speed and damage lor all bases, ships
and planes, allowing us to simulate more
objects with less effort (to have individual
torpedoes, say, instead ol abstracting
them into a mmh.:l vesults table) and al-
lows the user to make each won a much
smaller time slice. GNBS simulates every-
thing at the most detailed level and pre-
sents information at whatever higher
level you choose.

Realizing that the simulation aspects
are only a part ol the t'nlﬂplélt‘ game,
GNB3 presents tremendous amounts of
data to the player without becoming
overwhelming. The ['UI]I|)11[L‘I"\' ability 1o
portray the “fog of war” so essential to
naval conflict enables us to recr
battles with a more authentic leel than
boardgames or miniatures. Oddly
enough, in GNB3 the exact composition

ate naval

ol each task lorce is known as soon as it is
found, which may annoy those used to
the erratic reporting tendencies of search
planes in SSG's CARRIERS AT WAR,

SMOKE ON THE HORIZON

So, the simulation value of GNB3 is good
and should only get better after minor
bugs are fixed. But what will appeal to



War Gawing will never be the same!
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Meet Fritz:

His Panther, and 40 more
like him just rolled across

\“ i Poogay V) g

the Meuse river and he's headir?g A N ,4“'" 5
right for you. Can you stop him? \, s s O 4‘ L
o 2 \ ¥
- by

puts you square in the mlddle of lhe Iast

major German ground offensive of WWII, known
as the Battle of the Bulge.

In this first volume of the BATTLEGHOUND series)
the ground breaking 2ATTLEVIEW ™ graphics let
you fight it out in excitlng Platoon / Company
level engagements deep in the Ardennes forest.

Make your stand at Bastogne as o
the 101st Airborne or ride to victory
with Piper's infamous SS units.

FANTIN  wvoxes
s o g 7m ForrestHill MP 21050-0632 e
@Copyright 1995 TalonSoft Inc. G'I'OUH({ hreakihq s ATTLEVIEWTM G't’aphlcs
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éven casual wargamers
are the outstanding
graphics and excellent
interface. From the
Lookout Station, where
the view fills the upper
40% of thie screen, you
can watch the entire
battle—the flash of
gunlfire, the planes, the
Tak and smoke. At
night, you can even
watch the flight of the
shells, falling to either
explode on a target or
raise a white column of
water nearby! The wa-
ter, sky, and land are
done well enough to
not distract from the credibility ol the
scene. The sea, though flat, sparkles
when the sun is out and trns gray when
it isn't, The land is all a nondescript gray-
ish-green but at least it looks like Tand.
Ship silhouettes and deck plans are
very detailed and look right when seen
from any angle or distance. The graphics
routines are very well polished and don’t
seem to leave any ghosts or mysterious
objects that so many animations do. The
worst thing I can say is that the burning
ship animation does not always match
the deck height of a particular class. This
is praising by faint damnation, indeed. A

but use that of a similar class. | suspect

this was done to reduce the number of

graphics files needed.

There are several subsystems in the
game that don't seem quite right. Too
many torpedoes are duds, [or example,
but this can be corrected on the Weapons
Customizer screen. [ you let the comput-
er handle your gunnery control, there is
a good chance it will expend all of the AP
ammunition at extreme range and do
very little damage. Too many B-17s get
shot down by CAP (19 out ol 19 on one
famous raid) and this can't be changed,
but the results of more conventional at-
tacks with dive and torpedo bombers
seem pretty good.

SHAKEDOWN CRUISE
To manage all of the action, you must be-
come familiar with eight stations besides

torpedo-level, against either sunny or stormy backgrounds.

that of the Lookout. The Bridge and the
Flaghridge are very similar: the Bridge
controls a single ship, while the Flag-
bridge controls an entire task force. The
largest part ol the screen here is devoted
to an overhead map view which zooms
from about 2,000 miles across down to
where you can see ship deckplans, tur-
rets...why, you can practically see men

running around on deck! Other parts of

the screen summarize course and speed,
orders, gunnery or air operations. You
switch between them at the click of a but-
ton, and you can stop the clock at any
time.

At their most incremental, the turns
appear to be one second cach, Where
else can you play a three month opera-
tion in one sccond
turns? Time man-
agement is dlone by
using four clock
speeds. In addition
to this control,
there is a “super
fast” mode (one
minute turns) that
kicks in automati-
cally when there is
no contact with the
enemy. When you
go to the lookout
station, however,
you should
speed one no mat-
ter what type of
computer you have,

use
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To go laster is to skip frames in the ani-
mation and spoil the effect.

In addition to the Bridge and the Flag
Bridge, there are six secondary control
stations: Main Guns, Secondary Guns,
Torpedo, Air Operations, Damage Con-
trol, and Submarine Operations. Of
these, only Main Guns, Torpedo and
Damage are used in most scenarios. Only
battleships have secondary guns (anti-air-
craft five is abstract for all vessels), only
DD’s and some cruisers have torpedo
mounts, and only the larger scenarios
have submarines. You assign subs to pa-
trol by sectors and they can give you pre-
cious information about the movement of
enemy task forces. Maybe they can even
sink a ship on occasion, but I haven't ever
been so lucky, :

The 16 scenarios provide lots of vari-
ety. There are carrier battles (Coral Sea,
Midway, Philippine Sea) and gunnery
duels (Komandorski Islands, Surigao
Strait). Iive are night actions in the
Solomons, small affairs with less than a
dozen ships per side. Five more are huge
battles covering days or weeks and involv-
ing well over a hundred ships. The six-
teenth scenario can't be categorized. It is
the strange battle in Leyte Gulf between
CVEs and DDs and the main Japanese
battle force—great [un il you like shoot-
ing up destroyers with the Yamato. Three
of the larger battles are hypothetical and
three are historical. These are Philippine
Sea, Leyte Gull'and Operation Cartwheel
(the US elfort to secure the Solomons in

HECAIL CRPACT

OLARTS 17 PR

PRETTY SHIPS ALL IN A ROW Zooming in lets you see your task force in
tabletop miniatures style, while still keeping track of CAP and Nav data.



Have you ever wondered what it mutiny and vicious bactles with rival ships, you may be

would feel like to be on top of the  lucky enough to reach the New World. However, your

world? How about beneath it? There are those who have  journey is far from over. You must now embark on your

Coday, you could be on top of the world.

already experienced such exhilaration. Their quest to found a colonial empire. Conquering

names? Columbus, De Gama, Le Maire, Cook villages, winning over

and Bougainville — the world’s most famous the nartives and tilling

C)Lpl()l't:l'.\'. N()\\’ you can creare your fl'l(‘.‘ ]:md are

own advenrures in Exploration —

a remarkably in-depth

game of strategy
and world conquest,
new from Interactive Magic.
Before you ser sail from Spain,

Portugal, England,

weary crew.

The graphics are
/ . 3. i
/ northing shorrt of brilliant.
Complemented by unlimited,

realistic animation scenes, every new

game brings new territories to conquer.

France or the " ™~

e

Netherlands, you

New adversities to overcome. The

tour your home port. Oversee Q‘[not’l’om, lxne‘xtb it' adventures and newfound

the construction of your shipyard.
Enlist your crew. Equip your ship. Buy
and sell commodiries. In fact, you may
even want to make a trip to the local

banker for information about funding

your expedition. After surviving possible

fortunes are virtually limitless.
For more informarion on Exploration,
simply give us a call at 919-461-0948.

The New World awaits your

arrival, Do you have what it .
INTERACTIVE
takes to make it there? MAGIC

A game of strategy and world conquest for PC CD-ROM.  cicle Reader Service #37

W 1995 Interactive Magic
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late 1943) are mini-campaigns.

Using the scenario editor, you can
modify existing scenarios or build your
own. There is no way to modily data lor
ships or planes, which is too bad since
there is only one version of each. Most
ships are shown “as built,” even the bat-
tleships sunk at Pearl Harbor. These are
correct for the scenarios that depict the
lleet engagement that might have hap-
pened had the Pearl Harbor attack
failed, but nowhere else. Again, maybe
an expansion disk will bring modilica-
tions. The editor is not as slick as the
game itself—it will frustrate you il you
try to exert too much control over ship
position, for example—but it adds depth
to the package.

AFTER-ACTION REPORT

In its current state, GNB3 works best
for gunnery duels. In particular, the
night battles in the Solomons are inter-
esting for either side. ACTION STATIONS
fans should enjoy the great interface and
graphics GNB3 provides. Those disap-
pointed by GNB2 will appreciate the im-

provements in carrier operations, but
these are still not as smooth as they
should be due o some infrequent bugs
(remember to save often as you try to
conquer New Georgia). The editor also
seems to run out of memory with really
large scenarios, Other problems include
planes that get frozen in time and stop
moving, ships with incorrect speeds, and
bombers that, once sent on search mis-
sions, can’t be switched back to attack
mode. SSI has promised a patch, so
hopelully by the time you read this....

Even with the bugs fixed, GNB3 won't
be as interesting as CARRIERS AT WAR, be-
cause GNB3 is somewhat predictable.
Task forces always start in the same posi-
tions and follow the same strategies,
which, combined with the always-accurate
sighting reports, leave no doubt as to
where enemy vessels are or what they're
doing. Using the random scenario gener-
ator will solve this, but then you aren’t
playing historical situations any more. A
more unpredictable Al would be nice—
modem or network play against a human
opponent even better.

When it comes to analyzing the sea-
worthiness of GNB3, one must approach
the task with caution. Seen from the port
side, GNBJ is a fantastic accomplish-
ment, as it provides the best sensation of
being on the bridge of any game yet.
Seen from starboard, there are the afore-
mentioned limitations and bugs. Old
naval gaming salts will find a fair share of

greal gaming on these seas, but with an
equal share of rough waters. &
THE EDITORS SPEAK

GREAT NAVAL BATTLES 3

eare N

PROS GNB3 provides a real sense
ol being on the bridge, with accurate
ship-to-ship gunnery combat. Great
graphics, good interface can make
even the saltiest sailor want to set sail.
CONsS Carrier battles still don't
integrate as well as they should for
WWII Pacific naval action. Predict-
able Al, annoying bugs, and no two-
player mode leave this game behind
the CARRIERS AT WAR series in the
race for naval supremacy.

The Serious Wargamer Knows His True Allies

Tigers On The Prow!™
Aide De Camp™
 Point Of Attack™

HPS Simulations

P.0. Box 3245

Santa Glara, CA 95055
(408)554-8381

The WARGAMER’S Computer Company™
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The shock wave is just beginnin

Announcing the most advanced 5=
naval battle simulation ever! ..,
Empowered to let you re-write

history. Used in training by the

Naval Academy, HARPOON Il
DELUXE puts you in the commandis
center action like never before. :
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Visit Three-Sixty at E3
booth #4030 . .

» 2 additional battlesets, for 30 new,
startlingly realistic scenarios.

 All-new Scenario Editor. You
design the encounter.

* Over 100 full-motion video and

sound clips for unbelievable realism. -

Actual video clips of

e Detect, frack and engage all forces. weapon launches and ’

* Realistic weather modeling. explosions. , LSS

» Military-style vector maps. - : & Altitude, depth, and weather
» Vast database with tech specs and L information.

pictures of hundreds of ships, subs
and aircraft.

= | ifelike
communications
models recreate
electronic warfare.
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: N - = . Hundreds of database
Add an incredible : Formation editor defines specs, photos and drawings
array of features like threat axis and patrol zones. of military hardware.
toolbar conirol buttons, easy user Software and Artwark © 1995 IntraCorp, Inc. All rights
B d. H Il and Threa-Sixt trademarks of
interface, and you have the most To order call: (305) 373-7700 » (800) 468-7226 » BBS (305) 374-6872  niraCorp, inc. Hargoon is a regstered rademark of GOW.
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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 H D H E

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

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

24 hours a day, seven days a week with

players from all over the globe. s u ER H I _ H W Av
JUN LIT REIUIREWEIEdn

. MPG-Net Lobby

ACCESS
THROUGH
INTERNET
FOR ONLY

$200

per hour




Now, MPG-NET goes all graphic! * Download files from our database » More games than you've ever seen
No more text menus. No headaches and read the latest in gaming news, hefore!

trying to log on. It's never been updates and stories from other ;
easier to be on-line! members. It's as easy as visiting
your hometown library!

MPG-NET can be accessed with a local
phone call from over 600 cities in the
USA and 40 nations worldwide. All you
* The Persona Creation Room-lets you need is a modem, a phone line and a
generate a face to match your on- Ima computer to join the fun! Call our 800
personality! number from 9am to 8pm Eastern time

2 Cmﬂerance Roums—have todl 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 wurtdl

al[naw 1 -800- GET GAME

Here's what else you'll find:

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

» Electronic Mail-send and receive
messages with all your friends and
plan when to meet and |:[m1r wnur

favorite game!

| J_uzﬂug EE

g '_ Confe ence Room
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sarvlcu marks of MPG-NET, Inc, ThB

dom of Drakkar I8 a trademark of

Draklmr Corp. Empire Bulider is a
TANTALUs  Irademark of Mayfair Games, Inc.

Operation Market-Garden and Star
: Crulser are trademarks of GDW i
(‘. | Gemes, Inc. Flefquest and Warlords
/ol the Apocalypse are trademarks of
¥ \he Dreamers Guild. All other brand Your Multi-Player Games Network™
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STRATEGY

The Spee

General

How To Use Combined Arms And Mobiliry To
Overrun Opponents In SSI’s PANZER GENERAL

by Tim Carter

ISCUSSIONS OF STRATEGY FRE-

QUENTLY FOCUS ON THE PHYSICAL:

THE NATURE OF THE UNITS, THE

scenario objectives, the vagaries

of the map. Many would-be
Rommels in PanzER GENERAL focus large-
ly on air power and sweeping tank attacks
deep into the enemy rear, while infantry
and other support units mop up by-
passed enemy defenders. There is, how-
ever, an allernative path to victory,

AL its roots, PanziEr GENERAL is a game
of combined arms. Essentially, combined
arms can be defined as “the use of multi-
ple units to achieve better results than
can be obtained by using units separate-
Iy.” The real tension in the game comes
from the need o make a variety of units
work together under pressure from both
time and distance. Forming a mobile, ef-
ficient strike force is the key to winning.

To this end, 1 suggest two fundamen-
tal rules of planning: 1) Don't rely on
air power for anything; 2) Never send
the bulk ol your armor ahead of sup-
porting units. The trick here is not to
slow down the tanks, but to speed up
everything clse.

ARTILLERY GENERAL

Before planning your blitzkrieg, it is im-
portant to have the right forces. Anti-
aircralt and anti-tank units are not as
versatile or important as the basic in-
fantry-armor-artillery-aireralt mix, and

Y

can salely be either left out or mini-
mized when on the offensive. For de-
[ensive scenarios, though, AA and AT
Weapons are i must.

Artillery is the single most important
unit type in the game, It is the only all-
weather unit that can reduce cities and
fortified positions, and unlock the defen-
sive combinations of your opponent (ei-
ther AT or human). Don’t skimp on
artillery, and don’t throw your units away.
Buy the heaviest possible cannon and
mount them on half-tracks. Sell-pro-
pelled artillery units have better defen-
sive values and are quite mobile, but they
are also expensive, especially given their
fuel and ammo restrictions.

Despite its title, PANZER GENERAL re-
wards players who know how to use in-
fantry properly. All infantry should be
riding in half-tracks, and if possible
should be either bridge engineers or Pio-
neers to prevent rugged defense. Bride-
ing engineers, by the way, are vital to
suceess because of their ability to negate
rivers. 1l you don't use them, you risk
moving too slowly,

“Tanks should not be ignored or over-
emphasized. Armor is well-suited to
rapid advances into open space, attack-
ing supporting units behind cities, and
generally protecting infantry and ar-
tillery from counter-attacks. Of course,
any veteran Panzer General knows that
infantry should be used against anti-
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tank guns, tanks against exposed soft
targets and so forth. T will also assume
that readers know to soften up enemy
positions by taking out artillery and
anti-aircraft guns first.

Keep in mind that diflerent strategies
and player personalities allow for some
variety in force composition, Regardless,
if some of your forces are regularly left
waiting for the rest of your army, you
need to alter your mix. In particular, if
you are waiting for your heavy guns to
catch up, buy more artillery.

AUGCMENTING YOUR FORCES
Advanced equipment is obviously impor-
tant, yet needless upgrading gives up
prestige for little concrete benelit. For in-
stance, German tank designs hardly dif-
fer until the Pz II1j, so why waste
resources to upgrade to a Pz Ile? Since
prestige carries over in each scenario of
the campaign game, don't be afraid to
save some for later,

On the other hand, sometimes it pays
to augment your auxiliary units. In the
Kiev scenario, Kiev itsell can fall 1o auxil-
fary forces with just a small investment in
tank destroyers and infantry. Even dis-
banding units can sometimes help. For
Operation Husky, dump the Italian in-
fantry and replace them with anti-tank
guns and artillery; this should keep the
allies stuck in Sicily for most of the game.

A word on aircralt: many players be-
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come dependent on air support early in
the game, then run into serions difficul-
ties once bad weather scenarios such as
Moscow come along. Air power can be
deadly, but don’t over-invest in aircralt at
the expense of artillery.

PACKAGE DELIVERY

PaANZER GENERAL is an objec-
tive-oriented game, where you
win by taking specific objectives
within a clearly defined period
ol time. When planning a sce-
nario, divide your forces into
combined arms packages, each
of which should include one or
two artillery units, one or two
infantry units, and one or more
tank units, as resources allow.
Once a scenario gets going and
your lorces hecome spread out,
try to keep a lew extra tanks
with the forward-most group.
The objective is to ensure the
fastest possible movement with
the least possible casualties.
Packaging organizes your units to allow
for elficient bypassing movements as
well as the speedy degradation of
strong enemy defenses.

Let's assume that

a strong force of |
Germans 15  ap-
proaching an Allied
objective city. Be-
vond the lirst city is

a second and then a 5

third, each defend- l"&' P
ed by a combination | /
ol enemy units. As
the Germans ap-
proach, their pack-
ages should center
around artillery, as
these units are the
key to taking forti-
fied cities.

On the first turn, the attackers should
move each package so that they may po-
tentially move past the target city on
their next trn. The most important ele-
ment of operational planning is setting
up your units so that they may accom-
plish both this turn’s mission and next
mrn's as well. In each package identify

rs!

the most important unit, in this case ar-
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tillery, and move it first. This ensures that
the key units make it to their destina-
tions. Once the artillery is in place, move
armor up to screen the artillery from the
defenders, then move the infantry into
their jumping-ofl positions lor next turn.

BUSTED BLITZ? This position looks OK, until you notice that the infantry and
artillery lag far hehind the leading mechanized elements. A little rainfall will
reduce all those powerful aircraft into sight-seers.

Always remember to put at least one unit
adjacent to the defending city to prevent
the enemy from building reinforcements.

For rapid but eflicient movement: 1)

10 /

L ol

POISED TO STRIKE From the setup for France ‘40. Note how the artillery
can fire on French units and move down whichever road opens up first.

always scout—recon units are a must; 2)
move your most important unit(s); 3)
move supporting units into place around
them; 4) use your tanks to screen lighter
units when on the move. A good tool for
organizing movement is Lo try and visual-
ize where all of your units should be at
the end of the wrn, how they should re-
late to each other and to the enemy, and

1995

what they will be expected to do the [ol-
lowing turn. Keeping all of this straight
can be a challenge, but players who can
do so will be rewarded. The barrlefield is
a confusing place, and as things in-
evitably do not go as planned, moving
your most important
unit first is helpful,
hecause it tends to en-
sure that at least that
one key move is exe-
cuted properly.
Where reconnaissance
is not available, it may
be better to move
screening forces first
simply for safety's
sake, but once the
screen is in place, im-
mediately go back to
the key units.

Returning to our
example, at the end
of turn one the Ger-
mans are well-placed
to begin an assault on
the city the following turn. If this was the
beginning of the game, the Germans
might have set up their forces in such a
way as to make the assault right away. To
this end, always place your artillery at the
forefront of your army when setting up.
"This will ensure that they are able to find
targets on turn one.

This setup trick highlights another im-
portant principle of mobile combat: al-
ways seek to begin your turn in an
advantageous position. Anyone can end a
turn in good position after a complete
movement cycle. But a real tactician at-
tempts to anticipate enemy moves and to
position his forces so that when his turn
comes, he is ready to attack without hav-
ing to move. The secret to a rapid-attack
strategy in PANZER GENERAL is to attack
first, then move into position [or the next
turn, never letting the enemy rest.

At the start of turn two, all the German
artillery should shell the defenders. If the
city is weakly held, or if the bombard-
ment (combined with any air attack) has
seriously reduced the defenders, all of
the artillery should move on to positions
within range of the next enemy city or
defensive position. More strongly de-
fended objectives require that some ar-
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tillery—and therefore their entire pack-
age—should stay back to reduce the de-
fenders over a few more turns. Even
then, at least one package should fire and
move on to the next point of resistance
immediately.

This package should have enough ar-
mor in it to effectively screen the artillery
and infantry from marauding delenders.
In games with auxiliary units, cheap mo-
bile anti-tank units are particularly ellec-
tive at screening vour offensive
movements, Screens are constructed by
stringing units and their zones of control
together to form a line which may not be
penetrated or bypassed in a single turm.

On turn three, the artillery which re-
mained should bombard the first city,
then move to within range ol the next
objective. Strongly-held positions will be

bombarded repeatedly over a period of

several wirns, artillery units can still keep
up with the vanguard of the advance, and
infantry can mop up the weakened de-
fenclers left behine.

The goal of this system is to prevent
situations in which the armored elements
of your army end up far in front of the
supporting infantry and artillery. When
this happens, the supporting units can be
bogged down while the
tanks may end up sitting
outside a town defended by
entrenched infantry, wait-
ing for the appropriate
units to catch up.

By now a number of suc-
cesshul Panzer Generals will
no doubt be wondering
“what about the air force?”
Well, folks, air power is
pretty nifty in Panzer GEN-
ERAL. Nevertheless, il you
depend on it you will even-
tually end up in serious
trouble—either because the
weather grounds your
planes or because it takes
your fighters 3-4 turns to win air superi-
ority—and by then the enemy has an
anti-aircraft gun behind every defensive
position on the map. I you can attack
without depending on airerali, nothing
will be able to withstand your offensive,
and when air support is available it will
greatly speed an already swilt and well-

PUMP IT UP After eliminating resistance at Reims, the package
moves to Thierry, which it will overrun next turn, bouncing to
Paris. The air units are an added boost, rather than a necessity,
because of the artillery-armor-infantry combo.

organized advance.

Having said this, a few tips about air-
craft are in order, Fighters should be
used in the early stages of the game just
as tanks are on the ground—as a screen
to protect the weaker, less defensible
units. Always concentrate on totally
eliminating enemy air units, even il this
means that others cannot be atacked.

Once you have high-experience, over-
strength tactical bombers, don't be
afraid to send them against anti-airerali
units if you are in a hurry. A better plan

ry 4 : *Iﬁ o

is to have the artillery shell the AA, then
take out the rest ol the delenders with
aireralt, but if this is not possible, a 13-
15 strength Stuka can usually render an
AA unit ineffective at minimal risk to it-
sell. Level bombers are highly elfective
against lortifications, since forts must
surrender rather than retreat, and the
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PRIZE PACKAGE Tanks ahead, infantry behind, artillery (truck) at the cen-
ter, this mohile, hard-hitting formation threatens both Reims and Thierry.

disruption from carpet bombing re-
mains with the target unit until the end
ol the turn. Simply bomb the fort, then
launch even a weak attack; the lort will
be forced to surrender even il it takes
no losses.

BREAKING THE RULES

Most players quickly determine the
match-ups they
like 1o get when at-
tacking in PANZER
GENERAL. Some-
times, though, it
pays to break with
tracition when at-
tacking tough posi-
tions. For instance,
the PzIV is surpris-
ingly effective at
altacking en-
trenched infantry
in a city. While the
odd rugged de-
fense will blunt the
attack, il time is
running short this can be an elfective
city-buster. The taboo many players
seem to have against attacking AA guns
with aireraft is also largely without sub-
stance. Provided your bombers have
300-400 experience, they will usually get
to shoot first, allowing them to reduce
the AA gun before it has a chance 1o do
real damage. It is generally a much bet-
ter idea to attack AA directly, rather than
other enemy units which are defended
by AA fire.

THE WRAP UP

Winning in PANZER GENERAL requires fi-
nesse, lirepower and above all, mobility.
Victory will come to those who are able to
keep their forces moving, and keep mo-
mentum over a long distance. By packag-
ing vour forces, your artillery and
infanury are able to keep up with your ar-
mor and put constant pressure on the en-
emy. Focusing on artillery rather than air
power allows you to cover large spaces
safely and still deliver a major blow de-
pendably at the other end of the map—
whether rainy, sunny, cloudy, or even in
the bleakest depths of the harsh Russian
winter, Good hunting! €
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THE GAMER'S EDGE

Breaking ATIE

The Rebels Won’t Stand A Chance When You’re Armed
With Cheat Utilities For LucasArts’ TIE FIGHTER

by Jeff James

HE SEQUEL TO LUCASART’S POP-
vrar X-Wine, TIE FIGHTER OF-
FERS GAMERS THE CHANCE TO
don an Imperial flight suit and
take the light to those pesky
Rebel scum, TIE FIGHTER im-
proves on X-WING in a num-

ber of areas, most notably in terms of

mission difficulty. Nevertheless, there arve
times when even the most hardened TIE
pilot needs a little assistance—a little
push [rom the “dark side,” so to speak.
In the past few months, several shareware
game utilities have arrived on the scene
to let you tinker with TIE FIGHTER to
your heart’s content. In keeping with the
Empire’s rich tradition of gaining an un-
[air advantage at all costs, let’s take a look
at a few of these cheat and hacking utili-
Lies.

TIE Fighter Mission Goals Viewer v2.0

Archive title: PRIMARY.ZIP

by Sterling Moses

This is the most simple and straight-
forward of all the utilities I've found. Un-
like more ambitious editors and hacks,
this program focuses specifically on
printing the mission goals of each TIE
FIGHTER mission. If you've ever wan-
dered through space trving to remember
which flight groups you need to protect
or destroy to complete a mission, this
program will provide you with the infor-
mation you need. Using the utility with
the “-B” option will force it to list all the
bonus goals ol the mission in question.

TIE Fighter Ship Change and Randomizer v1.0

Archive title: TIESCR.ZIP

by Eric Wilkinson

A bit more ambitious than the afore-
mentioned utility, this program can ex-
tend the playability ol the game once

you've com- TIE Fighter Mission Editor Primary Page

pleted all the

RETEmm

ACTIVE FLIGHT GROUP IN C:\GAMESATIEAMISSION\B10M5MM, TIE

L I FG1MIS Taul ==+ PLAYER'S FLIGHT GROUP ==
SR Ly, !,l‘; GENERAL PARAMETERS
most useiu IE sy Loval ﬁ
fanture is = Flight Group Name: E‘E:I wﬂf{ﬁ'ﬁﬁ*"“‘” M‘;d%unﬁnl +
: _ = i Catgo 1 I =] e Talk Control
ship random- s | T [ O TakON  ® Tolk OFF |
izer that
FLIGHT GROUP DETAIL
scrambles » Soloction | Missile Boat F Woapons
SOME  vari- | Vehicles Par Wave: (e I LT N—
ables in the : wnmE] e
TIE FIGHTER Slityar FEaRENE
o Flight [N F3 [ Anival Methad:
missions you Formation: | Finger Four _[3] ®
% Adificial [Aca =] Mathership O Hypordiive
select. Easy Inteligence: [RGHEAR = Mother: FGB ISD Grey Woll

missions that

Allegance or | Alebel [Gisen) L)
Alfiiation: |EEHANTRHEIN =

[ Depatture Methods
@ Motheship. © Hyperdiive

|:|\'nl\.'c(l B T Mother: FG6 1SD Grey Woll
blasting out-
dated rebel | ‘Slart I_Lu_hﬂlnml H Orders 1 l Didois 2 Iﬂldmli ’ | Print ILH;G_V_i_Mh_nI w

fighters can
suddenly be-

come  chal-

s : sion parameter.

lenging with

the addition

ol a few TIE Defenders to the mix. In
addition, TIESCR also allows you to add
a tractor beam to every vessel in the
game, except [or the original TIE Fight-
er. To use this utility, simply copy it to
your TIEAMISSION directory and type
the program name.

TIE Mission Editor v1.2

Archive title: TME.ZIP

by Sean Baker

Il your conscience nagged you con-
stantly while you were blowing away
Rebel pilots in your TIE Defender, Sean
Baker's TIE Mission Editor may be just
what your Super Ego is looking lor, Us-
ing TME, vou can change a wide \'{ll‘it:{}'
ol mission variables. I you'd rather
fight against the Empire, you can insert
yoursell in an “enemy” flight group and
light against your former wingmen. You
can also change the types and weapons
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TOOL OF THE DARK SIDE Wayne Sikes' TIE Fighter Editor is the mother of all
Imperial hacking utilities. With it, you can change just about any TIE Ficuter mis-

available on cach craft, allowing you 1o
load up a favorite ship with enough
weapons to make a Star Destroyer look
twice before attacking you. The inter-
face is entirely menu driven, but a bit
on the clunky side. You may want to
spend a while tinkering with smaller
missions before moving on to larger en-
gagements; | found that making many
edits on a big mission can yield unex-
pected results.

TIE Fighter Editor v1.1

Archive title: TIEDIT.ZIP

by Wayne Sikes and K&W Computer Works

Wayne Sikes’ TIE Fighter Editor
(TTIEDIT) is undoubtedly the king ol the
hacking hill. Unlike most game utilities,
TIEDIT is entirely windows-based, fea-
turing extensive on-line help. This su-
per-editor allows you to tinker with just
about everything in a mission, including
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THE GAMER'S EDGE

CHEAT OF THE MONTH CLUB

DIMOFF
GOTA486
GOTA3B6
LONDON
NODNOL
SHINEON
SHINEOFF

RISE OF THE TRIAD
Here's a thick wad of codes that will keep the Triad terror-
ists on their toes. To'tum on the cheat mode type “DIPSTICK™
and then any of the following codes.
General Codes
CHOIIN
GOTO
REEN
GOOBERS
GOARCH
GOGATES

Invincible + unlimited ammo
Warp menu

Re-enter current level
Re-start pame

Skips to next level

Quits program

Weapon Codes
10HNWOOD
PLUGEM
VANILLA
HOTTIMES
BOOZE
FIREBOMB
BONES

SEEYA

RIDE

Safety Codes
SIXTOYS
PANIC
HUNTPACK
LUNGDUNG
BURNME
SHOOTME

All'keys and bulletproof armor
Resets you fo full health

All keys + armor

GGas mask

Ashestos suit

Bulletproof vest

Miscellaneous Codes
HERE

RECORD

SIOP

Powerup Codes
TOOSAD
FLYBOY

Hand of God
Mercury flying Mode

Light diminishing off

Turns on ceiling and floor textures
Turns off ceiling and floor textures
Turns on fog

Turns off fog

Turns on lights

Turns off lights

Dual pistols

MPA0 machine gun
Bazooka
Heat-Seeking Missile
Drunk Missile
FireBomb

Famewall

Hand of God

MissileCan view

Brings up a HUD of your position
Records a demo of a level
Stops recording

BADTRIP
BOING

Mushrooms Mode
‘Elasto;Mode (bounce, no friction)

Environment Codes
DIMON Light diminishing on

(but not limited to) increasing the num-
ber of ships in a [light group, changing
pilot skill levels, adding new weapons to
your ships, and altering ship flight paths
and locations. You can even add a “decoy
heam,” a mission-oriented weapon that
only Darth Vader was allowed to use, to
your vessels. Once you've altered fight
groups and their destinations, you can
view them via TIEDIT's graphical, over-
head map of the mission arca. Using the
included print utility, you can make
hardeopy output of all the relevant data

in any mission you edit. On the down-
side, the non-registered shareware ver-
sion locks out most of the leatures,
allowing you to perform only a few mi-
The $15 registration fee
[or the [ull version is a mere

nor changes.
pittance
when you consider what this program
can do.

COLONIZATION TIP
Having trouble making headway in

the New World? Here's a powerful cheat

for the colonial governor in need. Hold

down the <ALT> key while typing
“WIN"

and a cheat menu will appear

PLAY
WHACK
SPEED
86ME

Plays a demo

Hurt yourself

What the name says
fill yourself

with options allowing you to add new
units, climinate Indians, and build all
sorts ol uselul devices.

This cheat comes courtesy of Mike S.
McCurdy, sent to CGIV at our World
Wide Web site. If you've discovered an
interesting cheat, hack, easter egg or
sure-fire tactic, let us know!

Jelf James, CGW colwmnist and assoc
editor of IntexActive Gaming, can be reached
throwgh the Internet at 74774.1633@c
puserve.con. &

- tune in to the

CGW headquarters on ZilfNet. Games
featured here can be downloaded from
ZiffNet both on CompuServe and on
Prodigy. On CompuServe, go 1o (nmptfm
Gaming World’s own lorum (GO
WORLD), Library 7, Sharewa zle.
On Procligy, jump ZiffNet and Hv.mh by
Title for the games listed here. Or, Search
3 gory to browse the entire Games
Library,

To locate these utilities
on-line,
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Adults Only
PO Box 234,
Dept. 10280
Rochester,

VT 05767
MUST BE AN
ADULT TO ORDER
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IBM INTERACTIVE

Adv of Seymore B CD: $54
Adv ol Seymore B 2 CD558
CD Brothel CD 528
Club Cybarlesque CD.  §38
Come Play W/ Me CD'' §36
Cyber-Poeep Intract CD $19
Dark Tunnels CD 529
Desklop Mistress CD - $48
Deskiop Voyeur 1 CD: 548

Deva X CD 549
Digital Dancing CD 532
Dream Girl CD S28

Dream Machine CD 549
Encyclopedia of Sx CD 848
Fantasies Interact CO $35
Fox Pack CD $37
Girlfriend Maria £39
Girllriend Nikki (R+) 549
Girlfriend Nikki CD (R+) 549
Girlfriend Speech Pack §19
Girllriend Suzie (R) 544
Girllriend Teri (R) 549
Girlfriend Teri CD (R) 848
Hat Slots CD $39
Intgract Adult Smplr CD $12
Interactive Lovers CD 8458
Interact Sx-val Therapy $54
Internat'l Stp Poker CD $22
Intimale Journey CD - 324
Ladios Clb Poker Nght  $26
Love Slaves GD $39
Lust Connection CD 539
Maddams Family CD  $39
Midnight Stranger CD 545
Mind Teazzer CD s32
Multimedia Strip Poker1 $42
Mustang Interactive CD §49
Neurodancer CD 245
Neuropak CD $59
Nick Steale P.I, CD 859
Mightwatch Interactive $39
Nightwatch Interact2  $39
Nightwatch Interactive  $39
Paradise Club CD $39
Party Time CD $19
P-house Intractive CD §59
P-house Intractve 2 CD $49
P-house Intractve 3 CD $59
P-house Intractive CD 59
Pleasure Zones CD $33
Poker Party CD 849
Porn Mania CD 348
Scissors N' Stones CD 529
Secrels Interactive CD $35
See Some 3 Some CD $38
Sx Therapy Interactive 559
Sexy Slot Machine CD 524
Sorarity House CD (R) $34
Space Sirens CD 549
Spy Club (R) CD $49
Strip Poker Fro CD $30
Strip Poker Pro D-Dk 1 $16
Slrp Pokr Pro D-Dk 10 316
Strp Pokr Pro D-Dk 11 516
Strp Pokr Pro D-Dk 12§16
Strp Poker Pro D-Dk 2 516
Strp Poker Pro D-Dk 3 $16
Stip Poker Pro D-Dk 4 3516
Strp Poker Pro D-Dk 5 $16
Slrp Poker Pro D-Dk 8§16
Strp Poker Pro D-Dk 7 316
Strp Poker Pro D-Dk 8§16
Strp Poker Pro D-Dk 8 $16
Sirp Poker Pro (R) $29
Strp Pot MPEG CD $38
Surfer Girls CD 539
Texas Table Dance CD £39
Vampire's Kiss CD 549
Velvat Dreams CD 535
Virlual Director CD 348
Virual Valerie 2 CD 42
Virlua! Vibrations CD - 528

Virtual Vixens CD $39
Virtually Yours CD £49
WanderLust CD Sa4

Winner Takes AllCD  §39

‘FEMME
FATALE'
Bulild your
dream
girls with
Femme
Falale!l A
hot adult
jigsaw
supporl-
Ing 256
- 3 A up to 16

: ! million

oy SrowCoar il g B iutors Ovsphiee ¢ colors
resulting

in an incredible photo realistic view of
our beautiful nudes. Includes 62 differ-
ant girls and a total of 250 stunning 24
Bil images. CD $33

JEUINE FATALE

B =~

‘VIRTUAL
VALERIE
2° The
queen of
cybersex Is
back!
Virtual
Valerie 2 is
the ultimate
in cybaroti-
ca and the
embodi-
ment  of
every red-
blooded
technophile's deepest desires! Sophisticated 3D
modeling, tantalizing animation, erotic sound
effects, and a sizzling music score combine lo
create a mind blowing sextravaganza!  CD S42

SR R ]
CYBER-
LESQUE'
Somelimes
you want to
go where
everybody
knows your
name, and
they're all
s0 glad you
cama, Bul
other times
you  just
wanl to gel
drunk and walch pretty girls take their clothes off.
Il your laste leans toward the latter, you've come
to the right place. Sil down, relax and walch lhese

(’ I I———e ‘'SP ACE
,Sjp,\[t D SIRENS'
LA ) ™ SN As a space
SULTIIZATE £ A 8l privateer
you are
lured by
the irre-
sistible
song of the
sensuous
Space
Sirens
emanating
from a
mysteri-
ous space stalion. You must fulfill their
every desire or remain a sex slave on the sta-
tien forever, Your prime objective - search and

high stakes. Fartunalely, the stakes are not for monay
but rather for articles of clothing. Fealures include real-
Istic 3D graphics and animation, and full motion video

beauties bare it all. CD 838 fultill, CD 548
‘SCISSORS SN ‘VIRTUAL
'N STONES' !RTU LVIXEI VIXENS'
Slap inside AT A N Save your
the depths of friend from
an interac- Crystal,
live erotic who' has
arena inhab- imprisoned
ited by beau- him In a vir-
tiful women tual reality
whn eng"aga pl Blads urra
in an ai or worid, or
nothing, his failure
head-to- to please
head com- her. You
petition of must satisfy

three women before you can reach Crystal and
solve the myslery ol her strange erolic existence.
A virtual reality sclence fiction adventure with 3D

strip sequences.

CDs29

animation.

CD s39

IBM MIOTION

Adlt Movie Almanac CD $59
Adv of Mikki FinnCD - $39

IBEM MOTION

Beverly Hills 90268 CD 528
Beyond Explicit CD 528

Adv of Snatchman CD' §39 Bikini Beach CD 44
After Dark Trilegy CD  $33 Blind Spot CD $24
All Beauties 2 CD $19 Bobbit Uncul CD gaz2

Amateur Models 2 CD  $30
Amateur Video for Win  $22
American Blond CD $24
Amarican Built CD $24
Amorous Aslan Gris CD$32
Animated Fanlasies 2 534
Animated Fantasies CD $34

Bonnie & Clyde CD 526
Busen Extra V. 1 CD  §28
Busen ExtraV, 2CD  $28
B-man’s Euro Vaca CD $19
CD Rom Collectables 526
Cafe Flesh CD s24
California Calendar CD $29

Animatn Seductress CD328 California Daydreamer $29
Animatn Temptress CD 528 Candy Snacker CD 524
Asian Heal CD 8§24 Cal and Mouse CD 839
Asian Invasion CD 519 Climax CD 515
Bambi & Frnds Animain §29 Collectables CD 824

Bankok Beauties CD  $19

Condo Cuties CD 534

Bare Truth CD $36 Curse of Calwoman CD 524
Best of Inferno CD $39 Daily Teasers CD 32
Best of Vivid CD $36 Danish Girls Exlusive 1 $25

Beslof the Best 2 CD §29
Bestol the Best3CD  $34

Danish Girls Only V. 1 525
Debby Does Dallas CD $38

iBVi MOTION

Deceplion CD 524
Defending Your Sx Life $24
Digital Seduction CD ~ $34
Dirty Debutantes CD $24
Dirty Laundry CD $35
Dirty Litle Adit Cartoons $34
Drty Lttle Adlt Carloon 2536
Doors of Passion 2 CD 827
Doors of Passion CD  §29
Dungeon of Dominance $36

1BV MOTION

Girls Gone Bad CD $26
Girls of Mardi Gras CD $39
Girls on CD 1 CD 25
Girlson CD 2 CD §25
Girls on Sunsot StrpCD §34
Go Digital V, 2 CD 14
Grad From F.U. CD  §39
Group Therapy CD s389
Heidi's Girls (R)CD  $28
Hidden Agenda CD £39

Endangered CD s29 Hidden Obsaessions CD $25
Eruption CD 515 Hollywood Biker Cheks $39
Evil Seductress CD 528 Hollywood Glamour CD 834
Evil Woman CD $24 Hollywood Scandal CD $19
Fanlasies 2 CD 526 Hot Shorts CD 528
Fantasy CD 524 Het Stuff CD $36
Fim Clb Seychelles CD $32 House of Dreams CD - §24
Forever CD 526 Immortal Desires CO $25
Fury CD §39 Indlseretion CD 536
Giillriends V. 1 CD 524 Insatiable CD 224
Girls Doin’ Girls 2CD 526 Kama Sutra CD 538

Girls Frm The Big East $39
Girls Games CD $32

Kelly Eighteen CD 524
Ladies Club Pool Night $28
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CVAM- e IBMViI STILLS
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E I'RSES S. 1311!.; I?LHEI': 101 Pusilions CD 839
Journey you've set fela] Beall.lues CcD $19
through the your coor- 3D Darling CO 34
corridors of dinates for S0 Doy ls GO o0
the vam- the Hagar 94-95 CalenderCD  §28 =
pire's ancient System. Adult Palate 2 CD sar
virtual 3D Word has it Adult Piclure Library 1§15
caslle. that after Adult Picture Library 2 $18
Astounding the sexual All Beauties CD £24
inleracl_iva holocaust, Amateur Allstars CD  $26
graphics Admiral Amateur Modals CO $22
?ﬁfcﬁwré‘: : :c":pee : American Gils 2CD 528
the secret passageway thal leads to the vampire's pri- the Garion Asylum lo eslablish a world dictaled ::::zg: S;g;gg ) :?2
vale chamber, Your actions defermine the outcome, but | by sexuval pleasure and excitement. Lord Stevos Asian Hot Pix CD 19
beware of things that go bump in the night they just has ordered you lo locate Admiral James and Asian Palate CD a4
might suck more than your biood! CDs44 ' negotiate his return to Earth. CD 539 Acian Palale V20D, §36
e - e A ] /Biker Hahes'GD 528
I Bind Bombshells CD  $29
THE WOMEN | A e gzﬁ:mou‘s BeautiesCD 534
ge Girls CD S36
OF PLAYBOY HOUSE Greme de la Greme GD $29
MULTIMEDIA INTER - Dble Play V 1 CD 36
K et SCREEN ACTIVE !
SAVER' VOL.III' N e
Ll Hundreds of brings fan *posa
”-;L‘]—T‘g sensuous play- mm;%se deﬁg Exlreme Delight CD 528
mate images top. With the Femme Fatale CD 533
from five dec- Virual Photo G.I.F.s that keep Giving $27
ades ol Play- Shoot you Garo Collection CD 824
boy Magazine: can have one Girls of J Steven Hicks $34
playmates, ol the most Girls of Risque CD 526
magazine cov- emvied jobs in Girls of Vivid V. 1 CD 829
ers, cartoons, the world: Gifs of Vivid V. 2CD 519
F:g naifts-cagld o o P s Pm";:lhﬂus? Girls, Girls, Gils €D~ $29
i . Cust- magazine photographer rina pri- .
omize  your vate pholo session where you call the shots! Features S?:J::Ug;g:e:i %I; zgg
own experl- high quality full-motion video action, a custom soundirack Heavnly Bods 2 or 3 ea §30
ence. CD §32 and the most beautiful modelsintheworld. €D $59 S S :
Hot Pix CD 524
- et Internat’l Beauties CD 524
Lady in Spain CD 529
i Lther & Lace CD 529
DREAM ‘WANDER- Local Gils V.2CD  $22
MACHINE LusrT' Lovaly Ladies |CD  §28
Travel Mercilessly More Northern Delights 534
through . sent ta the Northem Delights CD ~ $32
3D ren- outer reach- N I
T ova Coliection V.1 CD §26
e dered virtu- es of cyber v
al  world space, your ova Collectn V. 2 CD 524
where your quesl is to D\fereqused CD $39
only limita- reliTRIED Private Video Mag1 CD $28 Call
tion is your reality. In Public Fnlas CD $29 800-698-4263
Imagination order to geiect A Pet CD o 229
and your relurn, you -iest Womenon CD 2 $24
. Ll libido. This must find SlzziaCh 36 Lr{tltgr;sa_flggg:li
ITEF A E R (ull motion B the key that Southem Beaulies $34
video, has S will unlock Super S-ware CD 526 Fax
the most beautiful women in adult film. Inleract the doors o new encounters within this vast oasis Sweel Chks CD 526
with your seductive escon, telling her what your of high-tech decadence. Amazing 3D rendered Sweel Dreams CD 529 802-767-3382
sexual tastes are, and she will guide you through anvironments couplad with beautiful women could T&AlotheMaxCD  S16
a fantasy world 1o your ultimate climax. CD $49 i make you wanl to stay for eternity. CD 544 Tabloid Beauties GD §28 Source
R e Total Fantasy CD 524 10290
Uground Adult Ret CD  $26
IBM MOTION IBNVi MOTION IEM MOTION iBM MOTION w%me..n. Moscow CD S34 Adults Only
Women of Venus CO S22 PO Box 234|
Legend 4 CD 525 Maughty Bul Nice CD 529 Secrels CD 524 The Coven CD §25 Dept. 10290
Legendsof Porn2CD $24  New Lovers CD $24  Seductions CD $24  The Devil In Miss Jone $29 CDiI ADULT Rochester.
Legends of Pom V1 CD$25  Night Trips 2 CD §25 Seymore B: Blwn Away $36 The Face CD 535 VT 05767’
Loads of Fun CD s32 Night Trips CD 325 Seymore B: Shane CD 538 The Fisherman's Wife $28 Intimate Joumey $29
Love Bites CD 526 Night at the Drive-In CD$26 Seymore B; Paradise  $36 The Private Colleclion S48 Mask 529 MUST BE AN
Luscious Lips CO $15 Nova Collection V 3 GD $24 Seymore B: H-moon  $36 The Vision CD 524 Nkd Reunion 529 ADULT TO ORDER
Main Street USACD 326 MNovel Desires CD 333 Sharon Slarlet CD 8524 Tokyo Nightlite CD 559 The Coven 529
Mark of Zara GD $38  OneNinoHundred CD $33  Sindy DoesitAlGD 529  Toy'sNotBoysCD 529 E,‘";l.“‘&'}‘ﬁ““""“m
Mask CD $25  Pandor..AAAH'SCD $22  Sinful Girls CD $32  Trmcyllove YouCD 824 SDO ADULT AP%mggoF oAk
Matihari CD s28 Parlor Games CD $25 Sinfully Yours CD 529 Ultimate Teasers CD 526 mdur' WOll'dwfdn :ﬁ
Menage A Trais CD 826 Passion Files CD £25 Six Pack CD 824 Urotsukidoji GO S24 American Blond s32 H.’lmi]lng sf‘:m ,va
Mind Shadows CD $24 Passion Toys CD 519 Sleepwalker CD 842 Urotsukidoji Collection 558 Blind Spot $32 mant. Hardware orders
Mode! Wile CD $24  Pixis Adull SamplerCD $6  Spring Break Fantasy $32  Virtual Vivid D $6  Blond Justice sa At e
Model's Memoirs CD  $22  Pleasing Your LoverCD $25 Spring Break Girls CD $32  Volceinmy Bed CD 824 Blondage §32 ““ﬁ"““’ apply. Call
Mom on the Make CD - §26 Pleasure Dome CD 528 Starware Gilt Pack CD $59 Volcano CD 534 Immaortal Desire §32
Murphy's Brown CD  $24 Pleasure: Est Mis Wst 528 Steamy Windows CD 325 W.ACS.CD $29 Intimate Journay §32 awonlﬂi. cmm h:inl
My First Time CD 524 Poison CD 524 Super Models Go Wild $39 Wanda 2 CD 524 Love Bites §32 5. Monay Ordars
Mystique of Orient 2 CDS24  Princess of Persia CD 534 S-starsof PomCD $24  Weokend at Emies CD $26  Mask saz ggj'g,g;,ig;h,;,‘,ggg
Mystique of Orient CD  $29 Racquelle Released CDS$24 Swap 2 CD $24 Wicked Q-Time Movie $39 Neurodancer 539 mﬂl Mmy gmg::g
Naked Edge CD $26  Rain Women CD £38  Swingers Worldwide 1 $34  Wicked Whispers CD  $28  Sleamy Windows 832 same day. SIllpplng
Naked Reunion CD  $24  Red Hot CD $15  Tasleof ErolicaSmple 2 38 Wide Open Spaces CD $34  Super Models Go Wild $32 Ll ity ma
Nst Neighbor Girls CD $29 Rimfire Pac. Video CD  $32 Temptation CD 520 Wild Innccence CD 529 The Coven $32 change. All sales final.
Nasly Nurses CD s28 Sakura CD s24 The Beat Goes On CD $26 Waormaen of Baverly Hills $39 Voices in My Bed §32
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Where’s My Bikini Wax?

By Chuck Miller

ince the inception of this
columm, it's been my goal to
give exposure 1o enjoyable
shareware games, especially
homegrown titles unlikely to
see the light of day in other
publications. This not only
encourages today’s game

design initiates (who may later go on to
become the Spielbergs of computer gam-

puzzle picces and can be named (Ldges,
Greens, Water, eic.), resized, moved about
the screen, and hidden until needed. In
addition, if you are having trouble placing
puzzle pieces, selecting “Auto Solve™ from
the menu will canse JIXXA to complete the
puzzle for you one piece at a time. Of
course, you can stop it at any time and
resume on your own, You can also save a
puzzle in progress so that you can pick up

ing), but also provides a source ol ie_options_piticulty_tox_Picture_Help

okay. but offer a rather limited play expe-
ricnce as shareware products go.

Il you would like to give Jixxa a uv, it's
available (JIXXA.ZIP) on most major
online services and on Rhode Island Soft
System's own BBS, Connections, at (401)
767-3931. All you need is Windows 3.1 or
higher, 4MB RAM and a 256-color SVGA
graphics card. For those who want the full
registered version including four new puz-
zles, just send $24.95 in U.S.

very affordable entertainment.
Accordingly, this time around we
focus on two charming games
that are a good ways off the beat-
en path: ajigsaw puzzle game and
arole-playing game that puts you
in the hoots of a female super-
hero.

THE JIG'S UP!

With the exception of a single
puzzle in each ol Sierra’s Dr.
Brain edutainment titles, inter-
locking jigsaw puzzles have never
really spilled over onto the com-
puter sereen, There have been a
few programs that break graphic
images into puzzle picces, but
none have gone as far as Jixxa lor
Windows in faithlully recreating a true jig-
saw puzzle on screen.

In Jixxa, puzzles begin with a random
scattering ol pieces, each a veal jigsaw-
shaped cutout that can be moved heely
about the sereen and joined with other
pieces. IFa puzzle picee is placed alongside
a matching cutout, the o lock into place
with a satisfying litde click. Otherwise, it
remains detached. Locked pieces may then
be moved as a single unit and placed any-
where on the sereen.

As with cardboard jigsaw puzzles, man-
agement of loose pieces can be a problem,
one Jixxa solves by emploving “virtual
boxes.” These boxes are used 1o organize
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EASY PIECES With its barrage of features, it's not the least hit puzzling
that Jixxa is a great jigsaw puzzler.

later right where you left ofl: And il you're
stumped, you can always view the complet-
ed picture (like looking at the box cover)
for help in determining your next move,

Because it is so attractive and well

thought out, Jixxa is an excellent piece of

entertainment software. You simply won't
find a beter rendition of jigsaw puzzles on
the computer anywhere. Still, on the down-
sicle, there could have been a bit more
[unctionality in the shareware version.
Being able o show the timer during play
or to access the “hint” feature (which allows
you to place an individual puzzle picce)
would have been nice. More importantly,
there could have been at least one more
puzzle included. The o provided are

1995

lunds to: Rhode Island Soft
Systems Inc., P.O. Box 748,
Woonsocket, RI 02895 or call
(800) 959-7477. There is also a
Premier Edition of |ixxa on
CD-ROM (539.95) with 12 new
puzzles that lets you choose
between three sizes of puzzle
pieces.

DONNING MY KEVLAR
BIKINI

One of the most neglected
areas in shareware gaming has
been that of the role-playing
genre, ‘There has been a real
dearth of games in this popular
category, probably due in large
part to the increased complexity in devel-
oping a solid RPG title. There has also
been a lack of suflicient games that deal
with the superhero theme (yes, I still watch
Batman and The Green Hornet from time to
time on FX). Well, even though it won't
steal any thunder from the few commercial
ollerings out there, I nonetheless found
HomeBrew Software's SurerHEer for
Windows (okay, they could have come up
with a much better title than this) an inter-
esting and enjoyable change of pace, allow-
ing me to assume the role of a female
superhero,

In SurerHER, the player dons a see-
through kevlar bikini (though you'd never
know it from the on-screen representation)



New Media Entertainment
C-ROM for MAL & Windows

VLI L, il g




and sets out 1o battle the forces of evil. As
established in the storyline, we find that
SvrerHER (her real name 1s not disclosed)
must head from Cornwall, Vermont, to the
big city where she, as a superhero, must
combat crime. Her
motive? To raise the

s Yoursell
funds necessary to pro-
vide a wonder drug for T
her ill  father (Pa F
Guptill), locate her et
missing sister (Angela) i
and save their home- st
stead in the process.

Sava

From the standpoint

Upon arrival at each location, the overhead

view is replaced with a conversation window

offering several action options. From here,
you can access the system controls, talk with

characters, ask about objects in inventory or

Apartment sweel
apartment. Here
you can rest, heal, |
and plan for the
future.

of game mechanics,

Hastoin
SUpErpowers are ran- @
domly assigned at the ot
beginning ol play and
modified alter cach  |Beaenomto
successlul - encounter,

allowing the player 1o
assign points to the
areas needing the most
attention. Movement in the gameworld is
accomplished via an overhead map similar
in appearance to the old boardgame, Life.

Is she real,
or is she virtual?

GIRLFRIEND

€ Gio nn patiol fike all the othai cool supeihernes
' Make a vandwich, look ol me 1'm starved

€ Put some more clathes on 'm freezing]

0 Coll up Biuce W, and see il ha'l lend me (ant
7 o dancing |'m coitainly diesses for il

€ Ship naked to make surn this game sells well

SupeiChoices

BODACIOUS BABES, BATMAN! In SurerHen, players don a kevlar hikini to
play crime buster in efforts to save Pa, Sis and the ranch.

enter combat. Combat, of the turn-based

variety, is presented in side-view perspec-

tive.

This game'is so real,
yvou’d better break out the

aftershave!

Whao says Artificial Intelligence (Al) has o
be boring? Doces Virtual Reality (VR) always
involve killing? Are you tired of the "inter-
active” buzzword hype? Then it’s time for you
10 wake up o some real interactive Al!

Here's what serious gamers are saying about
the Girlfriend”™ interactive virtwal women:

"Undoubredly the best Al program [ have
ever used... ", and "Exceeds my expectations by
leaps and bounds...", or "Since | met Girl-
friend Teri, I have become an Al junkie...”, and
"One of the few | haven'tdeleted after a week”

709 Lingeo #106, Dept CG303, Richardson, TX 75081 (800) 324-2487

Girlfriend has our trademarked Intelligent
User Interface™ (IUT) that allows her to talk,
listen. think, and remember. No other game has
Al on this scale. You'll think she's alive!

There are several different personalities to
choose from - some with full mation! Call our
Order Line for details, or ask for a free catalog
of all the personalities, rated G toAdult! Put an
artificially intelligent Girlfriend in your compu-
ter - then put on the aftershave!

Priced fram $39.95. Circle 260 =
Sfor info on adulr personalities! '\lvq
Corporation
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From a technological standpoint, don't
expect SUPERHER to [ully recharge your
superpowers. Though it's competent, por-
trays its superhero theme well, and offers
musical accompaniment that contributes
positively to the game’s atmosphere,
graphics are a mixed lot that could stand
significant improvement. There are also
bugs in the game, which is an carly version
(1.0). On several occasions, my system
locked entirely, some of the text was cut ofl
or missing in a couple of encounters, and
one scene repeatedly locked itsell in a con-
tinual loop (though it could be avoided, as
the scene was not necessary for successful
completion of the game). In other words, it
doesn't take x-ray vision to discover that
SurerlER needs some additional work.
Still, none of the problems were severe
enough to cause me to quit playing, and
they only reduced my enjoyment slightly.

Some additional bug stomping and
some professional graphics could really
make this game...well, super good. 1f you'd
like a unique change of pace in your gam-
ing and don’t mind a long download (just
over 2MB of data), SUPERHER will certainly
deliver. Though not of the same caliber as
games like SUPERHERO LEAGUE  OF
Hosoken, it's still worth the investment.
Who knows, you may like the feel of kevlar
next to your skin. If so, the registered ver-
sion can be acquired for $25 plus $2 ship-
ping and handling from HomeBrew
Software, 807 Davis Street, Suite L,
Vacaville, CA 95687. Credlit card orders can
be placed through Public (sofiware) Library
at (800) 2424-PsL..

Chuck Miller s the editor of InterActive
Gaming and CGW’s Shaman of Shaveware. He
can be reached on CompuServe at 74774,1476,
America Online al IGAMING, and through the
Internel at interactive.gaming@swebbs.com. &

"To locate these games on-
line, tune in to the CGW
headquarters on ZiffNet.
Games [eatured here can be downloaded
from ZiffNet both on CompuServe and on
Prodigy. On CompuServe, go to Compuler
Gaming World’s own forum (GO GAME-
WORLD), Library 7, Shareware Sizzle. On
Prodigy, jump ZiftNet and Search by Title
for the games listed here. Or, Search by
Category to browse the entire Games
Library.
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Journey into the Erotic World of Lyberspace.

CYBENSTRIP POKER

Match your skills Try your luck af
against the maost Cyberstrip Blackjack
beautiful girls in the in 3-D computer

galaxy playing generated worlds.
Cyberstrip Poker.

Venture info the many
rooms cboard Eros 6
station, where your
ulfimate fantasies
become redlity..

Interact with your
gracious host Mr.
Jerrico. station
director of Eros 6
pleasure stafion. S
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Fight Like AMan

The Technology That Gave Human Movement To

by Paul C. Schuytema

N THE DARK, ARCANE TOMES OF COM-
PUTER GAME YOODOO, A NEW ENTRY
HAS BEEN RECENTLY ADDED. IN THE
chapter entitled “Animation: Bring-
ing Pixels To Life,” you'll find an
entry for Brororce, Origin
Systems’ new “interactive movie.”
The cryptic magic recipe reads:
“First, add equal parts of SALSA and

‘heinous math.” Next, toss in a [lock of

birds and a severed arm. Mix well, stir-
ring continuously for nearly 30 months,
and presto, you'll have the most lifelike
computer puppet the gaming world has
yet to see.”

BIOFORGE is unique in that it is a game
which not only offers stunning graphics
and good gameplay, but it alfords us a
chance to sample the future of technolo-
gy. Lex, the player's super-fluid alter-ego
in the game, is a “synthetic actor,” crafted
by an artful blending ol high-quality
graphics and “real world” digital position
data. This data was captured using the
tandem of magnetic resonance receivers
strapped to a human’s body and Origin’s
own PC software, SALSA (System [or Ani-
mating Lifelike Synthetic Actors).

THE DIRECTOR'S CUT

Ken Demerest, BIOFORGE's director and
technological father, began with a vision,
or rather, more of a visionary obsession.
He was convinced that an interactive
movie with synthetic actors was the wave
ol the future.

Demerest's first job at Origin was as a
programmer on the ULTIMA 7 project, and
itwas curing that project that the core idea
for BlororGe began to take form. When he
played in ULtiva 7's world, he couldn’t es-
cape the feeling that there was something
more—some way to bring the player into
the game in a [resh way. For him, the com-

bination of synthetic actors with a cinemat-
ic game environment scemed to hold the
most promise.

“Synthetic actors are tricky things,” said
Demerest. “Real actors have the control
necessary to really get into a role and deal
with all the subtleties that bring a character
1o life. That's a far more diflicult task with
synthetic actors, who must rely solely on
large-scale body movement and dialogue.”

Demerest tackled this difficulty by
blending “classical gameplay” (letting the
player control the character absolutely)
with a director’s ability to crafi a plot that
[lows [rom one scene 1o the next. Demer-
est saw too much freedom as a [law in the
Ultima games; giving the player a sense
ol direction and pressure actually in-
creased the player’s immersion in the
game. “And with immersion,” says De-
merest, “you can come preuty close to
presenting the emotional subtext of your
story.”

IN THE BEGINNING...
In the early months of Biororcr, Demer-
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The Synthetic Actors of BIOFORGE

est and his team experimented with many
different approaches to creating synthetic
actors. They tried filming live action [rom
two perpendicular cameras, and then go-
ing back, frame by frame, and digitizing
the data to control the computer charac-
ters. This tirned out to be a “very painful
process.”

Then Demerest toyed with the idea of
lilming an actor with bright white spots
painted on his joints. Again, this proved o
be lar too labor intensive.

[t was then that Demerest turned his at-
tention Lo a computerized motion capture
system called Frock oF Birps from the
Ascension Technology Corporation.
When he saw what the system could do,
he was sold. “If' T was going 1o get the 3D
figures looking and moving organically
and beautifully,” he said, “then this was
the kind of thing that I really needed.”
T'he only difliculty was convincing Origin
to shell out a hefty $30,000 for the hard-
ware. Swift talking and an enthusiasm
born ol obsession eventually got Demer-
est the tools for the job.
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HEX, BUGS & ROCK ‘N ROLL

A FLOCK OF RECEIVERS

There are a host of ways o get a human’s
“real-world” motion into the computer.
Rotoscoping, the old Max Fleischer ani-
mation technique, has been used exten-
sively by companies such as Dynamix in
their FRONT PacE Sroris titles. Rotoscop-
ing involves capturing movement to film
(or video), and then creating computer
art, frame by frame, to match the live
footage. While this can yield wonderfully
[Tuid results, it is, by its nature, a two-di-
mensional process. If you want (o use a
particular motion from a different angle,
you need to physically film an actor from
a dillerent angle and then create another
animation sequence.

In just the last few years, high-end 3D
modeling and animation programs have
begun to utilize a technique called “in-
verse kinemation” to simulate human
movement. This essentially means ani-
mating a skeleton whose bones are linked
together in a meaningful hierarchy (as in
the old “thigh bone connected to the
knee bone...” ditty). With this approach, if
you specify a movement path for a hand,

then the forearm, upper arm and
shoulders will all move accordingly.

The problem with this type of anima-
tion is that it is very labor intensive; an
animation artist must control and pro-
gram all of the movements. And while
the results can be excellent, there is a
decidedly “computery” feel to the ani-
mation. The subtlety ol human move-
ment is extremely difficult to recreate
by “brute force” animation. That task is
best suited for a system which can actu-
ally record the movements ol a real live
person.

Enter FLOCK orF BIRDS, a magnetic
mation tracking system specifically de-
signed 1o capture the unique three-di-
mensional motions of an active human
body. These motions are transformed
into digital data which computers can
then use to breathe life into a synthetic
actor.

The Frock oF Birps system has three

essential components (and miles of

white wire to connect them all together):

a base unit, a transmitter and a bunch ol

receivers. A live actor is fitted with an ar-

JFK WOUNDED

’L‘,[u‘dd)’ afternoon in

- il._

number

of sniper
undetermined siden| ok

(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 Kennc
right arm, woundig
Parkland Hospital
was (reated fog
wound, listed ti
stable, yet guag
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ing. Presi
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¢ KICK DNE, TWO, THREE Starr Long, Origin's
Quality Assurance Leader, suits up in Frock oF
Biros and lets loose a kick (/eff). His motions
are captured hy the SALSA software (top), and
the captures are used to animate the final,
| high-quality version of Lex (above).

o
5

ray ol tiny, one-inch cubic receivers, [as-
tened by Velaro straps. These receivers
go in obvious places: the hand, the el-

bow, the shoulder, etc. Placement of

these is critical, since they measure all
six axes ol motion; poor placement and
the data won't be any good.

A transmitter then sits in bront of the
actor. When the system is engaged, the
transmitter emits pulsed DC magnetic
waves. The tiny receivers pick up these
waves and send signals back to the con-
troller, which can then determine the
receivers’ exact position in space in re-
lation to the transmitter.

THE WORLD OF SALSA

At this point, the positional data from
the ILocK oF BIRDS system isn't very
uselul: it's just a stream of raw data from
a couple of receivers loating in space.
What is needed is a software system 10
interpret the cdata in a meaningful way,
and, at the beginning of the BiororaE
project, Demerest had nothing of the
kind. At that time, Silicon Graphics
workstations were the only platform to

HEX, BUGS & ROCK 'N ROLL

support motion capture, and Origin jusl
didn’t have the resources to invest in that
pricey of a system.

That left Demerest with no other op-
tion but to crunch code and create his
own motion capture and editing system,
SALSA. Working on a 486-66, Demerest
cralted a highly uselul recording program
which let the Biororce team gather up
their motion captures in real time, all the
while viewing the fully texture-mapped
synthetic actors on the screen. This in-
volved some “absolutely heinous, heinous
math,” says Demerest.

A LONG, STRANGE TRIP
Creating the 250 movements lor Lex in
BIOFORGE was a [ar more involved process
than simply strapping on the receivers. A
long process of development preceded
the motion capture. Initially, the charac-
ters such as Lex and the cyberraptor be-
gan as artist sketches. From the sketches,
artists worked in Autodesk’s 31 Stunio o
create a 3-D image [or the creature.

Once the 3-D image was nailed down
with enough detail, the artists turned to
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Imagine for a moment that President Jobn F. Kennedy did not die from
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John E Kennedy.

REELECT JFK is an exciting new CD-ROM game that places you in the
Presidential hot seat during a fascinating alternate version of one of
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HEX, BUGS & ROCK ‘N ROLL

SALSA 1o cralt a skeleton,
back 1o 3D S1unio to create final renders

'hen, 1t was
of the lront, back and sides of the crea-
ture. These graphics files were imported
imto Electronic Arts’ proprictary texture
mapping tool called EOR. Within EOR,
the artist would then ereate a simple poly-
gon mesh for the creature upon which the
3D Stupio images were pasted.

Back in SALSA, the artists combined
the simple mesh skin and the SALSA
skeleton. The skeleton and the mesh were
linked together, so when Lex's arm would
move, so would the texture-mapped skin.
I'Iill;ln_\_', the individual components of the
virtual skeleton were linked to a FLOCK OF
BirDs receiver,
wearing the FLock oF Bikps equipment
the SALSA image ol Lex would
mimic the movement.

so that when a human
moved,
saicl

The actor donned the Frock
oF Birps and it was time 1o begin captur-

“Then, the work actually began,”
Demerest.
ing the moves to disk, Most ol Lex’s
combat maneuvers are Ken Demerest’s,
while nearly all of the other motion cap-
tres were done by the project’s quality

assurance leader, Starr Long.

STARR FOR A DAY

“Starr had absolutely no extra fat on him
at all,”
n't overly muscular.

remarked Demerest, “and he was-
That's not a slam on
Starr; it turns out that he was just perfect
for FLock oF Birps.”
lean, when he moved, his muscle-flexes

Since Long was so

weren't large enough to move the re-
ceivers out of the way, so his motion cap-
tures were very clean and [uid,

For many of the motion captures, the
B1ororGE team had to be creative in im-
plementing maneuvers within the limited
arca ol movement allowed by the mass of
wires. The most difficult maneuver was
Lex's back [ip. For that one, Demerest
suited up and positioned two helty Origin
stallers on each side of him, with another
to keep a grip on the bundle of wires, De-
merest crouched down in the combat po-
sition and gave the signal, He was hoisted
up into the air, and his legs where thrown
back over his head. “T did the best T could
to land back in the combat crouch,” De-
merest recalls.

For the eyberraptor, Starr suited up.
The sensors on his legs performed the
expected walking movements, but the
sensors on his right arm were mapped to
the raptor's neck and head. His left arm
was the tail. After practicing what looked
like some sort of drug-aided kabuki the-
ater, Long was able 1o create the motions
of a cybernetic dinosaur with incredible
realism.

FORGCED IN DOUBT
Alter
development, Origin still wasn’t sure if
they had a winner in BIOFORGE. “"When
we were finally done with this project,
reflected De-
merest. “Dare [ say it, even from our sales

30 months ol intense research and

there was a lot of doubt,”

lolks. The question was, after two and a
half years, could it be new? I certainly
think it is.”

Yet,
work is only a [first small step toward

new or not, Demerest feels his

much bigger things. “I don’t think we're
in, or even near, the final incarnation of
what an interactive movie can be,” he

said. “But it's a damn good start.” €&
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King's Quest 7

Under a Killing Moon
X-Com

Metaltech Earth Siege
System Shock

Dark Sun |l

P.0O. Box 5008 Glendale Heights, IL 60139
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for a quote on your used games.

Call 1-800-525-GAME
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$36 Doom I $30
$39 Tie Fighter $32
$30  Wing Commander Ill $38
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THE MARKETPLACE

Call your Account Representative, Marci Yamaguchi, at

(415) 357-4920 for information on how you can advertise your game,
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S§5I's Classic IBM Warpames Are Back For S151!
Battles of Napoleon  Geltysburg B-24

Battle of Antietam Rebel Charge  Warship
Shiloh: Grant's Trial ~ Kampfgruppe  Star Command
Conflict: Middle East  Mech Drigade  Stellar Crusade
Wargame Constr. Set  Second Front  Red Lightning
Storm Across Europe Westem Front  Sons of Liberty

Wargame Construction II: Tanks! Scenarios $15
Disk | Eastemn Front  Disk 9 WWII: N. Africa
Disk 2 France 1940 Disk 10 Remagen/Singling
Disk 3 Utah/Omaha Disk 11 France 1944
Disk 4 Gold/Juno Disk 12 1973 Arab/lsraeh
Disk 6 Desent Storm  Disk 14 WWII N, Africa
Disk 7 Sicily/Kassenne Disk 15 Vietnam

Battles of Napoleon Scenario Disks:

Disks 1-6: $10 Each

Disk 7 ARW: $25 Disk §-9: $15 Each

$39 WCS II: Tanks! 512 Carrier Strike
$12 War in Russia  §12 Pacific War $39 Award Win

$39 Panzer General

542 Tigers on Prowl 542 Stalingrad
Bundle $46 Aide de Camp  $42 Operation Crusader

Wargame Construction 1: Tanks! is one of the best

wargames ever done. It won Strategy Plus' Wargame of the
Yearand israted #9as CGW's Top Wargames! It has an
editor to allow you tobuild your own battles with over
1300 platoon-sized units from 1918-1990's. Novastar

and Norm Koger continue 1o suppart new versions of the
pame (currently v. 1.27) with many new nules and we have

developed a Modem Database with 350 units/150 nations!

Ask us about Discounts for buying 3 or more games!
Add 34.50 Shipping.  CA Residents add 7.25% tax.
Qur hours are §:00 am lo 5:00 pm PST M-F

We accept Visa, M/C, Checks, Money Orders

To order or request a free catalog contact:

Novastar Game Co
PO Box 1813, Rocklin, CA 95677
(916) 624-7113

Circle Reader Service #219

Thanks for
stzclemg

ational Easter Seal Soceety
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113
364
361
42
61
293
45
51
204
180
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54
200
362
150

59
57
280
77
58
210
215
49
66
84
NO
141
44
43
241
129
30
NO
69
NO
70
71
78
14
37
81
82
82
299
230
229
365
372
86

COMPANY

21st Century Entertainment
Acclaim Entertainment, Inc.
Accolade

Accolade

Activision

Activision

Advanced Gravis
AlTech International
AlTech Intermnational
AIVR Corporation
American Laser Games
BAO

Bare Bones Software
Capslone Software
Capstone Software

CH Products

Chips & Bils

Chips & Bits

Chips & Bits

Chips & Bits

Compton's New Media
Computer Express
Computer Express
Computer Express
Crealive Labs

Diamand Multimedia Systems, Inc.

Discis Knowledge Research, Inc.
Domark Software

Domark Software

Educorp

Electronic Ars

Ensoniq

Epic MegaGames, Inc.
Falcon Northwest

FormGen, Inc.

FormGen, Inc.

Gamer's Gold

Gametek

GEnie

GT Interactive Soflware
GTE Interactive Media

HPS Simulations

1*Motion, Inc.

id Software

Impressions Software, Inc.
Interactive Magic

Interactive Magic

KOEI

Logitech

Logitech

Looking Glass Technologies
LucasArts Entertainment Co.
LucasArs Entertainment Co.
Maxis

Maxis

Megatech Software

(716) 872-1200 17
. 107
(800) 245-7744 125
(800) 245-7744 127
(800) 477-3650 3537
(800) 477-3650 85
(800) 663-8558 Cover3
(800) 882-8184 202
(800) 882-8184 202
(800) 324-AIVR 182
(800) 880-1718 83
(217) 356-0188 141
(800) 6381123 198
(800) 468-7226 161
(800) 468-7226 170171
(619) 5982518 136-137
(800) 699-4263 2-3
(800) 699-4263 68-73
(800) 699-4263 150
(800) 699-4263 178-179
(800) 862-2206 188-189
(800) 228-7449 92.97
(800) 226-7449 177
(800) 228-7449 181
(800) 998-5227 109
(800) 4AMULTIMEDIA 43
(800) 567-4321 103
(800) 695-GAME 77
(800) 695-GAME 110111
(800) 237-6675 207
(800) 245-4525 133
(800) 942-0096 66
(301) 983-9771 17
(800) 258-6778 15
(800) 263-2390 Cover 2
(800) 263-2390 23
(800) 377-8578 199
(305) 935-3995 53
(800) 638-8369 27
(800) 346-2300 145
(800) GTE-TODAY  121-123
(408) 554-8381 160
(310) 576-1888 a1
(800) IDGAMES a7
(617) 225-0500 19
(919) 481-0722 143
(919) 461-0722 159
(415) 348-0200 101
(800) 245-0000 50
(800) 360-7455 o1
(800) STARWAR 139
(800) STARWAR 8-9
(800) 33-MAXIS 87
(800) 33-MAXIS 119
(B00) 258-MEGA 187
(800) 465-CDCD ~ 134-135
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cCompany dadne
Phone

55

65
298
349
72
351
171

80
73
79
102
213
212
93,96
63
250
253
152
219
99
153
108
307
360
119
291
363
27

163
163
310
330
115
124
74

225
275
106
269
296
110
161
185
314
40

#

248
319
126
ar7
25

245
255

COMPANY

Microforum

MicroPrase

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

Military Simulations, Inc.
Mindscape, Inc.

Mission Control

Mission Control

Mission Contral

Moondog Multimedia
MPG-NET

MNawu Triad Institute

New World Computing
Novastar Game Company
Qrigin Systems

Papyrus

Pia In The Sky Software
R & G Games
ReadySoft, Inc.

REM Software

S Software

Sanctuary Woods

Sierra On-Line, Inc.
Sir-Tech

Sir-Tech

Sir-Tech

Sofdec, Inc.

Sony Imagesoft
Spectrum Electronics
Spectrum HoloByle
Speclrum HoloByle
StarPlay Productions, Inc.
STD Entertainmeant
Strategic Simulations, Inc.
Talonsoft

The Avalon Hill Game Company
The Game Faclory
ThrustMasler, Inc.
ThunderSeal Technologies
Time Warmer Interactive Group
TRIMARK Interactive
TRIMARK Interactive
Turtle Beach Systems
Venus Interactive Cinema
Vertronix, Inc.

Vic Tokal, Inc.

Virgin Interactive Entertainment
Vivid Simulations
WamerActive

(800) 879-PLAY g9
(800) 879-PLAY 50
(800) B79-PLAY 61
(800) B79-PLAY 81
(800) 879-PLAY 113
(800) 879-PLAY. 147
(800) 879-PLAY 155
(800) 879-PLAY 165
(208)254-2000 167
(800) 778-2299 152
(800) 999-7995 79
(800) 999-7995 184
(800) 999-7995 185
(800) 7CD-ROM4  200-201
(800) GET-GAME 191
(800) 784-1420 162-163
(800) 325-8698 198
(916) 624-7113 4-5
(800) 245-4525 191
(800) 836-1829 X165 Cover 4
(800) 537-3344 45
(800) 525-GAME 64
(905) 475-4801 190
(800) 457-1161 74
(800) 243-1515 128
(800) 943-3664 128
(800) 757-7707 105
(800) 447-1230 1
(800) 447-1230 63
(600) 447-1230 65
(800) 631-5141 67
; 102
(800) 983-4321 33
(800) 695-GAME 175
(800) 695-GAME 89
(800) 203-2503 131
(410) 765-5661 49
(800) 601-PLAY 185
: 115
(800) §99-3222 157
(800) 843-5178 13
(503) 639-3200 190
(800) 8- THUNDER 149
(800) 482-3766 144
(310) 314-3046 174
(310) 314-3046 51
(800) B45-5640 55
(800) 714-7349 197
(800) 478-0217 173
(310) 326-8880 108
(600) 874-4607 169
(203) 664-1634 56-57
(800) MY-DEALER 78
: 10-11

Please see advertisement for contact information.
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PRODUCT

Discount CD-ROM Titles
1942 Gold

3D Game Creation System
Air Warrior

Alone in the Dark 3
Apache

Baldies

BAO Line of Products
Battleground: Ardennes
BioForge CD

Board Games

Brain Dead 13

Brett Hull Hockey 95
Buried in Time
Pre-Owned Software
Cellic Tales

Chaos Engine

CIVNET

ClockWerx

Colenization Gold
Command & Conquer
Conqueror y
Crystal Calibum Pinball
Cyberstrip Series

Dark Forces

Deadiine

Exploration

F-16 FLCS stick & F-16 TQS
Falcon MACH V
Fighting Falcons
Firebird and Phoenix
Flight Unlimited

Full Throttle
FX-FIGHTER
Games/Sharaware
Girlfriend

go DIGITAL

Hardball 4

Harpoon |l Deluxe
Heretic

Heroes of Might & Magic
Space Sirens I
INTERACT Accessories
Intimate Possibilities
Jagged Alliance

Jagged Alliance

Jagged Alliance

Jewels of the Oracle
Johnny Mnemonic
Knights of Xentar
Maabus

Magball

Mail Order Adult Software

Mail Order Hardware & Software Vertronix, Inc,

Mail Order Products

COMPANY

Moondog Mullimedia 191
MicroProse 147
Pie'In The Sky Software 64
GEnie 27
1*Motion, Inc. 41
Interactive Magic 143
Gametek 53
BAO 141
Talonsolt 157
Origin Systems Cover 4
Chips & Bils 150
ReadySoft, Inc. 74
Accolade 125
Sancluary Woods 105
Bare Bones Software 198
KOE! 101
WamerActive 10-11
MicroProse 59
Spectrum HoloByte 131
MicroProse 155
Virgin Interactive Ent. 56-57
Time Wamer Interactive 174
StarPlay Produclions, Inc. 49
Mission Control 184

LucasArts Entertainment Co. 87

Vic Tokai, Inc. 169
Interactive Magic 159
ThrustMaster, Inc. 149
Falcon Northwest 15
Military Simulalions, Inc. 152
Advanced Gravis Cover3
Looking Glass Technologies 139
LucasArs Entertainment Co.  8-9
GTE Interactive Media 121-123
The Game Factory 180
AIVR Corporation 182
Computer Express 181
Accolade 127
Capslone Software 161
itl Software 47
New World Computing 4-5
Mission Conlrol 185
STD Entertainment 195
Venus Interaclive Cinema 173
Sir-Tech 63
Sir-Tech 65
Sir-Tech 67
Discis Knowledge Research 103
Sony Imagesoft 33
Megatech Software 134-135
Micraforum 99
TRIMARK Interaclive 51
Chips & Bils 178-179

108
Chips & Bits 68-73

S

56
241
93,96
115
291
68
49
379
59
250
153
349

190
NO
210
35
73

78
77
296

43
310
245
34
372
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27
NO
124

215

248
307
102
280
219
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82
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Game and
Product Index

PRODUCT

Mail Order Products

Mail Order Products

Mail Order Products

Mail Order Products

Mail Order Software
Mechwarrior 2

Midnight Stranger

Monrtal Kombat Il

Ms. Metaverse

Multi-Player Games Network

NASCAR Racing and Track Pack Papyrus

Navy Strike

Necrabius

New from CH Producls
One Must Fall 2097
Orion Conspiracy

Pinball Fantasies Deluxe
Pirates! Gold Multimedia
Pizza Tycoon
PowerHouse

Quad Kits
Reconnaissance Report
Reelect JFK

Rise of the Triad: Dark War
Risky

Saijl 95

Shanghai: Great Moments
SimCity 2000

SimTower

Soundscape

Space Quest 6
Spaceball Avenger

Star Trek: The Next Generation
SuperKars

Tank Commander
Terminal Velocity

The Hive

The Infinity Machine

The Next Move

The PC Game Gun
Thunderscape
ThunderSeat

Tigers on the Prowl
Tony LaRussa Baseball
Triad Wargame System
Tropez

Used Game Software
USS Ticonderoga

Van Gogh

Wargames
WaveWatcher TV
WingMan Extreme
Wireless Bandit

X-COM Terror From The Deep

COMPANY
Computer Express 92-97
Gamer's Gold 199
Mission Control 200-201
Spectrum Eleclronics 175
S Software 128
Activision 35-37
Educorp 207
Acclaim Entertainment, Inc. 107
Computer Express 177
MPG-NET 162-163
45
MicroProse 61
MicroProse 81
CH Producls 136-137
Epic MegaGames, Inc. 17
Domark Software 7
21st Century Entertainment 117
MicroProse 167
MicroProse 1865
Impressions Software, Inc. 19

Please see advertisement for contact information.

Diamond Multimedia Systems 43
Avalon Hill Game Company 13
Compton's New Media 188-189
Form@Gen, Inc. 23
Soldec, Inc. 102
Vivid Simulations 78
Activision 85
Maxis 187
Maxis 119
Ensonig 66
Sierra On-Line, Inc. 1
Chips & Bits 2-3
Spectrum HoloByle 89
GT Interactive Software 145
Domark Software 110-111
FormGen, Inc. Cover 2
TRIMARK Inleraclive 55
REM Software 128
Capstone Software 170-171
American Laser Games 83
Strategic Simulations, Inc. 115
ThunderSeal Technologies 144
HPFS Simulations 160
Eleclronic Arls 133
MNawu Triad Institute 198
Turlle Beach Systems 197
R & G Games 190
Mindscape, Inc. 79
Creative Labs 109
MNovastar Game Company 191
AlTech International 202
Logitech 90-91
AlTech International 202
MicroProse 113
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Modem Operandi

Tips For Buying A Modem And Getting The Blinking Thing To Work

by Mike Weksler

NE THING EVERYONE SEEMS TO

FORGET WITH ALL THE “INFO-

HicHwAY" HYPE IN TIHE

GENERAL media is our rela-

tively archaic means ol ac-

cessing this universe of data

and coolness—the modem.

When the “Father of Cyberpunk” William

" Gibson wrote Newromaneer, he imagined
“Jacking in” to “cyberspace” would be

i

something like this:

He closed his eyes.

Found the ridged face of the power stud.

And in the bloodlit dark behind his eyes,
silver phosphenes botling in from the edge of
space, hypnagogic images jerking past him
like film compiled from vandom frames.
Symbols, figures, faces, a blurred, fragment-
ed mandala of visual information.

Please, he prayed, now—

A gray disk, the color of Chiba sky.

Now

-Disk beginning to rolate, faster, becoming
a spheve of paler gray. Expanding—

And flowed, flowered for fim, fluid neon
avigami trick, the unfolding of his distance-
less home, his country, transparent 3D

SHORT CIRCUITS

For those of you who are maxed out on your
full-dress Pentium 100 MHz machines, Intel is
now shipping a 120MHz Pentium processor,
This new chip is manufactured using a .35 mi-
cron process, which means that the chip is
smaller—half the size of the current .6 micron
Pentiums and about one-quarter lhe size of the
early .B micron Pentium processors. So if you
need lhal exira horsepower, it's definitely worth
a look. However, at a distributor cost of $335 in
large quantities, most people upgrading may
opt for a Pentium 90MHz or 100MHz-based
machine unlil the price falls. Additionally,
sources at Intel say that the 150MHz Pentium
processor and the P6 are due later this year.
For more information, call (800) 628-8686.

chesshoard extending to infinity... Anel some-
where he was langhing, i a while-painted
loft, distant fingers ewvessing the deck, tears
of release streaking s face.

In contrast to Gibson's kaleidoscopic
vision, unseasoned cybersurlers often
find themselves in something like the fol-
lowing scenario (with apologies to
William Gibson):

In the darkened room, he booted the ma-
chine and switched on the small black hox;
the vew V.34 modem’s shrink-wrafy on the
Mfloor ablaze i blue light veflected from the
monitor.

He invoked the navigation program (o
open the net’s floadgates, selected the wumber
Jor ane of his on-line services and clicked;
the modem’s display sprang to life in flash-
ing green diodes fike tollbooths on the in-
Jobahu. “Soon.” he thought, “soon the
Panzenr GENERAL save game will be down-
loaded from my e-mail aned 1 shall wunleash
with a vengeance wpon my foe!”

Modemsong emitted from the speaker; the
Jamiliar squooching tone—the indicator that
he and his computer will become one with
the other machine,

“Soon—"

Cursors blinking forever, time standing
still, diode lights ceasing, error messages af-
pearing: “Carrier not delected,” "[RO in
use,” “wincim.exe has caused a General
Protection Fanll in module...”

And somewhere he was cursing, angry
[ists hammering down wpon the small black
box, tears of anguish streaking down his
Jace and Jalling on the modem documenta-
tion below...

Whether you want to cruise the net or
go head-to-head in a modem-capable,
multiplayer game, you won't get any-

where if you can’t saddle up a modem—a
peripheral which allows your computer
to talk to other computers, While appear-
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ing simple, the modem doesn’t exactly
work like an M radio—it requires a cer-
tain level ol expertise in both setting up
the hardware and in running the com-
munications soltware.

STALKING THE PERFECT
SQUAWK BOX

Flere's a lew basic tips on what to look for
when purchasing a modem. First, there
are wo basic types—external and inter-
nal. External modems are very easy to in-
stall. All you need is an available COM
(serial) port and the right cable to go
from the COM port to the modem. The
best part about an external is that you get
blinking lights telling you about the sta-
tus of your connection. Additionally, you
have a separate on-ofl switch to terminate
a “hung” connection without rebooting
the machine. However, the external mo-
dem does take up a small amount of
space and requires an AC adapter.

Installing an internal modem, by con-
trast, is a litde more diflicult. Obviously,
you have 1o open up your computer and
install the modem card. You also have to
configure an internal modem as one of
your COM (serial) ports, which can make
a sound card installation look easy by
comparison, Look [or an internal modem
that's entively software configurable and
your life will be much easier,

Onee you determine the type of mo-
dem, the next significant feature to look
for is speed—more specilically, the trans-
fer rate of the modem in bits per second
(bps). Currently, most on-line services are
gearing up for 28,800 (or 28.8) bps trans-
fer rate. Only a few years ago, slower
modems like 2400bps were acceptable
because we primarily dealt with smaller
file transfers and text-only interfaces.
With today’s larger files and graphic



BATTLE READY?

If you're still playing games with a ﬁd PC COMMANDER — Take control with this
keyboard or clunky joystick, then you're - : popular stick. Our patented Mega Zoom
definitely not ready for battle. INTERACT Calibration Disk fine tunes the PC Commander
PC Game Accessories give you the features and prevents incompatibility problems.
and options you need to complete your Independent Auto-Fire, Trim Controls, Two
system and prepare you for victory! Fire Buttons, Auto-Centering, and Precision
Internal Components give you the
power you need to really take off.

PC PROPAD — Fighting Games,
Adventure, Sports Games? Get into the
new generation of PC Games with the
PC ProPad. You'll have an edge with its
smooth 8-way directional control,
lightning fast fire-buttons, and powerful
Turbo Auto-Fire.

PC OPTIX — This stick’s revolutionary
optical sensing system provides quicker
response and higher resolution than
traditional joysticks. Its Four Fire-
Buttons, Auto-Fire, Advanced Throttle
Control, Analog or Digital Mode
Switch, and Mega Zoom Calibration
Disk give you the capabilities you
need for ultimate performance. And,

" since optical sensing means no moving
parts to wear out, the PC OPTIX boasts
a full FIVE YEAR warranty! J

Don't Get Caught Unprepared... Get
INTERACT Computer Game Accessories.

\ \

PC COMMANDER

“The ergonomics are good and the |
jj buttons are tight and responsive... |

S This is a keeper.”
— COMPUTER GAME REVIEW

T

PC PROPAD
PC OPTIX 2 R s ; i : > *STDS PC ProPad Is

“IF you've been looking for a
precision fightstick, laok no
i The PC Optix dazzied
1 the outset.”



UNDER THE HOOD

front ends, consicler a 14.4bps modem o
be the slowest speed to purchase. At this
speed, one megabyte of data should
transfer in approximately ten minutes.

Next, there are a few standards which

you should be aware of. First, think of

Hayes as the Sound Blaster standard for
modems—most of the modem-capable
games oul there require a Hayes-compat-
ible modem. Additionally, V.34 is the lat-
est standard when looking for a modem.
Finally, the latest standard for compres-
sion is V.42 bis, and the latest standard
for error correction is V.42, Several mod-
els of modems also come with built in fax
compatibility. A good V.34 28.8bps mo-
dem can be found for around $180-5250),
and the same modem with fax capability
upwards of $350 plus. Some of the com-
mon hrands ol modems are US Robotics,
Haves, Motorola, Practical Peripherals,

THE PARTS

Supra, and Intel.

Another thing to consider when pur-
chasing a modem is getting the same one
your game buddies have. It makes it
much easier to troubleshoot a head-to-
head connection in a game if you both
have the same modems. Troubleshooting
is no simple matter, because modems are
the only peripherals that require you to
type obscure, assembly language-like val-

HOT CHAT

Once you've found the right modem and
set it up properly, you'll need to master
two essential skills: sending e-mail mes-
sages and transferring files. E-mail will
open up a world of possibilities for
gamers. You'll be able to get technical
support from game companies, chat with
[ellow gamers about strategies, and, who

knows, maybe even lind a spouse! File
transferring skills will allow you 1o down-
load patches, saved games, demo games,
and even playable games.

But perhaps the most compelling rea-
son for jumping in and getting acquaint-
ed with modems and the on-line world is
the new breed of on-line games coming
oul. Domark’s CONFIRMED KivL will allow
you to access their system over the Inter-
net, and Papyrus has announced plans
for a multi-player, on-line NASCAR Rac-
ING on their own network. Can you imag-
ine dogfighting in WWII aircraft with
pilots from all over the world or blasting
down the Info Highway ina 700 hp stock
car with the real Robbie Gordon inches
from your virtual exhaust pipe? Perhaps
I'm not stretching it too much when I say
that the meek shall inherit the earth—the
rest of us will be on-line! 4

Futuristic i-glasses Bring VR Closer Than Ever

by Mike Weksler

oME VIRTUAL REALITY HEAD-

MOUNTED DISPLAYS ARE MORE REMI-

NISCENT OF SOMETHING FROM A

Flash Gordon movie than a 21st
Century technological marvel.
Other units fit on your head as if
they il they were one of "Torque-
mada’s torture devices. Most cost
more than the average month’s
rent. Virtual i-O’s i-GLASSES!,
however, represent the lirst com-
pelling and affordable home vir-
tual reality system I've seen.

The i-Grasses! PERSONAL Dis-
PLAY SYSTEM combines a light-
weight display unit
with an elastic head
strap and stereo ear-
phones. The device
is easily adjusted to [it
your skull and has a foam
pad to support it on your
forehead. The PC version -
cludes a small head-tracking device
which replaces the elastic strap on the
back of the headset. The whole thing
weighs about 14 ounces, and without the

head-tracking clevice is just eight ounces.

Unlike other VR helmets which re-
quire some adjustment for your eyes, the
i-GLASSES! are ready lor anyone to-use
right out of the
box. You can
ceven wear Lhem
over your pre-
scription  eye-
glasses.

They're also
easy to use, with
just two controls
for power and
volume. The dis-
play consists ol
two 0.7-inch color
LCD panels, but
because the im-
age is magnified
by optics and is so
close 1o the user’s
eyes, the image ap-

pears to be larger than it is.
Virtual i-O claims the display is compara-
ble to an 80-inch screen, but not all users
will perceive display size the same.
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i-GLAssEs! is served in two basic flavors:
video and PC. The video version accepts
imput directly from an N'TSC source like
your VCR, while the PC version ships
with a VGA-NTSC scan converter [rom
which the i-GLAssES! receives its signal.
Audio is routed from your sound card
into the i-GLASSES! scan converter as well.
The i-G1ASSES! even support visual stereo
3D. The installation is a breeze—you
don’t have to open your computer or go
through an elaborate setup.

"The PC version ships with a CD packed
with an assortiment of games and demos,
and includes drivers for LucasArts’ DARK
Forces and Bullfrog's MAGIC CARPET.
There are custom versions of Raven'’s
Hereric and Interplay’s DEscent that
have impressive enhancements over their
stock versions. The Virmal 1-0 version of
HERETIC and DESCENT support head
tracking, which allows you to look up,
down, and lefi to right within the game
universe. This means you can move or [ly
in a different direction by moving your
head, or shoot baddies just by looking at
them and firing.



VOTED THE BEST
VIULTIMEDIA
- SOUND GARD.
PERIOD.

“Turtle Beach Systems once again earns an Editors’ Choice ... the midrange Turtle Beach
Tropez, which combines Turtle Beach quality, SOUND BLASTER compatibility, a fine soft-
ware bundle, and a fair price.” PC Magazine — March 28, 1995

“"With this many high-guality features, Tropez is a potent package and an excellent value ...
All in all, the Tropez sound board is a remarkable value.” Multimedia World — April, 1995

“In short, the Tropez hoard is a winner because it raises the bhar for all-around quality, and it
toes so at an affordable price.” Computer Life — April, 1995

Turtle Beach has done it
again! Tropez™, our first
100% game compatible
sound card, has won the
coveted PC Magazine award
for being the best sound card
in its class, plus other great reviews from
the industry’s leading magazines! That's what
happens when you combine sterling, 16-bit,
CD quality digital audio with realistic wavelable
synthesis.

Tropez also includes:

B The best digital audio with sample rates
TSl up to 48kHz.

CHOIGE|.. W Wavetable synthesizer with 128 realistic

March 28,1005 General MIDI instruments, 2 megs ROM.
Turtle Beach Tropez Circle Reader Service #248

B SampleStore™ ... lets you add an unlimited
number of new instruments of your choice, up
fo 12 megs RAM.

B New, enhanced IDE CD-ROM connecitor.

B Wave SE™ professional digital sound-
editing software.

W Stratos™ MIDI song-writing software.

B Plus loads of excellent gaming software!

See ﬁom favorite computer dealer, or
call 800-649-5640 today tor more

information or the Turtle Beach $5 demo CD!

TURTLE BEACH SYSTEMS

52 Grumbacher Road e York, Pennsylvania 17402
717-767-0200 « 1-800-645-5640 « FAX: 717-767-6033

A Division of Integrated Circult Syst

All rademarks are registered by their respective companies. Specilicalions may change without ithEn



The enhanced version ol DESCENT is
presented in full stereo 3D, and with
head tracking it is amazingly immersive.
The only caveat with these games is that
using your head to control your direction
of movement can be mildly disorienting.
The head wracking has a slight lag time,
and it is not as natural as turning your
head to look at objects in the real world.
In discussing the disorientation, game
producer Seamus Blackley of Looking
Glass Technologies (SYSTEM SHOCK,
Fricut Unvimimten) said that, “Normally,
you move your head, then yvou look with
vour eyes. With the consumer headsets,
you are forced to keep your eyes fixed
and move your head around.”

The most impressive implementation
of the i-Grasses! I've seen is with the Lu-

" casArts” DARK Forces driver provided
with the unit. This driver allows you to
move your head independently of your
virtual body in the game. The result is
amazing and totally immersive—I could
run forward and look back over my
shoulder to see if 1 was being chased!

The feeling of looking down over a
drop-ofl'was incredibly realistic.

All of this is very cool, but the resolu-
tion is not the same as Most gamers are
used to. Though the i-Grasses! have a
higher res than many other VR headsets,
their effective resolution of 256 x 240
pixels is consicerably less than a wypical
VGA game res (320 x 200), and many
games now are high-res (G40 x 480).

After playing HErETIC [or a few hours
with the i-crasses!, T would look at the
game on my monitor and note its
markecdly sharper, more colorful image.
That, combined with a smaller peripher-
al view and the lag in head tracking de-
tract from what would otherwise be a
“must have” product. I have yet to expe-
rience motion sickness from wearing the
i-GLasses!, but a lew ol my testers did
walk away looking slightly queesy.

While you wouldn’t want to play X-
Cos or Panzer GENERAL with the i-GLASS-
Es! because of the poor resolution, sim
buffs should note that forthcoming
games like Domark’s TANK COMMANDER

and Looking Glass® FLIGHT UNLIMITED
will take acdvantage of the device’s more
compelling [eatures,

One thing is clear: this is a compelling
product that definitely enhances the
saming experience, and it is being sup-
ported by leading-edge game compa-
nies. Is it worth §7992 1I you're into
simulation and action games, and you
would enjoy privately viewing other en-
tertainment like TV and movies, then I
would say yes, il you can afford it. On the
other hand, the relatively low resolution
compared o even the lamest monitor
makes me want to wait for the higher
resolution version due next year,

“Future versions of the i-Grasses! will
be smaller, wireless, and support higher
resolutions,” says Virtual i-O president
Linden Rhoads. Those improvements
will help make the i-Grasses! very com-
pelling indeed.

Price: Video version, $599; PC version
with Head Tracking, $799.

Virtual 1-0, Inc., (800) 646-3759
Virtual i-O web site: hup:/Awww.vio.com

WANT TO PLAY THE
LATEST GAMES?

How about make some CASH?
How about BOTH?

Introducing

TWS is the wargame system
you have been waiting for!
You have control of the
battlefield and individual unit
behavior using dozens of
programmable parameters.

Features

e Unit scripting language allows modification of individual aspects of
unit behavior while using default behavior for other forces = Design
your own units or construet forees and scenarios from units provided
with the system ® Combine multiple unit types, scenarios and historical
periods = Up 10 32 forces or “sides” ® Objectives, supply units, in-
telligence options available  User defined victory conditions ¢ Define
your own unit markers ® Add sounds to individual weapon attacks ®
Fanfares and graphics identil'y forces ® Dozens of info functions allow
you (o “see” the battlefield from a unit’s perspective in decision making
scripts ® Module editor, maps, Strategy/Tactics module available  Ex-
ample WWII tank battle included
* Mapping compatible with the Triad Campaign System (TCS)

= ¢ Combined TCS and TWS complete package also available
Call for free used software System Requirements - IBM/Comp with Window 3.1 ¢ Minimum 5

listing. Ask about latest megs hard drive space ¢ 4 megs of RAM.
ADULT CD’s!
0 East Rt 60 Hurricane, WV 25526

Circle Reader Service #45 .

CALL BARE BONES!
1-800-638-1123

Sell us your used software, then pick
up the latest games at great prices!
Call with list of your software for fast

VISA ¢ MASTER CARD ORDERS (800) 784-1420 * For info (904) 494-3165)
OR SEND CHECK/MONEY ORDER FOR $79.00 + 55.00S &HTO

Nawu Triad Institute

306

PO Box 11246
Pensacola, FL 32524-1246

Circle Reader Service #253
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USED IBM GAMES
COMPLETE & VIRUS FREE;
WITH THE ORIGINAL BOX,
DOCUMENTATION AND
DISKS

Game Tille Price
542 PACIFIC AIR WAR i)
ATRAIN 15
A320 AIR BUS - AMERICAN 2
ABC BOXING 12
ACES OF THE DEEP 3
ACES OF THE PACIFIC 2
ACES OVER EURDPE %
ADAD COLL. HERDESTDRAG 1
AIR BUCKS ]
ALGE BLASTER 3 18
ALIEN LEGACY 235
ALONE I THE DARK 15
ALONE IN THE DARK 2 17
ALTERED DESTINY 12
AMBUSH AT SORINGR 18
APBA BASEBALL 8
APBA BASERALL - WIN 4
ARACHNOPHOBIA 9
ARGHON ULTRA %
ARENA: ELDER SCAOLLS ba]
ARMADA 2525 15
ASHES OF EMPIRE 19
ATAG ]
ATP FLIGHT SIMULATOR ]
BARD'S TALE 1 10
BATTLE BUGS 25
BETRAYAL AT KRONDOR 20
BIG BUSINESS 7
BLOODSTOKE 15
BLUE AND GRAY bl
BLUE FORCE: NEXT OF KIN 16
BUZZ ALDRIN RACE TOSPACE 15
CAESAR 17
CAMPAIGH 2 ]
CAR AND DRIVER L]
CARRIER STRIKE 15
CARRIERS AT WaR 15
CARRIERS AT WaR 2 @
CASTLES 9
CASTLES 2 15
CO - 7TH GUEST 32
G« AGES OF THL DEEP 5
GO - AGES OF THE PACIFIG 29
G0 - AGES OVER EUNDPE 29
G0 - AEGIS GUARINAN FLEET 30
Gl - AL DUADIM GENIE'S CURS 29
0 - ALIEN LOGIC H
L0 - ARMOURED HST a5
CD-BITSILENT SERVICEZ 25
CO-BENEATHASTERLSKY 27
D - BETRAYAL AT KRONDDR 18
CO-CHOAS CONTINULM 20
LD - COMPANION OF XANTH rd
CO0 - CORRIDOR T 23
C0 - CREATURE SHOCK 3
CO - CRITICAL PATH 2
CO - GYBERRACE b4l
G0 - DAEMONSGATE 13
GO - DAGGER OF AMON RA 2
L0 - DARK LEGIONS o
CO - DARK SUM 1
GO - DARK SUN 2 WAKE RAY. 33
CO- DAY OF THE TENTACLE 25
Ci2 - DEATH GATE 5
CO-DELTAY R”
GO - D00 2 32
CO - DRAGON LORE 3
€D - DRAGONSHPERE 16
CD - DUNGEDN HACK 7
G0 - ERIC THE UNREADY 19
CD - EURDPEAN RACERS 17
COD - FALCON GOLD 39
CD - FANTASY EMPIRES 2
CD - FANTASY PAK 32
CD - FORTRESS OF DR RADIAK 24
CD - FRONT PAGE BB "84 M
CD - GABRIEL KNIGHT 8
CD « GEEXWAD 12
CD - GDELING QUEST 3 17
C0 - GRANDEST FLEET %
CD - GREAT NAVAL BATTLES 20
CD - HAMMER OF THE GODS 30
CD « HELL CAB - WIN 29
CO-INGAZ 17
CO - INWERIT THE EARTH 19
€O - IRON HELIX 30
LD - JONES IN THE FAST LANE 12
CU - JUURKEYMAN PROJECT 19
GO - JUMP RAVEN 29
Gl - JURASSIG PARK 3
LD - JUTLAND H
CD - KING'S QUEST 5 19
CD - KING™S QUEST & 15
CO - KING™S GUEST 7 w
CD - KLIK & PLAY 2
CO - LABYRINTH OF TIME 19
G0 - LAWNBACRVE R MAR s
CO - LOST 14 TIAE 13
L0 - LUMICUS o8
O - MAD DOG 2 7
O - MAN ERDUGH 0
G0 - MEGA RACE 2]
0 - MENZOBERAANZAN »
G0 - METAL & LACE 23

|
HINT

€D + MICROCOSH
€D - MILLENRIUM AUCTION
C0 - MYST

0D - NOCTROPOLIS

CD - DUTPOST

CD - DUANTUM GATE - WIN
€0+ DUARENTINE

€0 - DUEST FOR GLORY 4
CD - RAVENLOFT

CD - REBEL ASSAULT

CD - RETURN OF PHANTOM
CD - RETURN 10 Z0RK

CO - RISE OF THE ROBOTS
€D « SHADOW OF THE COMET
€D - SPACE SHUTTLE

CD - SPEAR OF DESTINY
O - SPEED

CD - STAR CRUSADER

CO - STAR TRAIL

CD - STAR TREK KEXT GEN
CD - STELLAR 7

CO - STRIKE COMMANDER
CO- TONY LARUSSA BB 2

DRACULA - BRAM STOKER
DRAKK
DUNGEON HACK

EARTH INVASION - WIN
EARTHRISE

EIGHT BALL DELUXE

EL FISH

ELITE PLUS

ELVIRA 2

EMPIRE DELUXE

EMPIRE DELUKE SCENARIQ
EMPIRE SOCCER 84

EVASIVE ACTION

EYE OF THE BEHOLDER 3
F-117A STEALTH FIGHTER

F+15 STRIKE EAGLE 2

FALCON 3.0

FALOON 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 INTERNATL SOCCER
FIFTH FLEET

FLASHBACK

FLEET DEFENDER

FLEET DEFERDER GOLD
FLIGHT SIM 485 REAL WEATH
FLIGHT S8 4.0

FLIGHT BIMULATOR 5.0
FREQDY PHARKAS FRONTIER

15

JORDAN V5 BIRD E] PATRIGT &
JUMP JET 19 PERFECT GERERAL 7
FASPARDV S GAMBIT 18 PERFECT GENERAL - SCENAR &
L] 7 PGA TOUR GOLF q
RING'S QUEST & 1 FGA TOUR GOLF - WiN 15
KING'S QUEST 6 ] PIRATES &
KINGMAKER 25 PIRATES GOLD b
KNIGHTS OF THE SKY i PLANET'S EDGE 0
KOSHAN CONSMAACY 12 PLAYMAKER FOOTBALL 5
LAKERS V5 CELTICS ] POLIGE QUEST 3 16
LANDS OF LORE 1 POLIGE GUEST 4 M
LEGACY: REALM OF TERROR 19 POOL OF RADIANCE 9
LEGEND OF KYRANDIA 12 POPULOUS B
LEGENDS OF vALOR 9 POPULOUS 2 9
LEISURE SUIT LARRY 2 13 POWER HITS: MOVIES 13
LEISURE SUIT LARRY 3 15 POWERMONGER q
LEISURE SLIT LARAY & 15 PRIVATEER 25
LEISURE SUHT LARAY & bl PRIVATEER SPEECH PACK 5
LETHAL TENDER 9 PRIVATEER: RIGHTEOUS L]
LENICROSS ! PRO TENNIS TOUR ]
LIGHTSPEED 4 PROPHECY OF THE SHADOW 4
LINKS DISK - FIRESTONE 7 QUEST FOR GLORY 1 - VGA 1
LINKS DISK - HYATT 7 QUEST FOR GLOAY 1 -£GA 5
LINKS GOLF 14 QUEST FOR GLOAY 3 19
LORD OF THE RINGS 1 15 OUEST FOR GLOAY 4 SHADODW 25
LORDS OF THE REALM | DUESTRON 2 ]
LOST ADMIRAL 10 RAGS TO AICHES 19
LOST FILES SHEALDCK HOUM 17 RAVENLOFT |
LOST IN LA 15 REALMS 5
LOST IN TiME 9 RED CRYSTAL 12
LOST ViKl 9 RED LIGHTHI? 5
LUGAS ARTS AIR COMBAT 14 RENEGADE LEGION INTERCE 8
MAELETROM ] RETURN OF THE PHANTOM 9
MAGIC CANDILE 2 L] RETURN T0 Z0RK 19
MAGNETIC SCROLLS BUNDLE 9 REUNION 7

AILABLE
pévn and UP

WE PAY CASH FOR USED GAMES
We want your cwrrent used games
1-800-377-8578
toll for outhorizotion before shipping or
FAX It for current quoles Io 605-334 8766

In Canada, call 05-339-2060

WE SELL USED GAMES

All games ure tested & IBM disks virus checked
games ora in ariginal bex with original documenttion
Call for current fitle availibility

WE ACCEPT ONLY
VISA/Master Card/Discover -
\»\" . Money Orders/Coshiers Check
WAl o il avaiy beore endog MO
Most items shlﬂrad same doy. §5 Ups/s9 2nd Day Air
feemation on Cenadion shipmen

GAMER'S GOLD = 1008 W. 4151 Streel = Sioux Falls » Snulh Dakota » 57105

Got Something To Sell?
Follow these Easy Steps

1. Preporn o list of the gomes you ore selling. Call, fox, or
mail your list lo GAMER’S GOLD.

2 GAMER’S GOLD will quste the current buying
prices & isswe an miwnxulwon numer for yout l"llpfnﬂ'l'
Games will not be accepted withaut on ol no.
Frice quotes are good for 14 days.

3. Pack gnmes in bax. Write adthariration no. clearly on
outsida (?fnl-.-ox Mail 1o GAMER’S GOLD. Scve your
autherization no. We cun'l anwwes guestions cbout your
shipment without your number!

4.1 you wauld like ta use yaur money or eredit to purchase
games, includa a "wish list* of fithes you ore interested in,

5 “Jul chick will uswally b moiled within 10-14 working
duys of receivi games, Some “wish list® gome
credit may lcl‘u?ghﬂy longer to fill

Games will be cheeked for viruses & completeness,
Games must be complete with all disks, printed matericls,
& in original box. Incomplute games. will be retumed of
your uapense,

CO-US NAVY FIGHTERS
CO- ULTIMA G PAGAN

CO - ULTIMATE FOOTBALL
CO0 - UNDER A& KILLING MOON
G - VOYEUR

C0 - WHO SHOT JOHNNY ADCR
GO - WIKG CON ARMADA

G0 - WING COMMANDER 2
G - WING COMMANDER 3
0= woLr

LD - WOLFPACK

C0 - X-COM UFD DEFENSE
LD - ZEPHR

CENTURION DEFENDER ROME
CHALLENGE OF 5 REALMS
CHESS MANIAC 5 BILLION 1
CHESSMASTER 4000
CIRCUITS EDGE
CIVILIZATION

COHORT 2

COLONZATION

COMMAND HO

COMPANION OF XANTH
CONDUEST OF JAPAN
CONOUESTS OF LONGBOW
CORRIDOR 7

COUNTOOWN

COVERT ACTION

CYBER EMPIRES

D-UAY BEGINNING OF END
DAEMONSGATE

DAGGER OF AMDN HA

DAHK LEGIONS

DAHK QUEEN OF KRYNN
DARK SUN 2

DAHKLANDS

DARKSEED

DAUGHTER OF SERPENTS
DAVID WOLF: SECRET AGENT
DAY OF THE TENTACLE
DELTAV

DETROIT

DISCOVERY STEPS COLUMBS
DISNEY ANIMATION STUDIO
poom

DOOM 2

FRONT PAGE BASEBALL 94
FRONT PAGE FB FRO 33
FRONT PAGE FOOTBALL PROD
FRONTIER ELITE 2

FULL METAL PLANET
GABRIEL KNIGHT

GAMES WINTER CHALLERGE
GATEWAY

GATEWAY 2- HOMEWORLD
GATEWAY SAVAGE FRONTIER
GLOBAL CONOUEST
GLOZAL DOMINATION
GOBLING 2

GRANDEST FLEET
GRANDSLAM BRIDGE
GREAT NAVAL BATTLES
GREAT NAVAL BATTLES 2
GREENS

HAND OF FATE

HANNIBAL

HARDBALL 3

HARPOON

HARPOON 2

HARPOON BATTLE SETS EA
HARRIER SUPER VGA
HEART OF CHINA - VGA
HEIRS TD THE THRONE
HEXX

HIGH COMMAND (BY 360
HORDE

HOVERFORCE

HUMANS

INCA

INCA 2

IKOY CAR EXP - CIRCUNS
INDY CAR EXP - INDIANAFOLIS
INOY CAR RACING

INDY JONES LAST CRUSADE
IHON CHOSS

ISLAND OF DR BRAIN

I5LE OF DEAD

JACK NICKLALS COURSE DISK
JACK NICKLALS GREATEST 18
JACK NICKLALS SIGN ED
JAMES BOND STEALTH ADV
JEOPARDY

JETFIGHTER 20

MARHUNTER 1 1Y 5 REX NEBULAR COSMICGEN 42
MANTIS EXP FIGHTER 9 RISE OF THE DRAGON - VGA 12
MANTIS EXP SPEECH PACK. 6 RISE OF THE ROBOTS -
MARTIAN DREAMS o RISK - WIN 15
MARTIAN MEMORAHDUM 0 ROAD & TRACK GRAND PRIX 12
MASTER OF MAGIC a ROBINSON'S REQUIEM 2
MASTER OF ORION 2 ROCKETEER 1
RAXIMUM OVERKILL 2 ROME: PATHWAY T0 POWER 12
MAXIMUM OVERKILL: MISSION 12 RULES OF ENGAGEMENT 6
METAL TECHL EARTHSEIGE 33 RULES OF ENGAGEMENT 2 21
METALTECH: BATILEDROME 28 SAM & MAX: HIT THEROAD 26
MICROSOFT GOLF - WIN 16 SANDS OF FIRE 5
MIG 20 {SPECTRUM-HOL) %5 SAVAGE EMPIRE 9
ML FOOTBALL 2 5 SGRABBLE 9
ML FOOTBALL DELUAE 8 SCRABBLE DLX EDITION 15
SEAWOLF 1M
m SEARGH FOR THE KING G
SECOND FRONT 9
SECAET WEAPONS EXP 8
On orders over 575 SECAET WEAPONS LUFTWAFFE 14
Choose from fist belaw SERF CITY 2
* Rex Nel SHADOW CASTER 10
« Power Mon SHADOW OF YSEREILS 7
« Jordan Vs. Bird SHADOW PRESIDENT 15
« When Two Worlds Wor SHADOW SORCERER 6
= Reglms SHUTTLE a
+ Dagger of Amon Ra srg MEIER TRIPLE PACK ;e
SIEGE & SWORD ]
MOOHBASE 9 SIERRA ADY STARTER KIT 18
MORTAL KOMBAT 19 SILENT SERVICE 2 10
NFL COACHES CLUB 17 SILVERBALL 2
HiL PRO LEAGUE FE 91 5 SIM CITY 17
NFL VIDED FOOTRALL 9 SIM CITY - TERRAIN EDITOR 0
HHL HOCKEY 94 n SIM CITY 2000 2
O GREATER GLORY 18 SIN EARTH 13
HNODUNGA'S AMBITION 10 SIM FARM 25
NONAD 9 SIMON THE SORCERER 15
s i SURCERIAN ]
OPERATION COMBAT 2 17 SPACE DUEST 1 - VGA m
THIT OF THIS WORLD 1w SPACE DUEST 3 9
OUTPOST M SPACE QUEST 4 - VGA 13
OVERLORD B GPACE OUEST 5 - VGA i
PACFIC STRIKE SPEECH PAGK 7 SPACE QUEST TRILOGY x2
PAGIFIC ISLANDS W SPACE SIMULATOR a3
PAGIFIC STRIKE 18 SPAGEWARD HO! 18
PAGIFIC WAR 2 SPACEWRECKED 9

SPEAR OF DESTINY

SPEAR OF DESTINY. MISS 2

SPECIAL FORCES

SPECTRE

SPELLCASTING 100

SPELLCASTING 200

SPELLCASTING 301

SPELLJAMMER: PIRATES

STAR CRUSADER

STAR FLEET 2

STAR LEGIONS

STAR THEK 25TH ANNIY
STAN THER: JUDGEMENT
STAR TRERUDGE MOVIE &
STARFLIGHT 1

STANSHIP: COMMAND ADV
STELLAH 7

ST0RM ACRUSS EUHOPE
STREET FIGHTER 2

STHIKE COMMANDER

STRONGHOLDY

STUNT ISLAND

SUBWAR 2050

SUPER 5LOTS

SUPERHERD: LEAGUE HOBE
SYNDICATE

SYNDICATE: AMERICAN REVDL
SYSTEM SHOCK
TAKE-A-BREAK PINBALL
TANKS: CONST SET 2

TASK FORCE 1842
TERMINATOR

TERMINATOR 2: CHESS

TERMINATOR 2029

TERMINATOR 2029.0FERATION
TERMINATOR: RAMPAGE

TESTDRIVE D

TFX

THE PROPHECY

THEATRE OF DEATH

THEIR FINEST HOUR

THEME PARK

THEXDER 1

THEXDER 2

THUNDER HAWK

TIE FIGHTER

TIME QUEST

TONY LARUSSA 2 NL/AL

TONY LARUSSA BASEBALL
TONY LARUUSA 2 '92 PLAYERS
TORNADD

TREASURES SAVAGE FRONT
ULTIMAS - RIORS OF DES
LILTENA 6 - FALSE PROPHET
ULTIMA 7 - BLACK GATE
ULTIMA 7 - FORGE VIRTLE
ULTIMA 7.5 - SERPENT ISLE

ULTIMA R : PAGAN

ULTIMA 8 : SPEECH PACK

ULTIMA UNDERWORLD 1
ULTIMA UNDERWORLD 2

ULTIMATE DONAMN

ULTRABOTS

UHINVITED - WiN

UNIVEREAL MILITARY SIM 2

UNNATURAL SELECTION

UNNECESSARY ROUGHNESS

VEIL OF DARKNESS

VENGEANGE OF EXCALIBUR

VIKINGS 2

WALLS OF ROME

WARLORDS

WARLORDS 2

WAYNE GRETZKY HOCKEY 2

WEAVER BASERALL 2

WELLTRIS

WESTERN FRONT

WHERE IN SPACE CARMEN 50

WING COMM 2 SPEC OP

G COMM 2 SPEECH PACK

WING COMM SECRET MISSION

WING COMMANDER 1

WING COMMANDER 2

WIZARDRY 4

WIZARDRY 6 - COSMIC FORGE

WIZARDRY 7 - CRUSADERS

WIZARDRY TRILOGY 1

WIZARDRY TRILOGY 2

WORLD CRCT

WORLD GLASS SOCCER

WORLD WAR 2: RATTLES

WWAIR FORCE COMMAND

SWING

X-WING IMPERIAL PURSUIT
YEAGER'S AFT

28K MCKRACKEN

Prices & availabifity subject to
change. Call Toll Free for current
titles and those not listed-we've
gat lots more! All Used Games
are comeplefe & virus frée with
onginal box, documentation &
disks. System com-patibifity is

not guaranieed, All safes are

linal-defective games replaced
with same title. Free shipping

(Reguiar Ground) in the

conlinental USA on orders aver

§150.

v Buy&s®

SELL

e PV sd e B or s e WA




5th Fleet Flight Light Plus Quantum Gate 2
Tth Guest 11th Hour 6‘3 Full Throttle 4? Quest for Glory IV 49
Absolute Zero 41 Gadget 50 Raiden 39
Advanced Civilization 38 Hammer of the Gods 44  Renegade 44
Alone in the Dark 3 50 Harvester 59 Retribution 38
Arkania 2 Star Trail 44  Hell Cyberpunk Thriller 50  Reunion 38
Avalanche 29 Heretic 50 Rise of the Triad 44
Batlle Isle 2200 38 High Seas Trader 40 Shadow of Comet 44
Beyond Squad Leader 54 Inferno CD 49 Space Pirates 44
BioForge 50 Inherit The Earth 49  Star Crusader 44
Blood Bowl 37 Ishar 3:7 Gates Infinity 38 Slar Reach 44
. IBM DIS KS gg:‘::;l%i:(:?all 2 39 Blood Net 50 Jagged Alliance 47 Star Trek Tech Manual 44
1830 Raiden 33 Bureau 13 44 Jorune Alien Logic 44  StarTrek Next Gen 59
5th Rt 4 4 Rise of the Triad 40 Buried in Time 50 HKing's Quest VIl 49 Stonekeep 44
Rareics the RRing y 47  Robinson's Requiem 40 Celebrity Poker 33 Knights of Xentar 43  System Shock 50
Advanced Civilization 38 SimTower 30 Comanche 40 Lands of Lore 2 46 Tank Commander 54
Allen Legacy 41 Stalingrad 44 Command &Conquer 50 Legend of Kyrandia3 44 The Scroll 44
Arctic Baron 30  StarTrek NextGeneration 59 Conqueror 48  Litil Divil 33 Third Reich 37
Arkania 2 Star Trail 44 The Dig 43 Creature Shock 50 Lords of Midnight 50 Transport Tycoon 47
Blackbeard 38 Theatre of Death 27 Cyber Judas 52 Maabus 38 Under a Killing Moon 58
Blake Stone: Planet Strike 33 Third Reich ¥ Cyberia 50 MadDog 2 Lost Gold 38 US Navy Fighters a7
Breach 3 42 _'lr,!“ F‘Jghler Delfnde: ?f Emplm gf: CyberWar 50 Magic Carpet 47 USS Ticonderoga 46
g;f;ﬂ_:‘;\"__u o g? V'ig:;:’;;f"s";'_}“ s e CyClones 50 Mortal Kombat Il 50 VRStarter Kit 1 42
! o ¥ Daedalus Encounter 50 Ms. Metaverse 37 Voyeur 50
g‘éﬁﬁ? 29 Sadwl it qiant o g Tt Dark Forces 54 Myst 52 Wild Blue Yonder 45
Ol Forces 49 e Death Gate 37 NHL Hockey '95 39 Wing Commander Il 56
Deep Space 9 The Hunt 44 ] Deep Space 9 Hunt 43 Noctropolis 50 Wings of Glory 45
Descent 44 [ — Descent 44 NovaStorm 38 Wolf Hunt or Hunted 39
Doom Il Hell On Earth 46 (7] Discworld 40 Panzer General 44 X Com Terror Deep 44
DreamWeb 37 = Dominus 38 PGA Tour Golf 486 50  X-Wing Collector's 50
Dungeon Master 2 39 Doom Il Hell On Earth 46  Phantasmagoria 56 Zephyr T
ggr:le:- Wring Cd-Rom g’g E Dragon Lore 50 Python's Waste Time 56
ight Light
T-n?gnltegn Caslle Awakening 50 ]
Frant Lines a4 [ ="
Heroes Might & Magic 44 ——
Hexx 38 e
Hired Guns 27
Jorune Alien Logic 42 | F-16 Flight Control $109
Lands of Lore 2 iﬁ Weapons Control Il $89
Lords of the Realm
MechWarrior 2 a7 Rudder Pedals 599
MechWarrior 2 Data Disk 2~ 22 | Flight Control MK 1 $59 .
Metal and Lace 34 T Driving Pedals $1|,9 / e
Nerves of Steel 22 it %.:-
HOT WIRE MAGAZINE
i .'.'u The 1st interactive Adult Magazine on CD.
Featuring the interactive toychest, fabulous
phone, hundreds of steamy photos, dozens of hot
videos, Spring break sessions with naughty coeds i
and the Come With Me Button. Only $29! 75 c!’?é'?“

t-Time* uses state of the art,
patent pending technology to
make your CD-ROM drive per-
form as fast as your hard disk.
Access time is lowered considerably, and d-Time** makes Full Motion
Video clips flow more smoothly and more realistically. ONLY $

Sample A Bundie

Play against six beautiful
uppunents' Combines full

= A Taste of Erotica 2
» Virtual Vivid

* Pixis Sampler U)ol
¢ Virtual Vibrations i Wi N v

Phone (201) 783-3600 * Fax (201) 783-3686 * FAXBACK Line (201) 783-3374

800-999-7995

Send Orders To: Mission Control * 7 Oak Place * CGWO0695 « Montclair, NJ 07042. MC, Visa, Discover, Checks & Money Orders.
Checks held 14 days. Please Include Phone # /Shipping $7 OVERNIGHT (most areas) Int’l Shipping $25. E-Mail MissionCD@aol.com



INTERACTIVE

Adult Movie Almanac 49

Adventures of Sman 49
CyberStrp Blackjack 54
CyberStrip Poker 54
Dirty Debutantes 49
DD2 Asian Invasion 49
Dream Machine 49
Electric Swing 49
Fantasies Interactive 39
Fantasy Chamber 49
Girlfriend Teri 49
Hot Wire 39
Hot Wired 39
Lingene Interactive 19
Maddem's Family 49

Monte Carlo Intimate 59
New Machine Sampler 14

Nightwatch 2 49
PeepShow Interactive 49
Pivs Adult Sampler 14
Private Prison 48

entrapped in VR
. ber to fulfill thal

VIRTUAL
VIXENS =

Samural Pervert 59
See Some, 3 Some 49
552: Megababes from Ajia 49
Spy Club 44
Streets of New York 49
Stripper Pl 49
Texas Teble Dance ki)
Tokyo Nightlife 49
Tokyo Nightlife MAC 49
Treasures of Spice 14
Vampire's Kiss 49
Virgins 49
Virging 2 59
Virtual Director 39
Virtual Photoshoot 1 29
Virtual Photoshoot 2 59
Virtual Photoshoot 3 59
Virtual Sex 49
Virtual Valene 2 39
Virtually Yours 2 59
Vivid Sampler 14
Wanderlust 24
Wet'N Wild 34

PART1 CD
$44

THE NAUGHTY DOG S
eam of being invisible? Take full
of a ultra sophisticated remately
anical dog equipped with a vid
smitter and advanced surveillai
m. Get away with the unimaginab
ough the eyes of a cute and cu
; cybernetic creation.

urney into a realm where beau
éh are available to challenge

BEAUTIE _
PASSION FILES $29
SEX & MONEY $29

EEP
$24

3

NEW

P UBLISHING

The best way to get started with Adult CD Roms. Set
includes: Digital Dancing, Legends [V, Biker Babes,
Legends of Porn I, Insatiable & CD Sampler!

WHAT A DEAL! $49

B New Wave Hookers
M Asian Invasion

M Dirty Debutantes
M Girls On Girls

N Adventures Seymore

M Private Video Mag
M Model Wife
M Hidden Obsessions

$29
$49
$39

Pervice #93

Dream Machine

MOVIES

b

Nightatch Il
$49

Touch Me, FeelMe ~ 29

Urntsuiidoji Legend Overfiend 49

Adventures of Mikki Finn. 39 Virtual Vibrations Sampler. 14
Alvays . /29 WidInnocence © 29
Anorous Asian Girls 39, WRINKTV
Babes llustrated 2 34 g :
‘Baby's Gat But 2,

i, D

L With a One Year

i Subscription to
interactive Quarterly
. Mmagazine.

I Guide To Adult CDs
ottest News, Views,

1Q Magazine, 551 Valley Road;
Montclair, N]J 07043. EMail
Mag@aol.com Fax to 201.783.368! r§
Xing, please include info from aboyes™
vhite cover sheet.

re~ o



2 Dual-Player Turbo Infra-Red
Wi_reless Game Confrollers_ |

. o * edl Transmittegwith 180°
\ - .ﬁ-'“-’:»a horizontal and 90° vertical field mans it's
a = \) A : next to impossible to break the ction
= ( » Y \ A, T from anywhere inside a room - uifo 40ft.

a3 - s 'S Z X KIS away! . .
.é;_ / e Zf / \ Dual-player controllers support up to two .
3 k. -

players for arcade-type games
._V_____w.;'ugwerful PRO mode supports 2 extra-honus

~functions

2= " » Independent TURBO & AUTO fires control for
i Aand B

Superior 8 directional control copability
Ultra sensitive and durable fire buttons
- " Ergonomic and stylish design

& Automatic power-off function and low power
Mortal Kombat _ o | consumption design for longer battery life
‘ 3 Uses 4 AAA batteries (2 per controller,
mEE — = batteries not included)
Circle Reader Service #364 %o -t _ 1 year limited warranty

Add more power to your
system with these fine scan
converter products from
AlTech! And Play Your
Computer Games on TV

MultiPro CTV -
for a top-of-the-line converter, capture the advanced features
of MultiPro GIV- Ip 1, educational an
tool, IBM PC & M mpatible. Plug & Play portable, flick
technology. (external unit)
ProPC/TV Plus -
play your computer games on any TV with the complete ProPC/TV

srter fi iTech - affordable presentation,

ration and gaming solution. (external unit, 1M PC and

compatibles only)

:qamePlayer 'rlv; e - AIFIWeC:ll

sereen TV display. Bundled with FREE $49.” value Street Fighter 11,

Call your local dealer for these exciting products today!

Vision for Multimedia Int'l Calls: 510-226-9169 = Fax: 510-226-89906

Circle Reader Service #361




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.

LEMMINGS
PSYGNOSIS, 1991
When initially released, LEMMINGS cer-
tainly seemed cute enough, but few could
have predicted the profound impact it
would have on the puzzle game genre. To
save the migratory species from a self-in-
duced demise, players frantically removed
barriers, yanked the lovable Lilliputians from dangerous
precipices, and rescued them from all sorts of aquatic, fiery
and otherwise potentially calamitous ends, primarily by as-
signing lemmings to various tasks. LEMMINGS dppmlul 1o
both male and female gamers, and it seemed that gamers of
all ages seemed to have time for just one more level ol this in-
sidiously addicting game. Since the game has now migrated
to every major platform, we'll probably never know how many
total hours have been spent watching Lemmings shinny up
cliffs, bash through mountains, or float to safety with umbrel-
las. Judging from the success LEMMINGS' sequels have en-
Jjoyed, it was “non-praductive time” well spent.

CIVILIZATION (MicroProse, 1991)
Farcon 3.0 (Spectrum HoloByte, 1991)
GUNSHIP (MicroProse, 1989)
HARPOON (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)

- Hignrigurs .

M-1 TANK PLATOON
MICROPROSE, 1989

One ol the best from the “Golden Age”
of MicroProse Simulations, this game im-
|)l'(.':i!\'{:(| wargamers and simulation fans
alike with its attention to detail and ex-
cellent combat model. For the st time,
mocern armored combat was recreated
for the computer on a platoon level, rather than the single-
tank view of prior sims. With the computer crunching the
ballistics numbers, players were free to concentrate on giv-
ing orders—a system which worked quite well due to Iht
excellent command control, and platoon cohesion and
morale rules, The lurious action captured the feel of a
chaotic battlefield without feeling like an arcade game, and
the enemy tanks sported a good enough Al to make worthy
opponents, Despite the advances in graphics technology,
the realistic terrain depiction found in' M-1 TaNK Pratoon
has yet to be surpassed.

RAILROAD TYCOON (MicroProse, 1990)
Rep BARON (Dynamix, 1990)
THEIR FINEST HouR (LucasArts, 1989)
THE SECRET oF MONKEY ISLAND (LucasArts, 1990)
UrriMA VI (Origin Systems, 1990)
Urrmma UnperwoRLD (Origin Systems, 1992)
WinG CoMMANDER I & II (Origin Systems, 1990-91)

WoLrensTEIN 3-1 (id Software, 1992)

BATTLE GHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuNseoN MASTER (FTL Software, 1987)

EnrL WEAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-19 STeEauTH FIGHTER (MicroProse, 1988)
GeTTYSBURG: THE TuRNING PoINT (551, 1986)

SMEITY (Maxis, 1987)

KAMPFGRUPPE (Strategic Simulations, 1985)
MecH BRIGADE (Strategic Simulations, 1985)
MicHT & MAGIC (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

PIRATES (MicroProse, 1987)

STARFLIGHT (Electronic Arts, 1986)

THE BARD'S TALE (Electronic Arts, 1985)
Urrmma I (Origin Systems, 1983)

Wermda IV (Origin Systems, 1985)

WanR 1N RussIA (Strategic Simulations, 1984)
WASTELAND (Interplay Productions, 1986)
WIzZARDRY (Sir-Tech Software, 1981)

ZORK (Infocom, 1981)
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1942: Pacific Air War Gold
CD-ROM Update: Contains a
new version of the file
1942CD.COM, which will
correct a problem seen if
your copy of the game has
a volume label of
PAW_1942 instead of
1942 PAW, where the
game will not run from a
minimum installation.
3/16/95

Alien Logic V1,02 Updais:
Corrects the Cleash
General #*Null Jig Tokens*
Crash, as well as adding
command line switches for
many sound boards.
3/10/95

Colonization Version 3.0:
Corrects reported prob-
lems and adds a map-edi-
tor. Works only with the
U.S. version of the game.
2/13/95 I

Descent V1.2 Update:
Includes several bug fixes
and adds support for mul-
tiple sockets during
netgames, hooks for-
Spaceball controller sup-
port and alternate joystick
reading methods. 3/24/95

Doom V1.9: Official id
upgrade works only with
version 1.666. 2/8/95

Sth Fleet Version 1.2 Update:
Fixes some reported bugs.
2/2/95

Flash Traffic Installation
Update: New
INSTALL.EXE expands
sound card support,
includes drivers for MS
Sound System and cards
with the Ensoniq chip.

1/27/95

FrontLines V1.01: Fixes
reported bugs. 2/10/95

Front Page Sporis: Baseball
‘84 V1.02: Iixes many
reported problems,
including crash bugs and
General Manager Al as
well as roster handling
bugs. 2/3/95

Front Page Sporis: Foothall
Pro '95 V1.02: Adds fans to
the stands and enables the

PATCHES

Computer game programs have grown so massive and the number of hardware
configurations has hecome so huge that incompatibilities and glitches are frus-
tratingly common. Software fixes, or “patches,” for buggy programs have be-
come a necessary evil until we reach the golden age of standardized platforms

and bug-free programs.

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 pub-
lisher with proof of purchase. Red indicates new files.

CD-ROM version of the
game Lo access extra plays
ﬁ‘om the CD, plus many
other enhancements.
1/26/95

Hammer of the Gods Update:
Fixes mouse pruh]cms,
low memory issues and all
known related issues.
2/22/95

Harpoon 2 Upgradae: Fixes
some reported problems.
3/14/95

Harpoon Classic Macintosh
V1.57: Fixes some missile
targetting bugs; works
with version 1.5 or hetter.
2/3/95

Harpoon Classic for Windows
V1.53b: Corrects several
reported GPF errors, and
fully iml}luncm.\' all ver-
sion 1.32 missile changes
including bearing-only
attacks: works with version
1.5 or better. 2/2/95

Hell PB-13 Version Update:
To be used only for the
PG-13 version of Hell:
Certain words are
“beeped” out. 3/22/95

Links: The Challenge of Gali
Updata: Fixes lockups with
Sound Blaster 16 cards,
3/22/95

Master of Magic V1,31
Updats: Latest upgrade to
MicroProse strategy/magic
game with numerous fixes,
new features, and major
Al enhancements.
Updates all versions.
3/07/95

Dut of this World Macintosh
V1.0.3: Bypasses code
wheel protection, fixes
incompatiblities with
System 7.5, and takes care
of the white screen prob-
lem with the PowerPC.

2/17/95

Panzer General V1.1 Update:
Separate CD-ROM and
floppy patches fix some
reported problems. 1/6/95

Return io Zork V1.2: Fixes
many bugs and inconsis-
tencies in gamepl::f/, and
fixes many audio driver

problems. 2/17/95.

SimTower V1.1 Update:
Macintosh-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 anc
retreats, hidden AT guns,
variable weather, horse-
drawn artillery, reduced
elfectiveness air and
artillery and much more,
1/25/95

Ultima B V2,12
Comprehensive patch
includes [ixes to many
problems as well as several
rame enhancements.

9/17/95

Warcralt: Orcs and Humans
Disk/CO-ROM Update: Works
with both the disk and
CD-ROM versions; con-
tains unit editor and cheat
codes. 1/27/95

Warcraft V1.21 Upgrade:
Offers improved sound
card support, increased 2-
player game speed and
many more lixes. 3/20/95

Wing Commander III QVision
Patch: This patch will fix
problems with the
Compaq QVision in SVGA
mocde, 2/17/95

Publisher BBS Numbers

Many of these patches are
available directly from the
publishers’ bulletin board
systems. Call with your
modem parity settings at
N-8-1.

Accolade (408) 296-8800
Activision (310) 479-1385
Apogee (508) 368-7036
Bethesda (301) 990-7552
Broderbund (415) 883-5889
Capstona (305) 374-6872

Creative Lahs (405) 742-
6660

14 Software (508) 368-4187
Impressions (617) 225-2042.
InterPlay (714) 252-2822
Lucasfris (415) 257-3070
Maxis (510) 254-3869
MicroProse (410) 785-1841
Microsoft (206) 986-6735
NovaLogic (818) 774-9528
Drigin (512) 328-8402
Papyrus (617) 576-7472

Sierra Online (209) 683-
4463

Specirum HoloByte (510)
522-8909

§5I (408) 739-6137 or (408)
739-6623

Virgin Interactivae (714) 833-
3305
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You've just arrived in a bustling city.. a strange, wonderful, dangerous place. Full of unpredictable people. People
you've never met, strangers. Enter the cityscape. Move through public places. Go to a nightclub, café, restaurant,
movie or the theater: Explore the limits of emotion and discover startiing things about them and yourself.

YOUR WORLD JUST BECAME STRANGER

twice.
BEST STORY. Rated ko K -:,',, .f-
“The game never plays the same twice.” —Hectronic Entertainment e

*
»
.
.

""’ 4 ':l '." -
Ratesd >k ok _ M t-,-,., P o
“Mature audiences will find themselves captivated...” —Computer Gaming World 7/ '/f,"-". . ,-,l,‘; ,J,:'- W 2
Ratel % ok k% : /"”. ¢ L

*...2 multimedia tour de force...cool, totally cool...” —Vautius CO
Top B OT-R00e & vlzlon B! Faist —flew Media .
00 T ERHUS . A realistic look into other people’s lives.” —American Way




“What'’s the Deal with...Me?”

by Martin E. Cirulis

ell, Tolks, it's true....
The Rumor Guy has
left the building.
And in whatever in-
carnation he graces
these pages, or if he
chooses to only haunt

suburban shopping malls 1o be spotted

by lonely people with lifetime subscrip-

tions to The Inquirer, I'm sure we all
“wish him well.

And in his place, dear readers, you
get me, Martin E. Cirulis. One 30 year-
old, slightly grumpy, somewhar sarcas-
tic, mostly harmless, triple-A (on the
verge of being called up to the
pros) Science Fiction writer
and software reviewer who (
will hold lorth once a \\
month on whatever trend,
good as well as bad, in the
entertaimment soltware in-
dustry catches my eye or
puts a burr in my pants.

Those of you familiar
with my reviews will al-
ready have a pretty good
idea ol my take on things, but
others may be wondering what exactly

L\

qualifies me to fill up this final page of

CGW with little black marks. At the risk
ol padding my ego, let’s go over my
qualifications, such as they are.

First of all, 'm a Writer, which makes
it a little casier for you to understand
me and certainly makes the Editor’s job
a little easier. I've been writing SF for a
few years now, and my newest novella,
Stiletto, will appear in an upcoming
AMAZING Stories anthology. 1 am cur-
rently collaborating with Lucius Shep-
ard, Hugo, Nebula and World Fantasy
award winner, on his new SIF novel as
well as working on my own near-future
novel.

“Fair enough,” you say, “but an SF

writer doing a column in a computer
magazine is hardly original, and be-
sides, what the heck do you know about
things that count, like compurter
games?”

Well, being an old-timer, my comput-
er experience goes all the way back to
the very late 70s—bungging my parents
to blow $1600 (Canadian) on the origi-
nal Apple, so I could write 50 lines of
code that would draw little square hor-
sies on the sereen. Sadly, they didn’t go

for it and my lust for personal

computers continues to this day. A
more serious close encounter with bits
n’ bytes occurred in the early 80s, when

I spent three years at the University of

British Columbia hoping to someday
pursue a higher calling in the world of
Artificial Intelligence research and ap-
plications. Fortunately for my social life,
I sullered a linancial and philosophical
crisis (most students without rich par-
ents, or brains the size of planets, able
to pull down every scholarhip in the
universe, can probably imagine the first
hall of the crisis: the second revolved
around how wise it was to spend a lot of
money learning how to model a thing

208 COMPUTER GAMING WORLD « JUNME 1995

like the human mind, when nobody re-
ally knows how it works), and turned 1o
the world of writing instead. While my
coding skills are sadly out of date, I re-
tain my general knowledge and my
undying sympathy [or those forced to
write in Assembly.

And during all these years of twisted
development I must confess my most
wholesome hobby has been gaming,
from board, to pen-n-paper to comput-
ers Lo actual physical elfort. II there is
same kind of skill required, some kind
of luck involved and it's possible to lose,
then I've played it or at least have an
opinion on it. My first board game: lost
in the mists of time. My [irst
wargame: Losing 50 straight

games of Arrika Kore at the
age of eight. My first RPG:
TRAVELER, with the original
three litle books, My [irst
computerized games: PONG,

SPACE INVADERS, and some

weird Missite COMMAND

clone loaded from tape on a
color TRS-80. From then on
['ve been spending lar too
much time gooling off on a
string ol personal computers from the
C-64 to the Atari ST and [inally the
486/66. '

So there you go. That's a bit of who 1
am and why I get to do this; hopefully it
will be enough to keep you reading
through the uncharted wilds of the last
page. It's been nice meeting you all. Iry
to be here next month, when the [un re-
ally starts.

0

Meamwhile, if there’s something going on
in the industry you think Martin should be
praising/butchering, let him know by send-
ing a note to: “What's the deal with...” /o
CGW, 135 Main St. 14th Fleor, San Fran-
cisco, CA 94105, &
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AVE CONTROL!

If you're going to beat today’s high-speed,

fast action computer games, you need a
Phoenix or Firebird programmable flighe

and game controller. Change weapons, side
step and strafe without touching the keyboard
to dominate the action in Doom II™,

A simple change of button settings, and
you're the master in TIE Fighter™. Play to
win wirh a Gravis programmable flight and

game controller.

AAVIS FIREBIRD
30-day, money-back guarantee.*
17 programmable buttons See your dealer or CALL NOW,

(E]] 244-3949

Built-in throttle and trim controls

Includes Descent Destination Satu

+ 24 programmable buttons
« Buile-in throttle and rudder control

« Point and click programmability
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YOU ARE WHAT THEY MADE YOU...
Make them regret it!

Stripped of memory and enhanced with both human and
alien technology, you were fo be the perfect warrior.

Make your break for freedom as the star of
ORIGIN's latest Interactive Movie. Lifelike
animation of your character — whose every
move you control — intriguing puzzles

and truly interactive environments create

a ground-breaking adventure.

See for yourself.
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