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Here's the right game. 7§
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Break into a new
dimension, Altack,
sidestep—even hurl

your opponeat
tawards the camera

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:

shrcade Action & Incredible Speed. FX Fighter was specifically designed to take
advantage of your new Pentium, but it still screams on a 486, too.

sReal-Time 30. FX Fighter s first to use BRender ™ technology, the most advanced
30 rendering system ever developed.

*Real Motion Capture. We recorded over 350 actual sequences from martial artists
and acrobats for this game. Roundhouse kicks have never

been so smooth,

#Flying Camera. Forget side-only views. We've got every
angle covered—in three dimensions. y

»More Moves. Choose among eight characters, with over

#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.

" - sConlidence. 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 felt that the last
thing the world needed was another damnj word-processor.
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40 attack moves each—including incredible combinations.

E) Entertainment.

Flying 30 Camera
Mot just o highlight
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viw changes as
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GETIT OR DIE TRYING.
For 486/Pentium 1
PCs with CD-ROMs.
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Thundering engines. Insane weapons. Maximum destru_'(tion.

Fast texture mapped 30 flight with full 360 degree movement.

G Planets and 27 levels to explore-with over
400,000 5q miles of terrain,

(D-ROM includes over 70 Mb of cinematics.

B player network and 2 player modem support. ; . .
“The3D environments are

% Han—smgaf_r—m—airaMEif—lo-qmundlealisﬁ(a(liun - simplv breathtakinq...the
{ and futuristic Comm-Bat”. / . : ;
worlds are like nothing seen
Profesional music soundurack and fulydigtioedsound effects, 4 before in computer games."
- ~(omputer Player, April *95
SVGA support. i y
, , . i - "It'sa3D vehicle shooter that's par
Kick some asteroid! \.eile \ 3 4 5
. Star Wars and part Descent.
@ S * ~(omputer Gaming World, March 95
ot o
y B
;’-._,_— -. ‘;:}:f‘ _,4r_ .3
&Y
§90 8 S
Note: lheshatmrevers‘mnnﬂ'emlhal Velodity N‘:‘;';-‘-..
isasubsetofthe foll gmeand comains onlyJofthe. : ol .
planets, The shareware (- Rﬂersinudmmdudeﬁ / /f “Terminal Velocity -
dnemats. ~ isasymphony of itillating N
~ action and g-force slurping excitement..."
- —Strategy Plus, March "%
" "Thecharm ofthe gameis t's open-endedness, t's extensive
- i multl-staqe levels...[which] can be explored and destroyed at will
» }n,sm B A (a0 ~ ~(omputer Gaming World, May 95
10 iy < e T Shareware version—Now available in stores from FormGen
Entertainment 7641 E. Gray Road S8 Y
P.O. BOX 496419 Scottsdale, AZ 85260 o

Garland, TX 75049
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‘Triadis a truly awes ome game"’tgut don’t take our word for.it.
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BOOT UP.
STRAP IN.
HOLD ON.

--and blast away on the ultimate thrill ride.

Looking for a little adrenaline rush? Then lock and load Chaes

Control, pal. The CD-ROM that turns your PC into the arsenal of

democracy. You're Lt. Jessica Darkhill. The cucumbercool,

razor-sharp, lightning-fast space fighter, and the only thing standing between an

army of Kesh Rhan extraterrestrials and the annihilation o

scream-

ing and obliterating the Kesh Rhan armada. Four
heart-wrenching battles in four overpowering 3-D
universes. For more information or to order, call

1-800-340-7888. Chaos Control. What a ride, man.




. Win a weekend trip for two on

your own private Lear Jet.
b
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h!wﬂmg necessary. Complete on enlry form veiloble of stores, or moil o 325 cord with your nome und oddiess ond 1ip wde lo

Jm m'p:loiu. P.0. Box 8708, Depl, 561, Newport Beuch, CA 92658, Requests mwst be received by 8/31/95, 0dds of winning

! | depend on number of entries received.

Grond Prize: A Leor Jot weekend Irip (Friday - Sunday) for two (2) 1o ony one of 21 specilied destinations in the conti-

: iled Stotes (induding hatel ond $500 cash) (ARV 530,000; CASH Subshitution 510,000); Three (3) First Prizes: A
L kﬂli\lm‘" Computer (ARV $3,000); Fifty (50) Second Prizes: A Chaos Control Bomber Jacket (ARV $150).

FOR A COMPLETE SET OF RULES: Send o self-oddressed, stomped envalope o Choos Contrel Rules, P.0. Box 8708, Depl.
561, Newport Beach, CA 92658. Requests must bo received by 8/31 /95, Void whero probbited.

age *
Philips Media
- 21995 Infoggames/leMotion, Inc. © 1995 Philps Media, Ioc. Al ights reserved.
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Duke Nukes In A New Dimension

Duke Nukem 3D
86

FEATURES

32 SNEAK PREVIEW! MECHWARRIOR Il A millennium
from now, engines ol war will tower like skyscrapers over
the battlefield, crushing all who block their path. CGW’s
Johnny Wilson climbs into his Wolf Clan battlemech and
challenges you to, “Mech my day!” in a 31st century duel
to the death.

38 GO SPACEWARD, YOUNG MAN From galaxies long
Ag0 and lar awiy Lo a star S)"ST.CI]I near you, h']]llCU
simulators take you where no human has gone before,
Martin Cirulis destroys Death Stars, ignores Admiral
Tolwyn’s orders, and snares odd-looking Gorene ships in
tractor beams in his quest to find the ultimate interstellar
experience,

ADVENTURE/
ROLE-PLAYING

59 SCORPIA'S STING CGW’s most famous
anthropologist grabs her Jane Goodall hat and journeys into
Virgin's LosT EDEN.

64 THE SCORPION'S TALE Lost and wandering on
DiscworLD? Instead of slipping off the edge, you might let
yourself fall under our sorceress’ magic spell.

68 JEWELS OF THE ORACLE Peter Olafson puzzles out
this prettily-packaged adventure from Discis.

78 ALIEN VIRUS Arinn Dembo finds that bug-hunting
without a seript leaves gamers in a vacuum in Vie Tokai's
sci-fi world.

82 THE DAEDALUS ENCOUNTER Tia Carrere looks as
sleek, sexy and serious on the computer screen as on the big
screen—but is it enough to keep a gamer’s attention? Grab
your popcorn and join Charles Ardai for another interactive
sci-I1 movie.

ACTION

86 SNEAK PREVIEW! DUKE NUKEM 3D Space
Commander Peter Olafson briefs you on riding spaceships,
leaving footprints, and even drinking from the water
fountains in Apogee’s new action-packed blast fest.

98 SUPERKARTS Driving a go-kart at 30 mph may not
seem like much to a NASCAR vet, but Vox Day says that
this game has more horsepower than its 125¢c engine
would lead you to believe.

102 TANK COMMANDER Domark moves [rom
simulations to arcade fare, keeping the action fast-paced
and the explosions Joud.

108 ATARI 2600 ACTION PACK Well, Sherman, this
month the Wayback Machine takes us to the long-lost days
when Kagoom! was King, and 8K games were a dim vision
on the horizon. Come now, don’t fret—a little nostalgia will
do you good...



SIMULATIONS

123 BOGEY'S BAR & GRILL If you haven't been invited by
the military to train in a state-of-the-art simulator, join Denny
Atkin for a private seminar in the CGW Virtual War College.

128 SNEAK PREVIEW! SILENT HUNTER SSI dives deep in
trying to out-perform ACES OF THE DEEP. Kevin “Sumo”™
Turner puts the new SVGA propellers through some difficult
maneuvers in the WWII Pacific theater.

130 1942 GOLD Does everything MicroProse touch
eventually turn to gold, or are the enhancements merely
multimedia electroplating? Michael Rymaszewski logs several
hours in a virtual cockpit to find out.

STRATEGY/
WARGAMES

137 BROADSIDES & GRIPESHOT Alan Emrich wonders
whether good artificial opponents will be left behind in the age
of on-line strategy games.

142 X-COM: TERROR FROM THE DEEP In exploring the
sequel to CGW’'s Game of the Year, Martin Cirulis dons his
aquanaut gear and scours the ocean floor for aliens.

148 JAGGED ALLIANCE If you take an X-Coum style tactical
engine and replace the research with more character interaction
and role-playing elements, Jeff James says you end up with a
most interesting situation for strategic mayhem.

156 1830 Avalon Hill's plan to convert award-winning
board games to the computer is picking up steam. Bob Proctor
arrives on the 7:30 express just in time to file this report.

160 THE PURE WARGAME Easily the most historical of
QQP’s many strategy/wargame titles, THE PURE WARGAME
needs some of that old-fashioned QQP play balance. Tim
Carter finds the historical research superb. but the game
system wanting.

168 PIZZA TYCOON Listen up, youse mugs. Y' know what’s
good fer ya, you make da pizza all day even dough dis game is
in real time. Ya got me? Dis here is my godson, Randall Black,
an’ he’s gonna el you alla ‘bout it. Capice?

172 MACHIAVELLI: THE PRINCE In a new lranslation by
Renaissance scholar Arinn Dembo, we discover why even

loyal MERCHANT PRINCES should consider changing their
loyalties.

X-COM: Terror From The Deep
142

Go Ahead, Mech Our Day!
32

DEPARTMENTS

12 EDITORIAL Gaming Technology Explosion
16 INTERFACE The Gamers Talk Back

20 READ.ME The Latest Buzz, Whir, And Click

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

180 SHAREWARE SHOWCASE Strategy Slugfest

186 HEX, BUGS & ROCK ‘N ROLL Polygon Secrets
Revealed

192 ADVERTISER INDEX Where To Find Games
194 UNDER THE HOOD 3D Graphics Acceleration
203 HALL OF FAME All-Time Great Games

204 THE TOP 100 Readers Rate The Top Games
206 PATCHES Game Files To Kill Bugs Dead
208 WHAT’S THE DEAL? Clones Are Among Us
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WOKE UP IN DUMPSTER,
NITH CORN FLAKES.

DUT YHE BARYENDER.

CALLED MOW.

ORA® OUY oF 18 BIKERS

NEVEIR {ooKED BRCK. , fé’—«s

You're Ben. You're on the road. You're indestructinle.
ad you'll do whatever it takes to clear your name from a hum murder rap. 5
Like fighting ugly gangs with futuristic pikes and Neolithic weapons.

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

four biker adventure amaits qow on PC CO-ROM. Call 1-BOD-STRANARS for availability
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Meet the Chaos Engine—a side of merry olde
England you'd rather not know. But forget about tea
and crumpers and all that jolly rorren stoff. ‘Cause
this arcade-acrion style CD-ROM game transforms
your PC into a gruesome battlefield of psychotic
monsters and ruthless warriors. We're ralking

armor-plated, razor-toothed killing machines here.

'" The Bltunap Brothers

“The

l‘)t::-it. two

player game on

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

of all time.”

=P (&
Games

So pick one of six mercenary buddies, stock up on

twenty-five deadly weapons and explore four
fiendish worlds with 16 levels. But keep an eye
peeled for mincemear-making rtraps, life-saving
power-ups and assorted keys. It's Britain’s award-
winning designers, the Bitmap Brothers, ar their

Circle Reader Service #255
bloody best. God save the Queen! God save your ass. . 00750 103 &, 00130

Wal'n BIA( " f yvem™

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

1995 WARNER MUSIC GROUP, WARNIRACTIVE™ CHADS ENGINE
G1995 THE BITMAP BROTHIRS



Don’t Start °

The Revolution
Without Me

Three Technical Trends Sure To Be Gamers’ Friends

hy Johnny L. Wilson

realize that the above title express-
es the opposite sentiment of the
Gene Wilder and Donald Suther-
land film Start The Revolution With-
out Me based on the legendary
Corsican Brothers in pre-
revolutionary France,
You remember, don't you?
Each brother would feel
what the other one nor-
mally would. I one
brother was stabbed, the
other felt the pain. Il'one
brother got lucky, well, it
couldn’t all be bad, could it?
Yet, as with the citizens of the
French Revolution which served as
the backdrop for the bizarre little
Wilder/Sutherland comedy, the current
state of computer gaming has citizens who
are restless, They've had it with the aristo-
cratic notions ol hardware manulacturers
who insist on creating “their own stan-
dard.” They've had it with elist ideas like
adapting their CONFIG.SYS liles lor every
“state of the art” game. They've had it with

supporting the patrician overhead of

memory-hogging TSRs. They want "Plug
‘n Play” and they want it NOW!

Well, I can assure you that at CGIV, we're
not going to play the Scarlet Pimpernel
and rescue these archaic remnants of the

techno-aristocracy [rom the coming revolu-
tion. In fact, over the next 18 months, we're
going to introduce you to the Corsican
triplets of technological revolution: the
Winpows ‘05 Explosion, the 3D Graphics
Revolution, and the next Sound Wave.
Like the legendary brothers, what
the architects of these rends do
in the next year and a half are
going to affect cach other's
performance and benelit sig-
nificantly. There will be plen-
ty of interesting clevelopments
with regard to all three perfor-
mance areas in the near future,
and we are gearing up coverage Lo
help you sort through the confusion which
inevitably surrounds a revolution.
Like Robespierre’s Committee
ol Public Safety, we may
have to lop off a few
heads ol decadent
traditional technolo-
gy in order to help
you reach a new lev-
el ol gaming salis- '
faction, but we think g
the new order will be g
worth it. To help you
identify our coverage of this
last-paced era of change, you'll grow famil-
iar with the three emblems which adorn
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this edito-
rial  and
correspond
to the Corsi-

can triplets de-
scribed above.

What's so important about these trends?
First, for those of you who missed last
month’s WiNbows ‘95 games preview, Mi-
crosoft’s new operating system is potential-
ly a tremendous boon to gamers. We
believe Winnows ‘95 could mean the end
ol most conliguration headaches, provice a
transparent interface by which graphics ac-
celerator cards can make games run faster,
incorporate sound and video drivers that
will eliminate many compatibility problems
(making sound/video installation transpar-
ent), and enable you to insert an Autoplay
CD-ROM disc into your drive and be able
to start playing a game without having
to go through a lengthy conligura-

Lion process.

Second, we are going to see light
years ol improvement in the area
ol 3D graphics over the next 18
months. We have all seen over the

last couple of years how 3D graphics
have become an integral tool for estab-
lishing real-time, first-person perspective
games, modeling virtual worlds for graphic
adventures, building virtual sets, and creat-
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ing synthetic actors. We've observed the enrichment of these 3D
graphics through the techniques defined in this issue’s “Hex,
Bugs, & Rock ‘n Roll.” Now, imagine what happens when your
game machine has hardware assists, specific chips designed 1o
enhance 3-1) graphics performance without dependence upon
CPU time. Both performance and technique should improve.
For an update on important news in this area, be sure to see the
articles marked with the 3D Graphies Revolution logo in this
month’s “READ.MLE” section and “Under The Hood.”

Third, we're going to see some exciting new advances in
sound. The next Sound Wave will feature advances in sound
modeling that should shatter our former thresholds of suspend-
ed disbeliel. Use of sound to convey spatial awareness, divec-
tion, echo, and mass, as well as custom sound design akin o
that used to develop dinosaur sounds for furassic Park, will en-
hance our gaming experiences. Further, the ability to use voice-
over-clata technology will greatly expand our pleasure in on-line
gaming experiences (as anyone who has played DOOM simul-
tancously over computer and an office intercom system can tes-
ify). We will be looking at both the coming hardware that is
designed 1o assist these newest sound technologies
the design techniques which underlie them over the next 18
months. Just watch for the Sound Wave logos in funare issues.

By offering these logos as visual pointers, we hope 1o not only
make it casier for you to find our teehnology coverage within
the magazine but to pull together for you the trends behind
some of the fast-breaking events and anmouncements that we
have been observing. So, enjoy our expanding coverage and,
“Don’t Start The Revolution Without Me” because 1 plan to be
beeling up my computer to take advantage ol the new ad-
vances, oo, €&

HOW DO WE RATE?

The Guide To CGW's Review Rating System
MR 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,
FedHe - 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.
FPH - 0 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 (lair or originality.
by Weak: A game with serious problems. May be
buggy, may not have much play value, may be
ill-conceived—and you may want to think wwice
about buying it.

F: 00 Abysmal: That rare game that gets it all wrong.
Usually a buggy, uu.mn]:]uur. :lII(])rUl valueless
product.
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SPEED LIMIT " NO LIMITS.

ant 1o 9o all out for games, the Falcon'ls the
batfor your money.” i
C. Schuytema, Computer Gaming Waorld

IR ' e i NEW!
Pentium 90 they sent me Is a beautiful ' i : BIGGER HARD DISK -

of work, primarily because they don't look - y

& lowest bidder when shopping for ’

ardcomponentry. B O ) SMALLER PRICE!!!
Overall Seore® 5

Chapr mputer Game Review

‘HE FALCON MACH V: THE -LTIMATE 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.

2 MACH Vp-100 MHz Pentium - NOW ONLY $2,795! |
ndard features as of 6/1/95: To Order Call: }
Penlium™ 100 MHz Processor i |
» Compalible with All [IEM™ PC Soltware 1-800-258-6778 '

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

it PCI Graphics Board with 1 Megabyte - 16.8 Million Colors!

n PCI Bus Enhanced IDE Hard Drive Controller

gabyles ol RAM expandable to 128

Floppy Drive

fegabyte Enhanced IDE 8ms Hard Drive wilh 128K Cache -/

ms QUAD-Speed CD-ROM Drive

live Labs SoundBlaster 16™ & Shielded Mullimedia Speakers

roducts FlightStick PRO™ 4 Button Joystick with Viewing Control

*roducls Automatic Speed Sensitive Dual Gameport

Tower Case wilh 250 Walt UL approved power supply

lon- Interlaced Super VGA Monitor, .28dp, Edge-to-Edge Display

Key Keyboard, 3 Button Serial Mouse

DOS, Windows™ (latest versions) & 10 free CD-ROMs!

Year Parts & Labor Warranty, One Year On-site Service

>SA, TUV and FCC class B cerlified g
0 UARTS, Temperature sensitve fans, Customized BIOS' and many other unique features!

 MACH V is custom buill to meet your specilic needs. There are hundreds of oplions to choose’ FALCO'N N 0 RTHW EST

. When you're ready lo buy, please call or lax us for the latest quote.

VISA MasterCard & Discover Accepted
Financing Available On Approved Credit,

263 South Bayshore Dr. Coos Bay, OR 97420

o = Ph: (503) 269-0775 Fax: (503) 267-2575
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READERS

LETTERS

MISTAKEN
IDENTITY

I found, when 1 looked at
your Premier Awards issue
that my game, Tue ELDER
Scrotis: Arena, had won the
CRPG of the Year award. Ex-
cellent! Thank you and the
other reviewers lor your [aith,
Imagine, however, my sur-
prise when 1 looked at my pic-
ture
suddenly changed (quite dras-
tically) into someone of anoth-
er race! While blonde hair
and fair skin look good on
Ted (the assistant designer
pictured), 1 prefer to look

and found 1 had

like myself. I'm sure it was an
honest mistake by Bethesda
Softworks, wishing me well at
my new job at Magnet Inter-
active Studios. I'm sure you'll
be seeing more of my games
in the near future. Enclosed is
a more accurate photograph.
Best wishes and thanks
again for the award.
Vijay Lakshman
Washington, D.C,

When we asked for a picture of
the ARENA design team, Bethesda
Softworks senl a picture of the re-

FROM

CGW

maining members of the design
leam. Since our arl rfrfp.'n'{'unr:?.'f.
was expecting a peture of Vijay
and fultan, the main designers,
and we received a picture of two
designers, that's what we ran.
Since our Editor-in-Chief was the
only staffer who actually knew
who was who and he was speak-
ing oul-of-state as we went lo
press, no one caught the evvar un-
til it was too late. The ervor does,
however, give us a chance to an-
nounce that Vijay is now heading
up the Action/Role-Playing Game
Division of Magnet Interactive
Studios.

A MESSAGE
FROM MERETZKY

I'm writing in response Lo
the review of Hobj ‘'N' Pony by
Charles Ardai in the May is-
sue. I have received countless
reviews over the years, both
favorable and unfavorable,
but this is the lirst time I have
ever [elt the need o write a
rebuttal, The criticisms were
unfair, and, in my opinion,
detrimental to the long-term
health of our industry,

I object to the repeated im-
plication that Hopj 'N" Popy is
derivative. From the extensive
board game to the completely
original mini-games like Bea-
con and Barbershop Quintet
to the profusion ol “easter
eggs” hidden in almost every
mini-game, Hobpj 'N" Popj is
full of new material.

More importantly, | object
to the jaded attitude that
Charles exhibits throughout
his review. Reading between
the lines, it appears that
Charles is unhappy that I cre-
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ated Hony 'N' Pon) rather
than my dozenth or so adven-
ture game. Let me respond

this way: out of my circle of

acquaintances, there are a
mere handlul who would en-

jov, or even understand, a typ-

ical adventure game. Yet
there is no one—NQ ONLE!l—
to whom 1 would hesitate giv-
ing Honj 'N' Pony; for the first
time, 1 have de-
signed a game
which
year-old
daughter and
my 70-yecar-
old mother
both enjoy.
As  you
mention in
your edito-
rial in the

my -

same 18-
sue, the
number of houscholds with
multimedia PCs is exploding;
millions of these people are
brand new to the universe of
computer gaming. Unlike
Charles, and I, and other
hard-core gamers, these are
people who are not familiar
with every variation of every
kind of game produced over
the last 15 years. They may
not have played Sam anp Max
Hir Tue Roap, let alone
games going back o the carly
‘80s. Like many in the game
development community,
Boffo Games is striving to ap-
peal to this potentially huge
new audience. At the same
time, I know that CGI is ry-
ing to broaden its circulation
tremendously. Ever more
complex flight simulators and

role-playing games will not
appeal to these newcomers,
neither will reviews which ap-
pear to be aimed only at the
hardest core portion of the
auclience,

Charles, in his most jaded
statement, compares Honj '~'
Pob) to a screen saver, and
writes that he'd be surprised
Lo hear ol anyone playing with
it for more than a few min-

utes.  Well,

drop that jaw, Charles. From
our publisher to the compa-
nies that produce our graphic
art, from right coast to lelt,
people who've never liked or
even played a computer game
belore are hopelessly addicted
to Hobj 'N' Pony.

I also object to the cheap
shot about the Hopj ‘N' Pon)
installation placing its icon in
the Games group “right next
to SOLITAIRE and MINESWEED-
ER,” implying a similarly shal-
low gaming experience. ‘Irue,
most WINDOWS games create a
group named alter the com-
pany producing the game. |
find this sell-serving and an-
noying; invariably, T immedi-
ately move the icon to my
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Games group and delete the
unwanted new group. 1've
talked to several people who
appreciate Honj "N Ponj tak-
ing a friendlier, less arrogani
approach to installation.

With Honp 'N' Pony, T tried
to craft a game which would
have tremendous appeal to
these newcomers, while still
providing a great deal of qual-
ity playtime for most of the
current game players. Al-
though Charles may disagree,
I think I succeeded, and so do
most ol the people who've
secen Honp 'N' Pobj—includ-
ing most other reviewers,

Steve Meretzky
Concord, MA

We know not what cowrse other

reviewers may lake, but as for us,
give us criticism and give us
depth. We have to meet onr read-

ers’ needs. Though we hear your

concerns, feel your pain, agree
with some of your points, and un-
derstand your disagreements with
the Avdai review, we still feel

Charles’ perspective was right for

our audience—hard-core, dedi-

cated gamers who are neither

Jowr-year-old girls nor 70-year-
old women. We congratulate you
on the success of your effort to
reach an expanded markel.

AVOIDING
MIDI-OCRITY

I am a new subscriber to
CGW and would like 10 take
this opportunity first of all to
say GREAT MAGAZINE!! 1
find your reviews to be right
on the money most of the
time and they heavily influ-
ence my purchasing decisions.

[ have a question that has
been plaguing my mind for
maonths now., What will the
Creative Labs Wave Blaster
daughter card do for gamers?
Mike Weksler advises in his
article “Stalking The Great
White Sound Card™ to pur-

chase a 16 bit card augment-
cd with a General MIDI
daughter card. I have a Sound
Blaster SCSI 2 and have been
considering dropping the
dough for the upgrade. But
helore 1 do that, T must know
more about it. What is Gener-
al MIDI wavetable synthesis?
Are wavetables even used in
most popular games? Will |
notice a considerable increase
in sound quality and /or per-
formancer Also, while on the
audio subject, what will the
Advanced Signal Processor
upgrade also by Creative Labs
do for the average gamer. Is it

just a simmick or a ool for
. o

the prolessional recorder? |
have contacted Creative Labs
already on my own aover
phone and modem, They
don’t seem to be able to give
me an answer that applies di-
rectly to the user with gaming
as the primary interest—or |

Just don't get it. Give it to me

straight in Tayman terms... I'm

not much of a General MIDI
kind of guy.

Richard Amos

Canton, M1

We corneved Mile in between
turns of PANzER GENERAL for this
reply:

General MIDI is a widely ac-
cepled standard for wavetable
synthesis. Using wavetable synthe-
sis, veal mstriments ave sampled
(Le., recorded) and stored onlo
ROM chips (or in some cases, as
smadl sownd files on your hared
disk). Think of @ MIDI file as a
player piano seroll that can tell
the compruter what wavetable
sownd to play back. The result, in
the better implementations of this
technology, is vieh music with in-
striments that sownd like their
real-world counterparts (nof linny
approximations as with FM syn-
thesis—the synthesis that we all
know better as “Ad Lib" or
“Sound Blaster” music). Nole
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that General MIDI peripherals
enhance the music tn a given
compniler game—they have noth-
ing to do with sound (i.e., voices
and sound effects),

Maost, if not all, of the com-
pelling games in the market now
are compatible with General
MIDI synthesizers. The difference
simply must be heard by you, the
consumer, in order lo justify is
vale to your overall gaming ex-
perience. I my opinion, listening
to some of the wonderful game
music that'’s oul there on a sound
card without General MIDI
wavelable synthesis would be like
listenang to my favorite audio CD
through a couple of tin cans and
a string!

"The ADVANCED — SIGNAL
Processor upgrade is mainly for
the computer audio enthusiast
who wanls to add effects, such as
an echo on recorded sounds or
Play with Q-Sound. 1's not sup-
ported in any compuler games
that T know of, and 1 haven't
heavd developers, sound card
companies, or PC game music
composers vefer to it when dis-
cussing current andio lechnology.,

For a gamer’s perspective on
the difference @ General MIDI
boavd can make, check out the fol-
lowing letler.

ONE TROPHY
SOUND CARD

Lam writing in supportive
response to the “Under The
Hood" in the May ‘95 CGIW
(“Stalking The Great White
Sound Card™).

As luck would have it, I pur-
chased this mag on the same
night T bought Roland’s
Sound Canvas Daughtercard
SCD-15. Installation to my
Sound Blaster 16 was very

simple. But T am still in awe ol

the difference it has made in
my games. | had always

Judged the SB's performance

as “pretty good,” as it was
“humming” music to my fa-

vorite games.

Then I reinstalled my fav,
WINGCD to configure it to
GMIDI music and started the
game.... WOW! X-wING now
sings to me! It's as if John
Williarms himsell was conduct-
ing in my computer! The “or-
chestral” quality of GMIDI
has brought a new life to my
game-playing. DESCENT has
taken on a new edge with its
techno-funk music, and TIE
FiGaTER has become more op-
pressive and more ominous,

Add on the 2MB+ of MIDI
music files I've picked up over
the past year, and GMIDI re-
ally does justice to these files
that 16-bit audio could never
do. I'm still rying o get used
to hearing actual drums and
realistic piano coming oul of
my speakers!

And belore 1 was like your
typical safari-hunter...I'd nev-
er heard ol GMIDI outside ol
actual synthesizers. Retailers
were ol no help, they used
buzzwords like “16 bit” this
and “32 bit” that and had no
idea of the actual difference
between GMIDI and FM syn-
thesis. One dealer tried o sell
me a $300 sound card he said
was GMIDI but in reality was
only GMIDI-capable. T only
purchased the Roland upon
recommendation ol an on-
line gaming friend.

The impact of GMIDI on
my system has been a tremen-
dous joy, and pure gamers
should see and hear what a
$200 upgrade can do lor their
enjoyment!

Satwrn S. Padua
San Francisco, CA

SPEAK UP!

Got something to say? Write to
us al:

Interface, /o Computer Gam-
ing World, 135 Main St., 14th
Floor, San Francisco, CA 9410)5.
L=
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THE LATEST NEWS FROM THE GAMING WORLD

Aliens, Body Snhatchers,
Chessmasters and
Quarterbacks

Mindscape’s New Blueprint Calls For Aggressive, Quality Game Designs

“Blue 32! Blue 32! Alien Blitz!
Pawn to King four! Hut, Hut!”
Such a confusing mix of digi-
tized sounds echoing through
the halls of Mindscape's game

division is easily understand-
able with a dozen games, cov-
ering nearly every genre,
planned for release in 1995,
This is hard to believe [rom a
company that, when it
was known as Software
Toolworks, released an aver-
age of two games per year.
The most high-profile prod-
uct would seem to be the
WARHAMMER FANTASY BATTLE
System, adapted from the
Games Workshop miniatures
game. The real-time tactical
combat system allows you to
set your Orcish, Dwarven,
Flvish or Human formations
prior to battle, stage ambushes
and engage in frenzied melee
very similar to its tabletop
cousin. The intricate plot is
still early in development, but
seems o offer plenty ol op-

portunities for your mercenary
captain character to negotiate,
uncover fiendish plots and
role-play his/her way through
a dark future world.

Then again,
Mindscape’s
biggest license

e N Wood EL[ Archers atrack Orc 3|
vy
i~ -
7 .

) D 8l | 1

EXPLORE WORLDS OLD AND NEW Mindscape opens up science
fiction and fantasy lands alike for gamers, with Tue Raven Proiecr
(top left) and Warnammer Fanrasy Bariies (above) scheduled for this
fall. For more down-to-earth action when the leaves turn, every
major college team will be represented in NCAA Fooveaww (right),
possibly the Front Pace Seoris of the college gridiron.

er Doom-clone, the designers
are creating a graphic adven-
ture based on the successful
Dark Horse comics series.

They've already captured

much of the dark, moody at-
mosphere in the graphic nov-
els. So, if the storyline can

might be Avins. Those walk-
ing biological nightinares be-
gin the tale by annihilating a
human outpost, and it’s your

job to rectily the situation.

Surprisingly, instead of anoth-
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come anywhere close to those
in the comics, ALIENS could be
a major hit.

Other aliens are attacking,
as well. Cryo's THE RAVEN
ProjecT has a livde space com-

bat and even some giant robot
blast-fest fun to go with its
wide range of live-action and
cinematic-style graphics.

Back on Earth in 2069,
strange oblong objects rain
cdown from orbit and attempt
to take over the world, as
STEEL HARBINGER plays ofl the
Puppet Masters/Invasion of the
Body Snalcher theme for mod-
ern audiences. In a welcome
twist, the character you por-
tray is [emale.

A more unusual kind ol al-
ternative fiction forms the ba-
sis Tor AIR POwWER, where
dirigibles become the domi-
nant military technology in a

very different 20th century
FEurope. Designed by Rowan
Software, this is like crossing
CARRIERS AT WAR with Zgp-
PELIN, and adding sexier
graphics a le DAWN PATROL.



For more down-to-carth ac-
tion, CYBERSPEED is essentially
MEGARACE on steroids: luturis-
lic race courses, supersonic
speeds, near-elastic collisions,
and network play for up to
eight players ups the ante for
this offering. And, while it will
never challenge NASCAR
RacinG for realism, AL UNSER
JRr's ARCADE RACING delivers
what you'd expect [rom its
name—especially with the
added attraction of better
computer opponents than the
average arcade racer. If you
have any doubts that Mind-
scape is going all-out for the
action market, merely look at
SAVAGE WARRIORS and its new
3D Bio-Motion technology. In
addition to the smooth charac-
ter animation of the fighters,
there are a number of secret
moves, cheat codes, camera
angles and even hidden char-
acters to provide a rationale
for more replayability.

Mindscape's multi-faceted
attack on the gaming market
includes a pumped-up METAL
MaRrINES and LEGIONS EMPIRE
(which may finally include the
tactical module Ancients [ans
have demanded). CHESSMAS-
TER 5000 has more opponents
modeled after all-time great
chess masters, plus a new tuto-
rial, a wider range of chess
puzzles, and ol course, an Al
which can beat 99% ol the
pawn-pushers on the planet.
With that in mind, the design-
ers will have both tougher and
easier levels this time around.
The strangest strategy game
of the bunch, though, is THE
DOONESBURY ELECTION GAME.
Can you imagine Zeke or
Boomer running against Bob
Dole in 967

PLAYING LATELY?

Here are the games that your lellow 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 CGIW Top 100 ballot (page 160).

.‘I-I{_.' M:

1 just got X-Com:

TERROR FrOM THE

Degp, I haven't seen

daylight in a week,

and I'm living on
. canned tuna. ‘Thank
God this one is not as addicting as the first.”
Tom Esposito, Atlaniis Base

“T now have a dozen board games, com-
plete with lengthy rule books, sitting in my
closet gathering dust thanks to PANZER
GENERAL.”

Allen Kaczor, Goldsboro, NC

“DARK FORCES is a great game that only
needs a save game feature to be perfect. What

m The Dt

X-COM: UFOD Defense (MicroProse)

NBA Live (Electronic Arts)

Notable Quotes

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

Results for CGW #130, MAY 1995

was LucasArts think-

ing anyway?”
Robert, Puzzled in
Akron, Ohio

“You know life is
good when you are faced with the decision to
race around Talledega, push some tanks
around in PANZER GENERAL, or take on Shaq
with Vlade in NBA Live!

Scott Morze, Alhambra, CA

“My wife says to me, T'm a computer widow
again! Why didn’t you kil all those aliens the

first time?
.S, Corney, Oneida Castle, NY

To complete the eclectic
picture Mindscape is uying to
paint, consider that their
NCAA FOOTBALL gaime is not
only one ol the toughest li-
censes to obtain, but the de-
sign is ying to target FRONT

PAGE SPORTS FOOTBALL PRO'S
audience—quite a hurdle.
Huge players, SVGA graphics,
plenty ol stats, and an easy-to-
learn play-calling system have
given them a good start, bu
it's too carly to tell il the Al

will be up to the task.

It will be a busy year for
the Mindscape folks, and
hopefully a busy one for
gamers as their ambitious
schedule of releases nears
completion.
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BURIED IN TIME

It's tough being a temporal
security agent. You make it
through a long, demanding

adventure, put the flow of

time bhack on the straight and
narrow path, save the universe
in the process, and quite rea-
sonably expect to return as a
hero. Instead, you find tha
someone has  been

wreaking havoc with his- W

tory again. And worse yet, {8 4

they've framed you for it!
But then, what would an
adventure game be without
a little chaos? So you once
again don your cumbersome

HAVE SUIT, WILL TIME-TRAVEL Your biosuit a little confining?
Maybe, but its interface lets you look up at high towers—and
even to pass as an armored knight from a distance.

yet essential bio-suit and go
(Titting through the ages,
looking [or clues to your inno-
cence.

This sequel to THE JOUR-
NEYMAN PrOjECT retains the
cinematic feel of its predeces-
sor and supplements it with
such technological brilliance
that even Myst [anatics will be
impressed. The bio-snit con-
struet is clever, and provides a
neat justilication lor the
game's interface. One big im-
provement over the original is
that your view ol the world is-
n't as limited as it once was.
You can look up at towering
hattlements or down into

ditches, as well as the usual
side-to=side views.

And then there are the four

painstakingly detailed and
wondrously varying locales to
which you travel. Chichen Itza
has ancient Mayan monu-
ments that Inca 11 could only
dream of. And

there's
enough
chain-mail
machismo at
Chateau Guillard that even a
medieval scholar would feel at
home. More visionary gamers
can peruse the artistic and sci-
entific reasures of Leonardo
Da Vinci's studio, or get a
peek of the future in the
23rd-century Farnstein Lab.
But Burien v Time isn't all
pretty pictures. The environ-
menlt is very interactive, with
lots ol “hot spots,” and the
puzzles actually relate to the

storyline (unlike those of

many adventure games these
days).

Of course, not everyone is
an expert on Mayan religious
rituals, so the designers have
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included several dilliculty lev-
els. There is also a special per-
sonality-on-a-chip named
Arthur who will give clues (al-
beit at a loss ol victory points)
while making pithy references
to everything from Mayan
minutiae to Monty Python.
While the seript won't make
you lorget Poul Anderson’s
The Time Patrol, the story and
the puzzles are a lot more in-
tegrated than most “interac-
tive fiction,” and there is
much more game than multi-
media (luffery inside this
package.

Fighting in the Streets is
great, and Kombats to the
death are Mortally thrilling.
But the 2D fighting genre is
growing old, and many action
gamers are
desperate
for some-
thing to put
the karate
back in their
chop.

Well, from
what  we've
seen, hope is in
sight if GTE
Interactive
and  Arg-
onaut Soft-
ware deliver
on the
promise of
their new
digital
brawlfest I'X
FIGHTER.

While
keeping in-
tact the underly-
ing concept ol the
one-on-one “fight

sim,” G'TE has extended the
genre into a new dimension—
the third dimension. As the
lwo outer-space combatants
square off, the camera con-
stantly changes vantage points
to give the game a 'TV-broad-
cast [eel. The “ring,” a large,
square-shaped platform, has
an open boundary like a
Sumo wrestling circle, and it's
possible 1o lose a fight by sim-
ply being tossed out of it.

The graphics are simply
amazing. Using comic book
style art and beautifully ren-
dered backgrounds, this
game's visuals vival its coin-op
counterparts. FX FIGHTER'S
incredible visual appeal rests
primarily in Argonauts’ deci-
sion to utilize two budding
new technologies: B-Render
and motion capture. B-Ren-

der, short for Blazing
Render, is a new 3D
programming library
that allows software
developers to quickly
render 3D objects at
lightning  speed.
Motion capture is
the 3
recording organic
motion from real

process of

THE MONSTER MASH The best hand-to-hand combateers in
the universe have been handpicked to test your mettle in
FX Figuren.



SHORT TAKES ON GAMES UNDERGOING BEETA TESTING AND SOON TO

BE RELEASED

creatures and then using it to
animate digital characters;
used in films like Jurassic Park
(elephants were used [or the
movements ol some di-
nosaurs), it is finally making
its way into the realm of com-
puter gaming.

These technologies should
give FX FiGHTER, which
should be shipping this sum-
mer, a leg up on the competi-
tion. At its core, this is a
MORTAL )
game—you'll still be fighting
in best ol three (or five)
matches, and

KOMBAT type of

statisties. In short, the perlect
game—that’s all PC hockey
fans want. Currently Elec-
tronic Arts has the digital
Stanley Cup race locked up,
but the developers at Storm-
front Studios, in conjunction
with Sony Imagesoft and
ESPN, ave feverishly atempt-
ing to build a title challenger.
l SPN National HOCKEY
Nicirr is that would-be con-
tender, In keeping with the
spirit ol the number one
sports network, players will be
grceted with what is
now becoming the
ESPN compurer
game standard—a
full screen digi-
tized video intro-
1/" duction.  Also
consistent with
the ESPN line is
the slick TV
style interface.
Novices and vet-
erans alike will
appreciate the
case with which
they'll be able 1o
Jump into statis-
tics, gameplay
andl team rosters.

- i Graphically,
s ] L " like most hockey
sims,  HOCKEY
STICK ITT0 “EM With two different ways to shootand five ~ N1GHT — won't
different types of checking, ESPN's hockey season stray far from
promises to be full of strikes (the good kind, of course). the NHI. Hock-

the challenge ladder will re-
main intact. But gamers are
going to be spoiled once they
get the opportunity to ex-
change hostilities in a deadly
3D world.

ESPN NATIONAL

HOCKEY NIGHT

Flawless graphics, Huid mo-
tion, and incredibly accurate

EY IcmL ulilifin;.,

ih.n prov ldu close-to- Ilu -ice
action (a slightly steeper angle
than Brert Hurl HOGKEY).
And although the gameplay
won't be radically dilferent
than other entries, we wit-
nessed a little more speed and
finesse in the players than
we've seen in other hockey
sims.

So what's going to separate

ESPN Hockey from the rest
of the hockey sims on the
market? \\(ll, according 1o
Sony, more than a few Ihmgs,
starting with the game action,
In addition to laster play,
gamers will have much more
control over their players’
movements. Not only will
gamers be able to attempt
slap shots and wrist shots like
most  other but
wannabe Messiers will be able
to execute five dillerent types
ol checks, which should pro-
vide for some hard-hitting ac-
tion. Another leature that
caught onr eye is the ability 10
control a player
throughout the course of a
game, While we're not quite
sure il Stormfront will be able
to pull this ofl (if you don’t
have the puck, your team-
mates’ Al had better be good),
this control mode could be an
appreciated change of pace
[rom most games where you
simply play “puck hog.”

Additionally, ESPN's name
on the label means access to
the network's re-
sources. Dan Pawric will pro-
viding the play-hy-play and
Bill (lullull (of the National
Hockey Night show) will be
doing the pre- and post-game
commentary. A new leature
lor the ESPN sports games is
the presence ol a digial li-
brary containing some of the
best pl ws in ESPN's extensive
video libr ary.

Statistically, Stormlront is
going to provide the basics
and not much more. In addi-
tion to the +/- ratings com-
mon to the sport, the obvious
statistics will be provided, all
of which will he tracked and
saved throughout the course
of a season. €

games,

single

sports

IMATED RELEASE DATES BASED ON THE LATEST
ORMATION FROM GAME DEVELDPERS

. HEE[IH MASTER Il lnterplay
FEMPIRE Il New World ...

: ﬁBIﬁHS OF DESTINY Virgin ...
.*r, "BLITZKRIEG SS6 .......... 795 |
AGIC: THE GATHERING
roProse

T [II!K EIWLIZHTII]N
[BHIBIOSEY . .. . . . . . . com e

' PHANTASMAGORIA Sierra
POLICE QUEST: SWAT Sierra 9
| PRISONER OF ICE I-Motion ... .. 8/
TH FLEET Avalon Hill ......... )

PACE BUCKS Impressions ... . 10/8:
J!B_.GDHTRUL 11l Accolade '

TEK M! Capstore ..., snsl

‘I} IS MEANS '|'|'.\'¢R' MicroProse . ...9/858
i “HDEHSHFE S8l
1 P BUN Spactrum HoloByte
W ;RHEMMER Mindscape ....vud '.,}_
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Matrox 3D Accelerator Board
Talies Graphics To Next Millennium

Wanna add a little zing 1o
your gaming? Check out the
new Matrox MGA MILLENNI-
UM. This 64-bit PCI Windows
and 3D polygon accelerator
has hardware support for tex-
tre mapping, uses new
WRAM (which is both cheaper
and faster than VRAM) and
has a hot-rod 32 bit VGA core
for running your DOS VGA
and SVGA games at hyper
speeds. Note, however, that a
game must be specifically writ-

ten to take advantage ol the
3D acceleration, so the MiLLE-
NiUM will not enhance an ex-
isting game’s 3D graphics.

We tried the MiLLexiuas dri-

ving an enhanced version of

NASCAR RacinG in hi-res
with all the textures on using a
9OMHz Pentium, and it’s the
[astest we've seen the game
run, The MGA MILLENNIUM is
compatible with leading 3D li-
braries like Criterion’s REN-
DERWARE, and is positioned to

be a 3D-DDI (Winpows' 95
low-level 3D library) ac-
celerator. The soltware
bundle includes an en-
hanced  version ol
NASCAR RacinG and
nifty 3D demos. At a sug-
gested retail price of
$379 for the 2MB ver-
sion, you'll get the first
3D accelerator on the
market that's poised lor the

next generation ol 3D games
without killing your existing

games dead. For more
information,

agement detail will

e 74@ ] own. A greater level
ol economic man-
u " T l n H be available, with

If theve were a Parliament in the Compuler
Gaming mdusty, David Lester would proba-
bly sit in the House of Lords. Born and raised
in the land of nobility, Lester is a self-made
publishing Lord with games such as Ar
Bucks, DErrorr, LORDS OF THE REALM,
CAESAR and the soon-to-be-veleased CAESAR 11
to his credit. We thought Lord Lester would
make a fine guest speaker to address this dis-
tinguished avdience on the lopic: what game
would you design given unlimited processing
power and an unlimited budget. May we now
present, Sir David Lester!

[ see an “ultimate” version of LORDS
OF THE REALM, where up to six human
players compete over cable in real-time.
Each player assumes a “virtual” identity
from a wide selection of rendered physi-
cal forms; these forms will be used on-
screen for all interactive scenes between
players, where the virtual chacters’ ani-
mations are rendered on the fly accord-
ing to the circumstance’s needs; players
will be able to “speak” their minds using
cither computer-resident voices, again
[rom a wide selection, or using their

several computer-
controlled stewards available for hire 10
relieve you of some of the micro-man-
agement, should you so wish.

Of course, the Al will not only be of a
high standard, it will have multiple diffi-
culty and style settings, and will use
neural net techniques to develop strate-
gies to beat your opponents. Castle-
building will be a more necessary task,
with tax collection and conscription abil-
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ities restricted to areas within your effec-
tive control. Players will have more ele-
ments available to include within their
castle, and will be able to take a virtual
tour throughout their creations, should
they so wish. Dungeons will be available
within which to hold worthy prisoners,
some of which may generate ransom in-
come. Combat will be a more detailed
version of today's crude attempt, with
larger, better detailed soldiers moving
realistically and in swift response to your
command; players will feel truly a part
ol the action via the surround sound,
and indeed might choose to step in and

join the fight themselves, using an ad-

vanced first-person perspective “me-
dieval melee” simulation!

Graphics and audio will be an equiva-
lent resolution to HDTV, and installa-
tion hassles will be long-forgotten!

In short, the game will be, if not all
things to all men, more things to more
men: more bells and whistles will attract
a wider audience, more detail will be
available for the micro-managers, while
a seamless interface and challenge as
good as their friends can muster will
keep the grognards long into the next
century! Plus ca change... as we say in Eu-
rope! [The more things change...]
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CAN YOU COLLECT THE BOUNTY.ON ALL FOUR OF
THE MOST CUNNING OUTLAWS IN THE TERRITORY?
Al P el e o bl Il s e B g ot nd Sl o ol l} [:]] _HUM

The Last Bounty Hunter automatically adjusts gameplay to keep it challenging — the better you are, the fmrder it
gets. Try your skill against fast draw world record-holder Wes Flowers in American Laser Games' largest live-action IBM oR COMPATIBLE

production to date. The PC GAMEGUN will let you experience the arcade sensation on your personal compulter.

AMERICAN

LASEF% GAMES, no

compatible with all
American Laser Games
live action shooters. 4801 LINCOLN ROAD NE / ALBUQUERQUE, M 87109
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More Than 2,200 Attend Eighth Annual Computer Game Developers Conference

In 1987, 27 game designers
convened in Chris Crawford’s
living room to discuss their
art. The meeting lasted one
day, but left the attendees
clamoring for more. This year,
nearly 100 times that number
of designers, artists, musicians,
and programmers from as far
away as Moscow and Mel-
bourne attended the confer-

cnce.
Ironically, founding vision-

ary Chris Crawford chose a
few moments at the end of his
lecture on Interactive Fiction
Lo announce his removal [rom
the board which oversees the
conlerence and to olfer his
formal good-bye 1o assembled
admirers. Crawlord received a
well-deserved standing ovation
for his past efforts and is ex-

peeted 1o continue his work of

challenging developers in
some type ol small group

What Did Gibson Say? Play
TermINAL VeLociTy And Visit CGWeh

The “Father of
Cyberpunk” William
Gibson conducted an
on-line interview re-
cently to promote the |
game based on [ehnny
Mnemonic. For a tran-
seript of the interview,
which was moderated
by CGW's own Johnny
Wilson, crack the ice of
Computer Gaming World's
Forum on ZiffNet, Library
16, Special Event Files. The
download code is
GIBSONTXT,

While you're jacked in,
swing by Library 5. Arcade
Action to download Apogee's
new action game TERMINAL
VELOGITY, code-named
3DTV.ZIP,

Well, it’s already been

TG PR RN ke i b MY

e

three months since CGW
carved our a Web site on the
net, so we decided it was time
for a major facelift. Featuring
CGW reviews, original editor-
ial content, downloadable
patches, game cheats, saved
games and more, CGWeb is
becoming the focal point for
gamers with Interner access.
Surf http:/www.ziff.com/ and
you'll see what we mean.
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work, a strong point
in the Crawford
style.

Although Craw-
ford’s larewell fo-
cused on the past,
his lecture clearly
focused on the fu-
ture, positing the
need for algorith-
mically driven sto-
rylines and artificial
personality for satis-
fying interactive [fic-
tion. As he has done
for several years,
Crawford clearly
demonsirated the
funility of branching
structures for build-
ing games and the bogus, un-
satislying nature of story loops
which fold back into the
branching structure. Such
work must continue il story
games are ever (o reach their
[ull potential,

Another major moment in
the conference was the annual
banquet where the developers

recognize the quality games of

the year. Unlike guilds and
professional societies which
usually present awards for out-
standing achievement, the
CGDC has always steered clear
of the “C” word—competition.
[ronically, the creative talent
behind an industry which is
built upon competition prefers
not to have a competitive
awards program. Instead, the
registered attendees nominate
games Lo be recognized as
prrimus inter pares (i.e. first
among equals). This year, pre-
sented in random order on a
special videotape, the hon-
orees were: Roap Rasi 3DO

STAND AND DELIVER Origin Executive Producer
Warren Spector appeals to designers and programmers
to join his company hy saying, “We've got the money to
take chances.”

(Electronic Aris), NX-Cou:
UFO Derenst (MicroProse),
WinG CoMMANDER 111 (Ori-
gin/Electronic Arts), Macic
Carrer (Electronic Arts), Ri-
LENTLESS: TWINSEN'S ADVEN-
I'UrE (Electronic Arts), Tirk
Fiourer (LucasArts), FIFA
Soccer 3DO (Electronic
Arts), MAsTER OF Macic (Mi-
croProse), UNDER A KILLING
Moon (Access), and DESCENT
(Interplay).

By far the most significant
event al the conference, how-
ever, was Microsoft’s unveiling
of the Windows "95 Soltware
Developers Kit for games (pre-
viewed in CGW #1530, p. 26).
As Origin’s Richard Garriou
(Lord British) commented,
“Windows ‘95 is a lact of life.”
The SDK unveiled at the de-
velopers conference will insure
that the promise of Windows
05 (described in CGW #1351,
p- 58) will become available
for gamers before this rime
next year,



GO HEAD TO HEAD
WITH AN AIR WARRIOR.

FOR BEAL.

HE’S JUST ONE OF HUNDREDS WHO ARE WAITING TO
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 online, turn on your modem and
dial 1-800-638-8369. Enter JOINGENIE at
the prompt. When asked for the offer code,
enter ANN198.

FOR URP TO 17 FREE GAME HOURS”
"ALL 1-800-638-9636

TOD 1-800-238-9172 (FOR THE HEARING IMPAIRED)
cibe. For games (o be free of charge for up o l;r'huura biger must obs

must be set at a madmum of 2400 baud, user

must dial

OUR GAMES BLOW EVERYBODY ELSE’S AWAY!
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Captain Kirk Gets Tekkie

An Interview With William Shatner

William Shatner, best known
as the captain ol the starship
Enterprise in the original Star
Trek television show, has dis-
covered computer gaming,
and has taken the game de-
sign plunge. Although Shat-
ner did voice-over work for
Interplay’s Star Trek: 25th An-
niversaiy, it wasn’t until Cap-
stone/Intracorp pitched a
game based upon his TekWar
books and television series
that he tully caught the bug.
We caught Shatner between
shoots on the set of his latest
project to ask him a few ques-
tions about his involvement on
the TEKWaR game and his
take on the future of comput-
er entertainment.

Computer Gaming World:
Just how involved are you in
TEKWAR?

William Shatner: I'm really
mvolved. I think that this is
the entertainment of the fu-
ture. Computer games, up un-
til now, have heralded the
entertainment that's going to
be. So I've gotten my feer wet
with TEKWAaR, but I have ideas
for other games as well, which
I'm currently speaking to In-
traCorp about. And TEKWAR
has the potential to be a great
game. It follows the outlines of
the television series and its
concepts, like the matrix and
the information highway. This
game should be able to take
the visualizations we've done
on the show so far and extend
them. Plus 1 think that there is
much that can be learned
from the game itself and ap-
plied to future episodes of
TEKWAR, I'll probably use the
creative elements IntraCorp

will bring to the game in some
fashion on television. There's
also potential from other com-
ponents ol my life for more
games; | can’t say what it is
now until it becomes reality,
but the possibility exists for
something really large. I'm
immersing mysell in ideas. |
Just put down Compuler Gam-
ing World, and as 1 thumb
through it and see what other
people are doing—the games
about war, the games about
naval technology, the games
about fantasy—I get intrigued

BEAM ME IN TexWar, designed by Capston

conjunction with William Shatner, is a hybrid
action/adventure that will feature 16-player network

play as well as head-to-head modem play.

as hell about the possibilities
ol game development.

CGW: Have you had a
chance to play any other com-
puter games?

WS8: Strangely enough, |
haven't. I'm really a computer
novice. It's really bad. I only
recently found out where the
"on” switch was on my new
system; to my astonishment it
was in the back ol the comput-
er, not in the front. They're
trying to make these things id-
iot proof, but they made it so
that this idiot couldn’t prove
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himself. I've only been
able 1o play one game so
far, but in my imagination
I've played the games that
I've seen in the arcades
and those that I've read
about, What I saw in that
one game, MysT, was
enough to make me real-
ize that T could visualize a
game concept. But [ also real-
ized that I couldn’t be so cal-
low as to think I could make
the game by myself, with all
these experts lolling about
looking for work. So my con-
tribution to TEKWAR
is that ol idea man,
editor, and as the
person with the vi-
sion they are striv-
ing to bring to the
screen. And accord-
ing to them, [my
role] is an impor-
tant  one. This
seems 1o make the
game somewhat dif-

ain ferent from every-

thing clse.

CGW: So how are
you approaching
this particular pro-

jeet and this particular medi-

um?

WS: I'm approaching it like
a movie. I suggested the thrust
ol the game and the mix of ar-
cade action and puzzles using
the type of planning, story-
boards, and other devices I'm
familiar with, T saw the [game]
engine for example—they
sent me a tape of it—but first 1
had to learn what an engine
was and what it could do. So
I'm beginning to learn the al-
phabet of the game while try-
ing to create Hollywood

sentences out of it.

CGW: What unique per-
spective and twists do you an-
ticipate incorporating into this
game?

WS: Well, the computer
hacker is an integral part of
TekWar, so it's my expectation
that we'll be sliding down the
tubes of the information high-
way solving some sort of prob-
lem. At the same time, we'll be
(rying to enter an environ-
ment that is riddled with Tek
Lords, from which we'll also
have to escape. Arcade and
puzzle elements should be in-
terwoven throughout.

CGW: What do you see as
the future of entertainment?

WS: The future ol enter-
tainment is in the direction
that we're all headed; 1 see the
science liction element of what
we're attempting to do here.
Computer generation is the
spectacle of the future; we can
no longer afford to have
10,000 extras pulling a
Sphinx like in Cecil B. De-
mille’s Ten Commandments.
These huge productions will
be artificially generated. The
[uture of entertainment be-
longs to the computer
painters and those artists who
can use the computer for dra-
matic advantage.

—Interview conducted hy
Shane Mooney



Hlsforlcal Sfrafeqy Game

Interface provides detailed information on all units

Experience unparalled
historical realism!

Battleground Ardennes™ is like no other
historical strategy game you've ever
played! With the Battleview™ combat
system, you can relive crucial moments
during the Battle of the Bulge, the most
famous American land battle of WWIL.
Can you hold off the advancing German
war machine? Dig in with the U.S. 101st
Airborne defending freedom from the
Nazis at Bastogne, or ride to victory
with the legendary German King Tiger
tank. Take command of Peiper's
infamous SS or lead a blistering U.S.
counterattack to retake Stoumont.

@ Simple Point and Click Windows interface
@ Drag & Drop movement and combat

@ Realistic stereo combat sounds

@ A plethora of scenarios

@ Modem to Modem play

PO BOX 632 Forest Hill MD _’L~F %’ C nol™ FUN

@ Vivid SVGA color graphics
21050-0632
wHo cgRes!
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THE PERFECT
GENERAL Il
The PERFECT GENERAL 1s a
most beloved WWIT wargame,
and justifiably so, despite its
lame artificial opponent. One
of the best of the early mo-
dem-play strategy games final-
ly gets a much-needed
upgrade in PERFECT

THe Penrect Generat |1 adds SVGA battle-
fields, machine guns, Elefant tanks and
more pyrotechnic explosions to its
stratepy pame engine.

GeENERAL TL The Al while
hardly up to say, Panzer GeN-
ERAL standards, is improved
over the original, and the

FULL THROTTLE
He's tough as a roadkill
fillet, got more guts than a
slaughterhouse flume, and
a chin you could dig a
ditch with, He's Ben (and
he ain't gentle), the hawg-
mounted anti-hero of the
post-apocalyptic Inter-
state and the lead in Lu-
casArts latest adventure
game masterwork, FuLL
Turorrre. Ben's been force-
fed a bum rap, accused of
murdering the one man in
the world he respects. And he
ain’t going down for it, not

30

SVGA graphics arce an im-
mense improvement over
those in QQP’s recent The
Pure WARGAME. T hang Tor the
buck is what you're afier, PG
[T has 98 scenarios, including
such esoterica as Persian Stalin-
grad and Octa-Spider, along
with more reasonable
what-il baules such as
Operation Olympic. The
new battle toys include
lighters, armored cars
and machine guns,
but these don't really
work that much dil-
ferently than the old
units, so PG vers
can fire up the mo-
dem and jump
right into the ac-
tion. 1BM, $64.95. Cir-
cle Reader Service #3.
QOP, Inc., Fresvcron, NJ
(08822, (908) 788-2799

SLIPSTREAM 5000

Blast ‘em and pass ‘em—
that's the key to SLipsTrEAM
5000. Set in the distant future
and undoubtedly inspived by
the frustration of travelaveary

Players take the role of the hard-rid-
ing, hard-drinking Ben in LucasArts®
new action-adventure, FuLL Throtite.
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com-
mulers, SLIp-
STREAM 5000 casts you
in the role ol ace
combat racer on
a 10 race world
circuil. But
that's not really
important.
What 1s
portant  is
pulse-pound-
ing action
that can
even create
sweat on the
hands of CGIW's battle-
hardened action gamers, Per-
haps learning a lesson [rom
New World's Zeruve, this
game seamlessly integrates
impressive visuals, fast-paced
(but not unplayable) racing ac-
tion and simple, ruthless com-
bat. Sure it's fun to hammer
away at the opponent in front
of you (and with full network
play it's even more [un), but
what really counts is what
place you [linish, not how
many opponents you blow
away. SLirstrReAM 5000 looks

im-

without  a
fight. Gamers
take control of
Ben as he
rides, punches,
kicks and solves
puzzles in an al-
most classical
adventure game
mode. Almost,
because you've
never played such
a well-produced

adventure as this. Everything
in it—artwork, puzzles, music,
and yoice-acting—is on a level

Burn out is a serious occupational haz-
ard in the fast lane of Supstrean 5000.

like an action game winner,
and not even the cheesy voice
acting and campy pre-race an-
tics can bring this one down.
IBM PC CD-RONM, §59.95.
Circle Reader Service #4.
GREMLIN INTERACTIVE, CHICA-
GO, TreiNos, (312) 244-0040.

ZIG-ZAG
QQP scems (o have a knack

touched by few games. While
the game is a bit short by
most gaming yardsticks; it’s as
dense as re-bar concrete. And
while strict adherents to the
No Reflex school of adven-
ture gaming might be unset-
tled to find a number of
action sequences, they should
set their jaw, grit their teeth,
find' a spine, and deal with it
cause the ride is worth it.

IBM CD-ROM, $69.95.
Circle Reader Service #1.

LucasArts Entertainment, San
Rafael, CA, (800) STARWARS



of
putling new

spins on classic
games. AUiLs best, ZIG-ZAG is a
game comparable to any puz-
zle this side of the New York

Why wait for tomorrow's crossword in
the local paper when you can click on
ZisZae at your leisure?

Times crossword. In this
anacrostic style word game the
object is to deduce The Secret

JOHNNY MNEMONIC
We've never seen a game
that looks as much like a good
movie as JOHNNY MNEMONIC.
Unfortunately, when mea-
sured as a game, it doesn’t
hold up as well. Based on
William Gibson's short story
of the same name, Sony Im-
agesoft’s [OHNNY MNEMONIC
places you in the role of a cy-
berpunk data courier with 320
gigabytes of smuggled data
overloading an implant in his
head. You've got 12 hours to
build a “data rig,” jack into cy-
berspace and find the codes

Word by
guessing  smaller
words (from wo to six letters
cach). The twist is that the
computer offers instant feed-
back, scoring 1000 points for a
correct letter in the correct
place within the “mystery
word” (a "zig”) and
250 points for a
correct lewer alone
(a “zag"). The
higher levels are
increasingly diffi-
cult, with enough
obscure terms to
please even the
most
sesquipedalian
of vocabularies. Finally,
SOLITAIRE'S  JOURNEY-like
“quests” oller the prolessional
puzzle-buster near-endless
tours of word mazes, Mac,
Windows (same CD) $49.95.
Circle Reader Service #5.
QOP, INC., FLEMINGTON, NJ
08822, (908) 788-2799

necessary to download the
data or it's cranial meltdown
time. Enhancing the appear-
ance of an “inter-
active movie” is
the game’s mini-
mal interface. As
the storyline (and
video [ootage) un-
folds, there are op-
portunities
(indicated by the
screen’s shift to let-
terbox [ormat) (o in-
teract via a few
simple key strokes.

The fighting sequences,

RISE OF THE WEST
Back in wargaming days
gone by, when gamers had 1o
suller through thick rulebooks
and cheap cardboard compo-
nents, there was a
came called ffm-
pives of the Middle
Ages. James I,
Dunmnigan’s ey
unique medieval FELE’
FOMmp NOwW comes
Lo WiNDOws
courtesy of
RAW Enter-
tainment, re-
taining its
charm  and
with its rules
loopholes neatly tied up. You
portray a royal family [rom
one ol the great European dy-
nasties of 6G00-1500 AD, play-
ing “cards” to advance the
social state ol your empire,
raise armies, and conquer
your enemies, The formulae
used to resolve your actions
are handled by the computer,
making for much quicker play
than in the boardgame. Minor

against bad guys like Kurt
Rambis, are the

Jotkny Mnemonic faces a bubhling brain
if he can't overcome several cyber-
punks and dump his data.

THESE JUST IN, REVIEWS TO FOLLOW

empires, diplomatic coups, as-
sassinations and a myriad of
random events make for good
solitaire or multi-player e-mail
play—at least [or those who
don’t need the latest in SVGA
graphics.

You can be as Byzantine or harharic as
you like in Rise oF 1HE West; just make
sure that your royal family doesn't end
up heirless.

Winpows, $34.95 plus ship-
ping & handling. Circle Read-
er Service #0.

RAW Exrerraunsent, Hous-
Ton, TX 77038, (713) 286-
2386

most interactive and exciting
parts of the game. We be-
came immersed in the hip,
subversive near-tfuture set-
ting that captures the
essence of Gibson’s char-
acters and the ambience
of his world, but we were
disappointed by the
presence of a maze in
cyberspace which serves
little purpose than to
extend gameplay. IBM
CD-ROM, $69.95. Circle
Reader Service #2.
Sony Imagesofl, Santa Moni-

ca, CA. (800) 922-SONY
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COVER FEATURE

hen Dynamix was de-
veloping the first Meck-
Werkior computer game
for Activision, | didn't
know much about the
BattleTech universe. |
knew that there was a
boardgame. | knew that
there were miniatures
to use with the game. |
knew that there were novels that took place in the Bat-
tlefech universe. And, | knew that Virtual Worlds En-
tertainment was about to open the first BattleTech
Center, a cockpit-oriented multi-player gaming experi-
ence. | knew that the fans | had watched at gaming
conventions were passionate ahout the universe, but |
didn't know that | would personally get hooked.

Long before | finished the sneak preview on that
first MechWarrior (CGW #66, p. 22), | was hooked. |
couldn't understand it. | had never been much of a
fan of real-time, first-person gaming experiences
and, at first glance, this game seemed like a comput-
erization of the Rock-"Em Sock-"Em Robots of my
younger brothers’ generation. Then, | read Michael A.
Stackpole's Warrior: En Garoe series. Suddenly, | un-
derstood. These weren't giant robots. These were gi-
ant robotic extensions of the warrior mystique. The
‘mech pilots were analogs for knights in shining ar-
mor; their ‘mechs were suits of armor that had
evolved into machines of destruction. Even the feudal
politics which undergirded the universe gave chivalric
overtones to the entire concept.

The ‘mech pilots were a nobility, saddled with the
noblesse obfige of defending their House (a monarchy
within a balkanized group of monarchies). They fought
small tactical battles, battles where the heroic acts of
single individuals could tumn the tide. Simply put, much
of the appeal of MectWarsio is that you play the role of
an elite warrior who can tum the tide with bold, suc-
cessful actions.

by Johnny L. Wilson

BRED FOR WAR
MecuWarrior 2 has not strayed from this basic ap-
peal, this emphasis on the heroic individual. Indeed,
by placing the gamer in the role of a clan member, the
game universe expects brilliant success from the
gamer because he or she (to the clans, gender makes
no difference) is Bred For War (the title of Stackpale’s
|atest book and an apt description of the clan ethic).
The clans firmly believe that being a warrior is the
highest calling. So, all advancement within the clans
and the clan’s system of justice depend upon individ-
ual rites of combat known as trials. You move from
light mechs to medium  gEEE =S/
to heavy to “star" com- N
mander (small unit com-
mand), if all goes well.

So, where the original
MecHWarrior allowed you
to assume the role of a
mercenary during the
battles for the stabiliza-
tion of the Inner Sphere
(The Fourth Succession
War—AD 3028-3030—
House Steiner and House
Davion versus the Capel-
lan  Confederation),
MechWarrior 2 moves the
story along and allows you to advance within either
the Jade Falcons or the Wolf Clan (Post-Tukayyid
Line—AD 3052—Internecine Clan Warfare). The Fal-
cons want to continue their Pre-Tukayyid Line invasion
in order to conquer the Inner Sphere, while the Wolf
Clan wishes to align themselves with the monarchies
of the Inner Sphere.

In order to move up through the clan, you can fight
with approximately 15 different clan mechs, as well
as some possible Inner Sphere (traditional) mechs
and Elementals (another group of alien warriors
which, like the Clans, appeared at a later point in the
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history of the Battlefech universe). If you don't like
those mechs, the game provides a mech laboratory
where you can reconfigure some of your mechs by al-
locating armor, swapping out engines, weapons, and
ammo, and adding/subtracting heat sinks.

As in the game’s fiction, you will have to face trials
by combat. Such one-on-one battles, combined with
training missions, will swell the number of missions
in the game to approximately 40.

SUNRISE, SOME MECH
Naturally, in the five years since Activision re-
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A Jade Fcon pilot readies a medium pasma burst aﬁéin;i
a close-range Wolf Clan’s rocket launcher.

leased the original MeciWarrior, more than the fic-
tional history behind the game has changed. The
mechs are not only 3-D, like the polygon-filled mechs
of MeciWarrior, but the machines in MechWarrior 2
are texture-mapped with enough detail to let you see
clan insignia on the cockpit, missile tips peering out
of opposing rocket launchers like hungry eels, and de-
grees of charring on the opposing mechs as you pul-
verize them toward polygon purgatory.

The 3-D mechs also enable you to fight from differ-
ent perspectives. MecuWarrior 2 features the stan-
dard first-person cockpit view, but offers a 3-D virtual
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TECH A mechwarrior is viewed moving toward a naviga

this top-down 2-D map view of a lunar-like planet.

cockpit complete with dynamic light. The lighting of
your cockpit changes as you move, and there is even
a dynamic color palette to reflect the sun’s changing
position as the battles rage and time moves on. Not
only does MecuWerrior 2 allow you to fight from the
traditional view, however, but it allows you to switch
to an oblique outside perspective and fight your mech
“remotely.” This doesn't help your suspended disbe-
lief, but it lets you catch some of the rich graphics
from a more cinematic perspective. In addition, MW2
gives you small windows to represent a rear camera
view, a top-down camera view, and a weapons cam-
£ra View,

Also, since you will eventually be commanding oth-
er mech warriors, you will need something of a tacti-
cal perspective. The first MechWaRRIOR gave you a
crude overhead map with your team members and
enemies marked by colored letters. In MeciWarRior 2,
you can jump to a similar overhead map view on the
fly and have full zoom capability in order to keep tabs
of the “paints” in your “star” {your subordinates).

The special effects are light years beyond the pri-
mary red polygon blasts of the original, as well. Now,
there are blue blasts for PPC hits, fiery bursts of de-
struction when missiles tag the enemy, and fast pin-
pricks of light that lance out from your mech when
you fire lasers. Add to the visual effects the sound de-
sign provided by Sound Deluxe media labs (the shop
who did sound effects for the movies, True Lies and
Clifthangen and you gain significantly more satistac-
tion from the combat than in previous mech games.

The use of digitized voice is particularly effective
within the game context, as well. On training mis-
sions (whether learning to use the navigational sys-
tem and weapons system or how to pilot through a

slalom course), your DI berates you with epithets like
“free hirth” (a tremendous insult to warriors cloned by
an intergalactic eugenics program to insure superiori-
ty) and talks you through the exercise with a patroniz-
ing hostility. | don't recall any interactive tutorial quite
like it and it's very effective. Also, the computer voices
(both male and female) are perfect for setting the
stage and establishing a mood for each mission as
they offer status reports on planetary conditions
and weapons status prior fo actual combat.

Finally, there is a greater variety of mis-
sions and combat environments than were
available in the first MeciWagrior. There
are the requisite ice worlds (but now,
they sometimes feature a convine-
ing and effective fog) and
desert worlds, but the combat
situations in MW2 also fea-
ture dark urban environ-
ments with high-rise
buildings and dark
streets and alleys to
navigate, as well as
worlds with ruins,

canyons, mesas, volcanic craters, lunar craters, and
sand dunes. There are also a number of smart objects
within the terrain, such as pop-up lurrets which start
firing as you approach, that add to the variety of the
game worlds. MW2's missions also vary from the tra-
ditional rescue, search and destroy, and patrol as-
signments of the earlier game to escort missions,
insurgent pacification (zone securing) missions, and
trials (one-on-one duels which take place in totally
enclosed domed obstacle courses) that have an en-
tirely different dynamic than those all-out combat
scenarios of the past. This is especially so when you
encounter mechs of other clans and neutral vehicles
during the missions. Fortunately, even the mission
objectives do not all look the same as did the bases
and ammo dumps of its predecessor.

MECH MY DAY

Of course, the real point of any game is its game
play. MeciWagrior 2 appears fo be strong in the game
department. You earn your way upward through ranks
and mech classifications and this provides some-
thing of a role-playing shell. Each mech has different
strengths and weaknesses due {o speed, weaponry
and armor. So, you have to learn how to exploit the
former for yourself and the latter against your en-
emies. This will require
dodging




through various terrain types, learning
how to ambush your enemies when you're
outnumbered, selecting the right weapon
for the job, and developing your skills in
small unit tactics.

Most mechwarriors will play MW2 from
the first-person cockpit view, using the
keyboard to pilot the mech itself and the
mouse to direct the turret and aim the
reticle. However, the game also supports
Thrustmaster and CH Flightstick joy-
sticks. Either way, it is much more effi-
cient than the pure keyboard layout of the
first game. Either way, you will also be
able to do something with nearly every
key on the keyboard. There are lots of sys-
tems and lots of options within the game.

Perhaps one of the most important op-
tions is the ability to command the other
points of your star. You were limited in
your ability to command the non-player
mechwarriors in the original game, bul
now you can tell them fo: 1) attack your
targel; 2) disengage your target; 3) join
up in formation; 4) patrol around your
target; or 5) flee the area in full-scale re-
treat. This makes the group missions
much more,enjoyable.

After playing an early version of the
game, | found two aspects of the original game miss-
ing, features which I considered worthwhile and
which may disappoint fans of Muwn-Puwer Barmelech
on GEnie. In the earlier game and in the on-line
game, it was possible to aim for a leg of an opposing
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EC} - F:a\lan pilot toasts his Wolf Clan opponent with a
31st century Molotov cocktail of short range missiles and PPC fire.

mech and concentrate fire upon that leg. Once you
caused that leg to crumble, you had virtually neutral-
ized that enemy and could move along. | haven't been
able to duplicate that in the new game, but have got-
ten extra satisfaction at being able to concentrate on
the business end of the mech and blow away the

Targeting Identifier

This Is My Cockpit, This Is My Gun

Heading Indicator
(for both torso and turret)

Radar Display

Ll I'-Ir:"l [ ]E’"-" Fil

Unknown
3 4am

Targeting Reticle

Delta Heat Change

Weapon Status Displays
s(red = currently unavailable)
(green = availablg)

*PPC = Plasma Projectile Cannon

*MPLAS = Medium Plasma Guns

*SRME 90 = 90 Short Range Missiles
fired in rounds of 6

MPLAS
MPLAS
MPRLAS

SRME 20

MPLAS
EEGE

Forward
(Green)
or
Reverse
{Blue)
Velocity

Speed Indicator

(the current rate of change)

Heat Scale
(amount of heat built-up)

weapon arms of the enemy. Also, | liked the fact that
there was an explicit cost to using ordnance in the
earlier games. If you expended an entire rack of mis-
siles, you had to replace them with your funds. This
doesn't happen in MWZ, but the designers say that
your honar/prestige will
suffer if you get a repu-
tation for using too
much ammo. If so, it
needs to be made clear
to the player and | don't
see that yet.

My early experience
with MW2 also con-
vinced me that the ene-
mies are going to be
tougher in this game.
They are fast. They know
how to take evasive ac-
tion. They don't get
stuck up against walls
or terrain like they did in the first game. They have ex-
cellent aim and, usually, superior numbers. You'll
need to be able to use a/fyour tactical resources to be
successful in moving up the clan chain of command.

About the only thing MW2 is missing for the sibko-
bomn (you know who you are) is the clan tradition of
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Damage Display

bidding prior to combat. For those unfamiliar with the
BaltleTech novels, one measure of both bravado and
courage is to bid away air support or part of your
troops to show that you don't need all of your re-
sources in order to win. Some type of bidding se-
quence would have added a lot to the game's
atmosphere. Also, at press time, it is as yet unclear
whether you will be able to win your blood name with-
in the game's context or nol.

Finally, we can't help but be disappointed that the
net version of MW2 will not ship with the original
product. The net version will ship later as a package
for up to eight players (assuming each has their own
copy of the MWZ), but the shipping version will only
have a demo of the net version. Two years ago, the
plan was for the both versions to be in the same
package. Now, gamers may merely be thankful that
MW2 is going to ship at all after encountering so
many technical difficulties in the past.

WOLF AT THE DOOR

Yet, the big question many would-be mechwarriors
are asking is, “Was it worlh the wait?" For those in
doubt, | have to say, “Yes!” In fact, it is so worth the
wait that | wish Activision would use this technology
to rework the first game, even if it fook them another
two years, €
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Special Feature: Space Combat Sims
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con”! Whatever your tas'fe, space goes on forever,

and if you're thinking of trading up from after-

sburners to hyperdrives, you'll probably find some-

thing that interests you somewhere along the way.
So just stay together, check your six and remem-
ber, in space nobody can hear you restart the mis-

sion. ¢ '




- hile the real
' world seems
o be turning
its back on
the stars and
concentrating
instead on
profit mar-
gins and nationalism, our world of entertainment
software is thankfully embracing deep space for all
it's worth these days. The Science Fiction realm of
spaceships and starfighters has always been popular
fodder for games, but only recently has the game in-
dustry started to churn out in-the-cockpit space com-
bat games en masse, with the intention of
challenging the reign of The Big Two: Origin's Wing
Commanoer series and the Star Wars series (X-Wing
and TIE Fighter) from LucasArts. And rest assured,
these two space-simulation giants, not content to rest
on their laurels, continue to push the boundaries of
Man and Machine. But new contenders are arriving
almost every month, each looking to carve out a niche
of their own.

(One of the nice things about the resurgence of this
genre is the variety of paming experiences available
to the player, especially those new to the scene. If
you've ever been intrigued by the glitz and glory of fly-
ing and fighting in the depths of space, now is the
perfect time to cruise the stars. And while sophisti-
cated games like TIE Figiter or Wing Commanoer 3 may
intimidate the novice crowd, there are new products
out there that provide varying levels of detail and im-
mersion. Starstruck gamers of any experience level
can find a product to suit them.

e — . _J

“YOUR PRIMER,
MR. SKYWALKER"

As with most discussions, it's best to start with the
basics. If you have no combat experience at all then it
might be a good idea to start off with a game that of-
fers some of the feel of space combat without an en-
cumbrance of details. Games at this level closely
resemble straight arcade games in both their ease of
play and graphic punch, but even here the major dif-
ference between space and flight sims becomes ap-
parent—most of these games have some sort of plot
line. While historical flight sims can depend on com-
mon knowledge as a backdrop to set their missions
against (I hope the educational system is still point-
ing out little things like WW 1), space combat sims
usually create some sort of storyline in arder to keep
the player coming back for more after each mission.
At this level of simulation detail, the storylines in-
volved are more or less eye-candy, but they also serve
as a clue that bigger and better things await those
who graduate from elementary space school,

Probably the most popular {and possibly the most
bundled CD-ROM in existence) intro-level sim these
days is Rese Assauwt, from the Jedi Knights at Lu-
cashrts. With an eye towards the novice gamer, Reset
AssauLr takes the player through training missions, the
battles for Hoth, and finally into the Death Star itself
in a series of arcade-style flying sequences. While the
portions of the game that take the top-down, slide-
and-shoot view of things aren't very helpful, there is
still plenty of cockpit for those looking to make a ca-
reer out of this sort of thing. Though you never really
have true 3-D freedom (you're mare or less flying in a
constrained path), novices will be able to get the hang
of cockpit perspective and the whole aiming on the fly
concept that is so valuable in the more serious sims.

A step up from Repew Assautr, at least as far as ac-

T —

tual control of the ship is concerned, are a couple of
games that make fine trainers not because they were
specifically designed for that purpose, but because
they missed their intended mark as serious space
sims so badly. Sim pilots of even moderate experience
should avoid these titles, but newbies, especially
youngsters, might want to give them a whirl. A good
place to continue our training is in the universe of
Remweumon, a title imported from Europe by Gremlin
Interactive. Here, players take on the role of a brave
pilot who must, with the help of a smgle human-con-
trolled space-station, defend and alert
humanity against the predations of a
traitorous alien race intent upon serv-
ing man—for dinner. The player pro-
ceeds to execute a series of missions
against the insidious Krell in two dif-
ferent vehicles: a starfighter and a
ground-based All-Terrain-Vehicle. After
each combat run, you return to base
for debriefing and further plot develop-
ments. Then you're sent out again.
Though you aren't quite flying—fight-
ers can only fly so high above the sur-

| PILOTS Wt

WOMP RAT ALLEY Although the gameplay is pretty limited in LucasArts’ Resew Assaulr,
the production values are (or were) high. See the box on page 38 for info on the sequel.

face and cannot roll over or loop—you can at least
practice some of the basics, like trying to avoid the
ground while making things go boom.

For those who are ready to slip into full three-di-
mensional space-flight, but still want an arcade-like
experience, there is Inferno by Ocean. Overshadowed
by its own hype and crippled by uninspired design,
this game might serve adequately as a trainer, espe-
cially if you can find it in the bargain-bin, as it con-
tains what has become standard in the space-sim
world: full 3-D situational awareness, linked mis-
sions, and eye-candy in-between.

Finally, there is a little product, all but gone from
the shelves but well worth searching for, called Wing
Commanoer: Acavenry. Of all these Novice-Class games,
Acapey is the only one truly intended to be a primer.
Using Wing Com-
MANDER  Il-era
technology and a
scenario genera-
tor, this game
gives you all the
bells and whistles
of a full-powered
sim in an envi-
ronment where
things can be tai-
lor-made as easy
or hard as you
want. While its pri-
mary purpose is to
draw you in and
train you up to speed in the Origin Systems side of
The Big Two universe, it will also teach you all the SF
combat skills you could want except ground attack. If
you want an introduction to the genre, this is about
the best place to start. Perhaps Origin will re-issue it,
bundled on some future space-sim CD-ROM.

0f course, once you've played one.of these games,
or any standard flight-sim for that matter, you'll prob-
ably want to see something a little more “realistic,” or
at least a little deadlier.

SCORE 000160

PAY BACK TIME Players battle man-eating aliens by land and by air
in Gremlin Interactive’s RetrisuTion.
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HIGH SCHOOL CONFIDENTIAL

These mid-level games for the most part are all
strong, qualily simulators and pretly much equal the
initial accomplishments of The Big Two. While some-
fimes lagging a little in terms of gameplay, graphics
or story, most have something to offer to even the ex-
perienced sim-pilot. They certainly demonstrate what
this genre is really capable of. The other advantage to
two of the three games at this level is that their com-

WING COMMANDER TOO Take 2 Software enhanced the concepts of
branching stories and wingman management in Star CRUSADER.

puting-power requirements are a little more down-to-
earth, so gamers away from the upgrade curve can
still get a good game for their buck.

Take 2's S1ar CRUSADER is a nice piece of work from
a company with little sim experience. The graphics
are well done, using all the tricks of the trade to make
VGA all that it can be, although sometimes their con-
cept of color and shape is a bit alien. The plot is solid
and more involved than your average sim, allowing
players to explore questions of
ethics and loyalty as well as who
has the best fighters. Another
nice touch in Crusaoer is that
there are a hali-dozen odd
alien races in contention, pro-
viding a nice change from the
“Good-Race, Bad-Race” polit-
ical standard of the genre.
Players not yet caught up in
the world -of SVGA flight sims
will probably find this game
an enjoyable challenge.

In an attempt to add a little

Return of Tlle Rehel

strategy to the endless action, Origin tried to broaden
the scope of their Universe by offering up the graphi-
cally-stunning Wing Commanoer: Armapa. Unfortunately,
they sacrificed brains for looks. While the idea was
more than worth the effort—they tried to create a
simple Spacewarp Ho! kind of spaceploitation game
wherein combals are resolved by the player in the
cockpit instead of the computer—the execution left
something to be desired.

The speed and beauty of the combat graphics in
Armapa were a real breakthrough. Players could actu-

ADMIRAL OF THE FLEET Wine Commanpe: Armana brought
strategic considerations to the space combat table.

Darl:h.s HEIME'I: FOI'
RegeL Assautr
ew games have been as eagerly an-
ticipated and as terribly disappoint-
ing as LucasArts’ REBEL ASSAULT.
Maybe it's not fair o expect that any-
thing on a computer could compare with that glo-
rious experience of seeing Star Wars in the
theater. But, dammit, why is the flight path re-
stricted, and why can't you save the game when
you want? Despite these problems, the lure of the
Star Wars Force simply proved too great, and
ReeL Assautr sold over a million copies worldwide,
making it ane of the highest selling (and most
“bundled”) computer games of all time.

The lure of The Force also pulls at its creators,
albeit for different reasons. So when the creators
conspire to develop a sequel, their efforts are a lot
like the Empire’s—they get bigger and badder
with each onslaught. Which is why it's possible
that LucasArts' upcoming RegeL Assault Il may
once again surprise gamers, this time by exceed-
ing expectations.

ReseL Assauit |l (tentative title) will he a graphl-

dreamed of nearly 20 years
ago. Other levels let players fly
speeder bikes or take the con-
trols of the Millenium Falcon
for that long-awaited date
with destiny when your senses
and those of Han Solo finally
converge.

There will be a total of 15
different levels in the game,
/ all cinematically designed,

richly detailed, and actually

~

ALL CHOKED UP Darth Vader puts the telekinetic squeeze on an Imperial

SAVABLE after each one. Un-

lackey in this scene from Resew Assautr I1. This is the first original Star Wars  fortunately, the flight paths

footage George Lucas has allowed to be shot outside of a Star Wars film.

cal leap over the original. It will feature full-mo-
tion video segments of real-looking Star Wars
characters blended seamlessly into high-resolu-
tion 3D rendered sets. That means that there will
be scenes in the game that look something like
the movie: you'll see a Rebel pilot at the controls
of his fighter bouncing in the cockpit just before
the perspective changes so that you are flying the
ship. Or you'll shoot at real Storm Troopers with

e, 241
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blaster weapons like.every kid in America

1995

and range of motion will still
be limited, but from what we've seen of the game,
it should be engrossing and impressive nonethe-
less. And if that isn’t enough to lure you to the
dark side, maybe this guy will: Darth Vader, in all
his dark-helmeted glory, cuts a menacing swath
through the game. He'll even choke an admiral
with the famous pincer grip if you succeed in dis-
abling his Star Destroyer. It's enough to make
even a skeptic of the Alliance think about signing

up:this winter for a tum of duty
-»".E“"H‘?.T‘\f‘ﬂ- L e
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ally see the shields light up on enemy fighters as their
shots hit home. In some ways they are still superior to
the VGA mode of any sim around, Wing Commaner 3
included. Added to this were the wonders of network-
ing, which made for the first multi-player space-sim
to grace our screens. But while everything looked
great on paper and on the screen, the initial product
offered only two-player support. And even more disap-
pointing was the lobotomy given the artificial oppo-
nents and flight-models, a serious departure from the
usually high Origin standard. This oversight basically
ruined this game's promise. Multiplayer play does
shine however, and remains the only way available to
resolve those “Who's the best star-pilot?" arguments.
In other words, the search for the space-sim equiva-
lent to network Fatcon 3.0 goes on. To their credit,
though, Origin did release a patch allowing up lo six
players to join an arena-style dog-fight. It's nice to
_ see this kind of support from a big company these
days.

J8e SPECIAL FEATURE: SPACE COMBAT SIMS

i5 a pleasure to look at as well as to fly in, but it's a
little too Spartan at this point to seriously challenge
The Big Two. Oh, the elements are all here: extensive
background, great graphics, smooth flight models
and an accent on squadron tactics. But everything
lacks that extra bit of detail required Lo immerse the
gamer fully into the action. Cockpits and instrumen-
tation are too sparse to be useful, the plot is a shade
too thin to keep things interesting, and the game is
just a little too short for comfort. While these could all
be growing pains of a series with real potential, SSI
has yet to publicly commit to a full series of games,
and without a strong sequel Renecaoe will remain a
mid-level game more suitable to newcomers.

TRADE SCHOOL

“Sure," you say, “being a hero is great, but it does-
n't get the bills paid. | want to get some job skills
here.” Well, there's even a branch of the space-sim
universe dedicated to a more bread-and-butter per-
spective. There's even a little room in this
class of sims for actual reality.

The idea of the lone merchant and his rust-
bucket Starship has been a staple of SF since
the 1930's; thankfully this concept hasn't
been overlooked in the modern age of space-
sims. One of the first to enter the vast reaches
of the mercantile universe was Eute, where you
had literally hundreds of worlds to venture,
buying cargo low and selling it high, all the
while dodging pirates and the police, if you
chose to run some of the more illicit goods.
While the action of this combat-sim was basi-

GREAT CAESAR'S GHOST SSI's Rewecae pits the player

against a revived Roman Empire in a Super VGA forum.

The last of the contenders is also the newest on
the shelves at the time of this writing, Renecape: Bamne
for Jacos's Star is a simulation by SSI drawn from
FASA's popular Renegade Legion series of
boardgames. The player is sud- [§
denly thrown into command of a
Renegade squadron and charged
with defending a backwater sys-
tem against a Blitzkrieg invasion
by the seemingly endless forces
of an evil Neo-Roman Empire.
The player must not only be a hot
pilot, but must also be able to
wisely allocate personnel and
machinery in order to successful-
ly complete missions and eventu-
ally win the game.

This SVGA space combat sim

' e Ty
NOT THE FIRST OR LAST From the name, you'd never know it, hut
GameTek's First Encounters is actually the next installment of Eure.

cally non-existent, you still flew from a cockpit
view and combat, when it did come, was
something you took a little more personally since
every hit you took meant money out of your virtual
wallet. And if you were a real pilot-type you could
sweat out manual space station docking yourself.

. SO
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The Interviews with
The Stars

Conversations with a
Kitty Killer
An Interview with Wine Commanoer designer,
Chris Roberts

CGW: So Chris, tell me what do.you think of
the other sims out there?

Chris Roberts: Well, X-Win and TIE
FIGHTER are fun but, to be honest, we've been
playing Descent a lot around here lately. It's great
but | don't know if it counts as a space-sim.
<laughter>

€GW: The wingmen in your games have al-
ways been strong, sometimes stealing a kill from
under your guns. Was this a conscious choice or
more of a side-effect of the character-driven
plots you use?

€R: Yes, strong wingmen were a very con-
scious choice for me because of the core ap-
proach we took that you were not alone and there
were always going to be others flying with you,
with all the pros and cons involved with that.
Winc Commanper 4 will have even more detailed
personalities and flight characteristics. The play-
er will be capable of giving more complex com-
mands to wingmen such as ordering them to go
in and complete the primary mission while the
player covers them.

€GW: What direction do you see space-sim
engines taking over the next couple of years?

€R: Well, | think everything is equaling out
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. of sorts. Instead of driving for better looks | see a

While Eure had no real end, there
were a series of missions em-
bedded in the free form of the
game. Through them some sem-
blance of a plot developed, al-
beit not much of one. The most
recent incarnation of this series
is called First Encounters and
will be marketed by GameTek. It

hoasts better graphics, more
worlds and nigh-infinite re-
playability. Though the word ap- ;i
pears nowhere in the title, this is [l
an Fute game. Trust me. iz L
Origin, in an effort to expand ' '
their Wig Comuoeg universe  MICROSOFT IS EVERYWHERE Seace Siwuuiion
(and, incidentally, to have a
pame in every category of this article) took the Emie  products can now be

LU AMteviiat . Cantved
o | | maration

.......

ofr

is more an educational tool

than a game, as it lets you explore the farthest reaches of the Milky Way.

found bundled together on a

concept and narrowed the focus. In Privatcer, you are  discount CD-ROM being published by Electronic Arts.
still & lone captain with a little freighter trying to A great deal for all but the most jaded.

make a living, but here there is a tighter plot with The third and mos

t practical of the “working"

fewer worlds to visit. While you're still free to explore  space sims is from the hallowed halls of Microsoft

at will and make a profit whenever you see fit, events  and is called, appropr
in the WC universe eventually draw you into the dan-  Swwiator. This game is

iately enough, MicrosorT Space
different from most of the fare

ger-zone where Humans, Kilrathi and crazed cultists ~ we are covering here in that there is no plot or even
vie for power. While the flight model is much simpler ~ combat in this game. The Seace SiuLator is all about
than in the Eure series—no tough docking maneu-  real physics and real spaceflight. Not since Micro-

vers here—the action is definitely
hotter, and most captains will find
themselves struggling to survive,
with the majority of profits being re-
invested into better weapons or
stronger ships. Origin published an
add-on module called Richreous Fire
which fleshed out the game even
more. They also released a speech
pack for Privatcer, and all three

SPACE SWABBIE Origin's Privateen cut players loose to live the life of a money-
grubbing rogue in the Wine CommanDer universe,
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Prose's debacle with
Manimis: EXPERIMENTAL FIGHTER
has anyone attempted to
make a realistic space-
craft sim. Microsoft
pulled it off fairly well,
and although it is not the
most exciting sim ever
made, it is educational
and has just the right mix
of the historical and fan-
ciful. Players can explore
a rich galaxy in ships

as far as the technology.goes; we've hit a plateau

turn towards more strategy and story in space-
Sims.

CGW: Any plans. for another multi-player
product after ARMADA?

€R: No, we have noimmediate plans for an-
other network game but | see things evolving in
two directions. The first is the single-person cine-
matic games like WC3 while the other will go to-
wards networked strategy games where you set
up situations and then invite others to come and
play inyour sandbox. After all, playing against
other people is always fun.

EGW: Where doyou see the Wing CoMMANDER
franchise evolving over the next couple of years?

CR: Well, first of all there will be more
ground interface in WiN CommanDeR 4 and even
more of that: sort of thing in the PRvaTeeR sequel.
After all, just flying around in space can start to
get boring after awhile. <laughter> And yes,
there will' be' more side-products with less cine-
matic budgets but with at least as good simula-
tor engines. PRIVATEER 2 will have better graphics
than W3,

CGW: Wow! Well thanks for taking the time
1o answer a few questions for our readers.

€R: Anytime.
Tales From The Jedi
An interview with Larry Holland, the designer
of X-Winc and TIE Fickrer

CGW: Assuming you have any spare time at
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all over there to look over the competition, what
do you think of some of the other sims out there?
Larry Holland: 0h, [ can't imagine (Rl - i - :
who you'd be referring to! <laughter> You mean ranging from the Apollo lander to an alien scoutship,  independent of the successful Uitima series. They
Wing Commanoer 3, etc.? Well, certainly one can't all of which are beautifully rendered and behave real-  couldn’t have gone farther away if they had tried.
be but impressed by a numberof things WC3 has istically. One can re-create the historic moon landings ~ Fantasy role play gave way to space opera of the
done. They've taken some different directions or fly low and slow over a near-future Mars baseinan  highest order.
than | have with projects but | think that is good EVA transit suit. If you'd like a feel for real space- Wing Commanner broke onto the computer gaming
for the field. I've.also heard good things about flight, then this is probably the best sim for you. scene while | still had an AtariST, and | remember
the hi-res graphics in Renegade but haven't thinking that this game would be converted or |
played it myself yet. GRADUATE
€GW: X-Winc and TIE FicrTer are generally STUDIES
regarded as having a more “realistic" flight Now we come to the
model. What are your.thoughts on that? cutting edge of space-
LH: It's interesting actually, a lot of my entry sims: The Big Two. For the
into the sim side of things was through historical past three or four years the
sims which prepared me well for doing Sfar space sim genre has been
Wars. If you look at the movie closely the sort of dominated by two compa-
spaceflight modeling they prepared for the nies, LucasArts and Origin, ' Sty -
spacecraft was actually a very WWIl-ish, dog- and the visions of two {8 B\ (O — .l T e
fights and cannon-fire sort of thing and actually men, Larry Holland and % c ' i
when they were doing the research work for the Chris Roberts. They have
original movie they spent a lot of time studying brought two lang wars to

gun-camera footage from WWII. | enjoy the is- the small screen; Rebels }
ceral feeling of a dogfight and that is what our vs. The Empire and Hu- §
flight model tries to focus on. manity vs. The Kilrathi. , - ot - - ;
CGWE: Speaking of WWII, in your historical Origin started years WING COMMANDER 3-D In addition to the vaunted live-action video, Win

sims you modeled some more complex aircraft, ago, searching for success  Commanoer 3 added a true three-dimensional combat engine to its universe.
like the B-17 or the German medium bombers. '
Do you have any plans to' model more complex
starships in your space sims?

LH: Absolutely, as we design and plan for
multi-player games, multiple position craft are a
natural choice. Frankly the way | enjoy playing
multi-player games is cooperatively, and a multi-
position craft with, say, a pilot and a few gun-
ners is the perfect design for future multi-player
games. There's no technical reason preventing
us, it's just a matter of coming up with a well-
balanced design of craft. And | find balance to

It'l]l Test
Every

be a much more important factor in multi-player Nerve
environments. ’
CGW: And that leads nicely into my next You' ve

question: What are your thoughts on networkable
space-sims?

LH: Absolutely exciting and absolutely part
of our future though | can go into much detail
about it now. Certainly one of the hot topics in
our office is getting the wrinkles out of multi-

Got...
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SPECIAL FEATURE: SPACE COMBAT SIMS
player TIE FiatTer. We are pretty far along devel-
oping the technologies:required for multi-player
capability. : . ' T :

CGW: Well, just to wrap it up, Lary, can would. Well, they never did put out a version of WC for  ryline to boot. Here was the prototype almost all
you ever:see yourself doing a non-Star Wars the old ST, so here | am, DOS-ridden and a few thou-  space-sims would follow
space-sim? sand dollars poorer, but very content. WC was like Wing Commanner was set in a universe where hu-
LHE: A non-Star Wars sim? Oh definitely. But nothing | had ever seen before. | suppose | will always — manity had explored the stars and found somebody
we still have a lot of places to go with Star Wars. have a soft spot for the series, in memory of how  far more vicious than themselves, the Kilrathi, a race
. blown away | was by the darn thing at the time. Here  of big cai-like creatures that made Klingons look like
was all the action of the best arcade games, lookinga  crossing guards. It wasn't the most original idea
A Long And hundred times better, and there was an involving sto-  around—I'm sure Larry Niven rolled in his grave, and
Winding Road
A Bamecruiser 3000 AD update from the de-
signer himself, Derek Smart
C€GW: Well, It's been a long trip, hasn't it?

4 ' i

TRANS-DIMENSIONAL THESPIAN Mark Hamill and the latest in video technology showed the gaming world how
full-motion video could advance the art of storytelling in games.

Derek Smart: [n the four years ['ve
been doing BariecruiseR it has grown totally out
of proportion because | wanted it to be the ulti-
mate game and it is, as far as | am concerned.
Basically the:main reason it has taken'so long is
that |'have been working on it by myself with the
help of a handful of people scattered across the
world. The bottom line is | haven’t given up on
Bamecruiser and it's pushing a million dollars in
development cost over the past four years.

CGW: Wow. So refresh our memories. What
i BATTLECRUISER?

DS: It's basically three games in one. It's a
space-flight sim, a planetary flight sim and an
adventure game, |'ve recently switched it com-
pletely to 32-bit mode and it now supports SVGA
and the planetary graphic engine has been com-
pletely rewritten and will put Macic Cageer in the
shade. There's nothing like it in the industry, pe-

It’s Ruthless,
Ingenious &
Downright
Dangerousgé. .
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riod. Take what you read in the CGW preview arti-
. clelastyearand multiply it by four and you have
BN thie game in it's current state.

he wasn't even dead yet—but what the hey, it looked  controls. While the first game is graphically simplistic €GW: That's an impressive accomplish-
and sounded so good. And you weren'l even alone in - compared fo the latest offering, its flight mechanics ment.

the fight; there were other personalities fighting  are nearly identical, so one doesn't really get to learn DS: The neural net has been revamped to
alongside you with their own unique slyles and atti- — much by starting at the beginning and novice gamers immense proportions. | mean the entire game
tudes. Even better, the story and missions to be flown  may find things a little fast and complicated for lives and' everything iis free form. It will support
branched along different paths depending on your  them. On the other hand, anybody with some flight- campaign disks, add-on modules where you
success and failure, like one of those “Make Your Own  sim experience will have a field day, and WC3 does switch to a first-person perspective and walk
Adventure” books we read when we were kids. allow for multiple skill settings that can make the through the Bamecruiser. Not only can'you fly the

Hot on the heels of Wing Commanoer’s success came  game enjoyable for any player. And just for the sake of BAMLECRUISER and four interceptors, but you can
a couple of mission disks, and then Wine Comtanoer 2, continuily and a good story, | encourage people new to now fly the shuttle and deploy ATVs to ride along
with improved graphics and intelligence, taking the  the series fo start at the beginning. It's more fun to the planet surface to'explore. It's a complete com-
universe and turning it upside down. All the fameyou  see the live actors playing roles that have become so mander's game. It:has eight different flight mod-
had gained by defeating the kitties in the first game  familiar, and the first fwo installments of the WC se- els:built in‘for the different vehicles you:can fly. If
vanished, as a cosmic frame-job forced you to start at  ries are very easy to get at a good price these days, you went to the store:and bought WiNG CommanDER
the bottom and re-earn the respect of your fellow pi-  being the second most bundled pieces of software in 3, FaLcow, BreacH, EARTHSIEGE and then DARK FORCES
lots. As in the Umma series, characters followed you  the CD-ROM world. you still would' not get the equivalent of Bar-
from game to game and became, if not friends in a CRUISER.
weird sort of way, at least familiar faces. Along with vODA IS MY CO-PILOT CGW: Now that you mention Facon, how
better programming, the SF technology created faster Meanwhile, on the other side of the galaxy we have much will resource management be a part of Bar-
ships and deadlier weapons for both sides. LucasArts and the Mother of all Space Operas, Star TLECRUISER?

At aboul the time of WC2, Origin wisely began to  Wars. Although Wing Comsanoer came first as far as DS: The flight model for BATILECRUISER s ac-

flesh out their little Universe with associated Wing  sims go, it probably owes its existence to the movie tually built'on top of the resource management
Comnoer games, all of which have been covered in  that revitalized SF on the silver screen and spawned system, You'have access to your entire crew who
other sections of this re- _ : = are moving around the ship eating, breathing:and
view. These served the [ ' doing things. If a crewmember gets tired they will
purpose of establishing / : i - walk to their quarters and if combat is occurring
WC as a real franchise, as : . T ' o E and they get injured they will end up in the med-
well as keeping interest (] bay instead of their quarters.
up while work on the truly . ' : EGW: Any plans for.a network module?
revolutionary WC3 was in : : : Cagd S = DS: Yes. | don't have the networking built in
progress, a multi-media GRS ' =R because it is a complex issue-in itself, but | do
extravaganza in every | ; = T ; have plans to:have a multi-player version avail-
sense of the word and the e STy q/ sptbeiinllil 11113 (SRE° ] able for on-line services and the network version
most expensive computer 3 Bk ll | =——==q e will probably ship with the first mission disk or
game ever created. Built o R N Losse . W . the hoarding module. It will allow the game to be
an the identical gameplay i e = Sl B Tt dissected into 16 different alien groups and allow
concept as the first game, — i players to join any group and help or hurt each
WC3 used full-mo- ' i ' iy A 3 other.
tion video, live ac- IR o it ' : CGW: Well, this all sounds very ambitious, |
tors—with the - TSV e wish you luck and know space-sim fans are root-
stature of Malcolm y 2 R ing for you.
McDowell  and G A A DS: Thanks.
Mark Hamill—and N F ;
SVGA graphics
near in quality to
computer-generat-
ed SFX for TV
shows.

Together, the

three main games
are almost identi-
cal as far as game

: X MARKS THE SPOT Larry Holland's WWII flight sim experience served him well when
mechanics and e designed X-Wing, which set the “look-and-feel” standard for space comhat.
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so many imitators. Larry Holland, fresh from his suc-
cessful WW2 triumvirate, BarmeHaws 1942, Bame or
Briram, and Secrer Weapons oF e Lupviarse, took all his
experience as a pioneer of the flight-sim world and
applied it to the depths of space, creating the leg-

engine, and shady morals in a pro-Empire storyline.

endary X-Winc. With a built-in recognition factor that
made marketing executives slaver like dogs al a
Pavlovian bell festival, plus a kinder, gentler learning
curve and a flight madel that gave a real sense of be-
ing in a fighter, X-WinG was an instant hit and sud-
denly there were two horses in the race for our
space-sim buck. Lucky for us, and the companies in-
volved as well, most of us eagerly bought and played
both.

X-Wing was true to Larry Holland's design philoso-
phy; it looked and sounded exactly like the “period” it
was meant to emulate, it was easy to pick up but
harder to master, the player was always at the center
of the mission and, while the enemy pilots were com-
petent, your own wingmen tended to be on the useless

THE TIES THAT BIND LucasArts' TIE Ficrter added gouraud shading to the X-Winc flight

side; all the more glory for the player, | suspect. Also
reflecting a more traditional flight-sim aesthetic, the
campaign game had a story to it, but it was purely
linear; the player either succeeded at a mission or
tried, tried apain. The lack of a branching story
cramped a bit
but allowed for
many more mis-
sions to be laid
out before the
player. X-Wing
also followed in
the footsteps of
SECRET WEAPONS
by creating add-
on disks featur-
ing other
“famous” Rebel
fighters, namely
the A, B and Y-
Wings which
made for more
missions and
more details of
the Rebel mili-
tary.

While this
early segment of
the series was a
hit, Holland did-
't try playing it
safe; instead,
he took a walk
on The Dark
Side and devel-
oped TIE FiGHier.
Here was the
chance to play in
the real high performance machines, and move in the
really scary political circles of
the Empire. To his credit, Hol-
land not only tried hard to give
the game the proper "Champi-
ons of Law and Order" fascist
feel for the Imperial Navy, in-
stead of just giving you the im-
pressions of thousands of guys
shuffling around in Star De-
stroyers congratulating each
other on how evil they are, but
he also stuck to the “reality”
created by The All-Powerful Lu-
cas. Even though a designer

P,
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might be tempted to make those pesky little TIE Fight-
ers a little more durable for the sake of the players
happiness, he retained the feel of the movies, and
TIE's remain the Zeroes of Space. You better know how
to fly fast and hard if you want to survive a mission.

TIE Fiarer also showed that the Star Wars series of
sims were not only loosely following literary develop-
ments in the Lucas Universe, but that the sim line it-
self was going to be a dynamic entity. Many of the
limitations of X-Wine were addressed and improve-
ments made, aside from the obvious ones of graphic
quality and frame rate. Though the missions were still
linear and failure still meant repetition, there was
less of a “puzzle-solving” feel to things, and the story
line hecame a fruly interesting thing with betrayal
and intrigue surrounding the players in every mission.
The add-on disk, Derenoer oF The Enpire, continued to
develop the twisting plot and complex missions where
one must fight not only for The Imperial Navy, but also
for the Emperor himself, and sometimes the two have
opposing desires.

As for which of these two great Sim-lines is the
best, | leave that to someone wiser or pickier than 1.
For some, the Star Wars sims are number one because
they just “feel” more like a starfighter; others swear by
the branching missions of the Wing Commanper uni-
verse, and eagerly await the next generation of ships
and weapons. Certainly WC has diverged into the
strange world of game-movies, while Star Wars re-
mains true to the spirit of the flight simulation. All |
know for sure is that while The Big Two continue to try
and outdo each other, the space gaming public will be
the ones really coming out on top.

THE SHAPE OF THINGS
TO COME

This current wave of space-sims shows no sign of
breaking yet, and there are many titles yet to come in

the next year or so. For the arcade pilots out there,
. ci,

NEED FOR SPEED Apogee’s TermnaL Veociry will offer intense action and
multi-player competition in a futuristic milieu.
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‘. , l‘”IEAR‘I‘-TI-iLIMI’ING TERROR
UNFOLDING IN SUSPENSE-FILLED
CHAPTERS, COMBINING THE BEST OF
CLASSIC HORROR AND MODERN
PSYCHOLOGICAL THRILLERS.
BLENDING THE TALENTS OF
RENOWNED ADVENTURE GAME
WRITER ROBERTA WILLIAMS
AND THE MOST ADVANCED
DIGITAL EFFECTS EVER,
PHANTASMAGORIA

CREATES AN EXPERIENCE SO
STARTLINCLY REAL,

YOU'LL LIVE THIS INTERACTIVE
NICGHTMARE AS IF IT WERE

YOLUR VERY OWN.




PRAY

I
ONLY A

NIGHTMARE

£} cnpmm—

%SIERRA'

YOUR NIGHTMARE AWAITS ON SEVEN CDS.
VISIT YOUR LOCAL SOFTWARE DEALER, OR CALL 1-800-757-7707
Circle Reader Service #120
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LOOK FAMILIAR? Microsoft's Furyd uses the same graphics engine as
TerminaL Verocry (previous page), but it will be Winoows 95 only and won't
support network play.

both Microsoft and Apogee are currently developing
entry-level starfighter-sims, with the accent on

ground attack on beautifully rendered
alien worlds—a kind of Descent meets
Magic Career. The Apogee offering, Termi-
waL Vevocry, will arrive first, and recent
version look great, while Microsoft is
currently calling their sim Fumf3, and it
boasts very high frame rates in both
Winoows 3.11 and *95. Both games will
be offering smart enemies and dynamic
worlds riddled with tunnels to find and
explore, but | suspect the edge will go to
whoever offers multi-player network ca-
pability first.

Interactive Magic, the new company
headed by MicroProse founder “Wild
Bill" Stealey, will submit an entry into

TIME WARP Interactive Magic's Star Rancens is a hlast to the ancient
past, being a tribute to the first space combat game, Star Raioers.

the genre this Christmas. SR
Rangers is, in Stealey's words,
“an homage to Stz Ruoers,” the
Granddaddy of all space combat
games, originally released in the
prehistoric days of the Atari
2600. Indeed, the mission struc-
ture is modeled after Star
Ruiners, which is to say that the
player will hyperspace around
several sectors of space defend-
ing bases apainst attack. The
graphics will be Super VGA, but
they probably won't challenge
the established competition in
the genre. Still, Star RANGER'S
might make for a nice bit of nos-
talgia, and, with its adjustable

difficulty levels, should be a perfect game for new-
comers to space combat and the junior star pilots in

YOUR SPACE DR MINE? Players protect a human mining colony
from alien invasion in Domark's upcoming AssoLute Zeno.

the house.

Domark will be applying its tool
kit technology to a different kind of
space-sim, called AbsSoLUTE ZERO,
where players will be forced to de-
fend colonists on Europa from an
alien menace hidden deep under
the ice. Instead of the usual mili-
tary might at the disposal of play-
ers, pilots on Europa will have to
make do with weapons and ships
cobbled together from mining
equipment. Whether this game will
mount a serious challenge to The
Big Two should be befter known by
the time you read this, as it should

THE ULTIMATE

CLHERTING
XPERIENCE

GAME CHEATING SOFTWARE
EVER CREATED FOR IBM AND
COMPATIBLE COMPUTERS

> The only software capable of cheating
in almost any program, including full
support for popular DOS extender
based games

>-Become INVULNERABLE,
INVINCIBLE or UNBEATABLE!
Finish games that you have not been
able to complete previously

> Never run out of LIVES, MONEY,
HEALTH or AMMO again!

> [nhanced search engine that is capable
of finding almost anything imaginable

> Speed-up or slow-down game for
optimal playability

> Supports SUPER VGA and most
popular sound cards

> Create personal cheat files

> View hints or solutions within games

> Save & load most games at any point
during play

> Shell to DOS within any game

> Built-in screen saver and much more!

CHEAT DEATI FOR ONLY

$ 392

Please include $10.00 for shipping & handling

GAME WIZARD

To order please make cheque or money order payable to; |
‘ Enhanced Software Design Ine. |

I.O. Box 92241
2900 Warden Ave., Scarborough, ON |
Canada M1W 3Y9
| Allow 4-6 weeks for delivery. Distributor inguiries welcome
I_I.imi[u[i&l_lgw:!ru version thru BBS: (416) 497-8337 |

Game Wizard is currently used worldwide
to cheat in almost any game in existance!
Circle Reader Service #265
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"Stunning graphics,
exciting action sequences...
a visual feast."

— Jobnny L. Wilson
Computer Gaming World

THE CONQUEST BEGINS

JULY, 19295

Circle Reader Service #314
g
E

TIME WARNER

! INTERACTIVE I

BBS: 1-818-295-6730
E-mail: TWlinfo@aol.com
America Online®: Keyword: TWI
World Wide Web: http:/'www.pathfinder.com/twi

©1995 Time Wamner Interactive, Congueron A.D, 1086
15 a trademark of Scltware Sorcery,

be on the shelves. Later
in the year, Domark will
follow up with BERSERKER,
a space combat sim set
in the universe created by
SF author Fred Saberha-
gen. Although the details
of the game as still
sketchy, the Super VGA
graphics look very nice.

As for The Big Two,
their plans continue
apace. but both compa-
nies are relatively mum
about details. Rest as-
sured there is more cine-

ma in the future for Wing  tyE BIG PICTURE If it's ever finished, Bamecauiser 3000AD could be the most
Commanders, and other  comprehensive and sophisticated space game yet.

portions of the Star Wars
universe will be fleshed out before the Imperial Navy
is done. As it stands now, Wing Conmanoer 4 is due out
around Christmas, using much the same engine as
WC3, while the Privaieer 2 project has become a full-
fledged multi-media extravaganza and will arrive
sometime in ‘96.

Of course the sim that everybody is still waiting to
see is Derek Smart's Bamecruiser 3000 AD, which is
seemingly about to see the light of day. BC3000

THREE in space-sims.

I personally would like to see sims take a turn to-
wards detail as the technology begins to even out a
bit. While the sims we have now are great, there is
still no equivalent to Facon 3.0 out there, wherein the
full implications of managing a squadron are worked
into the sim—and of course, multi-player linked mis-
sions would be nice. Being able to get through a plot-
line with the help of a friend would be a pleasant

d switch from the solitary
nature of space
games. It also might
be nice to see other SF
properties developed
as sim themes. While
BattleStar Galactica
has faded from memo-
ry, it might be fun to
play against the back-
drop of Babylon 5's
warfare and intrigue,
and most of the com-
puter graphic work has
already been done.

Regardless of whal

BITE THE DUST, SPACE CADET Domark’s forthcoming Berserker is a space com-  products actually do ap-

at opera starring an alien menace of Fred Saberhagan's design.
bat opera starring an alien { Fred Saherhag lesip

promises to be far more of an immersive experience
than anything yet seen, with the player responsible for
the actions of an entire cruiser as well as auxiliary
ships in a dynamic universe. If this pame turns out to
be half of what its designer says (see sidebar), then
by this time next year we may be referring to The Big

pear and how well they
perform, you can be as-
sured of two things: there will always be another
space-sim just around the corner, and the best ones
will probably make you upgrade your machine in order
to play them. &




ONE SMALL STEP FOR MAN,
ONE BALD LEAP FOR MANKI.

Sinister Structures

Build a Baldy Village to House
and Sadistic Traps.

Your Hairless Hoardes...

2 Don't wig out yet;
¢ the year’s most
addictive new game mmand an entire
race of BALDIES as the y fight for control of multiple
mini worlds and more th_a -.__f)Q-'Iévels of hair-raising
game play. You decide if they're huilders, workers,

Thinking about shay
you are about £

Full Motion Clay Animation Arctic Levels Feature Awesome

Sequences-Live from Baldsville! scientists or soldiers. Need an exploding cow or Ice Cream Architecture!
- another new weapon to wipe out the enemy Baldies? 4
R Invent one! Need a heliport for your castle? Build one!

s o } Features include Multiplayer Option, Advanced Enemy

e e ' Artificial Intelligence, Full Motion Clay Animated Cut

b .«-_x_-."'j' ST Sl Scenes, Indigenous Life Forms, Realistic Weather

G g Effects and more! Get Balg! Get BALDIES! For PC, PC
ETAN SRS o pOM, Macintosh and JHEBDO System.

Give'em Hell Hairy! Even
Beelzebub Is Bald in Baldies!

Every Baldy's Home Can Also be His
>astle-1f You Have Enough Resources!

GAMETEK

Great Software On Any Hardware ™

yeative Edeac

| Circle Reader Service #129
Get Bald! Visit your local retailer or call 1-800-GAMETEK (1-800-426-3835)
Baldies ©1995 Creative Edge, Inc. Baldles is a frademark of Creative Edge. © GamaTek (FL), Inc. 2999 Northeasl 191st Sireet, Suite 500, Aventura, Florida 33180.
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" Presented with hreathtaking graphics and special
effects; The Orion Conspiracy i3 & murder mystery that
$pins an intricate we of intrigue and deceft, In this

¢ graphic adventure, biid teust equals death. And friends

; morgh suddenly into foes. Don't lose your head.

ani coreupl governments, a single cillzen

stands itile chance of altering the course of ,
fiman events. You're aliout to find out what i
fippens wiien one tries. ¢
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10D hand-painted background 8

4

cenes displayed In Stuaning SuperVBA. Full speech Iivltn subtites. C-qualy mosic and 9ot FX 1hroughou, Rendeved, nimated co-scedes. Highy involved torylin.
On CO-ROM for IBM PC & Compatibles.

©1985 Domark Sollware, Lid. All rights reserved.
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ADVENTURE/RPG

Dances With Dinos

EVERYONE (OR Al-
MOST EVERYONE)
LOVES DINOSAURS,
50 1U's not surpris-
ing to see a prod-
uct where they play
4 major part in the
story. LosT EpEeN, the

new adventure game from Vir-
gin/Cryo, takes place on a sort of alternate Earth
where dinosaurs have evolved into sentient be-
ings, although not much more than that; aside
from being able to speak, they still live like di-
nosaus.

Dinos and humans used to get along well, until
the rise of Moorkus Rex, of the breed T, Rex, He
gathered up his brethren and began a campaign
of slaughter and carnage

throughout the land. Only m

: place 1s secure e 5
one place is secure [rom Price: $49.95

this rampage: the great  System
Citadel of Mo, an impreg- Require_m_ents: 1BM
nable fortress in the land of ~ compatible 486SX-

33 or better, 4 MB
RAM, VGA graph-
ics, 2x CD-ROM,
mouse; supports
Sound Blaster

Mashaar. Huge and inde-
structible, the fortress pro-
vides a safe place for the
people of Mashaar, and is
the home of the story’s
hero, Prince Adam.

Adam dreams ol redis-
covering the secret of

Protection: None

Irvine, CA

building the citadels (lost 800) 874507

thanks to the treachery of

his own grandfather) and

ol reuniting the populations against the "[yran-
nosaurs. These actions [orm the basis of play in
LosT Epex.

That's a big job, and Adam isn't left to do it by
himself. He has several traveling companions
throughout the game; some are with him to the
end, others for only a short time. Some are di-
nosaurs, and some are human. They provide

{+Pro) compatible sound cards.

Designers: Cryo Interactive Entertainment
Publisher: Virgin Interactive Entertainment

help and oceasional advice during the quest, but
the main burden rests on Adam’s shoulders
alone. He is, after all, the leader.

The action starts in the Fortress of Mo where
Aclam must first relearn the means of citadel con-
struction. After that—and persuading his relue-
tant Father to allow him (o leave the
fortress—Adam begins his journey across the
lands to reunite humans and dinosaurs.

Interfacing with the game is simple, and quite
reminiscent of DracoN LORE. The graphic style
and presentation are similar to Mindscape’s
game, although instead of a dragon cursor, you
have a small cube that changes into various icons
as it moves over hot spots on the main screen. A
hand appears on items that can be taken, while
an eye indicates something you may want to take
a closer look at. An arrow
appearing on the cube’s
surface means you can
move in that direction.

Below the main screen is
the serolling inventory bar,
showing what Adam is car-
ying with him. Above the
main display i1s the com-
panions screen, with small
portraits of Adam and
those who are currently in
his party. Clicking here
brings up a [ull screen
showing all the party mem-
bers in detail, and you can
then talk to them or give
them objects [rom the inventory har.

Movement is accomplished in one ol two ways.
On the edge of a land, the ravel map comes up,
and clicking on any available area takes the party
directly there, Onee in the land, the group moves
from location to location via the arrows on the
tumbling cube.

Conversations are a one-way street, Adam him-

JULY 1985 = COMPUTER GAMING WORLD

SCORPIA SEARCHES

FOR AN ADVENTURE

GAME PARADISE IN

VIRGIN'S LOST EDEN

by Scorpia

59



FOREST OF THE APES Each map location has people who need your
help; unfortunately each races' problems are exactly the same.

scll never speaks; others talk 1o him when
he first meets them, when he shows/ollers
them some object [rom the inventory,
when he clicks on someone in the com-
panions screen, or sometines spotti-
neously in certain sitnations,

The game supports only Souncd
Blaster and Ad Lib cards; il you
don’t have either of those, or can't
emulate them, vou can tirn on
the subtitles, which display text in
place of speech. This wise provi-
sion (which more games onght 1o
have) thus allows you to play Losr
Epex regardless ol sound card.

Game controls are brought up
by clicking on Adam himsell in
the companions screen. This dis-
plays the save/restore functions,
music and speech volume bars,
and the tape replay. In case you
missed something in a speech, or want to
review what you've heard recently, the re-
play allows you to hear again any of the 32
most recent comments ncle.

Losr Epex ran cleanly; the game never
crashed or exhibited other bizarre behav-
ior. Everything worked as it was supposed
to, which, alas, is something ol a minor
miracle these days.

For all that, the game is not without its
drawbacks. Much of the action is repeti-
tives Adam treks from valley o valley, do-
ing mostly the same things to get the
citadels built. That doesn’t mean the game
is stricty linear; a fair amount of running
back and lorth between locations is neces-
sary before the citadels can be fully con-
structed,

Still, play becomes
mechanical aller a
while, even with a few
interesting plot twists
involved, and the game
descends into a dreary
round ol rote actions.
None of the puzzles
(such as they are) are es-
pecially difficult, espe-
cially il you just follow
along as suggested by
the various characters.

The save game [ea-
ture is irritating. You
have only three slots,
and they e automati-
cally named for you. Unlortunately, they are
named by location and visit, anel you can't
change that. For instance, when you save al

the start ol the game, it's called “Citaclel off

Mo 1.7 Al the saves vou make while in the
Citadel are called the same thing. Alter

THE BEAUTIFUL PEDPLE Although this group looks straight
from a prehistoric Beverly Hills 90210, each party mem-
ber plays a valuahle, albeit completely programmed role,

you've been out a while and return, the
saves are named “Citadel of Mo 2.

Alter a few saves, it's easy (o lose (rack of

which one 1s the most recent, and there are
times when you might want to go back 1o
an earlier position instead. Unless you've
been noting down the saves on paper, you
may end up uying all the positions to find
the one you want. Surely it would not have
been difticult for the designers to allow you
1O NAME VOUT OWI Saves,

Overall, Lost EDEN is a step up Irom
Dracox Lore, having at least a real story
to it. but more diversity in the playing
would have been welcome. This one is
more a game for the novice adventurer or
family play (dinosaurs being likely to ap-
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peal to children); experienced gamers are
likely 1o find it no more than an idle after-
noon's entertainment.

ERRANT EDITOR ERRATA

Last issue, sorry to say, some ham-hand-
ed editor inserred an error into the open-
ing paragraph ol my article on StoNE
Provuer.

For reasons known only 1o himself, the
cditor inserted the subtitle “Wake of The
Ravager™ alter “"Ravenloft,” thereby caus-
ing great confusion, prompting puzzled
calls 10 SS1, and making me look like an
idiot. Everyone (well, almost everyonce)
knows that Raventorr and Dark Sun are
twa separate and independent series. How
a title from one became attached 1o the
other is a mystery, but I would like to clear
that up. Below, therelore, is the correct
paragraph as originally sent to CGIW. My
apologies to all who were in any way in-
convenienced by the ervor.

FAVENLOFT: THE STONE PROPHET follows in
the wake of the original Ravextorr and MEx-
ZOBERRANZAN. I isn't exactly a sequel to the first
game; while you can ansfer in characters from
Raventorr (but not MENZO), there isn't much
connection between the two froducts otherwise.

There ave a couple of other mentions of
“Ravager” in the text; when you see them,
simply substitute the word “Ravenloft™ for
acorvect reading,

Also, for space reasons, a paragraph was
excised from the article that mentions a
small but important {law in the conversa-
ton interface, which I now add here:

On a minor note, the appearance of “talk bal-
loons™ Is inconsistent. Ovdinarily, when the -
sor louches on someone (or something) that you
can talk lo, # changes into a litle balloon with a
question meark on . However, often this did not
happen in the village; the cursor stayed the same
when it passed over many of the inhabitants (in-
cluding some important ones), and the first time
armend, I missed a few things there.,

Sinee you can pick wp a couple of “karma-
building” quests by talking to the willagers, it’s
mportant lo know that you can, in fact, speak to
them. Expecially if things go wrong at the Har-
vest Temple and you need some extra brownie
Joints.

[We offer our humblest apologies to owr yead-
ers and Seorpia for the ervant edit. We would
sack the vesponsible editor if he hadn't alveady
sached himself. -Fd.] €
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Ask for Absolute Zero at your local software retailer or call us direct at 1-800-695-GAME.
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HARD NOT TO PLAY.

If 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 = _
L:’(;;:ﬁ“:if;ﬁﬂ;:(;i::::;’ﬁ’j}‘;;:h battle. With some of the world’s most lethal, technically advanced weaponry :::; ﬁ';:'j:":”L”::’::f‘"‘”:’::;Hf,":::”
Or get on @ network and chal- AL your fingertips, you'll be directing artillery strikes, analyzing satellite test your skill and courage
lenge up to three otber players!— intelligence and orchestrating aerial assaults not long after it's out of the against airborne enemics like
box. You'll quickly discover whether your survival instincts measure up as " Aache &umbip
you command your tank unit in increasingly dilficult missions against
ferocious, heavily armed forces sworn to your speedy destruction.

For the ultimate battlefield adventure, challenge a friend by
modem or compete with up 1o three other players over a network. Either

Stunning texture-majped Way, it's trial h)’ fire and youren the ]1'0l seal. lL\-’CI'}’UIlC 15 (.‘Ulllllllli.’, on you As commander, call in your
graphics enbance the realism to !}I'll'lg them home alive, Can yotul deliver? own squadron of tank-busting
and intensity of hattle, as does A-10 Warthogs (o theart enemy

the inclusion of several land-
marks such as Stonehenge.

adveances in desert nissions.

Ask for Tank Commander at your local software
retailer or call us direct at 1-800-695-GAME.

D( JMARK
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GAME HINTS ,

The Secrets Of
Discworld

Scorpia Leads A Tour T/J‘ro-ug/: Psygnosis” Latest A dventure

O, THE SUMMERTIME IS UPON 18,

AND ONCE AGAIN FRED IS LOOKING

FORWARD TO THE ANNUAL GRUES

Convention in Colossal Cave

(held, as always, in the Dark
Room). It's about all he has to look for-
ward to this time of year, which, lately, is
more than gamers have had; the warmer
months aren’t noted for being bountilul
in new releases. The market {lattens ont,
as it were, and speaking of lat...

DIscwoRLD is a tough and zany ad-
venture game based on Terry Pratch-
ett's books; if you've read any of them,
you may have some idea of what's in
store for you. Il you haven't, not to wor-
ry: the game isn't dervived from any ol
them in particular, just set in the envi-
ronment of Disaworld,

The game is divided into four acts.
During cach ol the [lirst three,
Rincewind (our hero) collects a bunch
of improbable items, and in the fourth,
has his [inal confrontation with Big Recl
(the dragon, ol course). Hold on to
everything you come across in this one:
some items are picked up early and used
later in another act, so don't assume an
object is worthless because you can't do
anything with it right away.

An important aspect of the game is re-
visiting locations in each act; olten new
items will have appeared in them, So
whether or not a place is mentioned, you
should always look in on it to see il any-
thing is there. This is also true of talking
to people; some of them have new things
to say each act, so be certain to have a
chat with everyorge.

ACT I
In this episode, our hero gathers five

64 COMPUTER GAMING WORLD = JULY

COUNT THEE NOT UNTO FOUR...

items 1o build a dragon locater, It's best
to talk to the Arch-Chancellor before vis-
iting the library, otherwise you won't get
very [ar down there. Once you have the
dragon book in hand, read it for yoursell,
so you know what Rincewind has to pick
up: the Arch-C's rendition of the items is
a bit obscure.

In the dining room, you'll want to pay
special attention to old Windle Poons, par-
ticularly what he’s holding. This is a good

place to make a clean sweep. By now
vou've seen most ol Unseen University,
and it's time for the great ondoors. The
Town Square is a good place to begin,

Remember that being in the middle of
things can net vou an item, but only il

Rincewind is persistent, A chat with the
lovable street urchin brings a handy (ha!)
skill. Don’t overlook the man in the
stocks, and feel free w express yoursell al
his expense a couple of times.

A tour of the Street should prove inter-
esting, especially the barber shop. Do
take a good look at his customer before
inclulging in conversation. "Then a stop al
the Broken Drum [or some refreshment

1995

BACKWARDS Infiltrating the
Brotherhood requires a lot of time-travel. Doing a little
research in the library will put you on the right track.

and a lascinating littde tale from the
Scared Guy should revive Rincewind for
more action,

A quick swing through the Livery Stable

and Palace, and Rincewind is about ready
to poke into the Alley. The view from the
rooltops is marvelous, especially the tower
in the background. Yes, that is the dragon
across the way. I you reflect a linle, what
to do here will become obvious.
As long as vou're here, drop in on the
Alchemist and sce il any corny ideas
pop into your head (Rincewind needs
that imp more than the Alchemist
does). Finally, a return trip to the Uni-
versity and a peek through the window
in back should provide our boy with
the last of the locater items.

ACT

Rincey collects six gold items from
the Brotherhood to free the dragon
from their enchantment. "This episode
is a complicated one, because
Rincewind makes several trips through
[-Space, travelling back in time to the
previous night, and has a lot 1o do in
both the past and the present.

The first order of business is learning
who belongs 10 the Brotherhood, which
means spying on the theft of the library
book (do nat prevent that [rom happen-
ing!), and then getting inside the hide-
ont. That last can’t be done on the first
visit, but while you're here, also stop at
the inn, park, street corner (the light is
important) and tavern.

On the day side, you'll want 1o see if
anything is hanging on the line next to
the privy by the Fishmonger's. Il not,
Rincewind neglected to do something last
evening, IF yes, another trip to the tavern
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and our hero should be ready to enter
the hideout. Now he knows who's respon-
sible, and the serious work of collecting
the gold items can begin,

The jester is an casy one; it's hardly
worth mentioning how he gets trashed.
However, if grabbing his item is a prob-
lem, perhaps the solution will come bub-
bling up from your mind in time.

At the barber’s yvou should see a cus-
tomer in his chair. If not, Rincewind has-
n't talked to the Dibbler or given
something to someone. Of course, you
have to get rid ol the barber, but he’s siill
lovesick, so that ought to be simple.

By now, Rincewind is probably longing
for the wide open spaces. and should
have the gate pass. There's no one
at Nanny Ogg's, but don’t leave
empty-handed. Ditto for the Edge
of The World.

Our hero has likely had his eye on
a certain belt buckle. He'll have to
give the owner that “get up and go”
feeling, but certain preparations are
necessary beforehand. Try not 1o get
all tangled up, or go to pot.

I's about time Rincey proved he's
a man, and Big Sal in Shades can
definitely help with that (it he's hav-
ing trouble getting the “special,”
Rincewind hasn't been reading the
right door at the rvight time). This
makes obtaining the fourth item ridicu-
lously easy, and while you're in the vicini-
ty, Rincewind might just as well drop in
on the thiel and help himsell to the key.
Too much noise? Try a little padding.

That leaves one more item, and the
procedure is a bit complicated, requiring
a bit of stulling in the right place, and a

blowout down below (Rincewind did, of

course, note the boxes by the city gate?).

Now the dragon is free. Yay! Unfortu-
nately, it wasn't happy about being ensor-
celled, and wants some revenge. Ooops.
There's nothing for it now but to prevent
the summoning. Check out Nanny Ogg's
stall Tor a couple of things. Remember,
you can't just take the library book; you'll
have to do something with it.

ACT 11

Darn, all that work, and the dragon is
still around, The only possibility, il
seems, is for our hoy to collect another

bunch of items to prove he's a hero, and
then confront the dragon. In this act, it's
important to talk to people 1o find out
what items denote a hero, so you know
what to get. Many new objects have also
shown up, and going around to all the lo-
cations is a must.

Speaking of locations, a new one has
appeared in the game, namely a dun-
geon at the palace. A couple of old

friends are there for (haha) a stretch. 1

Rincewind can’t do anything here, maybe
he's not leeling cranky enough. Oh well,

At the inn, Rincey may have trouble
talking to the morose sailor. Probably the
dog hasn't had its calcium ration today.
This could be a sticky situation. When

BARBER'S HEAD REVISITED Avoid a close shave later by ask-
ing the right questions now—the lady and our hairstylist are
more closely linked than they might at first seem.

you finally do have that chat, be sure
you've noticed the man's decorations.

Finding Polly isn't hard, but getting
her is another matter. Rincewind will
have to do something not approved by
the ASPCA. Even then, the parrot may be
out of reach. Our boy will need a new
handle on things. Good thing Windle
Poons is still around. When you lose the
whistle, try a hat trick.

There's still the mater of that elder-
berry wine lor the Dwarl. As long as
Rincewind is returning the parrot, he
may as well check out the bedroom door,
And there’s no need to be nice about it,
cither (by the way, when you do get that
wine, don’t give it to the luggage).

Round about now, you ought to be
able 1o get the barber back to his shop
and ralk 1o him there. Well, transfers are
better than needles any day, Too bad the
lovable street urchin isn't cooperating.
Rincewind will just have 1o steal the item,

COMPUTER GAMING WORLD = JULY 1995

Note how the kid holds it over his head:
a new angle of attack is needed here. The
dunny machine (or part of it) will be use-
ful here.

We haven't been to the Alchemist’s in a
while, and now would be a good time to
visit. Once you get him out of the way,
help yourself 1o anything vou may not
have, and then look in on the Livery Sta-
ble. The bumper bar is important. Not
only do you finally “get the number of
that donkey cart,” Lady Ramkin’s Drag-
on Sanctuary shows up on the map. She
has a lew things you'll be needing.

And let's not forget Nanny Ogg; that
truth potion ol hers can come in handy
when dealing with the less-than-humble.
Sorry to say, this time Rincewind re-
ally does have to kiss her.

Speaking of braggarts, a fourth
picture is necessary, but sea life just
won't do the trick, Something a bit
more cuddly is called for. That will
get you 1o the Temple of Offler. Re-
garding the Monk in the way, it
takes a rugged man to deal with
him. As for the temple (or rather,
the altar), 1 say only “Indiana
Jones,” which should be more than
enough,

So now our hero really & a hero.
Unfortunately, he blows his million-
to-one chance of dispatching the
dragon, All that work, and the world still
hasn't been saved. Obviously, Rincewind
needs a new approach.

ACT IV

This episode is extremely short and
fairly obvious. Rincey needs just three
things: the right dance step, a small ex-
plosion, and a slapstick comedy act. And
they lived happily ever after (and I want a
copy ol that clickie....).

Whew! That visit 1o Diseworld should
hold you for a while. In the meantime, il
you need help with an adventure game,
you can reach me in the following ways:

On Delphi: Stop by the GameSIG.

On GEnie: Visit the Games Round-
Table (type: Scorpia).

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

Until next time, happy adventuring! €
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JewELS OF THE ORACLE Casts The Puzgle-Adventure
In A New Light Of The Same Color

by Peter Olafson

've never really liked puzzle games

all that much. Mainly, I suppose, be-

cause [ am not very good at them.

Sure, | still play them—they drive

me crazy, yet I am strangely attract-
ed to them. But in the long run, they
make me leel stupid. And I don’t like [eel-
ing stupic,

Price: $59.95
System
Requirements:
IBM: 486/66 or
better; 16 MB
RAM, SVGA video
card, 2x CD-ROM,
Windows 3.1; sup-
ports Sound
Blaster and com-
patible sound
cards.

- Mac: 68040 or better, 12-16 MB RAM o
CD-ROM, System 7.1 or later.
Protection: None
Developer: Eloi Productions, Inc.
Publisher: Discis Entertainment
Buffalo, New York
(800) 567-4321

Pl 3 o
" secrty of an £V

I suspect puzzles are like chess in that
you are good at them to the extent that
you can sce ahead. And I've never mas-
terec that prophetic art. My cousin Nick
knocks oll” puzzles as though he were
washing clishes or writing checks. My dad
couldn’t start his day without first solving
the “Word Jumbles” buried in the Classi-
fied section. My wife completes crossword
puzzles as easily as I tie my shoes,

But my relationship with brain nwisters
consists of the (ollowing: 1 stare helplessly

at them and they stare impatiently back at
me, disgusted at my inadequacy. We are
brick walls, both of us, and nothing much
happens except mortar dust falling, Puzzle
games, obviously, are some kind of inside

Jjoke, and while I've been granted a gues

pass to the pool and the putting green, I've
never learned the handshake.

[ still don't know the handshake, but at
least now I no longer [eel stupid (well, not
as stupid). For this, | have to thank JEweLs
OF THE ORACLE (JEWELS), Discis” gem of a
puzzle game for the Macintosh and Win-
dows, which, while it sometimes persui-
sively simulates a brick wall, is delightfully
free ol unreasonable barriers.

A FOOLS ERRAND?

JeweLs builds on the puzzle-game-as-
adventure concept fivst popularized by
CHIT Johnson in Tne Fool's ERRAND.
That is, the puzzles do
not exist merely for
their own sake. They are
building blocks toward
something larger—in
this case, a test ol charac-
ter, Despite the docu-
mentation’s talk, this is
much more ol a game
than a “place.” The back-
ground postulates a lost

complex built by a pre-
Sumerian civilization for
the purpose of honing
logic and reason. Those
who successfully complet-
cd its trials were destined
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Those who didn't...
You know the routine;

well,
there's

for good things.
weren'L,

good and not-good-enough and not much
in-between in computer games,

This is hardly another “15" (vou know,
that little sliding tile puzzle where you
have to rearrange numbers in sequence),
though there are a couple of very neat
turns on that mother of all sliding-block
sames in here. You'll notice the
7T Guest inflluence right away as you
navigate your way through the stony but
lavishly modeled environment.

Your principal workplace is a circular
chamber with high windows, three hiero-
glyphic doors and a central well. Once
you've sorted out your task in the altar

puzzle g

room (retrieve the scattered jewels), ap-
proached the well vim from any ol six di-
rections and depressed one ol the 24
unadorned border stones, a green-tinted

PUZZLE OF THE ORACLE Several puzzles require that you figure out
the rules before you can solve them; here you have to match these
seemingly random objects together in pairs.
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ntation ol a puzzle appears within
the pool. Click on this, and you are trans-
ported to the relevant room amidst a blaze
ol lights, which could reflect either an oul-
of-body experience or previously-unseen
archacological Noods. Tt all depends on
the level of mysticism with which you ap-
proach this project, I guess.

And here, well, maybe over there just a
bit, is the puzzle. Usually its location is ob-
vious the moment you arrive, but now and
then you'll have to seek it out by stumbling
around in your immediate environment,

NEWFRANGLED CLASSICAL LOGIC

These conundrums work on a lot of lev-
els. They are clever yet rarely ever seem
too smart for their own good. They treat
conventional problems in innovative ways,
sides ol a cube. A

A maze is spread over si

sliding-block puzzle uses gravity. And while

puzzle games typically adopt a handful of

themes and stick to them like glue, each of

JEWELS rooms leaves the impression of be-

ing one ol a kind. Upon reflection, vou'll
he able to pick out certain themes, but it is-
't so obvious when you're pl

Some ol these games,

anl

._

Soko Ban, will be instant-

variations on Hi

Iy familiar and, with pa-
tience, easily completed.
Some are simple in con-
cept hut diabolical in ¢

cution, like the puzzle
that has you vanslerring
seeds among five cups, or
the one that requires you
to figure out relationships
between odd houschold
items. And some you'll
first need to sort out by
ron) the

asking (or clicking
local Virgil, a slit-eyed guide shaped like an
inverted pyramid. In response o you
queries, he'll drone out riddles in lieu of in-
structions and instructions that sound like
ricldles.

And in some puzzles, as in the twister
dealing with a box full of odd emblems,
you probably won't have even the faintest
clue what you are doing, even with input
lrom old mverted-pyramid head. Surpris-
, this didn’t bother me in the slight-

MISTY INTERFACE Jewets of T Oracte has a Myst-like quality, although
the environment in Jewets is more a wrapper for puzzles than a full-
blown adventure realm.

est. It just added another layer to the puz-
zle, and gives the game an almost philo
sophical depth. You have to learn a
society’s rules before you can live init.
Jewtns' charm is enhanced even further
by its lviendly approach to the puzzes. Not
being able to solve a puzzle no longe
means “game over.” You can reset a |'nm.k~
at any point by clicking on the space-bar-
like button at the top of the screen. You can
also adjust the difliculty level (casy or hard)




to fit your puzzle-solving ability. But most
lTIIIl()I'lilllll}'. you can simply leave it un-

solved and retuwrn later, without penalty. Al-

though you can bypa ether
with the “decline” option—a sort of bor-
derline cheat mode that grants you the req-

uisite jewel but forfeits your honor—you

don’t want to. The ending for the player

s is at lit-
etting flushed down a toilet. Well,

who doesn’t complete all the puzz
tle like g
at least the game's puzzes don’t loom over
you like an entertainment guillotine.

This general [viendliness makes [or a
mellow, restful tone. I's entirely con-
trolled from the mous ' \
an intelligent cursor that tells you what is
Tack-
ing the whip, watching the clock, breath-
wr neck aski

clickable and what is not. No one

ing down y il you finished
your homework. And when you're done,

one. I found working at my own
ither appealing.

THE FLAW IN THE GEM
One problem T have with JeweLs is that
I can’t help burt feel that its lush environ-

ment is in some measure wasted. Don't get

me wrong; the puzzles are splendid, even
when you don’t know which end is up, and
that's what the game is about. But there

pervasive feeling of empty space here,
space that might have been put to better
use with interesting gadgets (perhaps a
false puzzle or two) or hidden clues to the
tougher puzzles (found, say, by decoding

those door hierog

lyphics). You can coax
old inverted-pyramid head into revealing
something of the last, but there’s typically
more labored poetry than content in his
wtland Sha

Ihis isn’t a history lesson.

igner (
perfectly right,”

But il a game adopts a theme and pre-

spiel. De speare is

sumes Lo be a “place,” the environment
ought to reflect that.
wlgets here

are the puzzles themselves 1 can recall

As it happens, most of the
only one or two items that weren't directly
related 1o a solution. Happily, one puzzle
requires a five-part key, scattered through-
out the various puzzle rooms, o gain en-
try. But while this will send players
scurrying around the map revisiting much
of the game and clicking on every
this * is little more than a

sight, quest”

http://www.

you JMP’

If you don't have sccess tu the interactive Web demo, call 1-800-245-4525 for a i
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PLAY IT IT PLAYS

find-the-hot-spot treasure hunt.

Perhaps the environment is only in-
amercial shell o make
And from a mar-

tended 1o b
the game more salabl
keting point of view, that is understand-
able. Puzzles for puzzles’ sake probably do
not sell all that well. People seem to want a
colorful wrapper—a story, some jazzy visu-
als and some neat toys to wind up and set
in motion.

But this is precisely where JEweLs OF
THE ORACLE
that the environment is horrible, It just is-

‘omes up a bit short. It's not

n't that relevant. The puzzles, on the other
hand, are wickedly brilliant and easily
worth the price of admission. €&

THE EDITORS SPEAK

JEWELS OF THE ORACLE

ermee I

PROS Drilliant puzzles in a graphi-
cally-rich, gamer-friendly environ-
ment.

€ONS Aside from the puzzles, the
little interaction with the beautifully
renclered world.
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'SAIL 95'
Experience the
challenge of high
performance rac-
ing as you control
a multi-million dol-
lar IACC yacht.
The cfficial simula-
tor of the
America's Cup
features advanced
Al, sound, and
fully animated
3D graphics in
1024 x 768 reso-

ARMORED COMEAT
SR W i

‘ACROSS THE
RHINE' Control
history's famous
tanks and experi-
ence the fierce
combat and tough
‘decisions  that
gripped WWII tank
commanders.
Oflers  multiple
command levels
and 3D graphics.
Blast your way
through enemy unis
across war torn

Call 800-699-4263
Int’l 802-767-3033

= PO Box 234 Dept 10289 Rochester, VT 05767

Fax 802-767-3382
Source 10289

'FULL THROTTLE' When you are beaten, deserted by
your gang and framed for a murder, the only instinct left is
{o survive, You are Ben, battle hardened biker, in this

lution.  CD $44

| Collector’s
Viny . | Ediion 5

SHIPPING!

Place an order for an out of
stock software item and recieve
FREE overnight shipping when
product becomes available.

Europe. CD $47 adveniure about one man against the world. CD $46

‘POWERHOUSE"
You will command
one of four empire
building, power
grabbing mega-
comps. These cut-
throat behemaths
will stop at nothing
lo control man-
kind's vital energy
supplies. Superb
SVGA graphics, 9
ENergy sources,

2
RO tex

‘STAR TREK TNG: A FINAL UNITY COLLECTORS

EDIMON' Along with the CD In this collectors editon, you live video, and ran-
Handling $2 per shipment. will recieva a starship Enterprise LCD Pin, *A Final Unity dom world gener-
Collectors Box” and an exclusive poster. CD §79 ation, CD §39
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S-Blaster 16 Value S99 Jazz J-351 $43 Alone in the Dark 3 CD $42 Doom 2 $39 Heretic Extra Levals  $26 Madness of Roland CD$29
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OVERNIGHT SHIPPING in US 54
order. Worldwide airmail 6 per fter
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final. Call for details.
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FREE GAME OFFER"

'CRYSTAL CAL-
IBURN' A truly
great pinball game
is more than greal
graphics and spec-
tacular sounds,
more than the lat-
est arcade features
ke 3D ramps and
three multi-ball
play, more than
fast ball movement
and precise fipper
control, it's one that
keeps you coming
back for more. $29

‘PERFECT GEN-
ERAL 2' is an
unheatable strate-
gic and tactical
experience with
stunning graphics,
Intuitive interfaca,
and the sharpest
artificial intelligence
aver. Feel the
power as you com-
mand missions in
the most exciting
eras of world con-
fiict. 5 lavels of diffi-
culty. CD 38

Nosrnatiar

‘UNDER A
KILLING MOON'
Transporis you to
Ihe virlual world of
the feisly detec-
live Tex Murphy.
New leatures aliow
you lo save and
splice  scenes
logether. An amaz-
ing level of detall &
Ireedom of move-
ment make this
game visually
and aurally stun-
ning. CD$44

‘X-COM TER-
ROR FROM THE
DEEP' brings the
alien terror into a
totally new dimen-
sion, Your combat
now extends to
the strange new
worlds of the
deep where supe-
rior alien tech-
nologies threaten
the very survival
of this planet.
Your  planet:
Earth. CD$39

“l!% 'INTERACTIVE
" ENTERTAIN-
Al a' >, MENT cD MAG-
AZINE' is a
monthly CD Rom
publication cover-
ing the computer
gaming indusiry.
Every episide fea-
tures hundreds of
screen shots and
hours of digitized
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speech describing the hotlest upcoming releases,
Features interactive video interviews with industry celebri-
ties. Get definitive reviews of the latest releases, along
wilh previews of upcoming games.

CD $9.95

*FREE GAME OFFER
Spend tha spocifind amount on any in stock sofiware and chosso a
free IBM gama from the comasponding list bolow. Offor subject to
changa or cancallation without notica. Valid from Juna 15t - July
31st or whie supples last. Request must be made at time of ordar,
SPEND S$60
Airborne Ranger 5.25, All IE up fo Episode 8, Cohor 2 3.5,
Conguered Kingdoms Scon 3.5, GNB Scen Disk 3.5, Gunship
5.25, Morconarios 5,25, Pirates 5.25, SDI 525
SPEND S$100
Bridge 7.0 3.5. DRAGON Force 3.5/5.25, Falcon 3.0 MiG 28 3.5,
5 War 3.5, Znodani §.25, Retum of the
Phantom 3.5, Terminator 202935
SPEND $160
Alona in the Dark 3.5, Battles of Dastiny 3.5, Links Pro 386 3.5, F15
Strike Eagle 11 3.5, Rallroad Tycoon 3.5, Rutes of Engagement 525,
Silent Servico 2 3.5, Simon the Scrcoror 3.5, Star Trek Judgement
Rites 3.5, Ultima Underworld 2 3.5, Wotlds at War 3.55.25
SPEND S200
Harpoon Collection CD, Falcon 3.0 3.5, Julland CD, Links Pro
386 CD, V Victory: Markat Garden 3.5, Warlords 5.25

Secrel Monkey Island  $25 3D Ulira Pinball CD 340 Microsolt Arcade WIN  $29 ADD Collector Pck CD $35 Hell CD Shadow Caster CD  $18
Secrots of Slargate CD §28 500 CC Race Bike §29 Mirage Thunder 239 ADD Cletor Edit V.3 318 Hunters of Ralk CD 5.)'1 Sherlock Holmes 1 CD $29
Shadow of Comet CD 525 5th Dimesion CD s19 Manty Python's Wasle 548 ADD Three Worlds CD 524 Ishar 3 CD $33 Sherlock Holmes 2 CD $29
Shadows of Caim CD $39 Alien Breed 519 Mortal Kombat 524 Al-QadimCD $39 Kingdoms CD 240 Sherlock Holmes 3 CD $39
Silverload CD $38 Aliens Ate Babysitter  $27 Morlal Kombat 2CD 844 Alien Legacy 536 Knights of Xentar CD 538 Skyrealm of JoruneCD $39
Simon the Sorcerer 2 537 Alar 2600 Aclion Pack 325 Mortal Kombat 3CD  $48 Alien Legacy CD $39 Knights of Xentar S44 Star Reach CD $36
Slaughterhouse 5 CD 46 Animation Classics 2  $42 Novastorm CD £35 Amberstar S16 Knights Xenlar Upgrade 35 Star Trail L]
Space Quest 6 CD S45 Braakthru WIN 835 Oxyd Magnum S36 Arborea Journey Sanct $34 Lands of Lore $34 Star Trail CD 545
Space Ship Brainlock  $49 Cannon Fodder CD  §23 Pinball Fantasies §29 Arena §39 Lands of Lare CD 841 Star Trail Speech Pck §18
Spaceship Warlock GD §29 Corpse Killer CD 548 Pinball Fantasy Dix CD $29 Arena CD 345 Legacy.Realm of Tarrors39 Star Trek Deep Spee 9 541
Spawn or CD $42 Creepers 324 Pinball llusions 529 Betrayal in Antara CD 548 Lerd of the Rings 2 CD $38 Star Trek TNG:Unity  $47
Star Reach $36 Crime Patrol CD $35 Pinball llusions CD §29 Campaign Cartographar $46 Lord of the Rings CD  §33 Stonekeep CD S44
Star Trek: Judge Rites $42 Crystal Calibum WIN  $29 Pinball Worlds or CD 535 Cobra Mission 528 Lord of the Rings 1 CES14 Stronghold $19
Star Trek:Star Fleet CDS46 Crystal Skulls CD S40 Power Rangers CD $25 CyClones $39 Lord of the Rings 1 & 2 $19 Summoning S18
StereoWorld CD £30 Dragon's Lair CD 534 Raiden 529 CyClones CD s39 Lords of Midnight CD S48 S-hero League Hobokn §34
System Shock s41 Dragon's Lair 2 CD $39 Raiden CD $32 Cyber Space CD 338 Menzoberranzan 542 S-hero L Hoboken CD $34
Terminator 2029 CD 529 Oragon's Lair 3 534 Rebel Assaull CD S44 CyberJudas CD £35 Menzoberranzan GO 5§47 Sword of China 42
Terminator Rampage $34 Drug WarsCD $25 Revolution X CD $45 Dasmonsgate $19 Might & Magic 3 s24 Syndicate 837
Tera Nova S48 Eight Ball Daluxe 829 Rise of the Robols $45 Dasmonsgate CD 319 Might & Magic 4 $19 Syndicate Plus CD $40
Terror of the Deep $35 FX Fighter CO 543 Rocket Boy CD 549 Dark Sun 2 547 Might & Manic 5 819 Tales of Magic Char EdS14
The Dig 540 Glider 4.0 529 Rayal Flush Pinball CD $30 Dark Sun 2 CD 548 Pirates Gold 319 Thunderscape CD 540
The Journeyman Projct 532 Gobliiins 3 §19 Silvarball 2 $19 Dark Sun 547 Pool of Radiance $15 Treasures Savage Frnt §19
The Trial 544 Gorg CD 19 Sink or Swim CO $19 Dark Sun CD 549 Pools of Darkness 538 Ultima 6 False Prophel $19
Thiel of Dreams s42 Hammor Slammers CD 846 Slam City CD 5418 Darklands 319 Ravenloft 2 CD 546 Ultima 7 Series CD  $29
Touche 539 Hodj & Podj CD $40 Sleepwalker 21 Demon Hunter $a2 Ravenloft S48 Ultima 8 wSpch Pk CD §32
Trouble is my Biz CD  S46 Ishar 3 £33 Space Ace 2 834 Devil's Gate CD 340 Ravenloft CD 549 Ultima 8: Pagan $26
Under a Killing Moon 544 Jump Raven CD 342 Space Pirates CD $39 Disciples of Steel $34 Realm of Arkania 3 CD 545 Ultima 8: Pagan 8 Pck §17
Virtuoso CD $39 Jurassic Park CD §25 Striker or CD 8468 Dragon Lore CD 847 Realms of Arkania 825 Ultima 8: Ascension  $52
Vortex CD 845 Lode Runnor Network $40 Super Bubsy WIN '85 534 Druid CO 545 Red Crystal $19 Ultima 9:Ascension CD $52
Voyeur CD 546 Lode Runnar WIN S29 Supreme Warrior CD 548 Dungeon Master s19 Return to Ringworld CD$19 Ultima Uworld 1 & 2 CD329
Walker sa2 Lode Runner WIN CD  $39 T2:Arcade Game 523 Dungeon Mster 2 or CD 837 Rittwar Legacy CD  $23 Ultima Uworld 2 $19
Waetlands CD $29 Mad Dog McCree CO $35 Take-A-Break Pinball $19 Elder Scrolls 2 CD 548 Rings of Medusa Gold $18 Ultima Uworld 521
Where in Time Carmen $29 Mad Dog McCree Il CD$35 Totris Gold CD 832 Eye of the Beholder 1§19 Rng of Medusa Gid CD523 Unlimited Adventures $19
Witchaven CD S46 Magnallux Runner s29 The Last Bounty Hunter $35 Eye of the Beholdar 2 $19 Robinson's Requiem  §33 Vampire: Masquerade 548
Woll:Hunt or Hunted  $39 Mario Game Gallery  $25 Thexder 2 CD $40 Eye of the Boholder 3 8§19 Robinson Requiern CD 533 Wizardry 4 319
Waolves of Moordeth  $39 Mega Man X $23 Time Pockets CD 546 Goldiree Buildings $10 Aome: Pathway 1o Pwr $29 Wizardry 5 Char Edit  §14
Wrath of the Gods CD  $36 Metal & Lace 27 Total Domination CD  $39 Goldtree Characlers  $10 Stonekeep CD 244 Wizardry 5§ ODCP 518
X8 CD 548 Metal & Lace Upgrade 85 Tubular Worlds 336 Golditree Dark Tower  $15 Secret Silver Blades 515 Wizardry 6 Cos Forge 522
Zombie Dino CD $30 Mickey Mania CD 539 Ultimate Pinball CD $29 Goldiree Engine 526 Sentinel Worlds C Edit $14 Wizardry 7 Crusaders 819
Zorro CD 539 Microcosm CD 536 Wralh of the Demon 821 Goldlree Quter City 815 Shadow CasterCD  $18 World of Xeen CD $40
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again, with The
Admiral’'s Re-
venge. The pre-

round oul a litanic
gaming experi-
ence, CD $39

FREE

STRATEGY

ery, gives you an game will give the

antirely new player a historical

P L U s | dimension of 30 feel of what it was
[ ] level detail. This fike to command a

Receive an issue of Stralegy Plus magazine
FREE with any in stock software order.
Offer subject to change or cancellation with-
oul notice. Valid from 6/1/95 to 7/31/95 or
while supplies last. Quantities limited.

1st Encounters or CD 29 Dark Ride CD 549 Jump Jet $22 Sailing Sim 3 West AFPBA Baseball 524 1830:RR & Robr Baron $34
A10 2:Silent Hunter CD S48 Dawn Patrol $35 Kawasaki Super Bikes $24 Salling Simulator 3 552 All Americn Clge FB'94 $38 1Bth Air Squadron 336
A320 Airbus 528 Dawn Patrol CD 841 Lawn Mower Man CD 535 Sea Wall CD Sdd Barkley: Shut Up &Jam 42 A Train 534
AH-64 B Longbow $54 Dawn Patrol 2 CD s42 Lode Runner $36 Shuttle or CD S26 Baseball for Windows $29 A-Train WConstruct St $29
Absolute Zero CD S48 Delta V 25 M1 Tank Platoon 2 CD S48 Silent Hunter CD 546 Blood Bowl or CD 34 Advanced Civilization $34
Aces Over Europe 32 Della V CD 325 Ma:Sherman Tank Sim 534 Silent Steel 346 Brett Hull Hoky ‘95 CD 834 Advance Civilization CD$34
Aces of the Deep $44 Descent 2.0 CD 546 Magic Carpet CD $43 Sky Warriors CD $35 ESPN Total Bball CD  $39 Archon Ullra £32
Aces of the Deep CD 348 Descent or CD 837 Maximum Overkill Bun 340 Slipstream 5000 CD 840 FIFA Intemal’l Scor CD $36 Arclic Baron or CD $29
Aces of the Deep 2 CD 548 Dream Web CD 534 Maximum Overkill CO 548 Space Clipper $42 Fairways to HeavenCD 529 Ares CD S42
Aces ol Deep Mission $29 EarthSiege 2 CD S48 MechCommander orCDS42 Spectre VR CD 535 Front Page FB Pro '35 $44 Baldies $32
Aces of the Pacitic CD 339 FEvasive Aclion 228 Mechwarrior 2or CD 345 Slar Base 542 F-P Spris Bball ‘86 CD 348 Baitle Bugs S37
Aces Over Europe CD $38 F117A Stealth Fighter 523 Megarace CD $34 Star Crusader 529 F-Fage FB Pro '96 CD $48 Ballle Isle 2200 CD §34
Across the Deserl 1941848 F15 Strike Eagle Il $34 MetalTech 532 Starlord 539 Gone Fishin' CD $39 Ballle of Chickamagua $38
Across the Rhine CD 547 FA 18 Homet CD 854 Metaltech: E-siege §45 Stim Slum 542 Hardball 4 $32 Bat of Chickamagua CD $42

Across the Rhine Exp1 $30
Air Combat Pac 1842 524
Air Combat Pac'a2 Gld $48
Air Combt Series: Navy $47
Air Havoe Ctelr WIN CDS39
Air Warrior2orCD $34
Air Warrior SVGA or CD 835

Apache CD 545
Armored Fisl 543
Armored Fist CD 547

Army Air Corps: 1942 548
Army Air Corps: '42CD 348
Art of the Kill $24
B17 Flying Fort w/S82 $a7
Battle of Britain 2 WIN $34
Battlecruiser 3000 543
Big Red Racing CD 540
Chaos Control CD $39
Chopper Pack CD 338
Chopper Strike S48
Chopper Strike CD 352
Combat Air Patrol orCD529
Confirmed Kill CD 844

Cyber Race CD S32
Cyclemania CD S34
D-Day CD $39
COW 7953

Falcon 3 Scen 3 FA 18 525

Falcon 3.0 $29
Falcon 4.0 CD 349
Falcon Gold CD $52
Fast Attack 548
Fast Allack CD 346

Fighter Duel Pro 2 $33
Fighter Wing or CD 338
Fleet Delender F14 542
Fleel Delendoer Gld CD S48
Flight Sim Tool Kit CD $39
Flight Unlimited GO $48
Fly Grand Canyon CD $29

Flying Aces CD 549
Flying Circus 530
Formula 1 S24

Groat Naval Bal 2 CD §39
Gunship 2000 VGA  $32

HAW.C ga2
Harrier Assault CD S35
Indy Car Racing 30
Inferno ar CD 544
Iran Angel CD 544
Iran Assault CD 839
Jet Fighter 3 S41
Jet Pack CD S39

MSVEGAS

Sermery fow Mlorvasit. IMght Simlabor. &

MIG 29 (Stand Alone) $39
MS FS 5 Las Vegas 832
MS FS 5 Portland CD - $33
MS FS 5 Wash. DG $29
MS F3 6 CD $54
MS FS Flight Shop  $36
MS Space Sim 1.0 Sd4

Mig 29 Fulcrum 529
Mig 29 Gold CD 549
Mule 2 544
MNascar Racing $39
Nascar Racing Tracks $24
Pacific Strike §25

Phoenix Fighter CD 549
Power Boat Simulator 3546
Privateer S48
Rally $28
Rapid Assaull CD 528
Red Baron A10 T-Killer 339
Red Baron w/M Builder $29

Red Ghost s39
Renegade CD 341
Aetribution CD $32
Sail '85 or CD 344
Sail Simulator §59

Sailing Sim 3 East 539

history has now
been enhanced for
the CD platform.

Island or Banff
Springs Resort,
Canada. CD 522

‘LAS VEGAS
SCENERY' Go on
a lrip where you
just ean't lose, The
startlingly realistic
Las Vegas Scen-

scenery uses achu-
al satellite photos
enhanced with
special aenal and
ground based pho-
tography. CD $32

Sub Battle Simulator 2 $39
Sub Ball Sim 2 Win CDS39

Sub War 2050 533
Sub War 2050 Plus CD $40
SuperKarts 539
Syndicate Scen 1 520
TFX or CD £36
Tank Com Network CD $46
Tank Girl CD 548

Task Force Admiral Pk 339
Terminal Velocity CD 544

The Big One CD 326
Tie Fighter 346
Top Gun CD $40
Tormado CD 330
Tower 542
Train Engineer s20
Trophy Bass CD S48
U-Boal 2 838
U-Boat WIN 534

Wing Com Armada CD $47
Wng Com Armada WN $40
Wing of Glory Enhance $40
World Circuit 2 s42
X-Wing $39
X-Wing Caollector's CD 848

1505 CHIPS & BITS, INC.

‘THE LOST PYUIRRRA  'LINKS PRO 386 ‘THRUST-MAS-
ADMIRAL 2’ M’,;Em;,. CD' The most TER F-16 TQS'
Dare to enter lhe lmlea | Bward winning golf You've got one of
walers once | game in software the best flight sim-

ulators on the
markel and the
software is maore

designed maps From tee lo green sophisticated than
are monumental, Links 386 CD is the best the mili-
the randomly unrivaled in recre- tary had just a few

generated scenar- aling a true gotfing years ago, bul
105 are tremendous experience. Play at you're still using
and the campaigns Hilton Head your keyboard Lo fiy it? With the “TQS" you'll be flying that

bird from an F-16 Cockplt! User configurable, thumb
trackball, fore and aft throtte movement, dogfight switch

and throltle tension adjusiment wheel.

$110

‘'SILENT
HUNTER' Auth-
entic W.W.II film
footage, cinemat-
ics, and narration
throughout  the

submarine during
the war in the
Pagific. Choose a
vanety of Amerncan
submarines used

. CD 846

Internat'l Tennis Open 544
J Nicklaus Golden Bear$34
Links Pentium CD 549
Live Action Football CD$34
Microsoll Basoball CD $61
M-soft Golf 2.0 WIN CD 345
M-solt Goll for Win 548

NBA Jam S44
NBA Live 95 CD B 547
MFL "85 WIN $24

NFL Chal Prem Ed 359
NFL Coach Club FB 2 $44
NFL Super Bowl CD 538
NHL Hockey ‘95 CD  $40
Nick Price Goll CD 545
PGA Tour Goll 486 CD $47
Picture Perlect GIf CD 842
Planet Soccer $29
Proleague FB Comm  $38
Road o Final Four2 538
Tony LaRussa Bsbll 2 8§37
Teny LaRussaBb 3 CD S48
Troy Aikman Fiball CD 549
Unnecessary Rough'85834
Winter Sports CD $28
Woarld Cup Goll Dorado$44

Ballies in Time or GO 35
Black Beard or CO S34

Breach 3 or CD $34
Caslles 2 CD S48
Celtic Tales or CD $39
Chessmaster 4000 Trb $36
Civilization 544
Civilizatn Metwork GO $48
Civilization WIN S48

Colonizationor CD 546
Colonization Gld CD 848
Colonization WIN orCD 548
Conquered Kingdoms 2538

Conquerer CD 848
Conquest $36
Crusader: No Remorse 844
Darklegions $36
Darklegions CD 838
Dead Zone CD §52
Deadline CD §38
Deatroit s39
Dscvry Stop Columbus $34
Dominus 525
Empire 2 or CD 542
Empire Builder $36
Exploration CD sS40



OVERNIGHT SHIPPING In US $4 per order. Mall to. Canada, PR, HI, AK, APO, FPO 54 par
order, Worldwide airmall $8 per ilem. Handling $2 per shipmen!. Hardware orders may. require
addilional shipping charges. All sales final. Call lor details,

, MC and Discover accepled. Chiecks held 4 weeks. Money Orders undet $200 same as
cash. COD §8. Deleclives raplaced with same product. Most items shippad sama day.
Shipping times may vary. Price / availability may change.

FREE GAME OFFER’

See detalls below

‘THE DOLPHIN VIRTUAL HELM CONSOLE' Clamp
the Helm Console to your desk or table, plug it into your
PC gameport and sail away! This complele simulator
inlerface comes fully equipped with wheel and tiller. 5139

Fantasy Empires CD  S42
Fantasy Fieldom CD  $48

Feudal §39
Flight Commandr 2 CD $38
Front Lines CD $39
Geanesia 535
Genghis Khan 2 534

Global Domination 534
Gold of the Amencas 524
Great Naval Bat 3CD  $46
Hammor of Gods CD §39
HercForce WINCD S48
Hero of Mght & Magic  $34
High Seas TraderorCD $39
Hollywood Mogul 538
Incredible Mchine 2 CD$39
Jagged Alliance CD  S46
Kingdoms of France 34
Kingdoms of Germany $34
Kingmaker 3z
Legions WIN 534
Lemming Chronicle CD 8§35
Lords of Realm or CD  $39
Lost Admiral 2 CD §39
Machiavall Prince CD  $38
Marco Polo or CD 542
Masler of Magic or CD S39
Master of Orion or CD $40

MechlLords CD £34
Navy Strike CD 340
Nelworks CD $39

New Horizons CD 534
Nobunaga's Ambition 2 $34
Onslaught WIN 835
Operation CrusaderCD $39
Quipost Planct Pck CD $33

Qutpost WIN 338
Palrician £34
Fax Impena 38

Perect General 2 CD 538

'STAR TREK:
NEXT GENERA-
TION' You are
par of an original
interactive mys-
tery that will take
you from
Federation space
to shields up con-
frontalions. Offers
voice-overs by the
stars, control of
the seven main
characlers and
command of the
ship.  CDS47

Pirates Gld M-M CD

Pizza Tycoon or CD a-:u
Power House WIN CD 30
Power WIN 536
Rags to Riches $36
Romance 3 Kngdms 3 $39
Romance 3 Kngdms 4 539
Second Conllict WIN ~ $34

Ser City 337
Sid Meir's Civil War 558
Sim Ant CD §40
Sim City 2000 529
Sim City CD $47
Sim(lassic Col Sad
Simisle CD S42
Simeity 2000 WIN CD  $59
Space Miner 836
Space Raiders CD 542
Spaceward Ho! $36

Star Control 3 CD 39
Starship Troopers 539
The Completa UMS ~ $49
The Qrion Conspiracy $48
The Rogarian Agenda $39
Thema Park s38
Theme Park CD $39
Transport Tycoon orGDS48
Transport Tycoon Scn $24
Ultimate Domain or CD $36
Unnatural SelectnorCD $28
Victory or Defeat WIN - $42

Vikings 2 336
Warcralt 2 or CD S40
Warcralt or CD 539
Warlords 2 $29

Warlords 2 Scen Ed ~ §29
Worlds of War CD 348

X-Com 2 or CD $39
X-Comor CD 838
Zeppelin CD $25

O LY TN

a = Gx:-x Sois YoRme |
IBM STRATEGY IBM STRATEGY IBM WAR GAMES

7th Fleel CD

Action North Atlantic 526
Action ofl River Platte  $24
Aegis CD 346
Aide de Camp 545
Air Raid Pearl Harbour $22
Batlle Tank Barbarossas29
Battle Tank Kursk $29
Batlle of Austerlitz §24
Battle of Leyte Gult 524
Batlle of the Atlantic  $29
Batlle of the Bulge $39
Battleground CD S44
Battleship Bismark 526
Bynd Squad Leader CDS45

Big 3 WIN CD 524
Blilzkrieg or CD $39
Blue & The Grey 38

Boradino Napoln Invade 524
Carriers at War 1 or 2 $30
CincPac or CD 539
Civil War: 1861-64 CD $39
Command & Conquer 548
D-Day: Amarica Invade 539
D-Day:Beyginning / End $39
Dreadnoughts Deluxe $59

Fall Gelb $29
Fields of Glory $37
Fifth Eskadra $29
Fifth Fleet 538
Fleet Med s27
Flight Commander 2 $38
Gettysburg CD S42
Golan Front $29

Gray Seas, Grey Skies 529
Harpoon 2 Dix CD $42

Harpoon 3 CD $39
Iron Cross 2 CD $39
Kriegsmarine §29
Kursk Campaign 529

01055 CHIPS & BITS, INC

‘NASCAR TRACK
PACK' Owners of
MASCAR racing
can lest both racng
and garage skills
with the new
MNASCAR Track
Pack which in-
cludes precise repl-
cas of seven new
challenging race
tracks including
supar speedways,
tri-ovals,  road
courses, and
more. CD S24

'MIDWAY' Cinc-
Pac, short for
Commander-in-
Chief  Pacific
Fleet. is played by
the computer,
Choose lo play
either Admiral
Spruance,
Commander of
Enterprise and
Homet or Admiral
Nagumo, in
charge of four
Japanese fleet
carriers, 524

'cause you're gonna move like you've never moved
before. Natural, intutive, smoath continuous 30 mation
control. Just like reaching into the screen and moving
things directly! Unbelievable breakthrough. S$165

‘SPACEBALL
AVENGER' Say
‘Later’ to the
clunky, herky
jerky aclion of
keyboard, mouse
and joystick play!
Enter the next
generation of
super cyber-
dynamics. Geta
grip and hang on,

*FREE GAME OFFER
Spond the specified amount on any in stoek software and chooso a
free |BM game from the comasponding list below. Ofier subject 1o
change or cancellation without notice. Valid from June 1st - July
318t or while suppbes last, Request must be mado al ime of order,
SPEND S60
Airborne Ranger 5.25, All IE up to Episede 9, Cohort 2 3.5,
Conquered Kingdoms Scen 3.5, GNB Scen Disk 3.5, Gunship
5.25, Morconarins 5.25, Pimites 525, SD15.25
SPEND $100

Bridge 7.0 3.5, DRAGON Force 3,5/5.25, Falcon 3.0 MiG 28 3.5,
MacArthur's War 3.5, Mogatraveller Znodani 525, Return of the

Phantom 3.5, Terminator 2028 3.5

SPEND S160
Alono in the Dark 3.5, Baties of Dasting 3.5, Links Pro 386 3.5, F15
Stnke Englo || 3.5, Hadroad Tycoon 3.5, Rules of Engagement 5.25,
Sitont Service 2 3.5, Simen the Sorceror 3.5, Star Trek Judgement
Rites 3.5, Uttima Underworld 2 3.5, Worlds at War 3.8/5.25
SPEND S200
Harpoon Collection CD, Falgon 3.0 3.5, Jutland CD, Links Pro
386 CD, V Viclory: Market Garden 3.5, Warlords 5.25

IBM WAR GAMES IEM HINT BOOKS IBM HINT BOOKS

Last Blitzkrieg 540
Long Lance 529
Main Bat Tnk Mid East $29
Malta Storm 209
Man of War 536
Moscow Campaign ~ $36
Mapoleonics 334
Northern Fleet $36

Operation Crusader ~ $36
Operation Eurcpe CD 834
Operation Overlord ~ $36
Pac Starm Mdwy Cpgn $29
Pac Strm Solomn Cmp $36
Panzer General or CD $39
Point of Allack 832
Red Sky Moming S36
Relum to Falklands ~ $28
Rising Sun 524
Rommel at EI Alamein $36
Rommel al Gazala 536
Seventh Fleet 336
Sid Mier's Civil War CD$58
Stalingrad Campaign 836

Stalingrad or CD 539
Steal Panthors CD S42
Tac Ops WIN 340
The Great War $39

The Pure Wargme CD 829
Third Reich or CD 534
Tigers on the Prowl  S42
To The Rhine S29
USS Ticonderoga GO $34
V Victory:M Garden 524
V Victory:G Juno,Swrd $34
V Victory:Utah Beach 529
V Victory:Velikye Luki  $24

Viclory al Sea 241
War in Ihe Falklands 524
Warpaint £38

Warship Chang History $22

7th Guest 2: 11th Hour $16

A-Train 316
ADD Three Worlds 512
Aces Guide s18

Aces Over Europe 516
Aces of the Deep 816

Across the Rhine 816
Advent Wil Beamish  $10
Aegis §16
Aircombal Pacilic 816
Al-Qadim §12
Alien Legacy 516

Alone in the Dark s12
Alone in the Dark 2~ $10
Alone in the Dark 3 816

Arena S16
Armored Fist S16
Biolorge 817
Blackthomne 516
Bureau 13 S16

Caslle Wollenstien S16
Caslle of Dr Brain 510
Champions of Krynn -~ §12
Civilization 316
Colonization 516
Compoter Advent Gms S16
Conquests Robin Hoed $10
Curse ol Azure Bonds 812
Cyberia 516
Cyclonos $12
Dark Forces Players 516
Dark Queen of Krynn $12
Dark Sun 2 s12
Dark Sun 512
Day of the Tentacle  §12
Descent Stral Guide  $16

Doom 2 Guide S8
Doom 2 Survival Guide 512
Doom Battlebook 514

Dragon Lore Guide S16

Circle Reader Service #54

Dungeon Master 2 Adv $16

EcoQuesl 310
Flights of 13 Mike 316
Frankenstein $16

F Page Spriis FB ‘85 $16
Full Throttle Players  $16

Goblins 2 s10
Gold Rush $10
Harpoon 2 5§19
Hell Guide S16
Heretic Guide $16
Inca 2. s10
| Jones 4 Fale Allantis §12
Inherit the Earth s12
Internet for Windows  $14
Jagged Allance S16

Jet Fighter 3 Guide  $16
Journeyman Project 2 816
King's Quest 7 517
Legend of Kyrandia3 $12
Leisure Suit Larry 8 S10
Lemmings Chronicles $16
Lode Runner Guide  $16
Lord of the Rings V2 512
Lst Fles Shrick Holmes $14
LucasAris Air Combat S16
Machigvelli the Prince 516

Master of Magic $16
Master of Orion $16
Mechwarrior 2 S16
Menzoberranzan 512

Metal Tech Earthslege $16
Microsolt Goll 2.0 516
Microsolt Space Sim  $16
Might & Magic 3-5 ea $16

Moctropolis $12
Qutpost Guide S16
Perlect General 2 $16
Phantasmanoria 516
Fool of Radiance s12

COW 76 4



CHIPS &BITSuc

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

= PO Box 234 Dept 10289 Rochester, VT 05767

Source 10289

‘PHANTAS-
MAGORIA’ The
slory of a woman
lighting for her lile
against the forces
of evil in the most
adventurous multi-
media suspense
thriller ever. Film
techniques and
digital effects cre-
ate a Irnghteningly
believable nighl-
mare fram which
you may never
awake. CD 354

FREE

INTERACTIVE
ENTERTAINMENT

MAGIC CANDLE 3 INCLUDED!

Hequest your FREE Interactive Entertainment
Episode 13 with any in stock CD ROM software
order, Offer subject to change or cancellation with-
oul notice. Request must be made at time of order,
Valid from 6/1/95 to 7/31/95 or while supplies last.
Quantities limited.

'SPACE QUEST
6: THE SPINAL
FRONTIER' Join
forces with hun-
dreds of your
favonite outer space
heroes, past and
present, in the most
uproarnous, outra-
geous  Space
Quesl ever. No
video game, TV
show or sci-i movie
is exempt from the
relenlless comic
parody. CD 345

‘JUTLAND’
Command a fear-
some dreadnought
and fight for control
of the No. & So.
Atlantic for the
German Imperial
Fleet or the British
Royal Navy. Stun-
ning SVGA graph-
ics, digitized video
and sound eflects.
Historically accu-
rate combat
including night
combal, CD $29

‘THRUSTMAS-
TERF16 FLCS' A
varsalile stick with
virtually unlimited
programmatbility, It
looks and feels ke
it was npped out of
the jet. The ulli-
mate edge for any
flight sim. Ofters a
gnp modeled after
the F-18 Fighting
Falcan, four 8-
way hat swilches
& a dual stage
Irigger. 5110

‘MECHWARRIER
II' Climb into one
of 18 BatlleMechs
and prepare lo sel
your imaginalion
on lire. You're
strapped inlo a
100 ton machine
that can annihilate
a sgadron of F-15s
In a heartbeat.
From ice to desert
to urban land
scapes. Fight for
survival, glory and
honor.  CD $46

Pools of Darkness §12
Powor Monger 816
Privateer Playtester  $14
Quest lor Glory 3 ordea$10
Questbusters 2 318
Ravenloft 2 $12
Realms of Arkania 516
Aebel Assaull Insiders $16

Raturn to Zork $10
Rise of the Triad 519
Sea Woll Guide 316
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Ultima Underworld 2 §12
Under A Killing Moon  $16
Wing Commander3  $19

Wings of Glory 817
Wizardry 7 $16
X-Com 2 §16

X-Com; UFQ Defense $16
X-Wing Collectors CD  §16
X-Wing Guide 316

COW Tub 6

7th Guest / Dune GO $36
ADD Collecters Edilion $46
Aces Collection CD S48
Aces over Europe,
Aces over Pacific,
Red Baron,
Red Baron Tank Killer,
A-10 Tank Killer
Air Combat Classics  $19
All Star Sporls Col CD 323
Allied Forces s12
Award Win Wrgms CD $39
Carriar Strike,
Grigsby's Pacific War
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Descent Shareware 6
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Dr Floyds Desklop Toys 39
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Flames of Freedom  $12
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Heart of China 512
Hearts s12
Heretic Shareware CD $10
Horde s12
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Interactive Adult Smplr $12
Land Sea Air Trilogy  §12
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Lost Vikings s9
ML Baseball All Stars 59
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Megatraveller Zhodani 512
MLeague 89 FB Season $9
Millenium S8
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NFL Video Football $12
Mew Facilities Locator  $9
Operation Combal 512
PT Boat Simulator 512
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Aeturn of the Phantom $12
Return to Zork Anth CD312

Rings of Medusa ]
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Rules of Engagemenl  S9
SDI 56
Sentinel Worlds 1 39
Sex Planet CD s12
Shadow Sorcerer S9
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Star Legions s12

Storm Across Europe 512
Sub Battle Simulator  $12
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Tales Magic $12
Tate of Erotica Smplr 2 §8
Terminator 2029 12
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Top 100 Games V2 CD512
World Circuit $12
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REVIEW

Inoculation,

Imposs1ble

Join The Bug Hunt In Vic Tokai’s ALIEN VIRUS

by Arinn Dembo

OMETHING'S GONE WRONG.ON STA-
TION ZEUS. THE HALLS AND ROOMS
ARE DESERTED, AND EVERYWHERE
the deckplates groan with men-
ace. IU's o great set-up [or a mys-
tery: What the devil happened here?
Where is everyone? In ALEN VIRUS from
Vic Tokai, Inc.,
docking at a starbase in the deepest dark
boonies of colonized space. It's a first-per-
son game in which your viewpoint charac-

Price: $69.95

ter is Joshua, a
young pilol
bringing cargo

to the station, | System

il hood Requirements:

and hoping o IBM compatible

rendezvous 386DX or better,

with his ~ 4MB RAM, 30 MB

beloved., sci- | hard drive space,
o SVGA graphics,

cnce  ollicer

CD-ROM, mouse;
Cara Oceana. supports Sound
Both Joshua _
and Cara work ~ Protection: None

i Publisher: Vic Tokai, Inc.
Torrance, CA

(310) 326-8880

for the same
MCEACOTPord-
tion, owned
and operated by the enigmatic Mr. Ukido.

Unfortumately, in a game in which the
initial scenario, graphics, sound and ani-
mation prove al least competent, the plot-
ting and writing of AvLiex Virus are
surprisingly weak. Alter successfully “com-
pleting” this game, you will have rescued

Cara Oceana, evacuated the majority ol

the human survivors, and recduced Station
Zeus 1o sub-atomie particles. You will not,
however, enjoy a satislying resolution to
the mystery. There are only a series ol in-
teresting hints which, ultimately, lead
nowhere.

you will find yourself

Blaster or compatible sound cards.

ALL SYSTEMS GO

The designers have put up some wall-
paper and given you a few film clips o
watch in the course of the game, but AvieN
Virus
tions ol the classic text adventure. It is a
game that hearkens back to the days when
small companies were nying to capitalize
on the success ol Infocom. They've made
the formar a great deal more playable for

basically carries with it the limita-

the average player, of course, since some-
how it all makes more
sense when there arve
pictures (o accompany
the story!
The
mouse-driven and casy
The default

mterface 1s

1o master,
command is “Exam-
ime.” Thus,
commands
such as “EFx-
amine door,”
“Lxamine
corpse,” “Iix-
amine melied
alien” form your basic reper-
The ®
vields i line of mformation at the

Loire. examine” command
bottom ol the screen, which is ei-
ther useful or sarcastic. For inter-
action with sentient beings, there
“chat” command.
“examine” and
“chat,” “lake,” ™

1 “close.” That's it The mteraction with
your environment is very limited, as limir-

is also a default
Other than

vou may also “use,” open,”

edl as it has always been in text adventures,
and there is never more than one solution
to a puzzle, even when you have two ob-
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jects that are similar in nature. You wan-

der from room to room, collecting objects
and using them (o solve the problems you
encounter—most of which have to do with
getting to the next room.

ALEN Virus is i CD-ROM product, and
the designers have taken advantage ol
some of the features that can be added 1o
a multimedia package such as graphics,
sound effects, voice recordings and anima-
tion. There are approximately 65
in ALIEN Virus which range [rom hangars
and hallways to ventilation duets, and even

rooms’

i spacewalk or two. The graphics are not
consistent—it’s casy (o see at least two dil-
ferent artists at work here—but they arve al
least bearable, and in some cases quite
nice. Water dripping from a eracked pipe,
flickering lights, steam hissing out ol a

(PESI

HANGAR WITH A VIEW Upon debarking your ship, you find an
eerily empty hangar and a lifeless robot.

valve in an empty room..there are some
carelul, artistic touches here, which tend to
obscure the fact that the rooms are just
posters with a lew action sites. Some effort
has been made 1o elevate Station Zeus
from a thinly-veiled “dungeon™ 1o a rea-
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sonably interesting science liction setting,.

There are animated sequences as well.
Not many, mind you, but most ol them
are quite grisly. As the player [ came 1o
dread them, because the start of such a se-
quence generally meant I was about to die,
trapped aboard the exploding space-sta-
tion, clubbed over the head by a crazed,
starving survivor, sucked through the
blades of a giant [an...you get the picture.
On the other hand, there are also a num-
ber of animated sequences which serve to
resolve plot points once you have complet-
ed a task or ligured out a puzzle. Hence,
the beginning of an animated sequence
does not necessarily mean “Game Over.”
The style and quality of animation in the
game are also inconsistent, but there's no
great cause [or complaint. Like the screen
shots, they are competent, il not inspirved
work.

The best attribute of the game is its
sound, which rates better than average.
There are at least
throughout the game, complete with indli-
vidual voices. Your character, unfortumate-
ly, loses his voice following the
introductory sequence, The sound effects,
as you travel from room to room, are suit-
ably creepy and ominous. The sound de-
signers have done some outstanding work

11 conversations

here, creating a background hum in every

[}

ove |Al\( =

] mou |

Y0, ROBOT Dialogue is handled in standard graphical

adventure format—you select questions and responses

and your talk buddy mechanically doles out the
ansSwers.

room that is both subtle and ellective. It's
their contribution, more than anything
else, which is responsible for the chilly, un-
nerving atmosphere of ALIEN ViRus,

THE WRITE STUFF
Despite the work that has gone into the
giftwrap, there is no way to hide the ad-

venture's weak writing. Like a leaky vac-
suit, you can slap a patch on only so many
holes in the story before you're in veal
trouble. ALIEN Virus inclucdes many inter-
esting plot elements, but somehow the de-
tails are never knitted together properly. A
cdecent explanation for the events on Sta-

MESSY DRAWERS One of the drawers in this room contains an impor-
tant key card you'll need to get around the ship; grah it and give it to

your robot friend.

tion Zeus is never ollered. Perhaps the
program’s greatest mystery is how it
carned the title "Aviex Virus,”

What you will find as you play is that
Station Zeus is suffering from a particular-
Iy horrible form ol infestation. The halls
are crawling with hideous alien mon-
sters—creatures so gruesome that they
beggar my powers of description. Not
only are they nasty to look at, but their
table manners leave a lot to be desired
as well. These carnivorous alien party-
crashers are running around in
droves, attacking anyone who lacks
the sense to stay in strong light. Far-
thermore, no one seems 1o have any
idea what they are, where they came
from, how they arrived aboard the sta-
tion, and what they are doing with
their victims,

Don't bother getting vour hopes up,
because yvou'll never find out! Even
when you arrive at the top and track
down the Captain, you'll find he's just
another working grunt like you, without a
clue in the galaxy as 1o what's happened.
The aliens are just, well, there—and he

Just wants to get away [rom them. Under-

standable, of course, but not tervibly satis-
fying from the audience’s point of view.
The closest you gel o an explanation of
the invasion takes place when you have to
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crawl through an alien habitat on your way
1o the station’s generator room. Even this
doesn’t tell you much, except that the
game designers weren't shy about ripping
oll'a scene [rom the Alien lilms.

[t is unlikely that “To Be Continued”
will prove a satistying conclusion for most
gamers. ALIEN VIRUS may
work as a game, but its fic-
tional elements can’t real-
Iy stand alone. Had it only
been the first hall ol a
much larger game, in
which the rescue of Cara
and the survivors was fol-
lowed by an expedition to
track down your employ-
er, Mr. Ukido, and
squeeze some answers out
of him, giving you a
chance to ligure out what
the aliens were and how
they arrived there, and
then to discover whether
or not you have made a terrible mistake by
evacuating the human suwrvivors from Sta-
tion Zeus, the story could have been one
of epic stature.

In addition, there just isn't enough dan-
ger., [ was pleased at first, as [ was playing,
that Aviex Virus wasn't annoyingly lethal:
save every two seconds or end up doing
things over and over. However, I soon re-
alized that I wasn't able to find more than
a hall~dozen ways ol getting killed, and
none ol them involved the monsters
aboard the station. You're a lot more likely
to be killed by the station's architecture
than by the dread beasties in ALIEN VIRUS,
Strange, considering how mindlessly
homiciclal they're supposed to be.

This game is [un to play and an im-
provement on the old text adventure for-
mal in many respects. However, it is also
lacking in effective text, the greatest
strength of the best text adventures.

THE EDITORS SPEAK

ALIEN VIRUS
O

RATING **‘_ Estts

A

PROS An intriguing premise, imagi-
native aliens, and impressive sound ef-
lects.

€oNS The text is weak, and the mys-
tery story leaves you hanging.
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[ Have No Mouth,
But I've A Screen

Life As A Brain In A Box In Virgin’s THE DAEDALUS ENCOUNTER

by Charles Ardai

HE DAEDALUS ENCOUNTER 1S A
VERY GOOD-LOOKING GAME, A FACT
LARGELY ATTRIBUTABLE TO I'TS
stars, Tia Carrere (from the
Wayne's World movies) and Christ-
ian Bocher (from nowhere you've ever
heard of), who are very good-looking
people. These two grace the front of the
game's unusual and very good-looking

package and spend the better part of

three CD's traipsing through some very
good-looking computer-generated
scenery.

You go along [or the ride in the char-
acter of Casey, who was once a good-
looking space marine like Ari (I1a) and
Zack (Christian), but who recently sul-
fered a terrible

accident, To- kdyCR-LELLITTEE ST T

ward the end of
the war against
the Vakkar, a
race of interstel-
lar boogeymen
out to enslave
humanity,
Casey got so
badly hurt in a
battle that the
only part of him
the doctors were
able to salvage
was his brain,
(You should
have seen the
other guy.)

Now, Casey's been bionically linked
into the main computer on Ari and

Price: $69.95
System
Requirements:
IBM compatible
486/33 DX or
hetter (Pentium
recommended),
8MB RAM, Vesa
Local Bus or PCl
SVGA graphics,
2x CD-ROM,

major sound cards.
Protection: None
Designer: Mechadeus

Irvine, CA
(800) VRGINO7

Zack’s spaceship, which leaves you in

Windows 3.1 or better. Supports most

Publisher: Virgin Interactive Entertainment

control of all sorts of nifty electronic de-
vices. Chiel among them is a litle flying
probe that follows Ari and Zack around
on their adventures. You can steer the
probe around, turn its scarchlight on and
off, use its laser and grappling claw, and
transmit pulses ol light at any of a dozen
[requencies. Rest assured that every one
ol these abilities comes in handy during
the game.

Things begin with a simple salvage
mission. Zack and Ari set out to scavenge
useful scrap from Vakkar wrecks drilting
around the solar system, which requires
Casey to pilot his way over to a booby-
trapped alien ship and briefly explore its
innards. Ari and Zack coach Casey
through
quence, helping yon
get the hang ol the
controls.

It's when Casey's
probe is back on
hoard, though, that
the story really starts,
Zack sends the ship
into hyperspace and,
Han Solo-like,
emerges at the worst

this se-

possible time and
place. (At one point
he even says, “I've got
a bad leeling about
this,” a line Star Wars
lans will find famil-
iar.) A monstrous spaceship is right in
front of them, and there’s no time to put
on the brakes. The ensuing crash sends
the two ships hurtling toward the sun.
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The only hope for survival is [or our he-
roes to enter the alien vessel and set it
back on course, but once they enter it
they discover that there's no way back
oul.

Also, it turns out the ship's infested
with Krinn, a species of acid-oozing space
slug that make the Vakkar look like
cream puffs and might even survive a few
rounds of one-on-one with the face-hug-
gers [rom the Alien movies. What's a team
of hardy adventurers 1o do in a situation
like this? A lot of exploration down
spooky, intestinal corridors; a little target
shooting when the Krinn pop out of a
ventilation duct or an alien corpse; some
innuendo-filled bantering and comradely
one-upmanship; and, since this is a com-
puter game, plenty of puzzle-solving and
a pinch ol maze navigation.

STAR-CROSSED

The exploration of the spaceship is
pretty linear: there are six doors
arranged in a circe around the perime-
ter of a central hub room, and Ari and
Zack lead the player through each in se-
quence. There are six mysterious orbs to
collect, basically one behind each door; if
you don’t get them all on the first at-
tempt, the game lets you go back for a
second try later.

The puzzles ave fairly straightforward,
too. There’s one to unlock each door
(plus a lew scattered elsewhere) and
they're all geometric brain-teasers of the
tangram or Rubik’s Cube variety. The tar-
get shooting is your basic target shoot-
ing—the mouse cursor turns into a



Screens shown: 256-color SVGA. B At : . o Wi

“ . A MINDSCAPE® COMPANY

STEEL PANTHERS is a rademark of Strategic Simulations, Inc.
-©1995 Stralegic Simulalions, Inc. All righls reserved,

- o



crosshair and you point and click to fire
Casey’s laser. 'The maze is your basic ad-
venture game maze, and the less said
about it the better.

_l!'llllllllllllllllllllJJJl
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BRAIN'S EYE VIEW Most of Daeoatus Encounter is viewed from
Casey's point of view, which also doubles as the game inter-

face.

In what way, then, is this game an im-
provement over STARCROSS, the classic
Infocom text adventure from 1982, that
had you stranded on a monstrous alien
spaceship with several unfriendly races,
some tough brain-teasers to solve, a set
ol obscure artifacts to collect, and a
maze (o navigate? Well, that's a matter
of taste. You see, Starcross didn’t have
Tia Carrere.

What it did have was smarter puzzles.
"The ones here are really quite easy, even
if'you set the game’s difficulty level to
“hard.” (Doing so tends to lengthen the
puzzle sequences, not make them
tougher.) In fact, although the solutions
are simple enough to figure out quickly,
especially if you keep pen and paper
handy, clicking randomly on the screen is
almost as likely to see you through.

One puzzle has you rotating channels
on a circuit diagram Lo create paths per-
mitting current to flow from a central
reservoir to receptors on the edges ol the
screen. Trial-and-error wins the day here,
though a tight time limit means you'll
probably have to try and err a few times
before you're done. Another puzzle has
you competing against the computer,

taking turns to build a polygon out of

electronic toothpicks. No time limit here,
and the computer is easy to beat as long
as you build trapezoids while it's trying to
build parallelograms.

Yet another puzzle has you shifiing col-
ored triangles around on a board to form
certain shapes the computer requests,
while another has you building shapes

lines. Such is the variety the
game offers. None of the puz-
zles are awlul, and none are
especially good. A few make
no sense, The biggest problem
is that they all resemble each

-
-

-
-

other.

"This sort of repetitiveness is
a problem throughout the
game. For instance, you would

a spaceship to resemble cach
other, and they do here. Chalk
one up for authenticity—but
take away points for lack ol va-
riety. Granted, the corridors in
Alien all looked the same, but

RUBIK'S TRIANGLE Although there are plenty of alien puz-
zles in Daeoatus Encounter, most of them are very familiar

and not very interesting.

Ridley Scott had the incomparable FLR.
Giger as his designer. At their best, the
sets in THE DAEDALUS ENCOUNTER look
like Giger Lite,

Then there's the endless procedural
repetition. Each door needs to be opened
in the same way: Casey analyzes the door
at length, records a message, and then
transmits a light pulse to wrip the lock.
Acquiring the orbs has its painstaking
routine, too—more light pulses, and
they'd better be in the correct order or
you can just start over.

Exciting scenes do turn up here and
there, and the designers do what they
can (o keep the tension level high. At one
point Zack takes a tumble down an eleva-
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out ol various combimations of

expect the various corridors of

tor shalt and at another, a queen alien
emerges [rom a sticky cocoon to chomp
Ari into little pieces. But in between
there's not much to speak of.

Some of the banter is clever, but much
ol it's cheap stull—gags about Zack acci-
dentally drinking out of an alien toilet
and the like. What isn’t cheap is deriva-
tive: il it hasn’t become clear already,
Alien and Aliens are strong influences
here, with smidgens ol Star Wars and
2001: A Space Odyssey thrown in for good
measure. These are fine sources, but if
I'm going to spend several hours with a
game, I'd prefer one that referred 1o the
classics a little bit less and told its own
unique story a bit more.

DAED OR ALIVE?

So, what does this leave to recommend
the game? Tia Carerre, looking sexy in
her sleck space outfir, all bare arms and
perfect makeup; about two hours
of video scenes, displayed either in
a little Quick'lime window or full-
screen depending on your prefer-
ence and the speed of your
system; Christian Bocher, who is a
hetter actor than Tia (which 1sn't
saying much, but actually he’s
quite good); and some simple log-
ic puzzles for people who can nev-
er get enough of that sort of thing,

The story is fun and the sense of
cosmic awe the designers appear
to leel comes across. For this it
may be worth a look. But while
DArDALUS ENCOUNTER 18 a re-
spectable resume-piece for all
concerned, it's a far ery from the ground-
breaking interactive science fiction movie
it clearly yearns (o be, %

THE EDITORS SPEAK

DAEDALUS

RATING *** :

PROS '|ia, plus a pulp sci-fi story
that will hold your interest the first
time through, and some eye-catch-
ing graphics.

€onNs | he gameplay can get
repetitive, and experienced gamers
will quickly tire of the Rubik’s Cube-
style puzzles.
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PREVIEW

Glow!

Apogee’s New 3D Realms Label Launches
A Full Scale Attack At The Action Game
Market With DUKE NUKEM 3D

by Peter Olafson

HIS LAUNCH VEHICLE FOR APOGEE'S
NEW 31D ENGINE COMES ON LIKE YET
ANOTHER VARIATION OF Doos:
another meral-lined moonbase,
another crew of single-minded
roopers who evidently do not have Ms.
Troopers, another hunt lor keycards and

The Way Out.

Then you notice that spaceships—real
3D spaceships that you can ride—are
touring the base perimeter.
that the drinking lountains and security
monitors work. That toilets can be blown

You notice

2

| Nukem Til

up, leaving blue
geysers behind, and that
one stall has a magazine on the
You'll also notice that lights
can be made to flicker and plate glass 10

Hoor.,
shatter. And that you leave muddy loot-
prints on the pavement alter leaving the
sewers.

This is something else. Something with
extraordinary potential,

Duke NUkeM 3D, due in August on
Apogee's 3D Realms label, is not the first
improvement upon Id Software’s seminal

game.
added a

action
HERETIC
user-controllable
inventory,  De-
SCENT a Tull 3D
world, and Dark
Forces a classic
sci-f1 mythology
and sophisticated
puzzles.
But the
that put PC action
games on the map
is back and on the
verge ol making
its first genera-
tional  advance
since WOLFEN-
STEIN 3-D, There
was talk, a conple
ol years back, o

label
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They

rurning this
Hall-of-Fame game into an
RPG, but it never came off. Now, some
vears later, through the accrual of telling
detail, this is essentially what Apogee is
onto with DUKE 3D. You're not simply an
exterminator, You're a visitor with a score
to settle in a world where vou can be as
nosy as you wanmna be,

YOUNG DUKIE

The name should be familiar o
Apogee devotees. Duke's life began back
in 1991, in the era ol CoMyanpir KEEN
as the key character in Todd Replogle’s
platform game, DUkE NURUM. (Replogle
remains on board as the coder of DUke
3D In DURE NUKEM T1, released in late
1995, our hero got heefier and prettier
(not to mention undergoing a minor
name change). And now, here he is, man-
high, impassive face, blond brush cut and
big gun intact, roaming a richly interac-
tive game world,

How do | know how he looks? Well, it's
another one ol those telling details. See,
among other things, DUKE NUkeas 31 has
mirrors at key locations, so your charac-
ter can stare back at himsell as well as
spot anyone sneaking up behind him.

Wild, right? Pat it this way: I'm told
that, in the final game, you'll be
able 1o step up to a urinal and,
um, do your business (with an as-



HOwW ABOUT A BIG "MECH
WITH AN ORDER TO FRY?




sociated health bonus, yet).

The character isn't the only
hold-over from the early days.
The Cola cans that gave Duke a health
boost in the platforms are on hand as
well, sometimes hidden away behind pan-
els or inside ol lockers. And there are
times when experience in platform-hop-
ping will definitely pay off, as in a se-

quence that finds Duke atop a string ol

rotating interlocking gears, or exploring
the subways in mid-game.

Speaking of subways, the game in fact
has two subway systems, complete with
running trains (the city one is covered in
graffiti), stations, entry stairs, a nerve cen-
ter and even the occasional would-be pas-
senger.  But won't  be
overwhelmed by immense Hoor designs.
The designers deliberately sought 1o
keep the levels (24 are planned) to a
manageable size, which is the most realis-

gamers

tic [or tight and compelling multi-player
play. And Apogee, realizing that the bes
Doowm levels are often those most closely
tied to real lile, is designing their levels 1o
mirror the real world. For example,
the moonbase has a barracks, ar-

mory and mess. The futuristic

Los Angeles in the mid-game comes
complete with sleazy bars (with
dance floor and disco lights), no-tell
motels (there’s some nudity in the game),
a movice theater with a lit-up marquee
and an abundance of very tall skyscrap-

ers. And since the game s in 3D, vou'll
find bridges, air ducts, overpasses and
spiral stairs littered throughout. You can
even fly among the various buildings with

- BY LAND, SEA, AND AIR Duke will battle with a host of new crea-
- tures, including those that bring fiery death from above.

a jetpack. Did I mention you
can blow up bridges and
buildings?

And things look good too,
even in standard 520 x 200,
But DUke will also run in
crisp SVGA at resolutions ol
up to 1024 x 768, although
you'll need a next-genera-
tion Pentium to enjoy it. Al-
though a Pentium will be
necessary for smooth
scrolling in the higher-res
modes, gamers equipped
with high-end 486 systems

will be able to enjoy smooth
scrolling gameplay as well,
Even the auto-map looks
good. Striking and innova-
tive, it has several different
modes, one ol which even
displays textures.

A WEAPON FOR
EVERY
OCCASION
Okay, okay, so a lot of
Doowm-style games look
good. Indeed, sometimes,
that’s all they do. But
here it's a bonus. Among DUKE'S

neater features is the integration ol

weapons with strategy. That is, they're
not simply a set of bigger and bolder kill
radii, as was more or less the case in
Doont.

Consider, lor instance, the Trip Bomb.
It’s about the size and shape of a TV re-
mote, and it has an uncanny ability to
turn enemies oll, .. for
good. A second or two al-
ter you fasten it to a wall,
it emits a laser beam
which crosses open space
until it reaches an obsta-
cle. Anyone, or anything
br(‘.:ikiug‘ the beam will
enjoy a really warm and
close-up encounter with
an orange lireball,

Among other things,
weapons like this will in-
vite multiplay players 1o

devise completely new
strategices, like laying

2 raps and luring
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KICK 'EM IN THE RIGHT KNEE... Duke Nukem plants his stan-
~ dard-issue work hoots squarely on the forehead of a foe.

THE BFG WAS A POP-GUN The BFG's got nothing on the
ophisticated hi-tech weaponry at Duxe Nukew's disposal,

prey into them., This in twrn should make
opponents think twice before racing off
in hot pursuit of a scemingly helpless op-
ponent. And because you can jump and
duck in Dukg, bombs can be placed high
or low, setting up all sorts ol potential
barbed-laser entanglements.

Another nice touch is a Pipe Bomb that
can be remotely triggered. Hit fire to toss
it where you want to (which includes
higher levels or down shafts—Duke has
look up, look down and tilted views). Hit
lire again to detonate, Foom. Hope you
weren't too close by. There's something
most compelling about wreaking havoc in
one section of the game while standing in
another. It almost persuades you that you
are indeed in a real place, where events
proceed apace whether you're present or
not. And that, ol course, is precisely the
point.

The Shrinker/Expander, another
unique weapon, is more for fun than for
strategy, and is probably intended for

multi-player contests. It brings the
enemy down a peg. Many pegs,
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== Lnemies  code custom weapons and
insert them into the gane,

as well as reprogram game

actually.
struck by the Shrinker's green

bolt shrink until they're abour

the size ol'a Ken doll, in which state they  characters. Apogee’s also
can be rod upon (with attendant squishy — planning to release its inter-
nal editors and tools 1o the
public, which means that

sounds). The Expander’s red plasma in-
flates enemies until they pop.

Other cool weapons the designers are  gamers will have no need to
playing around with include the concept  wait for a DeHack-style pro-
of a laser sword akin to the ones in the
Sty Wars movies, which didn’t make it
into DARK FORrCEs.

Incredibly, vou'll be able to draw and

aram before they can tinker
around with the levels,

COLLATERAL
DAMAGE
Weapons aren’t

)

the only things that
can kill you though.
Indeed, there's a spot on the lirst

- Duke Nukem 3D is the first in an initial se-
of four games created under
ogee’s "Build” engine. It is expected
to be followed in two or three months by
WaRrIOR, a hinja game with spec-
tacular graphics. Ruins, an Indiana Jones-
h game with an Egyptian setting, looks
0 arrive late in the year, and BLoop, a
‘horror-based game, will either appear in
m with Ruins or early in 1996.
n the words of Apogee’s Scott Miller,
uild’ is the Doom engine carried to the
mum extent it can be taken. It is the
st evolutionary step possible with the
nt technology.” Although not a true
D game engine, this texture mapping
ystem provides sophisticated high-res
hics up to 1280 x 768 (although even
ntiums will take a steep performance

Reata

PRODUCTION

moonbase level where, if you're
injudicious in your use ol explo-
sives (and placement of poor
Duke), you can demolish a key
section of wall and blow yoursell
out onto the moon surface.
Thanklully, il you're far enough
away, the airlock doors close be-

fore the sudden vacuum drags
vou oul. The bulkhead doors are

unforgiving, and will quickly re-

duce vou and vour H})})llll{'lll!ﬁ

into a long thick strand of bloody
muck il'they pinch you.

Yes, Duke Nukem 3D 1s gomng
to be violent, and I'm sure 1t will

carry a warning label of some
sort. But I'd be dishonest il |
didn’t allow to this same

violence being a large
chunk ol the fun. Mind-
less destruction is a much-

underrated part ol the Doowm
lifestyle. Remember the way bul-
let holes appeared in the walls in
Infogrames’ late 1980s strategy-
shooter, HoSTAGE? It was the
crowning touch that brought the
game home, that told you tha
you weren't just a player but a
participant. I've always liked the
idea ol an action game that re-

flects the chaos you've
wrought in it and in

which, conceivably, you
in Capstone’s WiTcHHAVEN and could damage a level to

KWAR,

the point where it became

inescapable.
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H_IIRHI]R. MIRROR... Using reflective surfaces strategically
placed around the levels, Duke can check his make-up and
~ watch for foes around corners.

DUkE doesn’t carry the coneept quite
that far, but il you're the temperamental
type, there are loads ol stull for you to
blow up. 1f you liked video sereens shat-
tering in DESCENT, vou'll love this game,
which allows them o be broken in at least
four different ways. Containers are re-
duced to rubble and their contents
(Sometimes toxic) will spill forth. Com-
puters react almost volcanicly when de-
stroyed. Bottles disappear from bars,
Whole sections ol wall wink out. How's
that for alfecting your environment?

Sneak preview notwithstanding, 1 do
have a lew caveats, 1 saw DUKE in several
incarnations over the course ol its devel-
opment, from pre-alpha to near-beta,
and the game was never quite done. Only
about a third of the levels were com-
plete, certain features (a flashlight,
for instance) weren’t working ful-
ly vet while others were being

added. The speed had yet to be op-
timized, and characters tended 1o move
in an angular fashion that suggested that
wires were attached to their joints. I have
to admit that I'm a litde concerned that
so much attention is being paid to the en-
vironment that the critters, which gave
Doos such an immersive lear factor, may
get short shrift. I hope not.

But 1 still have nothing but enthusiasm
[or Duke Nukes 3D, The haunted, if de-
populated, darkness ol the carly versions
is maturing into a beckoning world des-
tined to eclipse the competition. It's not
simply Dooy oo, but Doom articulated,
its potential drawn out, its depths sound-

ec. Tt is an event. Do whée the Duke ol
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HARPDON Il DELUXE A
The Next Generation is Launched! .

You're in the command center action like
never before! Features 30 new scenarios
an allnew scenario editor, 100+ full moti
video and sound clips and mare! Used as
a Naval Academy fraining tooll

IBM CD #21557

CRYSTAL CALIBURN PINBAI.I.

Pinball with an altitude! Features experl
flipper contrel, spectacular sounds and
authentic speech. Play multiball, or aim
for the 3D ramps.

IBM #36303

PHANTASMAGORIA

DAEDAI.US ENCOUNTER

A scavenger ‘||'1I is '.pcorflng thmugh the
galaxy toward Ihe cenler of an alien sun!
You must save your old war comrades
from solar cremation! A riveling scifi
odyssey fealuring Tia Carrere .

IBM CD #39167
=

SAIL 95

Man the helm of o $5 million IACC
racing yacht in the official simulator of
the 1995 America’s Cup. Sophisticated
Al, sound, and fully animated 3D
graphics in 1024 x 768 resolution!

IBEM WIN # 39650

FLIGHT SIMULATOR 5.1

Evil lives in @ beautiful estate on a private

island. Mow, Adrienne Delaney,
desperate and frightened, must uncover

the clues and objects she needs in lime to

save her husband from its grip.
1BM CD #3408

CD ENTERTAINMENT | _

5

MNow on CO-ROMI Highly realistic,
graphically advanced computer simulo-
lion of civirnviniinn. Packed with detoiled
scenery, day/night effects, user-definable
visibility levels and more.

IBM CD #36979

Join one of six warrior clans and man-
euver 315l Century weaponry as you
canfront oppasing clans in every conceiv-
able alien environmentincluding intimi-
dating ice planets and desert terrain.

IBM CD #34155

CD ENTERTAINMENT

15773 Maclsirom,..... 36385 Realms of Arkania: Siar Trail A 36292 Tatal Distedtion, 34701 Wareralt: Otes and Humans
16653 Mogic Carpt i 4 32155 Robel Assault i 4d 37565 Transpott Tycoon 34284 Worewoll ...
14277 Magic Carpet Hidden \'\-or lds .. 2 37024 Renegado: Jacab's Star 42 J4BBS Trivial Pursuit ek ¥ 32927 Wetands
17926 Magic: The Gothating 39 37538 US.S. Ticandoroga 40 39042 Whae! of Forluae
7567 Maer of Magis 29569 Riddlo of Mastar tu 34 36278 US Navy Fightars 47 35300 Wing Commandar Armada MPC
10407 Mare 36917 Riso of the Robaly 45 15416 Ulima Vill Puqlm w/ Speec .32 34291 Wing Commander | / Il Deluxe.
8477 Mech Commandor 346937 Rise of the Triad Al 39892 Ulhmate Pinball .. * 3 .34 34274 Wing Commandar Ill
1155 MechWarriar Il 35230 Robinsan's Reguiem 35 32937 Under a Kill 56 35405 Wings of Glory 19171918
Y2795 MechWatnior 1| Add On 30447 Rockel Boy . 49 36045 Unnece 3 30408 Wolfpock...... ”
18305 Matal Marinos 39 3B592 Virlua Ch 38914 Woodrlf &
14865 Metaltech: Earth Sicge 20 36672 Virlwol 38244 World Cup
11659 Micasobt € 20 35816 Virluol Veg 39447 Werld Hockey '95
16049 Mission Crilical 95 | bl e 36 38661 Vitlvoso.., 38344 XCOM: Turror Fram the Du
19148 Modern Air Combat. 36934 Shodows of 26 37708 Vortox: Quantym Gale 1l 40 34292 X.COM: UFO Delnso.....
18906 Moslol Kombat 11 ... 38583 Shunghai Grest Momty 38 36707 Vayow R A 36940 XWing Collestors CD-RO
IBOTA My. Molaverse ; 36 37916 Wandorlul. . .26 39451 Zig Zug..
13204 Myst MFC., 37 39103 WarPahgl ... w33 36366 Zomo......
19806 Mystery Callociion 39255 SimCity 5000 ol MPE 58
15818 MASCAR Racing .. 31479 SimCity Enhar 45
10723 MBA JAM Tournament £d 34086 SimEarih Enhanced a7
19725 MFL Guarterbock Club ... 39031 SimTawer 32
5863 MHL Hockey * 38575 SimTawn 33
38427 Siman th Sarcarer n -
3% =
39
27
Aco 38
Cluast Anthalog 45
e & CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST
19
39
»  NOW ORDER 24 HOURS ext.361
21
35 M .
» Complete on-line catalog with over 5000
o .
soffware and hardware titles.
""" o . i O Prodigy - Computer Express © CompuServe - GO Express
72 tike ndur [/ Privabes Al
Ry W= 3,::; i/ ot O Internet - info@cexpress.com © AOL - Computer Express
% AP
----- S Fightat Il Torbo 2 O www hip//cexqresscom2700 © eWorld - Computer Express

@ of Hoboken 32 Mo surcharge is added to credit card orders. .FQY's, wire translers, personal ond cashiers checks
eccepled..Some items are not relurnoble. Relurns require authorization # ond cre subject 1o 15%
restocking fee. Al items offered for sole are :Lb,uu 1o ovailebility. .We ore not responsible for lypogroph-
ical errors..Shipping and handling charges apply. .Worldwide shipping!
Al prices are subject ta change without natice: =

COMPUTER Express | © i
31 Union Ave. Sudbury, MA 01776 Info: 5084436125 ch508-443-5645
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00-228-7449

NOW ORDER 24 HOURS ext.361

CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

TEAC 4X MULTIMEDIA UPGRADE

Dynamic mulli-session upgrade for your
PC. Comes with 4X inlernal CD-ROM
drive, sound card, speakers, 110 multi-
media titles and much mare!

Hardware #38586

3.5"” ENTERTAINMENT

37040 1830 Ralrends & Robber Barony 34
35974 14 Encountar = k]
34454 Sth Float 3a
394619 Sth Flea! Sconasia Maduls | 23
15877 ADAD Dark Sun Wake Rovager A
I6060 ADAD Monzobetranzan . 47

i Strahds Posses.

34144 ADAD Roveald!
34302 J\dvuru_r:d
37304 Aide Do
37489 Align 3
34695 Mlin Logucy .
33809 Alone jo the Dark ll
32011 Arcacde

33341 Avena Elder Serally
33708 Armored Fiut . A
A9913 Astapart - WINDOWS ...........
38608 Avasi 2400 Action Pack #1 - WINDOWS ....26
IFB0S Asari 2600 Action Pack #2 - WINDOWS .28

36959 Aw 37
33437 Axis o 34
SPO0F Baldind: L e s s 32
36027 B 38
33857 & 41
34448 B 34
12
30
45
34
32
as
A5715 BreakTh 33
33941 Bratt Hie 32
9010 Botal 37

27747 Carrier Stk 19
33047 Casing Lite Ulmlhu H-:Id wm
37676 Coving Lite,
34074 Coliic Tales: Balor Evil Eye
39394 Chaot Enging....... }
32522 Cheay A000 Turbo - WINDOWS .
26804 Civilize
36251 Clossica F'lnlu'l :
o Worx « WlNDUW'
Pennsylvonio Stote « WIN.,
U, of Flodida - WINDOWS
U, of A s WINDOWS .19
LICLA - WINDOWS . 19

» & Mission Disk #1 43
AT B S

e WINDOWS - 30
..... a2

35
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11TH HOUR

SIM TOWER

Sevenly years ago, Henry Staulf went an
a murder spree in his mansion. Now,
Reporter Robin Morales has disappeared
within its walls. Rely on puzzles, rz’:gm
games and treasure hunts to save her!

IBM CD #39195

LINKS-DEVIL'S ISLAND

Jsjand

Tantasly Cokrsw

Sid Meier's Civilization is now a multi-
player Windows game! Build the
Pyromids and the Great Wall, Conquer
Earth or ancther planet. Up to 7 players
at once via the local network or modem.

1IBM CD #38011

34765 Dawn Paral 4l
37078 Descem g .35
38295 Dasert Stika a0
39219 Diggors..... 24
34307 Disciples of Stool i5
34747 Discwarld 35
33894 Doom I KneeDeep in the Deod L 7

39490 Doom N: Eata Lovals i 23

35719 Doom I Hell an Earth 45
32978 Dungeon Mostor 2. 35
9914 Entertoinment Digest « WINDOWS 21
335288 FIFA Internotional Soccar RSy -1}
34272 Fakon 4.0 bisknn CAlL
336564 Fulcon: FA-18 Homet " - 30
36832 tor Wing Aabiadddagay 7
32880 Fleel Defenden: F14 .o, 46

ORDER
YOUR

CATALOG
NOW!

Includes $10
Rebate!

35744 Fleot Dufonder: 114 Scanio
34587 Flight Commender 1 y

324732 Hight Light
37558 Flight &
36695 Fight
7557 Flight
J2901 Flight

Coribbean
Europe

31273 Flight
30373 Freddy F

35313 Front Pag

The world's mest challenging course, set
in the heart of the Bermuda Triangle. The
breuihluking scenery and unfurgiving
traps will have you begging for mer
.Requires Links, Links 386 or MS Gelt 2.0
IBM CD #395449

37764 Goal "94 20
37081 Galdires Engine 24
28300 Galf - WINDOWS A3
34826 Galf Courses: Banff Speings » WINDOW 23
34827 Gelf Courses: Mauna Koo « WINOOWS .23
34828 Goll Courses: Pinchurst - WINDOWS 23
36750 Good fo Fitm
33704 Gieal Nuvel Bo
39086 Grayhound 2

34008 Guilty .. e
32527 Hond of Fote........
32594 HardBall ll Diamand Collection IR | g
34004 HardBall IV ...... a2
38076 Hardsoll IV MLPBA AddOn i 14
32122 Harpoan Il " . 40
39453 Ha r;ca-u Il Bardeser #3 4
CALL
41
v
a2
27
28
28
31471 IndyCar ar
35105 IndyCar ¥:]
chyC dian o 25
34393 lran Crass 40
37703 Ishor 3: 7 Gatos of Infinity 32
J070 I's o Foir Bt 12

28694 Jack Nicklous Signature Tour 1

31480 Jagged Alliance...,
36389 Jagged Allance Addos
34166 leopardy Deluxe ..
37203 Jo! Fighter I
33741 Jurassic Pork.. ... e
34303 Kingmoker s
I4PT2 Klik ' Ploy « Wll\l]( I\‘\" ~36
35210 Knights of Xentar Upgrode NR1S civesensd
- WINDOWS a2

Build a high-rise skyscraper, rent oul
space, satisfy your tenants' and cuslomers*
needs, and manage your property into a
profitable commercial empire. Will you be
a "towering” success or a dismal failure?

IBM CD #39031
Tt e e s e

LINKS 386 PRO

“x ho‘ aatest

Versiont

Play championship gelf at the famous
Harbaur Town Gelf Links and Banlf
Spring Resort Course. The action includes
simulated cerial fly-bys and comic Bobeot
Goldthwait as your caddiel

IBM CD #37754

32479 links: Pebble Beach Course SVGA " 26
30798 Links: Pinchurst Country SVGA 21
39048 Links: Praifie Dunas SYGA 21
35319 lode Runner . a4
34029 lords of the Realm 39
33501 M4 Sher Tank - WINDOWS as
35741 Master of Magic e
31433 Master of Qrion a8
31594 Matal & lace - PGI13 L
33223 Metol & Loce Upgrade Dk NRIB.....3

37302 Metal Marines .. -
J4698 Mulgliech Earh § Siege ...,
37023 Mutalioch: Earth Siegu Speoch
38905 Mortal Kombaot 11 s
36997 MASCAR Rocing SVGA ¥
33215 NCAA: Rood to the Fingl FOUl v
35937 NFL'95 - WINDOWS. .
37092 MNavy Strike.......
39097 Mew Harizons.
37763 CneNil

39 101 Onslaugh

4451 Op:ral on Cn mde' W.N')OWS as
.}

. 24

Alr Ware: 1942 a4

Air War: 1942 Scenano an

J6480 Ponzer General

31956 Pax Imperia

33735 Peroct General Il

32948 Perfect General Tulagy
25088 Pinball Fantases

I00TE Pirates! Gold

37083 Pizza Tycoon « WINDOWS
36057 Planet Soccer .
37305 Point of Attack ..
J2079 Police Guest IV ... .
38118 Poclmaster - WINDOWS
30630 Prince of Persia I1.......
3446355 Pro league Baseball..
35935 Quaranfing ........ s
32863 Quest for Glary IV .
34594 Roiden...

31630 Rt
36598 Re
33938 Rise w Fol
36936 Rise of the Tri

35236 Robinson's Requiem .., . : 35
33204 55M-21: Sea Wal i 4

35590 Scbre Team..... “ . 10
394650 Sail "95 WINDOWS..., - kg
32979 Sam & Max Hit the P"Od ’ 4



HARVESTER

You were born and raised in the char-
ming fown of Harvest. Bul now, you sulfer
from amnesia, and everything's slrange.
You've been p|ungr}d info a Icrrifying
nightmare!

IBM CD #33905

GIIILFRIEND TERI

Enjoy conversations with a girlfriend living
nside an oporiment in your PC! Your
yirlfriend moves around and responds lo
anything you say.

IBM CD# 38590

MAZE

© A PHRNANTRALY HEmalatie,
H—hn-hdulﬁf-..m‘-\'“m“

Test your powers against the world's most
complex and confusing mazes. Features a
SD Vl‘luul Muzﬂwulk, a gu"[ﬂy ur moze
designs, legends of historic mozes,
amazing printouts, and lots more!

IBM CD #39607

ORION CONSPIRACY

When your son Danny McCormack is
killed in o frogic accident, you travel
through space to the perimeler of @ black
hole-in your search for answers to his
mysterious demise. Nailbiling intensity!
IBM €D #38014

SOUND BLASTER 16 VALUE
Qs

D ey e et g
D e b, 411 04
A ey

e

The latest audio technology with profes-
sional CD-quality sounds, plus o Fbrar\,r of
prufes:.iunul software, including Creative
Wavestudio, Soundn'le, Ensemble, Talking
Scheduler, Mosaic, and much more!
Hardware #34807

FLIGHTSTICK PRO

Top Gun precision for computer pilots.
Realistic professional jet grip puts controls
at your fingertips. Trigger and 3 fire
buttans, responsive thrattle contral, 4-way
viewing, Irim controls, plus much more
Hardware #31417

MACHIAVELLI THE PRINCE

(7| An r'111n'1,w"1

el A LS U
y(/ the UJnnrz"

In 15th Century Europe, you seek world
domination! Manipulate military, polifical
and religious powers with bribery, manip-
ulation! And, your every move cauld
mean exollofion-or excommunication!
IBM CD# 37713

HARDBALL 4

:_HHHI]H' iLL 4%

Batter up! Manage and ploy baseball
with 700 real players in 28 realistic balk
parks. Famed Sportscaster Al Michaels
delivers the play-by-play.

I1BM CD #36998

CALL
25
12
21
39
ty R 15
IBEZ.‘: Sn-rCny ;000 UrL -Runuwu! i S p— 22
410 SimCity Clossic... Ry T
|?G-:2 T et
473 SimEarth Classic )
1454 SimFarm 25
5115 SimHealth i 25
9724 Simlile Classic........... 21
7593 SimTawer - \-'\"INI')‘."}\.’\-’r a2
2882 Simon the Sofcorer,..., 0
2085 50I.| sie Anbics « WINDOWS {Fi]
26

6706 Star Trek 25t Annivarsary M

11772 Star Trek; Judgment Rites 15

7188 Strike Commander ..., PR 25
10608 Strike Commander Speech Pack......... 2

ike Commander Tactical #1......... 23

p Poker Pro #12 Data Disk 17

1886 Stip Poher Professional a0

3331 Subwar 2050...... < a5
17091 Subwor 2050 Scenorio 21

005 S.:pcr‘;‘r(m Fighter il Turbo 5 a2

’04‘1 Super T Tetris s 2%

ro: Leogue of Hoboken 2
'\Sr—,.l TR a7

WIND
n - WINDOWS 4
an Seenaria... 24

34708 Worcrali: Ores and Humans

ds ll....... e
32510 Wheo of Fortuns Deluxe - WINDOWS
27287 Wing : | Doluxe
36271 w.,-u. H 5-; Hunbed
J4590 Woall

39727 World Hockoy '95 ..
38343 X COM; Terror From the Deap
35215 XCOM: UFQ Defanse
20941 XWing
32004 XWi
3089 XWing: Impo r|<1| Pursuit
34181 Zig Zog - WINDOWS ...

KIDS/FAMILY/HOME

35923 Alter Dark 3.0 WIN an
35924 After Dork MPC 30 CD ... 40
1340 Americon Heritage Dichi
L0 BB CD
3687 Beavis & Buttheod Scree

17177 Lo, T's Sing Along Kids €D v 26
36174 EasyKeys CD
36760 Emperor's Mew
36855 Encorto MPC En
19553 Guinnnss CD

33625 IFK Assossinat
35615 lion King Print
15281 'ﬂD’)S Ur

edical House Call €D.
3 Motamorf 30

37156 Monty Phythan's Compl
18207 MerCruiser Plus W
Cregon Trail I ¢D...

36828 ©

36948 Page Maser CD

34518 Peaple vs. O Slmp'oﬂ .., =
34999 Piana Course 1 w/ Midi Coble....ccoiveiinns 71
34030 Print Shop Deluxe WIN ., 49
31527 Publisher 2.0 WIN % B4
34843 Quickon 4.0 CD A AR ARt RN A

chen 4.0 WIN a2
n B.0 0OS 42
34841 Gunckeon Deluxe 4 0 CD 57
chon Daluxe 4 0 WIN 57
Doubler WINDOWS 1.0 &5

38017 SAT | Study 34
J2960 SAT NEW P a4
36110 Shork |LU 32
36803 5, L o1 26
384678 Stuckar MJhlll edia 4.0 W{NDUN; . ]
3I78B7 Stor Trek: THG Screen Suver WINDOWS.... 30
34170 Stor Wors Screon Saver WINDOWS 30
36412 Treasure Pock | CD + ; 32
36594 TriplePlayPlus! Spanish CO . ]

21493 WinFax Pro 4.0 WINDOWS ... .. 80

¥
35647 Windows 95 4.0..... 145 3?1)’3 Crysal C-n.-y 1.0,
35648 Windows 25 UlemJe 78 39640 Dark Farees CD
A9a84 Daam ll: Hell an Barh

800-228-7449

CUSTOMER SERVICE, CALL 508-443-6125 9am - 5pm EST

NOW ORDER 24 HOURS ext.361

Complete on-line catalog with over 5000
software and hardware titles.

© Prodigy - Computer Express © CompuServe - GO Express
© Infernet - info@cexpress.com © AOL - Computer Express
© www hiip//oexpresscom2700 © eWorld - Computer Express
Mo surcharge is added 1o credit cord orders. PO's, wire transters, persanal and cashier he:ks
wecepted. .Some ilems ore not ruiumubh. Returns require authorization # and are subjec 1
mnccklng fee. Allitlems offered for sale ore subject to ovailability, .We are not responsible for ryp..c'c;pr

ical errors. .Shipping and handling charges apply. Worldwide shipping!
All prices are subject to change wﬂ'haur notice

; [ 1
COMPUTER Express 10 |miw: G 5
31 Union Ave. Sudbury, MA 01776 Info: 5084436125 Fox 5084435645
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800-228-7449

NOW ORDER 24 HOURS ext.361

CUSTOMER SERVICE, CALL 508-443-6125 9am - Spm EST

THE LAST BOUNTY HUNTER

COMPATIBLE

Can you callect the bounty on all four of
the most cunning oullaws in the Old
West? Be quick on the draw, shoot
straight, collect the mest bounty and
upgrade from a six-shooter to @ sholgun.

IBM CD #39912
EE————— ;]

RAM DOUBLER

More
mamory
with just

Eliminates “insulficient memory”
MESSOes [ﬂ"‘_‘\"_‘[! Lets you dDUbIE your
RAM capacity and run virlually any game
or flight simulator. Requires Windows &
at least AMB of RAM.

Windows #39744

TONY LA RUSSA BASEBALL 3

CARDINAL 28.8 INT. MODEM

Step up 1o the plate with true mullimedic
aclionl Animation is based on video of
pro Fluyers! Includes 28 stadiums, video
lips from Tony, commentary by Mel Allen,
Lon Simmons, and Hank Greenwald

IBM #38876

Lonadty;
League

BASEGALE
. a |

| |
THE LAST WORD 1N REALIS

IN BASEBALL SIMULAT
| GﬂMIHG

All the excitement of Opening Day, the All-
Star game, and the Pennant races! As
General Manager, lead your team through
the season in quest of the Pennant. loaded
with fealures, special effects, and more!
Windows #39915

Delivers high-speed, 28.8 Kbps transmis-
sion. Meets V.34 and V.FC specs for
worldwide compatibility. Easy to install
and use. Includes free Value Service Pack
and more!

Hardware #38278

SUPER KARTS

Combines all the wild excitement of
racing with all the fun DFGDK(ITHHQI 16
exhilarating tracks test your driving skills
to the max with speed and 3D graphics
rivaling the best coin-op arcade hits!

IBM CD #39575

| Voluma | CD 14
Classic CD 22
[

<
37022 ang ' C}.mn \HI CDvriiains
38964 L-Zone CD....... :
33353 lownmower Man CD

33398 Leisure Suit Lorey VI
35257 Links Pro w/ Harborown Course
35321 lode Runner —

39448 Marathon Gamenat

39013 Master of Orlan €D

38570 Ms. Meraversa CD...

32296 Myt CD L

34756 Matisnal lampoan flind Date CD
39102 Onalaught ... :

38594 Opwtation Crusadat

33624 PGA Tour Golf f

35331 Phantasmagoria CO

39729 Primal Rage CD

35135 Princo of Porsia Il

34581 Rebel Assault €O .
36935 Shadaws of Coirn CO ...
32614 SimCity 2000

35754 SimTowor

35758 Simlown CD

22070 Salitaire Antics

38594 Swalingrad CD

4830 Star Trek: 25th Fn!unud l o]
34351 Star Trek: TNG Tech Manual CD
IBETS Super Wing Commander €0
34080 Top Ten Mac Pack CD

38174 Virwal Vagas Valuma | CD
37195 Vayeur CD

38480 Wandarluar CO ...

39104 WarParsl CD

38234 Warlords Il

§ p
38554 Lighming S40MB 11MS IDE 218

38555 Lightning S40M8 1 1MS SCS1- MAC 224

COMPUTER GAMING WORLD 1995 WDP I

..265

277

559

38970 ST33PTAINT 341ME Ha 226
37823 STSAA0A INT S45ME H 293

38180 Trakker 350M8 EXT
IR1B1 Trakker FO0MEA F

33z
ave

JOYSTICKS & MICE

37035 Avro Mowe
37034 Awo Fen i e 39
370346 AvioDyual 3D [”-\JUR‘ and P{\r‘i FRES—— i |
38163 CyborMoxx VR Heodgear Disploy. B

128

42
39875 F-15 Ropror uL!uccl Stick 53
39876 F-15 Tolon Tactical Stick 77
29442 FX2000 Pistal Grip ........ 26
33226 Flight Ssand 0 ¥
16439 Flight Seick ... .35
31417 Flight Stick Pro - [BM . .55
27914 Flight Stick Praa - MAC ... . 70
31148 GFaren Flight Yoke 48
37753 Gome Zapper 44
24017 GomeCard 1l Antamatic 26
24018 GoameCord Il MCA Autamntic 3%
38124 GamaGun 34
29404 Gravis Analag Pea Jaystick 25
28366 Gravia Eliminetor Card 20
39627 Graviy Fuebird PC Cantralle: 58
27815 Grovis Gomepad - [BM 20
I0003 Grovis MauseStick Il - MAC Al
38108 Gravis NHL Hockey *?5 Pack 55
35133 Gravia Phoenix Cantral System a2
7715 Jetatick 25
38884 Joywwitch 18
36562 Motural Keyboard BY
35458 PC Golf System 121
36876 Pro Pod: 64
30825 Thrustmasier ACM Gama Cord 27
35104 Thrusmaster F-18 FICS . 112
28027 Thrustmaster FCS MXI - [BM " 43
33344 Thrunmaster Formula T1 112
29522 Thrusmaster Fra FCS 104
29863 The 104
23604 They 101
81564 Thrus 5 1z
33760 Thiustmaster WS tarkl - MAC &l
31258 The ser WICS Markll - M 93
28930 Trackball PRO 70
38462 Vitual Pilst Pro 59
29434 Vinual Pilat Yoke i 40

36658 Wingman Extrem layshick
36655 Wing : ﬁn
13052 YCabln 10

ki) EI(, bt F 'k,“h o

35800 Epson Stylus Color Inkjet ...
38190 HP Deskler 320 ...

38192 HP DoskWiltor 320 MAC |
38544 HP Laserjet 41
38543 HP Oificelet y
30754 KXP2023 24Pin 240.01 Nalmw .
34119 KXP3124 24 pin 320cps Nanow
27788 KX PLACOAPPM Laser Printet
38744 KXFI250 Inkjer 300dpi ....

35553 Alphascan 15 15" Manito
35554 Alghascan 176 17" Momilor ...,
38558 Alphascan |76 17* Monkor

35555 Alphascan LC 20° Manilar

35557 Alphascan IF 20° Manitor

35557 Alphascan Plus 14° Monitor

38151 Diamand Peo 1565 15* Manitar
36153 Diamand P 17° Manitar

17843 HIARA0 14" SVGA Colar Manitor
37844 HISBA0 15° SVGA Color Manitar
37664 HITABZ 17° SVGA Color Manitor
37861 HNABIAP 14" SVGA Calor Manitar
38390 MultSyne 2V 14 Maritar

37696 MuliSync IFGE 15° Manifar 604
38388 MulkSyns Lens: 2V 52

e

38386 MudtiSyne Lons: XE1S o KPS, i |

38070 MudnSyne XELS 15% Manitor Ll
38072 M AP15 15* Manitor Ll
J5059 SyneMaver 14061 148% 28MM e
350460 Sy ser 15G1 15% 2BMM 408

15041 SyncMaster 17GL 17* 280MM 032
SA TMM 231

S ZEMM 232

6147 103
36136 169

CALL
CAll

36149 4X0 5
38178 72 Pin
348177 72 Pin
346555 72 Pin 1
31738 Cyrix CX&.

SX/DX3I3

36/?a e

B5DXA.100 CFU A
36728 Cwve 4B6DXA.100 CPU \'a’O(O.) ...... LA
36725 O\«mrjn.m 4560%4.75 CFU i CA
36726 Overdrive 486DX4 75 CPUWO/OD ., Ca
38604 Overdrive FEMTS3 CA
33597 Epsen Action Scanning PC. , 72
39110 HP Scanlor 3P Scanna AT 0.
39011 HP Scan P Scannot R 1
38342 HP Seanje ICX Seanner o
32109 HP Scanjet HCXK Scanner 99
346436 SconMagic Color 24Bit Hondheld (I3
30758 Scantaker 35T Slidoe Scannes o, P

30752 ScanMaker 1 Color Flatbwd ... A
33906 ScanMaker G
35052 ScanMaker IIHR €
35050 ScanMaker Il Col
35498 ScanMaker ISP C
ABTSS ScanMakor NSPX
38754 ScanMakor IXE C
28975 ScanMan 254

soy Flathed
Flat
Flodbed ...

A2389 ScanMan 32

31238 ScanMan C

33371 ScanMan L-)

a8 12 Sco 400 DM
SOUND CARDS

i/- 5': A




STAR TREK A FINAL UNITY

A Star Trek experience like none before!
Assume command of this official inspec-
tion tour and investigote the Starship
Enterprise NCC-1701-D.

IBM CD #34568

THRUSTMAS'I'ER F-16 TQS

Ay

The ultimate in control and precision for
our PCI Designed after the F-16 Fighting
‘alcon Throtlle Quadrant System. Fealures
ogfight, radar, and anlenna switches,
ireed throllle movement, and more.
Hardware #38156
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552
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THRUSTMASTER T-1

APACHE

The mos! realistic contrels for all of today's
driving simulators! A fully functional
steering wheel, brake and gas pr}dtﬂsr

a sturdy shift lever, and more.

Hardware #33344

ENTERTAINMENT DIGEST

VOIEME |

Your complete gome Ilbmr;.r Smlnble for
the entire family, games include: Jewel
Thief; Alien Checﬁers; Qadrille; Double
Match; Maze Masler; Word Hunler; An
Apart. Special bonus offer also included!
Windows #39914

CD DRIVES & UPGRADES

37031 Digital Schoalhouse INT CDROM . SR -
IVETT Discovery CO1E AX INT CDRON v
270

302146 Discovery CD14 INT COROM
Blex

21560 Go 391
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ave 1B Win Accel 406
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MODEMS/ FAXES

31921 ACE 14.4 INT §/R-Fax W,V

Attack helicopter simulation thal pushes
air combal o the limit! Hot new 3D

visual technology, high-resclution, low-
level terrain graphics and l\ighh.r variable
explosion grophics add to the excitement|

IBM CD #39144

INFINITY MACHINE
INFINITY MACHINE

Come out the winner wilh the ullimote
game-cheating ulility! Search for known
values, or for unknown “meter bar”
variables. Even [reeze variables while
playing. 4GW and Netwk. Compalible.
IBM #39740

MODEMS/FAXES MODEMS/FAXES
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..248
..284

30274 Condinol MVPTA4E 14 SEXT F/m 7&
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OMAR SHARIF BRIDGE 2

The most comprehensive bridge game
everl Loaded with features that will
challenge even the most expert players,
Also greal for polishing your skills!

IBM #34317

ART APART

Colfectors Fdition.

HPH Al EP&»;

Finallyl A jigsaw program with real infer-
locking pieces! Con't find o missing pie
Use the Assist mode and the compuler
does it for youl 30 fabulous puzzles to
solve and resalvel

Windows #39913

342466 Scout 28 8 VFCI Viast Fax/Moadem
39528 Smart 14 4 FCMCIA F/M- 2MB
AR529 Smart 14.4 FCMCIA F/M. 4MB
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800-228-7449

CUSTOMER SERVICE, CALL 508-443-6125 9am - Spm EST

NOW ORDER 24 HOURS ext.361

Complete on-line catalog with over 5000
software and hardware titles.

O Prodigy - Computer Express
© Infernet - info@cexpress.com
O www hip//cexpresscom2700 © eWorld - Computer Express
Mo surchurge is added to credit card orders,.PO’s, wire transfers, personal and cashiers checks

accepled..Some ilems are not returnable. Returns require outherizetion # and ore subject 1o 15%
restocking fee. Al items offered for sale are subject to ovailabili

© CompuServe - GO Express

AOL - Computer Express

ical errors. .Shipping ond hondling charges opply. Worldwide sl nppmq‘

-All prices are subject to change without notice.

COMPUTER Express
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We are nol responsible for typogroph-
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31 Union Ave. Sudbury, MA 01776 Info: 5084436125 Fax: 5084435645
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REVIEW

Kart Wheeling

SUPERKARTS Steers Small-Fry Racing

Toward Big-Time Gaming

hy Vox Day
T'S THE DAY OF THE BIG RACE. THE
HELMETED WARRIORS MOUNT THEIR

WHEELED STEEDS, GUN THEIR ENGINES

and head to the

line. The throngs
of fans come outl to  Price: N/A

crowd the speedway, System

T Requirements:
there to experience  3gesxi16 or
speed, strategy, and,  better (486/33
yes, the possibility of a  recommended),

4 MB RAM, VGA
graphics, CD-
ROM; supports

ten vehicle, high speed,
pile up in tn #2. Is it
Grand Prix? Formula
One? NASCAR? Nope,
it's Go-Kart!

Okay, maybe
buzzing around a race-
track at 30 mph pow-
ered by a meager 125cc
engine doesn’t exactly
inspire awe in racing sim fans. Some
might even consider the thought down-
right boring when compared to the seri-
ous horsepower rush that premier racing
simulations provide. But for sheer fun,
it's hard to beat the concept ol driving
two inches off the ground in the open
cockpit of a go-kart.

I have to admit that it was with some
trepidation and rather low expectations
that I popped SUPERKARTS into the PC.
And although I was impressed by the
lively pop techno audio track, I still ex-
peeted the worst when an extremely long,
SD-animated sequence began playing.
The colors were garish, the graphics were
cartoon-like, and the driving controls

sound cards.

Protection: None
50

New York, NY
(212) 726-6500

seemed non-existent. Its style seemed to
have more in common with a Saturday
morning kids show than the average

Adle Sound Blaster and compahble
# of Players: 1 to 8 (network)
RSAC Rating: Violence (1)

Designer: Manic Media
Publisher: GT Interactive

ly, my initial negativity didn’t hold out.

Alter choosing between the four diffi-
culty settings, I chose my driver [rom a
diverse group
of eight people
[rom around
the world. Drag
racing has al-
excited
me, so 1 elected
to be one Katie
Clark, a wild-
eyed
sporting a
funky hairdo
and a pink hel-
met. The first
course, US #1,
was on a Los

wavs

Aussie

Angeles beach.
I was shocked midway through the first
race: the computer controlled turbo-
boosted karts were literally burning past
me, accompanied by a signature 125¢c
whine. 1 was also surprised to learn that
my lirst session took 3 hours and 17 min-
utes ol real time, not the hall hour 1
thought I'd spend.

"KART-DLOGY
SUPERKARTS is a very
simple conecept and a
very simple game. It's
not very hard to drive a
go-kart in the real world,
and it isn't hard in this
game. But this doesn’t
mean that races are casy
to win, especially at the
Pro level. The basic idea

THESQ roosummn
m'_
o

simply keep the joystick locked forward
and move it lelt and right to keep your
kart on track. With some skill and a liule
luck, you should be able to complete the
live laps before any of the other seven
competitors. Winners take home the
whole enchilada; losers have to settle lor
table scraps.

While you can race individual tracks in
the game’s arcade mode, the real chal-
lenge is SUPERKART'S 16-race full season
mode. The eight host countries have two
different racetracks, cach of which has a
“local” look-and-leel. The U.S. tracks are
constructed on the beach, while the
Moscow tracks are made of pure ice. The
British and German tracks are both neo-
industrial, the Brazilian tracks are grassy
and tribal, the Australian tracks are
wooden and wet, and the Tokyo courses
are run at night under the neon lights,
Sure, it's sort of a shallow, stercotypical
form of multi-culturalism, but it does
provide a nice variety ol looks and keeps
the scenery from getting horing.

19@ i i&:. @9 531,

EAT HEAT Using SuperKarrs' turbo booster gives you some serious

computer game—usually not a good
sign, especially in a racing sim. Thanklul-

behind the game is nota - oeeteration, but successful racers will avoid using it in the turns.

difficult one to grasp:
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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 C R.'_.——TI Vi

you, call 1-800-998-5227 Ext. 114,

Inferior sound cards can drive you to some
( e crazy ends. Sound effects built into this year's
Sound .
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 1o life. You hear ships explode, swords clash, tires
squeal. That's why Sound Blaster is the PC sound standard.

d Rlaster Comparibility Logos are rrademarks of Creative Technology Lud,

© 1995 Creative Technelogy Ltd, Seund Blaster and the Creative, multimedia is Creative, and Sau
International inguiries: Creative Technology Ltd., Singapore, TEL: 65:773-0233 FAX: 65-773-0353. All rights reserved.
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TOP OF THE KARTS

In addition to providing you with the
opportunity to race the great go-kart
courses ol the world, full season mode
also gives you the chance to improve
your racer over the course of a season.
SupErKarT awards points and cash de-
pending on what place you finish in.
Points count towards the scason title, ol
course, while cash can be used to pur-
L:]lilﬁ(.’ nnp.ru\'cm’cnls YA
for your SuperKart. §&
Besides being able to
purchase additional
season points and
powerups, you'll also
be able to buy a bigger
Cl'lgill{!. SII'(}llgL'l' L'ilEI.S-
sis, better tires, and a
bigger fuel tank,

It's the powerups
that transform Su-
PERKARTS from a run-
ol-the-mill driving
game into a serious
threat to your sleep
schedule. There are three different items
that can be purchased from the shop be-
tween races or picked up as they appear

FUEL

rancomly in the course ol a race. Turbo
provides your kart with a brief burst of
super speed, which is extremely useful on
the straight-aways. Qil is used not as a lu-
bricant, but as a weapon that gives you
the means of sending a closely trailing
competitor sliding ofl' the track into the
sidle walls. SuperGrip usually proves to be
the most important powerup though,
since losing speed around tight curves
and getting trapped in corners will do
horrid things to your finish time.

Using the powerups in SUPERKARTS is
admirably simple. Pressing the second
Joystick (or gamepad) button switches be-
tween the three Special Features, as the
game calls them; button one activates the
chosen Feature. When first playing, you'll
find it tempting to keep the Turbo Boost
at hand most of the time, but don't forget
about the SuperGrip—you'll need to
learn to use it properly if you want 1o win,
especially in Brazil.

Despite the ability to use oil as a
weapon, this is not a go-kart, PC version
ol RoAn Rash.

SuperKarters usually keep it pretty

peaceful with only the occasional inad-
vertent bump in the corners to keep you
honest. The computer-controlled com-
petitors seem to prefer burning past you
on Turbo over rough-housing and play-

ing dirty. The same cannot be said, of

course, for your networked human com-
petitors. Bumping into walls and other
Karts racks up the damage to your kart,
which requires a pit stop to repair. Too

TWIN CAM RACING Eight players can race over a network, or two play-
ers can go head-to-head on the same PC.

OBOEST, BASEEST, 057
AR DAER TRACHS GF TG
SERRGES. §0 ARE DAGE0.
TIAT BT°5 ACTDANLY &6

RACE TRACKING Each track’s brief write-up describes the terrain,
gives race tips, and displays the fastest lap time ever recorded.

much damage, and you'll [ind yoursell
crawling along in a hillowing cloud of

smoke as your opponents [ly past you.
Like most games, SUPERKARTS is at its
most intense when played against other
humans. You can play with up to cight
players on an [PX-compatible network,
or you can go head-to-head on the same
computer, using a split-screen view. Sur-
prisingly, SurErKARTS does not provide
modem play support. Also, because it
plays off the CD-ROM, cach network
player has to have his own copy of the
game as well as his own CD-ROM drive,
Some sort of multiplayer licensing would
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have been much more convenient.

KART BELANCHE

The race graphics are good, although
they're remarkably bright, with a lot
more neon and pastels than you'd nor-
mally expect to see. The cut-scenes and
character graphics are a little cartoonish;
apparently most of the drivers on the cir-
cuit either juice steroids or have a close,
personal relationship with the Domino’s
delivery boy. The high-pitched hum of
the karts occasionally comes pretty close
to irritating, but as the game's action
draws you in, you quickly cease to notice
anything but the next curve on the track.

The graphics engine is a fast one, and
consequently SUPERKARTS plays very
quickly, even on a middle-of-the-road
486. However, the engine does have one
glaring weakness: there are no diagonal
walls. It is very casy to get trapped in the
many little corners around the course,
and you will often sce a COMPULET-COTI-
trolled racer stuck in one, mindlessly
i butting against the walls,
Of course, the solution is
an easy one—keep your
kart on the track!

Despite its shortcomings
and econo-ESPN feel, T like
SurErKARTs. It has a funky
sort ol Speed Racer feel to it
that will appeal to almost
everyone. While it isn't go-
ing to blow the mind of
most gamers, it does pro-
vide a fun, fast-paced way
to spend some quality time
with your PC. Because it is
so casily accessible, this is
also an excellent game for new gamers,
as well as for younger gamers whose par-
ents can’t deal with video violence. €

tincil

THE EDITORS SPEAK

SUPERKARTS

e

PROS: It's [ast, it’s fun, and it's easy
o get into,

CONS: Once you've quickly burned
through the 16 tracks, the game runs
out of gas. Sweet, but short-lived.



That’s“mﬁﬁa
A Classic

Just when you thoughtit was safetoga
hack onto your PC...Activisionspawns |
Action Pack 2! Witness the retum of fifteen yf %‘ -
more pulse-pounding video games fromthe /' y of =<
dawn of gaming — now in Windows™! It's |/ RS6ag
Part Two of Activison’s Atari 2600 video ﬁ

game collection — back with the same ’
riveting graphics and gripping sound

: = | effects of the originals. |/
Activision’s Atari2600 ' &

7| Action Pack 2 —more 'y RSt oY
| addictive fun thanyou [\ IBIVI CD-ROM
774 remember! for Windows®

Available on PC CD-ROM and 3.5" disks. Coming soon for Maciniosh!
Aclivision is a registered trademark ol Activision, Inc. Atarl 2600 is a trademark ol Atari Inc. ‘ I ISION
Windows is a Irademark of the Microsoll Corporation. @ 10895 Activision, Inc. All rights reserved. ®
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REVIEW

See Shells
By The Score

Domark’s TANK COMMANDER Comes Qut
With Guns A’Blazing, But Can’t Iind Its Targel

by Martin E. Cirulis

he most difficult thing about a big
creative project, be it computer
game, novel or painting, is main-
taining a clear vision ol what you
are trying to achieve. Sometimes
it's good for a hook to end up someplace a
little different than the author intended,
but it is usually not good for a computer
game. A case in point is TANK COMMANDER
from Domark Software. While the recent
ads and marketing materials suggest that
it is a light, shoot-cm-up romp that is not
to be taken too seriously, the documenta-
tion contains such quotes as “...surpasses
the realism of any other tank simulation.”
It seems this project didn't quite end up
where the designers hoped it would, and
the vesult is a rough beast with a paw in
both the action and simulation worlds.

TANK DREAMS
l“t)l' )-'L‘EII'S 110w, 1]1CI'C ]Hl!i I)L‘L‘!l Hil llllSI)t )=
ken quest in the tank-sim world 1o create

TanNk
COMMANDER

Price: $59.95
System
Requirements:
IBM compatible
386DX or better,
4MB RAM, 30
MB hard drive
space, SVGA
graphics, CD-ROM, mouse; supports Sound
Blaster or compatible sound cards.

Players: 1-4 (2 by modem), (4 by netwark)
Protection: None

Publisher: Domark Software

San Mateo, CA

(415) 513-8933

the game that would surpass the bench-
mark set so long ago by MicroProse’s M-|
Tank Praroon. While various titles have
come and gone, some with faster play or
better graphics, the bal-
ance of realism vs. playa-
bility struck in M-1 Tank
Praroon eludes design-
ers to this day. TaNk
ComManDpER, unfortu-
nately, is no exception.
While all the elements of
the old classic are here,
they aren’t carried far
cnough to make this
game a real contender.

The game seems to
have started our with
good intentions. It is cen-
tered on the British Chal-
lenger I Main Battle Tank, a pleasan
change from the M-1-centric world we
seem to live in, and it also seems solicly
rooted in the plawon-level workd of stan-
dard armor tactics. The player can give

movenient orders via waypoints to any of

the four tanks under his command, and
Jump from direct control of one to another
with the touch of a key, The other stan-
dards of tank-simming, such as air-strikes
and satellite update maps, are here as well;
there are even some relreshing touches,
such as the use of a roving camera above
the battlefield in the guise ol helicopter re-
con. Movement mechanics also have nice
touches like sliding on steep grades and
becoming pinned against tank traps. The
tanks can be controlled through muliiple
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viewpoints, some within the vehicle and a
couple outsicle, although lighting ellective-
ly from the external views would require a
lar better judge ol angle than 1.

BRIDGING THE GAP Although Tank Commanoer occasionally hints at seri-
ous simulation, it is, at its core, an action game.

Players can choose from a number of
campaigns that use linked scenarios to
conduct them [rom inception to success,
and there is very litde i the way of per-
manent death here; you simply restart the
scenario if you should fail. While the initial
scenario of most campaigns is a fairly sim-
ple allair, missions rise in dilTiculty so
quickly that by the thivd mission most
players will be scrambling just to stay alive,
Threats range from individual soldiers,
who are great fun to run over, to machine-
gun carrying jeeps and trucks to deadly
MBT"s and Apache gunships. While these
units sometimes are more annoyance than
threat, they are fairly intelligent, and most
are mobile enough to make tagging them
with a shell a wicky task. Luckily, the play-
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Take 2 CD-ROMs for $9.95each.

Plus 1 more at great savings! sce detais below)

. How To Select CD-ROMs

; For Your System.
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SYSTEM Buttan indicates the avail-
abfi pparating uwumme.Pé 5)lora
given selection: DOS (for

Windows (for PC), Macm!osh

CPU Butlon Indieates the minimicim
processor required, Il a tileis
available in PC and Macintosh
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& For all titles, the minimum system
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I (unlass otherwise Indicated) are:

& Hardware: SVGA monitor (2586 col-

I ors), sound card, 40MB harc drive,
I'- double speed CO-ROM dnve.

i Operating System: DOS 5.0,
 Windows 3.1, Macintosh System 7.0.

A whole new way to get the most exciting CD-ROMs -
games, reference, edutainment and mare - all al great pricas! Just write in the
numbers of the 2 CD-ROMs you want for $9.85 each, plus shipping and handling.
In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at our regular
prices (currently as low as $39.85, plus shipping and handling) - and you may
cancel membership al any lime after doing so. What's more, you can gel one more
CD-ROM right now for the low price of $19.95 and have less to buy later (see com-

plete details in coupon).
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choices, including many lower priced CD-ROMs. And you may also receive
Special Selection mailings up lo four times a year, (Thal's up to 17 buying opporiu-

nities a year!)

Buy only what you want! Il you want the Featured Selection, do nothing —
it will be sent automatically, If you'd prefer an allernative selection, or none at all, just
mall the response card always provided by the date specified. You'll always have 14

days lo decide; il not, you may retumn the selection al our expense

Money-Saving Bonus Plan. If you continue your membership after
fulfilling your obligation, you'll be eligible for our generous bonus plan. Il enables you
1o enjoy great savings on the CD-ROMs you want - for as long as you decide 1o

remain a member!

10-Day Risk-Free Trial. We'll send details of how Columbia House
CD-ROM Direct works along with your intreduclory package. I you're not satistied,
return everything within 10 days al our expense for a full relund and no further oblig-

ation,

Act now, membership in CD-ROM Direct may be limited.

For faster service, use your credit card and call us toll-free 24 hours a day,

1-800-792-1000
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|
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er has more than the main aun, and pesky
targets can be riddled with the coaxial ma-
chine gun, blasted with guided missiles, or
incinerated by flame-throwers,

GETTING TANKED...

Now, this list of weapons may sound a
little odd to the grognards out there, who
thought they were pretty clear on the ar-
maments of the more popular MBT's on
the market. They are correct in their sus-
picions, and the armaments aboard these
tanks are your first clue
that the “realism” was
ditched at some point in
the game’s development.
Unfortunately this may
turn out to be a huge tacti-
cal error. A serious sim-
jockey gladly
exchange crude polygons
[or good modeling and

might

detailed weapons, but if
the plan is to hawk this
game as an easy-to-learn
blast fest then it is seriously
devoid ol the eye-candy

that action gamers are accustomed to.
Right lrom the get-go, this product
screams "Quick and Divty.” From the
sparse documentation—printed on only
one side ol every page—to the character-
less erew position screens, the game
seems drawn [rom the “Freddy Laker
Business School” philosophy. While the
action is definitely here, production val-
ues are nol. The graphies are from a cou-
ple ol years ago and the sound, while
marginally useful, is not up to the stan-

ROAD KILL Infantry men may look intimidating, but their soft pink flesh
is no match for your tank treads.

dlardls of today’s top-notch sims.

Lven though Tank COMMANDER is a
dumbed down attempt at a tank sim, I was
hoping for just a lew leatures that model a
real tank’s capabilities. | didn't find them.
While not an expert on British armor, I do
know enough to expect litde things like
laser range-linding/target acquisition
cquipment and smoke dispensers. Also,
last time 1 checked, tanks didn’t have a
dlamage bar that is eroded by enemy shells
and bullets until you finally explode. There
are no subtleties of combat like thrown
tracks, damaged equipment or wounded
crew to bother the player in this reality. If
the damage bar isn't enough 1o convinee
you that you're in an arcade universe, the
presence of “power-ups” that can augment
weapons or armor is a dead giveaway.

THE FIRST LAW...

The war is not completely lost [or TANK
Comvanner. Some things it does fairly
well, such as the large variety ol target ve-
hicles, and innovation isn't a complete
stranger. "The pre-game interface is very
well done, giving the player complete set-

EARTH 19 URTH.

MAN 19 GRyB.
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TANKS A LOT Things get difficult quickly in Tank Commanoer; before you
know it you'll find yourself outnumbered and outgunned.

up and control choices at the beginning of

every session, and this is very uselul con-
sidering how much the game stresses its
one strength—connectivity., TANK CoM-
MANDER henefits handily from Martin's
First Law ol Networking, restated here for
those who haven’t been studying, which
says that “The
any computer game varies inversely with
the number of people capable of network-
ing toi.”

Lameness co-¢fhicient of

TANK COMMANDER has
been designed to allow for
multiple players to light it

terrain types in a version
of capture the flag, with as
little muss and fuss setting

two players there are the
two old reliables of the
modem and serial con-
nection, both of which are
easily set up with the
opening interface and the
fairly extensive text-file
support on the CD. And,
for those lucky enough 1o be on a network,
four players can link up over any 1PX-ca-
pable net. While the experience isn't any-
thing like a real baulefield, it is a fun,
adrenal game of cat-and-mouse struggle
on a par with SPECTRE,

RETREADS AND RECALLS

When all is said, though, I'm alvaid 1
cannot recommend TANK COMMANDER to
the solo gamer, It just doesn’t have

out across a handful of

things up as possible. For

enough to offer—everything it does has
been done betier elsewhere. lis dated look
and its simplistic design won’t even permit
the average sim player to overlook its
shortcomings in realism and execution,
On the other hand, il you do have ac-
cess to modem or network technology,
then the game becomes significantly more
attractive, although you have to convince
cach of your friends to buy the game,
TANK COMMANDER 18 a decent try, but it
looks like the crowns [or King of the Ar-
mor-Sims and King of the Network Action
Game are in no danger ol changing
heads. &
THE EDITORS SPEAK

TANK COMMANDER

RATING **i“

PROS Network and modem play can
be fun if you don’t mind the arcade
flavor, and there are some

innovative view and control features.
€ONS As a solo game, it sits in the
lukewarm waters between a simulation
and an action game, with little to rec-
ommend it.

THE Cobs ARE ANGRY,

RAGE 19 HoME.
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2000 AD

You emerge again inte the sights and sounds of another time. Somewhere in

the shadows of seven incredible worlds of the past and future hides the

secret of a conspirator bent on framing you, agent 5 of the Temporal Security

for the most unforgivable of crimes - altering history. Prepare for

Agency,

an aduénture so real you'll forget you're playing a game. Prepare to be...

THE Iﬂllﬂﬂ[‘”ﬂﬂﬂ PRUJELT E

. T p— FHE GG TIME TRAVEL ANDUENTWIE
.,wmm w_r ; g R

Breathtaking full-motion 3D animation - A richly-detailed story
An incredible soundtrack « Seamlessly-integrated live-action video
Circle Reader Service #363

Available as a I CDP-ROMset for Mac & PC —
L-400-9u43-3Lky SANCINARY

The Journeyman Project is a reaistered trademark and
Sanctuary Woods is a registered tragemark and the

For more information call

1995 Presto Studios. Inc. All rights reserved.
Buried In Time is a trademark of Presto Studias, Inc.
Sanctuary Wpoods tree logo is a trademark of Sanctuary Woods Hultimedia.



REVIEW '

Should Auld

Acquaﬁltance Be Forgot?

An Old Geezer Of Gaming Trips Down Atari’s Memory Lane

by Charles Ardai

TEP UP TO THE ROCKER, BOY, AND
SPEAK INTO YOUR PAPPY'S GOOD
EAR. WHAT'S THAT? NO, WE
didn’t have Nintendo in the old
days. at least not the way you
mean it. We had Colecovision, and be-
fore that Intellivision, and belore that,
right at the start ol it all, we had the Atari
2600. Now, there was a game system a
boy could call his own! Brown and square
and ugly as sin, came complete with wo
joysticks, a pair ol paddles, a lree—

Don’t interrupt me when 'm talking to
you, boy. “Paddles” were like joysticks, il
you've gotta ask, only they had a knob on
them that you'd mrn clockwise or coun-
terclockwise, instead of a stick that you'd
push left, right, up
or down,

“Why?" What kind  Price: $29.95

ol question is that, gyﬂegﬂ i
: 7V PP [ equirements:
son? You needed compatible 486/33

paddles il you want-
ed 1o play games like
Kasoom! and PoNe,

or better, 4 MB
RAM, 10 MB hard
drive space, SVGA
graphics, Windows
3.1, CD-ROM; sup-
ports Sound

that's reason enough
right there.
Lord almighty,

child, you mean to  Protection: None

tell me you never  Designers: Various
heard ol Kasoowm!?
Hell, there's even a
version for your
ever-lovin® Nintendo—I saw it in a cata-
log coupla months back. And Prreacc!?
Please don't tell me vou never heard of
PriFaLLl,

Okay, 1 can see there's a bit of learnin’

Los Angeles, CA
(310) 4739200

Aram 2600 Acrion Pacx

Blaster compatible sound cards.

Publisher: Activision

you seem to have skipped at that fancy
school of yours. Sit on your pappy’s knee
and we'll rectily that right now.

ACTIVE VISION

Used to be, the only company that
made games for a carridge game system
was the company that made the system in
the first place. So, Atari made all the car-
tridges [or the Atari 2600, Mattel made
all the cartridges for the Intellivision, and
so forth, right down the line, Then, along
comes this bunch ol upstarts calling
themselves “Activision,” fulla’ big no-
tions about how games ought to be de-
signed and how game designers ought to
be treated.

What's that?
Like artists, is
how. The same
as folks who
write novels or
screenplays, with
their names in
the credits and
everything,

Oh,
meant how the
games ought to
be  designed.
That's simple.
The boys at Ac-
tivision figured

vou

their games ought to push the limits ol

the technology—which was none too
hard to do, since there was hardly any
technology to speak of, and plenty of lim-
its. Your average game—you listening to

108 COMPUTER GAMING WORLD = JULY 1995

this, boy?—took up all of 2K. A monster
agame lor the Atari 2600 was 4K. That’s as
compared to some of your new computer
games, which take up ten thousand times
that much memory, or some of your CD-
ROM games which take up a hundred
times more even than that.

" So, those designers had awfully little to
work with. And even so, they managed to
put together some games that were
snazzy 1o look at and loads of fun to play.
While Atari was churning out crap by the
bucketload, such as their versions of E.T,
Pac-Max and RAIDERS OF THE LOST ARK,
Activision came out with games that were
consistently clever, addictive, and better
than anything else on the market.

Like Kasoom!, yes, and also like Rivir
Raip and Privart! and H.ER.O, which 1
must say | never liked, but other people
must have since it sold a lot ol copies.
And Frerway, which was sort of like
Iroceer, only it was a chicken you were
moving across a busy highway, not a frog.
And Cuorrer Comyann, which was sort
of like DEFENDER, only you were flying a
helicopter, not a spaceship. And BoxinG
and FisuiNG DerBy—you can probably
figure out what those two were about on
your own,

Oh, so you have heard of them, have
you? Why didn’t you say so? What's that
you've got there?

Oh, my. Oh, my. A CD with all those
games | just mentioned on it, and anoth-
er seven besides. Is that for me? For my
birthday? What can 1 say, son? You've just
macle an old man very happy.



60 MANY WAYS TOKILL OR DIE. WO CAN CHOOSE?

For the dealer nearest
you or to buy, call

1-800-234-3088

T e i
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Introducing Savage Warriors - More Realistic, More Interactive
and More Deadly Than Any Other PC Flghtmg Game

@ The 1st Flghllllg Game Spemﬁcall}' Kompare With Mortal Aunrbn! .'.' umz‘ You'll Buy \mrgt Warriors
b ' k) Feature _M W, ;ln'mn
Designed For The PC CD-ROM Weapons (standard) ~ No  Yes

€3 3D Bio Motion Gives Characters Arcade Fluidity m‘:ﬂ: 5%%’;;;&] 4 ﬁ:: ¥§:

€2 11 Warriors In Full 3-D With Weapons Replay mode No  Yes
@ CD Quality Music Tracks _“”iD Bio Motmn Nn Yp.q
£3 Realtime Shadows, Interactive Backgrounds E L Y
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YOU CAN'T GO HOME AGAIN

Well, don’t just sit there, let's boot the
thing up!

Funny they put it on a CD. Fifteen
games, even at 4K apiece, you should be
able to fit that on a loppy disk with room
left over for the Encyclopedia Brittanica.

Here we go. How do you like that, the
way they did the Windows icons to look
like the original game boxes in minia-
tre? Okay, Mr, Bigshot: you're not im-
pressed. I think it's prewy. Which one you
want to try first? CRACKPO1S? Fine.

Now, hold on! It's one thing to show
the game boxes in miniature, but the
whole game screen? What's going on?
Am I supposed to play these games on 2
screen that's smaller than a playing card?

What's that you said? Click where? Oh.

coming and you keep dropping
until too many have scooted past
you, and then the game’s over.,

And the keyboard controls—
that’s no way to play this game,
with a keyboard instead of a joy-
stick. I could hardly get my guy
positioned over the windows prop-
erly. Let's oy another.

That’s funny; I remembered
FFREEWAY being more [un, too. All
you do is move your chicken up,
up, up, up, until he's safely across
or a truck’s creamed him, That's
the whole game. How about Ka-
BOOM!?

= Pragram Manager T=15]

U DROP THE BOMB DN ME KasooM! was the King of eye-
hand coordination games in its day. But can it be the
same without those goofy Atari paddles?

Oh, man. It's still addictive, if you ask  bridges, and refueling in the nick of

me, but all there is to it is moving a tray
back and forth along the bottom of the

time? Running through a jungle, swing-
ing from vines, leaping across ponds on

Well, that’s better. But now I see
why they start ‘em off so small. When
you blow them up to full-screen size,
the graphics start looking mighty
chunky. Were they that bad in the old
days? I remembered Activision’s
games being the best-looking ones
around...but maybe this was as good as
it got.

Nice how they've added bits ol com-
mentary from the original designers

=1 Pragram Manager

the backs ol alligators’ heads? Think

1=]#

Diani Prix

how revolutionary this was back in the

‘80s, when the nearest competitor was
a game in which you were dropping
flowerpots on bugs or catching bombs
i a tray!

Oh, 1 daresay you're right—there's
no reason to play games this primitive
today, when everything else out there
is so much better—but these aren’t
games you play, son. They're a history

that you can read before you play the | 4898
game. They could have bothered to
spell “COBOL" correctly, but it’s not
my place to be too picky.

Let's start this thing.

Well. That wasn't so much fun. Kinda
simplistic, you just going back and forth,
dropping flowerpots on bugs as they

come crawling up the screen. They keep more...
Fine. Forget about boxing and
Trogram Manager == N

GCHOPPER SUEY Cropeer Commann, a Derenper-like, side-
scrolling flight game, hecame a big hit on 8-bit comput-
ers as CHOPLIFTER.

110 COMPUTER GAMING WORLD < JULY 1995

screen, catching bombs as they fall. Yes, 1
did know that beforehand, son; but
somehow I remembered there being

Haws Yilal Sandl RIThL] L

THE GRANDDADDY OF THEM ALL Granp Prix set the pace
for hundreds of racing games to come.

fishing: those games were old even
when they were new. And forget
about Cosmic CoMMUTER and
SraQuestT, which were hall-baked
ideas to begin with. Il"any ol them
will have held up over time, itC'll be
the complex ones. River Raip and
PriFaLL.

That's better! Okay, not much,
as you say. When you're right,
you're right, boy. Still mighty sim-
plistic, still kinda' ugly. But com-
pare them to the others! Flying a
whole mission over a multi-screen
network of sea lanes, shooting
down ‘copters, blowing up

lesson. ‘Theyre nostalgia. 1t's not like
T LostT TREASURES OF INFOCOM,
which you got me last year; those
games are as good now as they were
ten years ago. These are...relics. But

50's a piece of the true cross or the finger
bone of a saint. I knelt hefore ‘em for
hours as a boy, hands clasped before me
passionately.... Just secing ‘em again
makes me choke up.

Thank you, son. That was a greal
birthday present.

Now how about a game ol Doow,
champ? &

THE EDITORS SPEAK

ATARI 2600 ACTION PACK

RATING: NOT RATED

PROS These are the games we grew
up playing.

€ONS These titles are to modern
Cﬂlll])lll.ﬂr games what Sﬁflllﬁll[i?ll cave
drawings are o the movies, Of
historical interest only. i



Stop:

Yeah you. Takin" 15 items into the 10 items or less lane.
Doin’ 75, passin’ everybody on the right. Gettin’ ready to
zip past the next few pages without even realizing you
could be missing the bes’; PC games you've ever laid eyes on.
And that would be bad. Worse than a cashier in training.

Worse than a blue-haired motorcade at rush hour.

So, do yourself a favor. Slow down. Take a nice long look at
our games. Then, if you see something you like, take off like
a windsock in an off-shore tropical storm and pick it up.

(So we're hypocrites. It could be worse.)



Circle Reader Service #1:

“... A prince must act like a beast ...
a fox to recognize traps, and a lion
to frighten off wolves.”

Machiavelli the Prince”

It's 15th century Europe - resources are bountiful
and deception is king. It’s the perfect time
to execute your plan for world domination.
Manipulate military, political and religious
powers using bribery, piracy and assassination.
Acquire wealth by trading with over 40 cities.
But plan your strategy carefully, young prince.
Because every move can mean the difference
between exaltation and excommunication.

1-800-87%9-PLAY. For IBM™PC & C(ﬁ)r'r'1p(i1f|}:}]es on CD-ROM.




You lika this game or we slappa you face.

L YOOI

Survive the Mob and make millions.

Mama mia! There's no toppin' Pizza Tycoon™. Build a pizza empire with
your personal recipe for success. Decide on a location. Decide on the menu.
Decide on your relationship with the mob. Borrow money from them.
Buy and sell guns for them. Anything goes. So uncork that bottle of Chianti
and get ready for the game that really delivers. Capisce?

AECEOPROSE

For IBM*-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com
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THE MOST CELEBRATED STRATEGY GAME IN HISTORY GOES ON-LINE.
INTRODUCING SID MEIER’S CIVNET"

-
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/

VILIATION HAS COME T THE NTERNET

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

For IBM™PC & Compatibles on CD-IiOM.- .1-800-_ 879-PLAY. http://www.microprose.com

Circle Reader Service #298 #1995 MicroProse Soltware, Inc. All rights reserved.



\ TASK FO HE E COM M A T /
To\day s ultimate military strategy thn}er. /
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For IBM®-PC & Compatlbles on 3. 5" HD. 1-800- 879—PLAY.
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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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AUTHENTIC MEXICAN TAKE-OUT

AZTEC: EMPIQE OF BLOOD

the gods. (Please them with human
sacrifices and you're in for a real treat.)
Or, witness the end of the world as
your empire falls victim to drought
and famine. No matter what happens,
you can be sure that with the Aztecs,
you'll have a lot on your plate.

If you have an appetite for adventure,
spend some time with the Aztecs. With
Aztec: Empire of Blood™, build an
empire as Montezuma or one of eight
other Aztec Emperors. Form alliances
with guidance from your Councillors.
Win battles with Divine Favor from

Circle Reader Service #380

For IBM®PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com

©1995 MicroProse Software, Inc. All rights reserved.
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COMMAND A LITTLE RESPECT.

You're in command. Living the epic tank battles of World
War Il Europe. With 1944 Across the Rhine" fight a single battle or
a decisive campaign. Lead a single platoon, company or an entire
battalion. Climb into the turret of your own tank and get closer to
the action. You make every decision. It’s tank warfare so realistic,

you can almost smell the smoke.

AECROPROSE

For IBM"-PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com
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Looking for fun and excitement?

Try This Means War!™ The year s
10 AG (After Game). A decade affer The fotally weird. Now, you must stop
the hideously uddicﬁ:}eSnark Hunter W W N T N these demented dictators from

made computer gamers ifs helpless prey.  Tha strategy' building game for rebuilding the world in their own
Following a series of riots, explosions people who like to blow things up! images. Because if they succeed in

* and bad hair days, mankind was nearly War, things could get pretty ugly.

For IBM%PC & Compatibles on CD-ROM.  1-800-879-PLAY.  http://www.microprose.com

1995 MicroProse Software, Inc. All rights reserved.

extinct, Except for a handful who
beat the game. The few. The proud.
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Heart pouvnding white-knuckled
Stomach-in-the throat-reicing.

Put your pedal to the metal, 'cause the pack don’t wait for Sunday drivers.
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Swervin’, curvin’, movin’ and groovin’. That’s what Virtual Karts™ is all about.
Shoot through a series of serpentine speedways. Go bumper to bumper
with the tyrants of the track. And if you’ve got the drive, capture the checkered flag.
No matter which road you choose, it’s the most fun you can have
with your butt four inches off the ground!

For IBM™PC & Compatibles on CD-ROM. 1-800-879-PLAY. http://www.microprose.com

B1995 MicroProse Software, Inc. All ights reserved.
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Miami 47 p.m.
Mark dmwépﬂ.Zagrom

his mana pool and
summons a Mesa Pegasus.

&
New York Gity 5:48 pm.
Angela taps hctz r?toéll.mtgins
for one point of red mana.

She casts Sarthbind.
& At

A B 48 The Gathering

The computer strategy game that will
hold you spellbound. Now on CD-ROM.

MICROPROSE
‘For IBM>PC & Compatibles on CD-ROM. 1-800-879-PLAY. hitp://www.microprose.com
©1995 MicroProse Software, Inc. All rights reserved.

SPIN Featuring cool music from some of SPIN's hottest bands. *" i)

MicroProse Software, Inc. is an official licensee of Magic: The Gathering™
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WHEN  YOU
BOOT LP YOUR
FAVORITE FLIGHT
sim and jump
into the virtual
cockpit,
may just want
to take off and blow things up. That's fun for a
while, especially if you've had “one ol those
But to really make the most of the experi-
ence, you've got to dive into the part of the
lighter pilot. The real fun isn't in piloting a sim-
ulated aireralt, but in putting yoursell in the
place of the pilot you're simulating, imagining
voursell'in a life-and-death situation. Flying
around and shooting things can be a blast, but
building real fighter pilot skills can leave you
with a lasting sense of accomplishment.

You wouldn’t expect the Air Force to hand a
new recruit the keys to an F-15 and say “have
fun.”

you

days.”

Real pilots undergo rigorous training,
lcarning all they can about both their aircralt
and about combat tactics. Of course, the Air

Interactive Magic will be the first to liftoff
with their Apacke, THe ComBaT HELICOPTER SiMu- —_
Lation, which is hitting the shelves at press
time. Developed by Digital Integration and
published by “Wild Bill" Stealey's Interac-
tive Magic, ApacHe is a mission-based com-
bat simulation set in Korea, Yemen and

Cyprus. If the mission-planning elements are as interesting as those in

DI's Tornano, this could be a sim to fly for.

Domark's take on Apache combat is still a year away, hut it may he
worth the wait. Designed by Bryan Walker, an Apache pilot who flew
many missions in Desert Storm, Domark’s game should have a flight
model and mission structure of the highest fidelity. Set in Colombia,
Bosnia, the Middle East, and Russia, the game will offer 2-18 day

campaigns and a complete 3-D environment.

(continued on page 124)

ON THE RADAR

Tired of fixed-wing flight? Then stop griping, boy, throw a rotor on your
heanie, and take to the skies. The latest fad in simulations is Apache
attack helicopter sims, and we'll see at least three over the next year.

Force and Naval Academies aren’t likely (o start
olfering extension courses for sim pilots any
time soon, so novices will have to find training
somewhere else.

MULTIMEDIA MATRICULATION

Il 'you have a CD-ROM drive, you can get that
training right on your PC. Between multimedia-
enhanced Might simulators and aviation-related
reference titles, the novice PC pilot can learn
lots [rom those shiny silver discs,

1942: "Tue Pacteic Ak War GoLb is a good
primer for the wannabe piston-engine pilot.

The enhanced CD release of MicroProse’s

World War 11 naval air combat simulation adds
more than just a few gratuitous video segments.

The Flight School section explains basic Hight

principles and procedures, covering takeofT,
landing, lormation flying, and control and in-
struments. Advanced flight tutorials for both
fighters and bombers cover the tactics that you'll
need to learn il'you're going to destroy your tar-
gets and get home with a plane still wrapped
around you. A narrator ex-
plains manenvers such as the
Immelman, Split-S, Skid, and
Scissors, while diagrams and
video clips illustrate the tech-
niques. Bomber pilots will
learn how to set up their runs
and deliver ordnance on-tar-
get. Some tips are included
which secem obvious but are
worth mentioning, such as
avoiding llak and not concen-
trating so hard on your stral-
ing targer that you lly directly
mto 1.

1942: Gowp also includes a
reference section with devel-
opment histories and basic in-
[ormation about the planes
used in the game. The infor-
mation isn't as thorough as
that in some of the reference
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titles I looked at, but there's

enough information there
that beginning pilots will
learn not 1o get into a trn-
ing light against a Zeke.
You'll also find some good
historical background on
the strategies and chain of
events ol the battles cov-
ered in the game,

Il jets are more your
speed, FLEET DEFENDER
Gorn, MicroProse's I'-14
simulator, sports similar

relerence material related
to modern carrier combal.
Green pilots will appreciate
the Flight School section’s
procedural walkthroughs off
arming planes, taking ofl, searching lor
the enemy, delensive and offensive ma-
neuvers, and landing. A cockpit tour lets
vou click on any instrument to get a full
explanation ol'its function and operation.
This is especially helpful for learning how
to operate the various modes of the F-
I4's sophisticated radar system. Excerpts
Ivom Awviation Week and Space Technology's
“Flight Deck” video alford good back-
around on how carrier operations work,
and a riveting audio recording ol the
downing of two Libyan MiG-23s gives you
an impression of how intense real air
combat can be.

‘The tutorials and background informa-
tion provided with these sims are geared
toward their own products, but the tactics
will translate to any authentic simulation,

RADAR (continwred from page 123)

When players land their craft, they'll be
able to walk around a 3-D base. If the
hase is attacked, the player had better run
for cover or risk being taken out by shrap-
nel!

Origin Systems will probably fly third in
the Apache formation. They've recently
hired Andy Hollis, formerly of MicroProse,
to put together their sim. The details are
still sketchy on this one, but it wouldn't be
too presumptuous to guess that there will
be a little cinema sprinkled on top of Ori-
gin's air combat action.

ourr | cAME
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CHALK IT UP TO EXPERIENCE The Flight School section in 1942:
THE PaciFic Atk War Gouo explains combat maneuvers, while dia-
grams and video clips illustrate the techniques.

Fortress, P-38 Lightning, P-51 Mustang,
and the Me-262 jet fighter. You'll learn
about the planes, the battles they fought
in, and the men who flew them. For each
plane you'll find an introductory video
(taken from Discovery's popular Wings
television show), a 3-D model which can
be viewed [rom any angle, a profile of a
crew or pilot, and a play-by-play of a ma-

Jor batle or campaign [lown by that

plane. Click on the P-38 and you can view
a lilm about Operation Overlord, read an
imterview with General Robin Olds (who
macle his first five kills in a P-38 during
World War I1 and his final four against
MiG jets in Vietnam), and watch a play-
by-play of the 79h Fighter Squadron’s at-
tack on Salzwedel, Germany in 1944,

A reference screen lets you compare

DEVELOPMENT OF THE P-38

| THEPSBINACTION ]
P47 THUNDERDOLT
HAWKER, TYPHOON & TEMPEST.
DoHAVILLAND MOSGUITO

P58 INTERACTIVE STATISTICS

LIGHTNING ON THE WINGS There's a wealth of aircraft, pilot and
battle information on The Discovery Channel's Wines Over Europe
CD-ROM, including footage from TOC's popular Wings TV show.

HISTORY LESSONS

Just as important as understanding ba-
sic combat techniques is knowing the ca-
pabilities and limitations of the planes
you and your opponents are flying. You
can find some great background informa-
tion on CD-ROMs targeted at aviation
aficionados. These multimedia reference
works are information-packed, profes-
sional-quality presentations [rom the likes
of the folks behind The Discovery Chan-
nel's Wings and A&L's Brufe Force.

The best ol these titles for the World
War [ sim pilot is The Discovery Chan-
nel’s WinGS OVER Evrort: CD-ROM. This
reference work is packed with detail on a
selection of aireralt used in the Furopean
theatre, including the BI=109, Ju-87 Stu-
ka, Spitlire, 11-2 Stormovik, B-17 Flying
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the size, range, ceiling, gun
armament, bomb load,
speed, and elimb of various
planes. You can test vour
newly-learned knowledge
by taking armament and
silhouette quizzes, or by [ly-
ing the bundled version of
Dynamix” Acks Over Eu-
rOPE. The dise is packed
with information thal
might even be new to sea-
soned aviation history
bulls. When reading about
the Tyushin [1-2 Stormovik,
for example, you'll also be
able to learn about The
Night Witches, a group of
lemale Soviet pilots who bravely flew Poli-
parkov Po-2 biplanes against the Luli-
walle,

Similar in concept is Spectrum
HoloByte's WiLp BLUE YONDER series,
The "Golden Age” disc chronicles combat
aviation from its inception through
World War I1, while *50 Years of Gs and

Jets™ picks up with America's fivst jet, the

P-59, and carries through to the F-22,
Youll read abour the development of
each plane while listening to great period
music, and then take in the stories of the
pilots who flew them while battle sounds
rage in the background. You can com-
pare performance statisties such as climb
rates and top speed, and view each
plane’s weapons load and instrument
panel (with closc-ups of major instru-
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ments). The audio on these disks—
especially the recordings of actual
battles—is superb.

Medio's JETs! is more inclusive
than the Wit Brurk Yonper discs,
with video, statistics, and articles on
dozens of military jets from the “40s
lo the present. IU's not quite as care-
fully put together as the other
discs—purists will find such glitches
as Phoenix-equipped F-14 missile
pylons attached to an F-15s wing in
the 3-D section annoying—but it's

crammed with information and pilot
interviews., Not only will you find
video of mainstream aireralt such as
the F-15 Eagle, but also lots of cover-
age of more obscure planes such as
the XFY-1 Pogo. 1l that wasn't enough,
the disc also contains the full text of wo
books dealing with test pilots and the X-
planes. With profiles and performance
statistics on virtually every lighter,
bomber, and atack plane you'll ever en-
counter in a llight simulation, Jers! is a
superb backgrounder for jet sim pilots.
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TAKE THIS MESSAGE TO MOAMAR Fureer Derenner Gown's audio
recording of the shootdown of two Libyan MiG-23s is a pow-
erful testament to the intensity of real air combat.

WHAT YOU CAN LEARN
FROM DEAD TREES

The dises I've mentioned are all great
for learning the basics of fighter combat,
but il you really want to make sure you
can dominate the air instead of flying
home in a plane whose wings look like
cheese graters, you'll want to check out a
product that’s a different kind of multi-

media. Spectrum lHoloByie's Ar1 o
THE Kitk is a book and videotape
combo created by I-16 pilot Pete
Bonanni. This excellent relerence
covers ollensive, delensive, and
head-on basic lighter maneuvering
in a thorough manner, bur withow
going over the head ol novice pilots.
Learn the mancuvers in the book
and listen carefully to Bonanni's
video tips, and you'll be dominating
the skies in no time.

No reference work list would be
complete without mentioning the
bible of simulation pilots, Fighter
Combat: The Avt and Seience of Air-
to-Air Combat, published by Naval
Institute Press in Annapolis, Mary-
land. This book can be heavy reading
at times, but if you study it carefully
and really learn the techniques oul-
lined by Shaw you’ll end many more
missions with a successlul landing al
home base rather than by riding down
the silk elevator.

“Study well, men. You never know when
the enemy is going to give a pop quiz. &

S6H $ 5,00
in'FL add & % tax

Programmed for ages 16 and up
with multiple choices, different play
levels, various skill levels. Select
from a wide range of topics such
as history, literature, art, music,
sports, theater, movies, travel and
more.Delve into the world of science
and nature. Beautiful pictures and
great sound accompany you as you
match wits with your opponent

‘Whether it iscomputer or human. BESSS
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THE NEW
EXCITING
QUIZ GAME

Four games in one
with questions

| about the whole world
N :EL

Enter the world of education. -
 For school and {amily.

to order call toll free

1-800-631-5141
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“| can’t shake him!” Cries your wing man
as the MiG matches his every move.

Fearlessly, you push the ThrustMaster. F-16 TQS~
throttle forward and your Falcon roars to the
rescue.

F-16 FLCS.

The force of acceleration slams you into the
ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS~ trackball.

LT

Your other hand tightens around the ThrustMaster. F-16
FLCS~ stick as you maneuver behind your enemy.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips
through his ship - sending him down in flames.
Unlimited Programmability F-16 TQS-~
Unparalleled Performance
Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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The Uberwaffer

Set A Bearing For Axis S}Jips In The Pacific
With SSI’s SILENT HUNTER

by Kevin Turner

T WASN'T THAT LONG AGO
THAT SUBMARINE SIM CAP-
TAINS HAD TO CONTENT THEM-
selves with okl standbys like Sieext
Service 11 and RED STORM RISING.
That was until Dynamix released their ex-
cellent Aces oF tHE Dikp, where players
plied the icy waters of the North Atlantic as
German U-boat captains and sent allied
mega-tonnage twisting down to the ocean
floor. But il AOD made you want (o see
Axis ships ripped into flames by American
torps, it's time you looked through the
scope of SILENT HUNTER.
When [ first heard about SILENT HUNTER
from SSI, it was described to me as “Acrs

MILES OF DIALS The accurate displays in Sitent Hunter were
reconstructed from dozens of photos taken inside a real US

WWII sub.

Japanese warships and mer-

OF THE DEzp, only
in the Pacilic with the US Sub
Service, and in high resolu-
tion.” While that is essentially
valid, and comparisons with
AOD are inevitable, SiLEN1
HUNTER has a lot going for it
in its own right,

In StLeNT HUNTER the
player commands an Ameri-
can diesel submarine in
WWIL Starting with the infa-
mous attack on Pearl Har-
bor, hunting season lor

chants opens in
the South Pacific.
The general idea
ol the simulation
is to sink as much
l(}[l]lilg{.’ s ]){)}isi-
ble without ending up on the

the war.

The approach SSI has taken
with Sient Hunter parallels
that taken by Dynamix in Acks
oF THE DEEP. Both games are
based on historical submarine
campaigns ol WWIL Both use
very similar interfaces, and both
strive [or that mysterious bal-
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SSI'S EXPERT X0 Former US Naval
Dfficer William “Bud” Gruner
commanded the USS Skate in
three war patrols, bagging thou-
sands of tans of enemy vessels.
His expertise and multimedia
anecrotes add a ot to Sient
Hunrew, just as former U-boat cap-
tains did in Aces of e Deer.

“Still on Patrol” list at the end ol

| ance between accuracy and
| entertainment. The histori-
| cal Laithfulness of AOD is
| renowned, and SiLEnT
HUNTER is striving [or the
same faithfulness by em-
ploying the services ol
William “Bud” Gruner, who
is the technical advisor for
the game.

In January of 1939, Mr.
Gruner reported 1o a fleet
submarine and spent the

next seven years in the
submarine service. He
served as Executive Officer
ol the USS Pike, USS Sun-
fish, and USS Apogon. In
1944, he took command of
the USS Skate for three
war patrols which resulted
in the sinking of a Japan-
ese cruiser, destroyer, and several merchant
ships. As skipper ol the USS Skate, he re-
ceived the Navy Cross and the Silver Star.
Mr. Gruner's wartime experiences should
provide a wealth of historical data on which
to hase historical missions and careers. In
addition to aiding the designers of SiLENT
Huster, Mr. Gruner will also deliver multi-
media presentations ol his real-life anec-
dotes, as well as narration of technical and
tactical matiers,
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As a veteran submariner, it is rewarding
for me 1o know that 851 has gone 1o the
“horse’s mouth” for information on the
submarine war in the Pacific. This is a con-
tinuing trend in the submarine simulation
market, and will hopefully be emulated by
more game companies in other products.

CLEAR SKIES, CALM SEAS

SILENT HUNTER uses high-resolution
graphics, which really brings SSI's virtual
Pacific to lile. The [ully realized coastlines
should allow the player to travel into ene-
my harbors 1o observe and engage the ene-
my. The coastline I saw in the pre-beta
version was very well done, as were the
Japanese warships.

As is true with SiLENT HUNTER'S contem-
poraries past and present, the control
room and a mouse provide the means of
controlling the boat and most of the boat’s
functions. Clicking on the periscope brings
the periscope up, clicking on the bridge
laclder gives access to the bridge, and click-
ing on the Fire Control System brings up
the controls for firing torpedoes.

The Fire Control System, incidentally, is
one area in submarine simu-
lations that has always had
something missing. Having

easier to identify ships from more realistic ranges.

spent the better part ol a decade in the
submarine service, I tend towards a purist’s
approach to simulations, I can remember
with fondness our vintage Fire Control Sys-
tem, which was purely analog and looked
like it came out ol a WWII submarine.
Come to think of it, most of our boat
looked like it came out of a WWII subma-
rine.

Submarine simulations usually do all the
work of plotting the target, while the player
makes target observations and firms up the

SUBMERGED SPYGLASS Because of the SVGA graphics, periscope
views are impressive, even up close (right). This detail makes it

NOUVEAU PROFILE This side view from beneath the waves is similar to Reo
Srorm Rising, but Sient Hunter looks far better, even including different
color shades for the varying temperature gradients of the water.

targeting solution, "This is prety realistic,
since it took a tracking party of eight (in my
days) on a real boat to accomplish the same
thing. But I'd still like 1o inpur my own data,
set my own angles, and do all the work.

Imagine my surprise when I took to sea
in a Gato-class boat. As I prepared (o take a
torpedo shot, a working model of an hon-
est-to-god Fire Control System appeared
before my eyes. T eould hardly contain my-
selll A fast, one ol my submariner dreams
had become reality.

‘The Fire Control System gives the player
the option of cither doing all the work or
letting the computer do the work. Since the
enemy Al hadn't been installed yet, and 1
dicn't have 1o worry about
getting shot, I spent most
of an evening shooting at
Japanese warships using
manually-input observa-
Lions to generate gyro an-
gles and other such
submarine esoterica.

Alier manually caleulat-
ing my attack and in-
putting the data into the
weapons, | fired a spread
at a nearby target. I was pleas-
antly surprised to observe a trail
as the weapon closed on the tar-
get. This accurately mimics the
old steam torpedoes, which lelt
a bubble trail as they traveled through the
water. It also provided immediate feedback
into my weapon’s accuracy, as I [ollowed
the trail visually, willing it towards the mid-
ship area of a warship.

EBE ALL THAT YOU CAN BE
The player will have the option ol single
missions, or taking on a career. The carcer

will progress according 1o the abilities of

the player, providing more and more chal-
lenging scenarios as the war progresses.
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Submarine de-
velopment dur-
ing the war years
will be mirrored,
allowing the play-
er the opportuni-
ly (o captain
dillerem classes ol
boat, including
the Balao class,
the Tambour, and

the Salmon class. Command of advanced
types will be awarded on merit.

The chart view allows a quick overview off
the area in which the boat is operating. ‘The
only downsice to this approach seems to be
that the chart is doubling as both a naviga-
tional reference and as a tactical reference, |
would much prefer a separate entity for
both, as both have their unique needs. A
tactical display is essential when confronting
a lormation of ships, especially while setting
up the approach and carrying out the at-
tack. Being able to vefer from the periscope
to the tactical display on the fly is eritical.

“The only complaint 1 have is with a
gauge on the Ship’s Control Panel. This
gauge looks like a depth gauge, but pro-
vides depth under keel information on a
constant basis. "T'his is physically impossi-
ble. In order to have a constant reading of
depth under keel, there must either be a
very long pipe sticking out the bottom off
the hoat scraping along the ocean’s floor,
or the fathometer must be constantly run-
ning. The very long pipe would provide
sea pressure which can be translaed into
depth. Running the fathometer is like
putting a strobe light on a sniper. "The fath-
ometer functions by using active sonar,
which is the same as saying “Here I am,
come shoot me.” It's like that old Sesame
Street game, “One of these things is not
like the other. One ol these things just
doesn’t belong.”

RESURFRACING

SieNt Hunrer should prove to be a very
entertaining and historically accurate game,
and the multimedia claboration should be
lascinating. "The submarine war of WWII in
the Pacilic is a topic that has lain dormant
for too long, and SSI has awakened the
beast. It's a great time 1o be a fan ol subma-
rine simulations, and T look forward 1o
SiENT HUNTER'S Iimminent release. €
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“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.

YOUR TEETH
 ARE HERE

You'get 600 real NHLPA stars, real 1994 stats and real play-by-play from Al:Michaels —\evarything '
but the dull ache in'your jaw when the novocaine wears off. For PG GD-ROM.
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REVIEW '

The Golden
Of 1942

MicroProse’s Refurbished 1942 Returns
As THE PACIFIC AIR WaR GOLD

Ag

by Michael Rymaszewski

HEN 1942: THE PACIFIC AIR
WAR MADE I'TS DEBUT LAST
YEAR, IT WAS CLEAR FROM THE
start that this was the sim
that would separate the nme
sim pilots from the video shooters. Unfor-
tunately, its cambersome gameplay and
numerous bugs made it no more than a
diamond in the rough. Reissued recently
on CD-ROM as part of MicroProse’s Gold
series, 1942 has been renamed. The
“Gold" refers to all the chrome the CD
format has made possible, an extensive
multimedia section that makes a reason-

PAW: Gorp also has modem
play. You and a friend can fight
on the same side, on opposing
sicles, or even design custom mis-
sions, as long as they have no
more than six planes. Getling
|.llil'lg.‘\' [£4] ‘.\r’{}]‘k pl'ﬂp(f]'[}" can I)ﬂ
difficult, as I discovered from my
own experience, but it is certain-
ly possible given enough effort
and patience,

WHERE THE ZEKES AND ZEROES PLAY P-51s, new to 1942
PaciFic Air War GoLo, stave off Japanese interceptors during
a strike on the Madang air hase in New Guinea.

FEAR OF FLYING
1942 cid for WWII sims what

able effort at ranscending “mere” game
status and broadening it into an educa-

tional tool. Of
course, it helps il the
original title is a
great game.

However hot any-
thing connected with
the  multimedia
might be, this isn’t
the big news. The
big news is that Pa-
CIFIC AIR WAR has re-
ceived a  major
makeover that re-
moves almost all of
the old bugs, making
the game much
more playable than
it was before. The
new version has also

1942 Tue Paciric Air War GoLp

Price: $49.95

System

Requirements: !@/f

IBM compatible -« 5 .
386 orbetter, £ #
4MB RAM, = B A
Windows 3.1 or 2 =02l |
higher, SVGA =
graphics, 2x CD- o R
ROM drive, o MICROPROSE

10MB hard drive space, mouse: 486 or
higher recommended with 8MB RAM and a
joystick; most major sound cards supported
# of Players: 1-2 (via modem)

Protection: Nane

Designer: Ed Fletcher, John Paquin,

Mike Rea

Publisher: MicroProse

Hunt Valley, MD

(800) 879-PLAY

REp Baron did for WWI: it
made players realize there is a vast differ-

ence between pi-
loting a
propeller-driven

airplanc and a fly-
ing saucer. Each
ol the planes in
1942 felt like the
real thing, and
each plane in
PAW [eels even
more so. In other
words, [lying is
more dillicult, In
the new flight
model, planes go
into a spin after
stalling, and get-
ting out ol the
spin is extremely

mere 10% of your score you can turn the
realistic [light off, and enjoy zooming
around the blue yonder with all the aban-
don ol a drunken Pappy Boyington,

The new flight model embraces both
the new planes and the ones present in
the game’s previous version, so don't be
surprised if your Wildcat is harder to fly.
Another consequence is that the differ-
ences between American and Japanese
planes are sharply emphasized, leading o
a corresponding change in tactics. That is,
should you lorego the historically correct
route and get into a trning duel with a
Zevo, you'll likely end up being shot down
or spinning out ol control.

ONE MAN'S MEAT IS
ANOTHER MAN'S POISSON
With the addition of the six Army

added six American and Japanese Army
planes, and features a dramatically im-
proved Al and updated flight model.

hard. What's more, joystick jerkers will
find they lose control of the plane regard-
less of its speed. T hasten to add that for a

planes, PAW now boasts a total of 14 types
of aircraft (counting the two Zero versions
as one) that you can actually fly. The
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BAO Publishing

Presents the Complete PC Aviation Experience.

BAO Publishing, developers of Microsoft® Flight Simulator™ presents the
ultimate flight simulation experience with BAO's Europe 1, Las Vegas Scenery,
Flight Simulator Flight Shop and Tower, the most realistic ATC simulation available.

Feel the tension mount (and the sweat start) as you direct heavy traffic from the tower at Chicago’s
O’Hare airport; take a chance and play the odds in Vegas as you complete a fly-by of the casinos and
surrounding desert; proudly step back and admire your latest plane design with custom colors and graphics

all ready for her maiden customized flight adventure or fly the Alps and discover Europe from the air,
All this and more is possible with BAO. File your flight plan today and start your adventure.

"A sure bet for
computer pilots
who demand
realistic scenery”
—Greg Harris,
Editor of
Full Throttle

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 sel the itinerary.

An easy-to-use (windows-based) aircraft
factory lets you design your own planc.

Flight Simulator Flight Shop puts the tools in
- T vour hands. You build, customize and paint
e - a0 your own planes and a flight dynamics m}lmr
allows you to specify the flving characteristics.

Share your designs with other flight enthusiasts through BBS's such as
CompuServe®. Create your own flight plan and send it to the built-in
Flight Service Station (FSS) and then hop in your flight simulator
airplane for an ATC controlled flight.
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Europe | includes over 100 airports with
taxiways, moving objects, unique buildings
and approach lights.

Enrape I lets you explore from the air the scenic
= countries of Germany, Austria, Switzerland and

hb—wl’-‘dHH
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/VEFR airports, Experience Furape from your own cockpit.

"Best of Show”
at C.L.S.
—Awarded by
Game Bytes
Magazine

You'll calinly choreograph the movement of
incoming and onlgoing air traffic high
abave Chicago’s (’'Hare airport.

With Tower the responsibility is all yours! As
a tower controller, thousands of passengers

=
will rely on your ability to make split-second

decisions. You'll handle realistic aircraft takeoffs, landings and ground
movements through a 360 degree panable window view. Based on FAA
and Transport Canada’s professional training simulation software,
Tower puts you in the middle of all the action.

See your local retailer or call:

ml‘

= Develipess of Marosohts

(217) 356-0188

for more information

Fight Simulators

01994 Brisce Artwick Organization, Ltd, Microsoft is a reglstered trademark of Microsaft Corporation. Flight Simulator is a registered trademark of Bruge A Artwick, Ewrope 1 was designed for BAQ by Alting
Software untder license, and praduced by the Bruce Artwick Organization, Lid. Tower is a trademark of Aviation Simedalions, ., o joint vetue of Wesson Iaternational, Inc, and Bruce Artwick Organization,
Ltd. CompuServe is a registered trademark of CompuServe, I, BAQ is u trasdesark of Brace Artwick Orgamization, Ltd. AW rights reserved. Printed in the US.A.



planes represented form a pretty compre-
hensive collection, though not without
gaps. To my regret, the Japanese Army
lincup does not feature the Hayabusa/Os-
car, which was produced in greater num-
bers than any ol the three Japanese
lighters represented in the game (Tony,
George and Frank). The Army additions
on the American side include the Light-
ning, Warhawk, and Mustang.

The big thing about
PAW's planes is that
they are all so very, very
different to [ly. For ex-
ample, all aircralt tend
to get nose-heavy at low
power, but they all get
nose-heavy differently.
You'll need to spend
many hours in the cock-
pit to master all those
planes, and that means
terrific replay value and
great entertainment for
every true sim pilot.

The enemy Al is con-
siderably better than it
used to be, and that ap-
plies to bath the flying
and the shooting. Unlike in Acrs OvVER
Furore, this new shooting accuracy is still
within realisitic limits. When you choose
skilledl enemy pilots, be prepared lor some
new and pretty aggressive tactics—zZerocs
will go head-to-head without hesitation,

The Al overhaul also involved program-
ming new evasive maneuvers. Most ofien,
the enemy pilots will dive to the deck and
lead you in a throat-tightening chase right
over the treetops—and here we come 10 a
problem. Although PAW allows you to ad-

Just many detail levels, the only way you

can tell how far you are from the ground is
when you have high land detail. And high
land detail will mean some very choppy
[rames on slower machines, so no matter
what the box says, you need at least a
high-end 486 1o really enjoy things.
Mercilully, almost all of the flaws pre-
sent in last year's release have been re-
moved. The missing rear machine gun in
carcer-mode Kates has been added, and
so has the possibility of switching 1o the
rear gunner in the career pilot mode, as
long as you're not actually doing a homb-
ing/torpedo ran. In addition, you can now

switch on the autopilot even when there
are enemies around. The latter should
make nearly all 1942 [ans with bandaged
wrists breathe with relief—fighting the en-
gine torque for many long minutes at a
time was simply foo realistic. Another piece
ol good news is that you can actually use
the autopilot mode without fearing death,
although it will still kill your pilot occasion-
ally in the time-compressed mode,

i NOCER) kl!ﬂ 2|

NEW TOYS In addition to the P-40 Warhawk and the P-51 Mustang,
Army Air Corps wannabees can also fly the P-38 Lightning. Two
engines on those long over-water flights, long range, and killer fire-
power should blow computer jock’s socks off.

As for the Al crashing other planes all
over the map—yep, that still tends to hap-
pen. It seems the computer pilots have as
much dilliculty with the realistic Tight
model as many humans will have. Some-
times, you'll be grateful for it, as I was
when I emerged from a desperate dive in
a Warhawk to lind out that the two pursu-
ing Zeroes lost their wings. In this in-
stance, what happened was both
historically accurate and personally gratify-
ing. All in all, the simulation part of PAW:
Gorp lives up to the glittery name,

THE "MULTI" IN THE MEDIA

PAW essentially consists of two lLugely
independent parts. The simulation is in-
stalled in its entirety on your hard drive,
and is played from DOS. The multimedia
section on the CD is accessed through
Winpows. Essentially, this multimedia sec-
tion contains information both about the
game and about its historical background.
You lind yoursell'in the interior of an air-
craft carrier and proceed to explore by
clicking the pointer at the Brieling Room,
where you go for inlo on the historical
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background, and the Flight School, where
you'll find info about the game and how to
play it. The wtorials include both the the-
ory and practice of combat flying and are
illustrated with numerous sequences from
the simulation as well as historical [ootage.
The true value of this section is that it liter-
ally opens the door for many newcomers
to sim combat flight: everything you need
to know about flying a plane is both cov-
ered and explained.

The Briefing Room is Iull ol goodies.
Click on the film projector and you'll be
rewarded with a short documentary movie
about the Pacilic War; click on the file cabi-
net and you'll open a short list of biogra-
phies ol the key players ol the watery
battlefield; click on the deskiop model of a
plane and you'll lind every aircrall repre-
sented in the simulation. It's all nicely
done and perhaps a little predictable, with
one exception. The map stand contains il-
lustrated narratives describing the three
most important battles of the war: Coral
Sea, Midway and the Philippine Sea. This
is where the power of multimedia becomes
apparent: the combination of text,
voiceover, and short video clips does an
excellent job of telling you how each battle
was lought and why, My only slight eriti-
cisms here would he that the clips used are
from the game rather than Irom docu-
mentary [ootage, and that the overall qual-
ity of the voiceover leaves something to be
desired—the narrators sound like young
actors trying to sound like war heroes.

In sum, the graphics are great, the flight
maodel is great, the sound is excellent, and
the multimedia is very good. Yes, money
spent on PAW: Gorn is money well spent.
You'll be playing this game several years
from now, no matter what else comes out
in the meantime. In fact, I've alreacy re-
moved all other historical flight sims from
my hard drive,

THE EDITORS SPEAK

1942: PACIFIC AIR WAR GOLD

marme M

PROS Creat graphics, improved
flight model, superior virtual cockpit
view, and a mualtimedia bonus. After
a rough start, this sim has evolved
into one of the best on the market.
€oNS Not all bugs were squashec.
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STRATEGY/WARGAMES

The Casualties Of
On-Lme War

GAME PUBLISHERS WERE LOOKING
TO THE FUTURE AT THIS YEAR'S
CoMPUTER GAME DEVELOPER'S
Conference, and the future, as
they see it, is multiplayer and on-
line. Modem-to-modem features
were a novelty just a few years (|
ago, but now it seems that almost
every company has at least one
project on the drawing board that features mocdem
and network play. Pioneer modem game guru
Danielle Berry (formerly Dan Bunten) smiled
when I mentioned this trend to her. No doubt she
wonders what took everyone so long to jump on
the multiplayer bandwagon; alter all, it’s been
nearly four years since she designed Comyann HQ
and six since MODEMWARS.

With all of this multiplayer interest and activity

in the game

b | -‘ publishing
G-2

community, it's reasonable to assume
that within a couple of years we'll be
playing the latest SimTex or Gary
Grigsby game via the Internet or
some other computer network ser-
vice. ‘These games might even have
LAN (local area network) and direct
maodem play featres as well. I your
ultimate gaming dream is one in
which a human opponent is always just a mouse
click away, your future looks very bright.

But before we march off toward this brave new
multiplayer world, 1 suggest that we pause and
think. As is the case with any shilt in focus, there
are problems to overcome, and there is the danger
that good things will be lost in the shullle.

NO-ERAINERS
At the top of the endangered feature list is good
solitaire play. My fear is that if game companies fo-
cus their resources on head-
to-head play, it may come al
the cost ol rescarch and de-
velopment of good artificial

WHEN WARGAMES

GO ON-LINE, WILL

GOOD FEATURES

BE LEFT BEHIND?

* The Multi-Player Games Network, not satisfied with bringing
boardgames such as GDW's Market Garden and Mayfair Games' Empire
Builder to the connected strategy gamer, is now joining forces with Mi-
crosoft. As the software publishing giant prepares to launch its Win-
dows 95 product, complete with an online service, MPG Net is
stepping in to help cover its gaming flank.
* Atomic Games' proceeds apace with Bevonp Sauap Leaper, Graphic ele-
ments are being added to sharpen the game’s appearance, including
tank turrets that turn independently of the chassis and even cast their
own shadows. D-Day: AMERICA INVADES, the next installment in the Worto
ar War series covering the landings at Omaha and Utah heaches, is
shaping up for a late Summer release. In addition to covering some fa-
miliar ground, there will be a comhined Utah/Omaha campaign game at
the 1 km/hex, battalion/company scale.
* Avalon Con, the Avalon Hill-sponsored gaming convention, continues
(continued on page 138)

opponents, We've all watched
computer opponents make
dumb moves and groaned at
how often they cheat just o
keep pace with their human
opponents. Granted, pro-
gramming a truly challenging
artificial opponent for games
as rich and detailed as Paciric
WaR or MASTER OF MAGIC 1y
very diflicult and time-consum-
ing, but that doesn’t mean de-
signers should stop trying. And
I'd hate to see multiplayer op-
tions uscd as an excuse lor

by Alan Emrich

publishers to cut corners with
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the Al Not everyone will want to play hu-
mans all the time, so games will still need
decent solitaire play il they are going to
have any longevity. Let's hope that as de-
signers look toward multiple players they
don’t lose sight ol the individual,

THE WAITING GAME
The other threatened traditional

wargame element is deep, tnrn-based

G-Z (continued from page 137)

to grow, with over 100 hoardgame tourna-
ments scheduled this year. The hig news,
though, is that the boardgaming bastion is
being infiltrated by computer games. Arm-
chair generals may take on both silicon and
human generals in Stauncrap and FuiGHT
Commanper 2 tournaments. Also, Atomic
Games will reportedly be on hand for the

debut “screening” of BEYOND SQUAD g
Leaoer. For more information, call
Avalon Hill directly at (410) 254-
9200.

* Strategic Studies Group has for-
mally announced Wartoros |l DELuxe
for a summer release. Look for this
enhanced version to include: net-
work, e-mail, modem, and null-mo-
dem play, an Undo function for
movement, new “underground”
(castle, dungeon, and cavern) ter-
rain sets, an improved Scenario
Builder, over two dozen brand new
scenarios, and hetter and faster arti-
ficial opponents, all on a single CD-
ROM. Creating this product required
that all of the original code be rewritten, so
$SG took this opportunity to make a number
of improvements to the WarLoros Il Scenario
Buioer, and to redo all scenarios in 256
color SVGA graphics. An upgrade offer will
be made to owners of the original WarLoros
Il and its Scenario BuiLper,

* Speaking of upgrade offers, MicroProse
will allow owners of QQP's original MercHANT
Prince to get Maciavel for $23.97, plus
shipping and handling, if they send in the
original MercHaNT Prince disk #1 to MPS Di-
rect. For more information call (800) 879-
PLAY.

* CivNer, the online version of Sip Meier’s
Civiuzation, is scheduled for a Summer re-
lease for the Windows version, and a Christ-
mas release for the Mac version. The

play. Most strategy/wargames are still
turn-based, and lor a good reason. The
beauty of turn-based games is that they
allow for thoughtful, considered moves
which bring out the depth inherent in
the position. But when played by mult-
ple humans, wrn-based games can be a
real snooze, especially if your opponent is
annoyingly slow. When you're playing a
turn-based game via modem or on-line

ambitious plans are to support play on Nov-
ell-type networks, direct modem, null-mo-
dem and even “hotseat.” Only registered
owners will be able to upgrade to the net-
work version of Civ, so send in that registra-
tion card now.

* An equally ambitious undertaking is Norm
Koger’s Rifies, the third offering in SSI's
Warsame ConstrucTion Kir series, covering
the period hetween 1850 and 1900 at two

TEXTURES, TURRETS & TENSION In Avalon Hill's upcoming Bevoxo Sauap L
Leaper you can zoom in to get an “up close and personal” view of the
detailed tanks, stone walls and wounded bodies littering the battlefield.

different scales (regimental: 200 yards per
hex/20 minutes per turn, and brigade: 400
yards per hex/40 minutes per turn). Look for
abhout 50 scenarios in the hox covering
British colonial warfare, the Crimean War
(Balaclava is already done), the American
Civil War, ete. The Austrians will be includ-
ed in the database, even if no scenarios are
included in the set, so crafty players can
create many battles from the German Wars
of Unification. Rires should be fired out late
this Summer, with Novastar contracted to do
25 Civil War scenarios at the double.

* On the ever changing SimTex front, it ap-
pears that MeckLoros will have to take a
new name. Boardgame company FASA
seems to be flexing their muscle, indicating
MecHLoros is too much like their BattleTech
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network, a snail-like opponent is doubly

annoying, especially when the on-line

meter is running and every second
means a few more pennies.

So what's the solution? Play-by-email
features are currently in vogue, but these
lack the appeal of online, live, connected
gaming. A lot of designers believe that
real-time games are the answer. Problem
is, it's difficult to have a deep strategy

universe. FASA claims that the combination
of neo-feudal “Houses” in this setting and
the word *“Mech" is their intellectual prop-
erty. SimTex could change their Houses to
Corporations, but a lawsuit could force the
cancellation of the entire project. Ironically,
designer Steve Barcia has long claimed that
the paper role-playing game Spacemaster
was his primary inspiration for MecHLoros,
and not BattleTech.

; * MicroProse and SimTex still don't
seem to have their minds made up
about Master o Orion (MOO) Gotp,
Some of the multiplayer features are
already developed (network and mo-
dem player), and will be featured in
Master oF Xenon (MOX) at the very
least. MOX, due by Christmas, is ru-
mored to feature such things as inter-
racial planetary populations
(complete with slavery, rebellions,
etc.), multiple colonies per star, and
more.

If you ask lJim DeGoey
(JamesD6201@aol.com) “What's
Ops with Windows?", he'll tell you
that the specs for the Windows ver-
sions of TacOps are posted on the Internet
(comp.sys.pc.games), America Online, and
CompuServe. Amnesal’s latest alpha huild
looks very promising and a Summer release
is still on track. They are still hard at work
on a TacOps Battlehook, and Ed Rains has
hegun preliminary work on the Panzers East
Battlebook. Meanwhile, work continues on
their other projects: Gettyshurg, Weapons
Free!, and Imperial Crisis. On a final note,
Arsenal is said to be doing fine with their
marketing policy of direct sales only.
They're expanding their toll-free order-tak-
ing and fulfillment flow-through in time to
accept orders for hoth TacOps for Windows
and both the Mac and Windows versions of
Panzers East.
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game in real time, because there is litle
time to strategize deeply. With real-time
games there's also the threat that more
and more ol the thoughtful elements of
wargames will be replaced by action-ori-

ented elements, that the quickness ol

one’s mouse hand will become more im-
portant than the quickness ol one’s wil.
Are thoughtlul, turn-based wargames
Doosed, so to speak, in the multiplayer
future? 1 don’t necessarily think so. In-
stead, [ see the mrn-based, online game
evolving o use more integrated sequence
of play features. In THE PERFECI
GENERAL, for instance, most of the play-
er-only, non-interactive phases (like ar-
tillery five plotting) are fairly short. "The
longer movement and combat phases are
more interactive because you must pay
attention to your opponent’s fire and
movement, particularly when a nice op-
portunity fire shot presents itsell.
Similarly, as SSI develops online ver-
sions ol both PANZER GENERAL andl its se-
quel, ALvien Generat, they are dealing
with the problem of modilying the se-
quence of play without destroying the

turn-based structure ol the game. So, an
“alternating” sequence of play is being
considered for the online version ol the
game. Under this structure, each plaver
takes a turn moving and fighting with
only a few pieces at a time. They then al-
ternate, back and forth, until every piece
has either moved, passed, reinforeed,
taken supply, etc., that turn. Then a new
game turn beging and all units are once
more [ree to move and fight.

For example, let’s say we're looking at
the familiar France 1940 scenario ol Paxz-
ER GENERAL. For an online version ol the
game, playvers would alternately take “ac-
tion pulses” with 3 1o 5 units at a time,
I'hus, battles around key geographic
points would develop on a per-pulse ba-
sis: First might come air strikes, lollowed
by artillery and shore bombardment, with
ground units coming on yet another
pulse to subdue the last ol the city’s de-
fenders. In the interim, the defending
player could study the attack and attempt
to counter the enemy’s impending as-
sault.

Under this alternating sequence of

play, there would be more opportunity
for action and reaction, and a greater
need to maintain some reserves (o meet i
sudden erisis or opportunity. In scenarios
where one side has more units or the
burden of attack, its opportunity to acti-
vate more units per pulse could simply be
increasec.

This alternating “action pulse™ ap-
proach has been around for ages in the
boardgame market. It was developed 1o
avoid the monotony of waiting for anoth-
er player's move, long a [actor in com-

ames. That it has not

plex board warg
become standard in the paper game ma-
ket should serve as a warning 1o comput-
er game designers that no game system is
a panacea for all ills. Still, computer
game designers should be praised for try-
ing a variety of approaches 1o avoid the
dull side of turn-based gaming, while
keeping the depth and subtleties of plan-
ning which keeps wargamers coming

back [or more, €

The Serious Wargamer Knows His True Allies

Tigers On The Prowl™
Aide De Camp™
Point Of Attack™

HPS Simulations

P.0. Box 3245

Santa Clara, CA 95055
(408)554-8381

The WARGAMER’S Computer Company™
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With all due respect to

Minnesota and Atlanta,
HardBall may be the
greatest series of all time.

“HardBall 4 isn’t (] l— s RECE “HardBall 4 is
merely better (than v TR : without a doubt
ESPN Baseball), ! Wl A ¥ the most realistic
it’s in another fé ) e ¥ baseball simulation
league entirely.” (s EN {il you can buy.”

= Entertainment \ ) - Electronic
Weekly R Al 5 Entertainment

“Great graphics and :.‘«i?.%:’i?fa,- o
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 mare 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 graphics
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 o try HardBall 47 Download Ihe demo from the internet via anonymous fip or through your WWW Browser at fip://ftp.netcom. / lade/hbdd zip or via cur BBS al 408-296-85800.

HardBak 4, Sport Accolade, and the Sport N_u.d.hju logo are iademarks of Accalade, Ine. €104, Ascalada ts an offickl Lesnass of 1he Majr Loague Bassoal Plyers Association. CMLBPA MSA
¥ WEA htlantic Corp ), & Wamer Muskc Group Company. All rights rasand
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MicroProse’s Puts The “Sea” In Sequel With X-CoM:

TERROR FROM THE DEEP
hy Martin E. Cirulis

couple of months back I had the
dubious pleasure ol sitting
through the most recent install-
ment ol the Highlander movie
saga. While this was not some-
thing one would ordinarily brag about, 1
did achieve some insight into the nature of
the sequel, and decided that the real tide
ol the film should have been Highlander 3:

Cool Places To Have Sword Fights,

X-Com: Terror FI'OI‘I'I the Deep)

Price: $59.95,
3.5" floppy or GD-
ROM
Requirements:
IBM-compatible

I have

| 4MB RAM, SVGA

! graphics, 3MB
hard drive space
for CD (16MB space for flnppy] CD- ROM :
mouse; supports AdLib, Sound Blaster, Covox
and General' MIDI sound cards,
Protection: Manual look-up (floppy only)
Designer: Stephen Goss

_Dngmal Gar Das:gn. dulian & Nick Gnllap

@10 7710840

much the same feeling as 1 slog my way
through MicroProse’s sequel to the stun-
ningly successful and all-around great
game X-CoM: UFO Derenst. While a
much more enjoyable experience than
watching immortals trying to chop each
other’s heads ofl, TERROR FROM THE DEEP
has just a slight case of sequel-itis—enough

to smack ol “Same movie, cooler sets.”

DEJA VU, ALL OVER AGAIN...

No matter how hard you try, the good
days never seem to last. "Though humanity
wrounced those kidnapping, gene-splicing,
base-buildin’, cattde-mutilatin’, city-terror-
izin', big-eyed Alien Creeps during the
course of the original X-Cowm, the peace
that comes lasts a mere 40 years before
alien evil rears its delormed head again in
Terror. Unfortunately, instead of menac-

ing you [rom the skies,
this time the body-snatch-
ers come from helow.

In a serious surprise for
vou dino-enthusiasts out
there, it seems that the gi-
ant rock that wiped out
the tiny-brained saurian
lovds of the earth was, in

reality, a massive alien

TYPE
Snop
Rimed

starship with bhraking
problems. The result of
this fender-bender, other
than giving a small breed
ol simians a shot at world
domination, was to lock
the alien Invasion ship
into a long sleep. Deep under the ocean,
damaged extra-terrestrial computers
slowly repaired themselves, subtly subvert-
ing portions of the natural world in prepa-
ration for the emergence of the sleeping
evil under the ocean floor.

Oddly enough, it's the alien deleat al
the end ol the lirst X-Com that forms the
wake=up call for the Wet-Ones from Be-
yond. While your troops were planting the
llag on the sands ol Mars, a secret signal
shot [rom the smoking remains of Alien
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HQ) and awoke the alien vessel from its
slumber, setting the wheels in motion for a
whole new guerrilla war. The aquatic-alien
plans for world-cdomination progress slow-
Iy, but gather speed with time, exchanging
subtlety for brutality as their power grows
until, some four decades later, the compla-
cent X-Com organization must undergo its
own awakening.

Once again, the Alien plan isn't at all

Sonic-Blaskta RiFle

A more powerful Sonic device.
Hob even high corbon sbeel ia
immune ko bhis weopon. The
highly compack wove emibber is
enhanced by o super conduchkor
pmplifier ko increuse Bhe power

.a‘i“"ﬁ'r} of bhis weapon.

ACCUARCY  TU COST

MASTA BLASTA Researching new underwater weapons makes
sense, but why can't you have laser technology from the first X-
Gom for topside firefights?

clear at the beginning; all you know for
sure is that it probably involves the utter
domination of humanity. Only your Scien-
tists can provide the much-needed an-
swers, and they need your brave soldiers,
or in this case, “Aquanauts,” 1o go oul
there and return some clues for study.
Provided, of course, that they aren’t 100
busy dodging sonic blasts and rescuing
terrified survivors, all the while hunting
down the slimiest horrors 1o ever climb
out ol a test-tube. While newbie X-Cowm



Have you ever wondered what it mutiny and vicious battles 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
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names? Columbus, De Gama, Le Maire, Cook L S\ villages, winning over
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explorers. Now you can create your the land are
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and sell commodities. In fact, you may

even want to make a trip to the local The New World awaits your

banker for information about funding arrival. Do you have what it
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commanders should be fascinated by this
process, veterans have definitely seen this
movie belore.

ATTACK, ADMINISTRATE AND
ACCESSORIZE...

The mechanics ol Terror are identical
to those ol its predecessor, and form a
game of three equally important compo-
nents: one part tactical, man-to-alien com-

Conner MclLoud
LEFT_SHOULOER
BT

HAND

RIGHT SHOULOER

|1

I'M AN AQUANAUT & I'M OK Despite their cumbersome (and flimsy)
wetsuits, X-Com soldiers can carry a lot of ordnance. If you want
more protection, you'll have to research alien technology.

bat, one part strategic management ol

resourees and research, and one part Sivi-
Criv-esque base-building. A minor fourth
aspect involves the sending out ol inter-
ceptor craft to bring down alien subs in or-
der to disrupt alien plans as well as
capture technology and personnel for
study. The system for this is very basic,
and other than telling your flying subs
when and where to go and what attack
posture 1o take, ship-to-ship combat pre-
cedes automatically. One merely watches
units do or die, though a commander
quick on the mouse can order a sub to re-
treat before the death blow can arrive,
thus saving several hundred thousand dol-
lars of equipment.

If you have to choose a priority amongst
these three aspects, then 1 suspect the tac-
tical system is the most vital to your suc-
cess. Here you are presented with a
skewed 3-1 viewpoint where the tervain is
laid down over an invisible grid, cach
square acting as i unit of distance; the 1er-
rain in the square acts as a movement
modilier and may possibly obstruct line-
of=sight. It's a combat system thar rvecalls
miniatures gaming on tabletop terrain.
Fach human, alien or tank has a certain

number ol action-points with which 1o car-
1y out movement and combat during a
turn, modified by characteristics such as
strength and dexterity. For instance, a
high-dexterity soldier could fire a cumber-
some weapon for a lower point cost than
an incompetent newbie,

While the basic concept is very casy 1o
get the hang of and everything is con-
trolled by simple point-and-click mouse

detail is quite deep, so 10
speak, and players with a

squad-level tactics will
have a definite advantage
here. Line-of-sight is
strictly controlled, and
only those portions of the

your troops ave revealed,
with unexplored portions
being blank screen. Even
after you have explored
an area and it becomes a
permanent part of your
display, opponents can
still move through unseen unless they
cross into the viewing-cone of one ol your
troops. More than once 1 have lost an
Aquanaut to a sneaky alien that has

IACOUES TALL AND CARRY A SPEARGUN Our intrepid extra-terres-
trial pest exterminator makes a house call at a colorful alien base.

slipped up from behind, Also very well
done 1s the blast radius of area-elfect
weapons, and the use ol covering terrain
for reducing and even negating damage
from these kinds of devastating devices—
which the computer opponent generally
uses at least as well as you do.

The board on which all this mavhem
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conunands, the depth ol

good understanding ol

terrain visible to any of

takes place has attained the same level of
excellence as the actual combat system.,
The map is large enough to invoke the
feel of dangerous exploration, but small
enough that you don’t spend oo much
time wandering aimlessly about the preuy
lanclscape, The terrain itself is well done,
and there are many beautifully rendered
terrain types, both on the ocean bottom
and on the surface. One battle might be
[ought on a clear ocean bottom and the
next amidst the wisted stone ruins ol an
ancient city, Also, much ol what you sce
can be destroyed or mangled by stray
weapons [ire, Near machinery or other

seeming “props,” the danger of secondary
explosions is very real.

The tactical board also has multiple lev-
cls: hills, buildings and alien structures
rise up to three or four levels above the
main level, with all viewing advantages of
height conlerred. The controls make it
[aivly casy to jump between levels without
getting lost or conlused, though some-
times line-ol=sight between levels can be a
little mysterious, given the player's viewing
angle. Even more inuicate are the battle-
ficlds set entirely inside large structures
such as ocean-going vessels or alien bases,
Things here are so well done and claustro-
phobic that you will have perfect sympathy
for any veteran ol Stalin-
agracl.

While most of your
gameplay time will be
spent in the tactical com-
hat engine, to master this
portion but neglect the
other two areas i1s a sure
path to defeat; no matter
how good you get at figur-
ing out alien tactics on the
battlefield, if’ your troops
aren’t supplied with the
latest technology and
supported by a complex
enough infrastructure,
you cannot win.

Everything in "TERROR costs money, and
lots of it: bases must be built and main-
tained; soldiers, scientists and technicians
must be hired and salaries paid at the end
ol every month; and everything, except
for the goodies you pry out of dead alien
manipulators, must be paid [or—down o
the last round fired. The financial realities
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ol this game are tied very closely to your
tactical considerations. As each base can
only “cover” a certain portion of the Earth’s
oceans and cach new base is very expen-
sive, you must sometimes make a painful
choice between economy and optimal strat-
egy. Since your only source of steady in-
come is donations from the member
nations of the UN, keeping them
happy is your biggest priority next
to stopping the actual Alien plan.
Should a country feel you are not
doing enough to reduce alien ac-
tivity in their waters, they may re-
duce funding or even sign an
alliance with the Alien Menace and
withdraw funding altogether. You
can survive one or two ol these
quislings, but should you [ail to
measure up to your task of exter-
minator, more and more ol your funding
will disappear until you finally go broke

and cease to function as an organization. If
this occurs, the aliens win just as surely as il

they had destroyed your last base.

And speaking ol your bases, you not
only have to decide what facilities are re-
quired for each base, but where to place
them on the base map. While this may
seem trivial, the first time aliens rush your
homestead under the sea, you will wish
you had paid a little more attention to the
way things are laid out. Carelul base de-
sign, with due attention paid to the en-
trances available to undesirables, can pay
huge tactical dividends when the in-
evitable attack occurs,

FRUSTRATION AT 40 FATHOMS

But of course, lor those of you familiar
with the first X-Com, none of what I've
told you so far is anything new—and
therein lies most of the problem 1 have
with this game. TERROR is virtually identi-
cal in structure and execution to its prede-
cessor. This is good for people who were
in love with the design o begin with, and
it definitely means we now have a fairly
bug-free product, with a tried and true in-
terface. But the flip-side is that if there was
anything that annoyed you about the first
installment, you can salely assume the an-
noyance still exists.

The difficulty level of this game has
been cranked way up. Even at intermedi-
ate skill levels, the aliens rarely allow a mis-

SWIM FOR COVER, LADS Whether combing the undersea
depths, capturing alien vessels, or protecting port cities
from alien incursions, you'll find the terrain just as varied
as in the first X-Com.

take to be made. And while they still do
odd little things, like walking up to a
trooper and then just walking away, their
long-range ability makes it look like they've
been reading the strategy guide to the first
X-Com very carefully. While a challenge is
never a bad thing, newcomers o the series
may feel unfairly bludgeoned by aliens that
can shrug off one or two hits from all but
the most powerful weapons in the game,
and combats that last hall an evening.

The feelings of sequel-itis that surround
this product are further increased by the
uninspired initial conditions of the game.

You are just as bad off at the beginning of

this second alien attack as you were at the
first—and that is just plain stupid. While 1
can sympathize with the need to research
a whole new set ol underwater technolo-
gies, I really have a problem with having
to use spearguns on the surface when forty
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years earlier [ had already per-
fected the Laser Cannon—never
mind the total absence of any of
the mastered alien technologies
that allowed me to trounce the
bug-eyed little farts in the first
place. Coupled with the fact that
this new tableau lacks the amus-
ing anchor in modern mythology
that the first did, this title [elt a
little flat at times, which is a
shame, considering that it would have re-
quired only a little more innovation to be
completely sausfying.

ALIENS AND THE HUMANS

WHO LOVE TO HATE THEM...

All this being said, TrrrOR From THE
Deep is still superior to most
strategy games out there. The
play is solid, the graphics amus-
ing, and it will return more than
enough bang for the buck. Tt
may be a little tough for newbies,
but on the other hand, the strat-
egy guide for X-Com will serve
Just as well for this title as the
original; almost all the impor-
tant lessons are stll true. And
perhaps best of all, in this world
of Pentium-hungry games with
no regard (o the hardware bud-
gets of gamers, TERROR delivers
all this on a lowly 386. It would
be nice if more companies real-
ized the game is more important than the
muscle.

As an interim product, 1o keep the world
ol X-Com near and dear to the hearts of
gamers while the system is evolved into
something even better, TERROR is a good
return trip to the game that a lot of people
fell in love with. T just hope the next install-
ment takes a few more risks. Perhaps it's
time we infiltrated their world! &

THE EDITORS SPEAK

X-COM: TERROR FROM THE DEEP

eamwe R

PROS Uses the same great game en-
gine that won Game of the Year.
€ONS The only significant differ-
ence between this game and its pre-
decessor is that it's much more
difficult. And “more” does not always
mean “better.”
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REVIEW

AJole

Juice

Parched Gamers Can Get Their Fill With Sir-Tech’s

Addictive JACGED ALLIANCE

by Jeff James

ET IN A SWELTERING JUNGLE

TABLEAU, SIR-TECH SOFTWARE'S

JAGGED ALLIANCE ATTEMPTS TO

marry an addictive small-unit

combat engine with a heady dose
of role-playing adventure. Madlab Soft-
ware's brainchild is yet another ambitious
attempt by a software developer 1o turn
the Computer Gaming World genre-classify-
ing system on its ear. Is it a strategy
game? Is it role-play-

: .
ing? Adventure? A

[loor wax? A dessert Price: $59.95

P o - CD-ROM and
topping? Answering 3.5" floppy
these questions may  system
be difficult, but one = Reguirements:

. IBM compatible
486-33 MHz or
| better, 4 MB

thing is for certain:
JAGGED ALLIANCE is a
winner regardless of
how it's categorized.

s, 15 MB hard

drive space, CD-ROM drive, mouse.
‘Supports AbLib, General MIDI, Gravis
UltraSound, Pro Audio Spectrum, and

- Sound Blaster (including Pro, SB16,
AWES2 and 100% compatibles) sound

JUNGLE FEVER
The story revolves
around Metavira, a
fictional South
American isle whose
sole claim to fame is
the exwraordinary
lallow tree. The sap
of this ree (identi-
fied by its golden-
hued foliage) is a
medical mother-lode that promises to
cure even the most virulent ol the world’s
diseases. Not surprisingly, pharmaceuti-
cal companies are paying top dollar for
this amazing substance, which leads to
greed and, of course, bad guys galore,

ccards.
Protection: None

Ogdensburg, NY
(318) 393-6633

AM, VGA graph-

- RSAC Rating: Violence 2
Nudity/Sex 2 (Clothed sexual touching),
Language 3 (Obscene gestures)
Designer: Madlab Software
Publisher: Sir-Tech Software

Of Jungle

Jack and Brenda Richards, the father-
daughter rescarch team who discovered
the fallow wee and its amazing sap, have
lallen victim to avatars ol avarice. Their
former partner, Dr. Lucas Santino, has
betrayed them in an efTort to harvest and
sell all the sap himself. To solidify his
hold over the island’s most valuable re-
source, Santino has hired a band of thugs
and placed most of the island under his

: iron grip. Hold-
ing oul in one

the island, Jack
and Brenda con-
tact you and
hope that you

mercenaries can
them
[rom their plight
and boot the

rescue

money-grubbing
Santino off the
island.

Your first task

' (Humans killed),
N is to hire a team
from A.LM., the
Association of
International

Mercenaries,

who will arrive
the following day ready [or action. You
then journey to the base camp, where
you begin and end each day ol play. It is
here you equip your squad, hire “tap-
pers” to extract the tree sap, and place
guards on sentry (who'll automatically de-
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small corner of

and your band of

fend a sector [rom incursions by Santino’s
men). Once you've Kitted out vour
grunts, checked your finances and hired
enough guards and tappers, you're ready

to hit the combat zone,

The island of Metavira is divided into
60 sectors of equal size, arranged in a
grid six sectors high by ten sectors long.
At the start of the game, you control only
one sector in the lower right corner of
the map; the rest are under the control of
Santino and his band ol goose-stepping
sap stealers. As the game progresses, you
must move your team ol mercs into ene-
my sectors, clearing them of Santino's
men. Once all opposition is eliminated in
a sector, it reverts to your control, allow-
ing you to assign tappers and guards to
cach ol the new sectors. Your goal is 1o
eventually sweep the island of Santino
and his henchmen, culminating in a cli-
mactic battle in sector one, located in the
upper left corner of the map.

LOCK N’' LOAD
AND ROCK N’ ROLL

The heart of the game is the tactical
combat portion in which your mercenar-
ies will engage in direct combat with San-
tino’s forces. You view the battlefield
from an isometric overhead view, not un-
like that of Urriva VI or VII. Using the
mouse, you can select each of your mer-
cenaries individually and tell them to
move, lire at an enemy, pick up an item,
cte. The interface is mostly mouse driven,
relying on a system ol mouse-button
combinations to perform certain actions.



_ qu centuries, war has “among the demons and fairies,
i \ ) devastating this mystical land. Twin brothers, born'to
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Each person that walks onto the battle-
field wears a specific color. You mercs are
identilied by their green shirts, Santino’s
men are in ved, your guards are in blue,
and tree-tappers are in yellow.
Although limited to .38 caliber
handguns and grenaces at the
outset, you'll come across
more sophisticated weapons as
the game unfolds, such as
shotguns, M-16s and other im-
plements of destruction. Since
yvou can't buy or sell any
weapons, equipment or am-
munition, your only source of
supplies will be those scav-
enged [rom the battlefield.

At the end of cach day, your
squad travels back to home
hase for rest and recuperation.
As yvou arrive, Jack will give
vou his no-holds-barred opin-
ion of your efforts that day.
Kill Tots ol Santi-
no's men and ag-
gressively grab
territory, and
Jack will congrat-
ulate you. Other-
wise, expect a
tongue-lashing.

The highlight
ol the game is
unarguably the
60 mercenaries
you can recruit to
vour canse. They
come in all expe-
rience levels and
specialties, rang-
ing from the psy-
chotic “Unusually
Ruthless”™ Rueben (an unstable psy-
chopath) ro the enigmatic “Mike,” a
world-class assassin rumored to be in Dal-

PAPPA JACK Jack is a grumpy character, but he does compliment you when ‘warrant-
ed, such as when you secure the fresh water supply.

las in November, 1963, Fach mercenary
has his or her own unique voice and per-
sonalhity. Ivan Dolvich
ollicer—speaks entively in Russian, and
all his text messages are displayed in

an ex-Red Army

Cyrillic script. The voice acting behind
cach ol these characters is superlative,
making cach seem that much more real.
Your meres will speak on a variety ol oc-
casions, alerting you when they spot an
enemy, exclaiming when they've found

ERTHE

something, sounding relieved when the
area is clear, and adding greatly to other
events.

In addition to the personalities of inci-

1N
HURIL

et

THIZ (257 HABNUHTHAS EEENSHOTUEIEDTHITH H
CUSTOHSEUILT,  ERRREL ERTENSION L FOR EETTER
ACCURRCY AND EUEW £ FONEF:

HODIFIED 250 E/40

BARRELS OF FUN Although you can't buy firearms, the adventure-game aspects of the
game allow you to modify existing weapons.

“Securing the fresh
water supplywas
idefinitely a stepin the
tight direction. Let's hope |
| (it doesn't take too long
for us to feelthe

 benefit.’

LHHNSE
| y ¥

vidual Mergs, there is a complex inter-re-
lationship between individual meres and
your behavior. Some meres won't work
with other meres, while some will de-
mand more money if you make them do
so. Finally, all ol your meres have differ-
ing moral standards. Some will guard any
money they lind with their lives, while
others will rob you blind and vanish the
next morning.

Madlab obviously spent a great deal ol

time thinking through the many game
features, resulting in several simple but
extremely useful design elements. For ex-
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ample, the intuitive inventory manage-
ment system allows you to easily drag and
drop items [rom one merc to another
within a certain range. Hired guns will
reload their weapons
automatically, letting
you concentrate on
winning the battle in-
of chasing
down ammo clips,
The artificial mntelli-
gence is especially

stead

good when you send
your meres ofl to a
location on the map.
Even if the location is
hidden  within 2
building and shroud-
ed in foliage, they'll
usually find their way
to the location with-
out much trouble.

There are plenty
ol other details, 100, covering even
the most frivolous behavior. For
example, with one mercenary ac-
tive, holding down the CTRL key
and lelt-clicking on another mer-
cenary will cause the former to
goose the latter, evoking an always
humorous response. 1 you slip up
during combar and accidentally
have one merce target and shoot
another, you might see them trade
a few choice invectives then begin
blasting away at one another,
heedless of the raging fire fight
around them. Some meres excel al
repairing damaged equipment, al-
lowing you to repair defective
firearms and perform custom
modifications.

CRAPHIC VIOLENCE

The graphics are crisp and detailed, al-
though I'd hesitate 10 call them state ol
the art. Most of the meres are only difler-
entiated by their hair color, often making
it essential to click on a merc to find out
who he or she is. The isometric viewpoint
is extremely usable, but the angled top-
down perspective means that it's hard 1o
spot soldiers hiding under clumps of
brush and rees. The sound effects are
very impressive, with a dillerent sound
elfect for each fircarm. Bullets impact



.».an incredible visual adventure for
serious game players to enjoy -

by all acounts, they’ve succeeded.
— Dimension 3, April 1995

You'd bptter bring your shootin’ iron
iy and a night light...
Flectronic Entertainment, May 1995

Alone in the Dark 3 is a [JGAMER
worthy addition to the series, ENITIRS

;-{ no doubt about it. P
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INTERRUPT!

"I's gots aloser heres'. Lookmg
0 puts hll‘n nutta his miseries!"

TUFF TWALK The personalities of the mercs are drawn from crude stereo-
types, but the dialogue and voice-acting add a human element to the game.

targets with sickening thuds, usually fol-
lowed by a sharp grunt ol pain from the
damaged individual.

As impressive a product as JAGGED AlL-
LIANCE s, there are a few minor gripes.
Although you can locate,
port some of the world's deadliest merce-
naries to a remote

hire and trans-
island, vou are
absolutely unable to buy even the mosl
basic equipment. Granted, letting gamenrs

purchase machine
guns, shotguns
and grenades en
masse would seri-
ously knock game
balance out :)I kil-
Ler, giving
gamers the oppor-

but

tunity to purchase
the most basic,
mundane  sup-
plies—such as first
aid kits, crowbars,
canteens and oth-
er staples—would
go a long way to-
wards making this
came more accessible to novices. This
supply problem is especially annoying
when your entire squad is heavily injured
and you find yoursell without a [irst aid
kit. I you're low on funds (making it im-
possible to hire fresh mercenaries),
you're locked into a week ol continuous
rest and recuperation for your injured
grunts.

The 53-page manual is entertaining

and informative, written in a lively, infor-
mal style. The manual is liberally sprin-
kled with short jokes, puns and other
delightful diversions, making a trip to
find information within its pages an en-
tertaining diversion in itself.

Aside [rom a few minor interface and
design issues, JAGGED ALLIANCE is a su-
perlative product. The complexity and
detail exhibited in all aspects of the game
break new ground and the ellective use
of individual, computer-driven “person-
alities.” Although it is truly a genre-bust-
ing product, it does fit into one category:
Must-buy. &

THE EDITORS SPEAK

JAGGED ALLIANCE

earmee I

PROS Multilaceted and deep. It's
got detailed tactical combat, strategy
and adventure game aspects, and
loads of personality—all of which gel
mto an engrossing game.

€ONS Minor glitches, and the inter-
face has its idiosyncrasies.

DOCTOR
NEVER USE A BOOT DISK AGAIN,

Look famlllar? You bought your PC. You pald extra for all that important RAM. Now your new games say, “INSUFFICIENT
MEMORY!" Wrong! You have plenty of memory -- it ust needs to be configured properly. You have three choices; study your DOS
manual for two days, try to make a boot disk that works, OR BUY THE GAME DOCTOR AND START PLAYING IN TWO MINUTES!

- EASY TO INSTALL

Type 'Install' and you're done. The Game Doctor scans your system for Information about your hardware and uses It to

bulld effective startup flles.

COMPLETELY AUTOMATIC

After The Game Doctor Is Installed, every time you start your computer you will be presented with a menu of configuration
cholces (e.g. Windows, DOS, Games, or Custom). You Just pick the configuration that fits what you want to do and you're setl

INCLUDES CUSTOM CONFIGURATION BUILDER

The Game Doctor’s custom configuration bullder has easy switches which allow you to construct your own configurations.
These custom configurations can automatically launch programs right from startup -- all you do Is pick the item from a menu!

JUST $19.95 ORDER NOW!: 1-800-558-6674
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the POWEr behin d 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 yuu‘r way to global
energy dominance.

Only one can triumph

as the undisputed
PowerHouse.

And the others...?

Check out the recycling bin.
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Features:

* 9 Energy types

« Superb SVGA graphics
* Windows CD-ROM only

: EHEI]E.QJEI!IEI_LI_LI_LJ J_..]

* Live video: ENN News!  Build and Explore IHIPI‘GSSiOBS

tJ SPEECh * Global economic and ® 1995 Impressions Software, Inc.

. Cutl:ing edge R&D pulitical models 222 Third Street, Suite 0234
Cambridge Massachusetts 02142

IBM PC screenshots may vary
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VIRTUAL VALERIE 2

The queen of cybersex is back. The ultimate in
cybererotism and the embodiment of every red
blooded technophiles deepest disires.

Sophisticated 3D modeling, erotic sound effects,
create a mind blowing extravaganza. Only $39!

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 549

Sampla A Bundie

o ﬁ Taste of Erotica 2 . ' Element's = Hot SIots e
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# Virtual Vibrations ' L :

Phone (201) 783-3600 * Fax (201) 783-3686 * FAXBACK Line (201) 783-3374

800-999-7995
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REVIEW

orking On
The Railroad

Avalon Hill’s 1830: One Sleck, Powerful Locomotive

by Bob Proctor

HERE EXISTS A BREED OF GAMERS

WHO PREFER CONTESTS WITH NO

ELEMENT OF CHANCE, WHERE “I'THE

outcome is based on pure skill.

Some devote their lives to a single
game like Chess or Go. Others search for
new challenges that haven’t been analyzed
for several hundred years, games that lack
the symmetry of classical board games
while retaining good play balance.

This latter group will benelit most from
1830, the computer adaptation of the
Avalon Hill board game first published in
1986. Very faithful to the original, 1830
may be played by up to six human rail-
road magnates, or with as many as four
computer opponents. The computer plays
well—so well, in fact, that devoted 1830
board gamers will want this program just
to sharpen their skills!

Williams

4054 %

THE AGE OF STEAM
1830 was the year that the Baltimore &
Ohio Railroad began commercial service
using trains pulled by steam locomotives
(as opposed to “hay-burners”), a catalyst
which initiated a period of railroad con-
struction in the populated Northeastern
U.S. At lirst, these were small private rail-
roads, owned by a single individual and
typically only 20 to 40 miles long, It was
quickly discovered that building larger
railroads to connect major cities was be-
yond the resources ol even the richest in-
dividuals. Something new was needed for
such large projects and the Corporation
was born, allowing one man to control
the wealth of many stockholders.
The men of vision, the Empire
Builders, thus gained the power they
needed to connect centers ol manufac-

turing with resources and markets. Of

course, the power and wealth also attract-
ed men ol greed, the Robber Barons—
Vanderbilt, Gould, Fisk, ete.—who arve
represented in the game. In fact, 1830
does such a good job of recreating this
tumultuous era that one of the major
facets of the game is choosing your own
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TIES THAT BIND The president of the B&0 considers playfng
another track tile in order to forge a more lucrative route.

cthical position. Playing against
the computer version makes this
choice somewhat simpler, since it
doesn’t remember your back-
stabbing methods quite so well as
vour gaming buddies.

BUILDING RAIL EMPIRES

Winning a game of 1830 is a
matter of acquiring the greatest
Net Worth. This seemingly sim-
ple goal requires a careful blend
of strategies in several areas, You
must invest wisely in the stocks of the cor-
porations. 1 you acquire enough to be-
come the President, you can operate the
railroad to make a profit, finding the best
paying routes and planning for advances
in technology. There is never a best strate-
gy as everything depends on which rail-
roacls are active and which choices the
other players are making. Nor can you fo-
cus on a single area and do well: T have
had, at different times, the best stock port-
folio, the highest paying route, and the
most cash on hand and still lost to a player
with better balance.

The basic mechanism for getting money
is to buy the majority share in a corpora-
tion, run it to produce revenue, and then,
pay dividends each turn. Paying dividends
also raises the price of the stock, so not
only are you pocketing the cash, but the
value ol your stock portlolio is rising. One
good strategy is to try to drive the price of
your stock as high as possible. But you
cannot own more than 60% of the stock of
any corporation under normal conditions,
so other players will also benelit from your
well-managed corporation. They also have



Roleplaying software that makes ;
your gam.g-real... and real easy.

Kingspoint for Windows is a'living city for your PC
that makes it easy to immerse your players in an excit-
ing adventure environment. Kingspoint for Windows is
a sophisticated Data Manager, Game Master’s Assistant,
Creativity Tool, Custom Dice/Form Manager, NPC
Behavior Editor, and More! When your players face a
Game Master armed with the power of Kingspoint for
Windows they face Supreme Organization, Unbound
Creativity, and a world of richly detailed fantasy.

Map Navigation allows players to adventure in the cities’ thou-
sands of locations one by one in a realistic manner. With comprehen-
=2 Sive Building and Character

lose history, information, or iden- ==
tity. Forget rewriting character sheets; advanced printing options make
=] updating quick and easy.

The Dice Manager allows you to create, save, modify,
8 and insert dice rolls for any gaming system. Create

B unlimited forms for Character Sheets, Histories, or any
topic needed! With the NPC Character Editor, the city
comes to life as you define when and where Characters

3l appear, how they look, and what happens when they

I arrive. Create, Import, and Attach Graphics and Sounds to
4 any Location, Character, or Timed Event. Multimedia

== Tools add sensory richness for compelling realism.

Direct Sales: 1-800-746-3772 International Sales: 214-690-9195 Information: 504-833-7678
Retailers: Please contact your favorite game distributor to place your order today.

ROLEPLAYING

SOFTWARE COMPANY

P.0. Box 24819 - New Orleans, La. 70184-4819 - Internet: GoldTreel @AOL.COM
System Requirements: 386 or Higher, Windows 3.1, 8mb of Ram, 10mb HD space
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the power 1o sell your stock at any time,
driving the price down. Ol course, you can
clo the same to them.

Operating a railroad means building
routes. The 1830 map shows the North-
eastern United States and Southern Cana-
da, bounded by Montreal, Richmond,
Boston and Cleveland, divided into large
hexagons. Lach corporation is allowed to
lay one “tile” of track into a hex per wrn.
This costs nothing unless you are the first
to place a tile on a mountain (S120) or riv-
er (S80) hex. Each railroad starts at its
home city and generally builds toward the
nearesi town. Onee two or more towns are
comected by track, the railroad can buy a
train that can run between them collecting
revenue. Towns and cities both grow in
value as new tiles replace old.

At first, trains can only connect two adja-
cent towns, so runs are shorl and revenues
low. Once all of these “Two-Trains” are
purchased, Three-Trains become available.
Although more expensive, these are capa-
ble of connecting many of the big cities
(with one intervening station). After Three-
Trains come Fours, Fives, and Sixes, each
increasingly more expensive, Alter Sixes
come Diesels, which can make runs of un-
limited length. These can be big earners,
but you have to plan carcfully as the long
runs can be blocked by your rivals,

Blocking can be done in two ways, with
tiles or with stations. Not all combinations
of routes are represented on the tiles, so
you lry to place them to ensure the con-
nections you need and prevent those your

ERNK
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FUNDS-

SURPRISE AND DEMAND The stock market can be a great
place to invest, but watch out for rivals dumping stock.

competitors want. As in the board game,
there are limited numbers ol each nle, so
you can block a rival by using, possibly
even wasting, the last tile of a certain type,
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If you find it difficult to keep track of
what's left, you can play with unlimited
tiles as an option, Stations are placed only
in large cities and once a city is Alled with
stations from rivals, a railroad can trace a
route into it but the route must end there,

An additional complication comes from
ohsolescence. When the first Four=Train is
purchased, all Two-Trains are retived and
when the first Six is purchased, all Threes
disappear. So, if you choose to invest heav-
ily in Twos and Threes, you can increase
vour early revenue but pretty soon the cor-

poration will be low on cash when the
Twos and Threes go away.

Once your corporation is on its feet and
paying dividends, you must find some-

will keep 1830 fiesh for a long, long time.

BIG STEEL RAIL
GONNA CARRY ME HOME \

The production values of this game are
excellent. The manual is colorlul, clear
and informative, with numerous illustra-
tive screens and examples of play to go
along with the biographical information
on the Robber Barons represented in the
game. The programming is solid, and the
only bug I know ol'is a rare one that allows
a computer player to buy too many private
companies and end up with a negative
cash amount. It's infrequent, but if this
happens you can either restart or contin-
ue—the Al will eventually work back to a
positive figure.

As mentioned at the begin-

TRACKING STOCK PRICES The familiar boardgame perspective
of the stock market can be selected to assist you in your next

“robber baron” move.

thing prolitable to do with your moncy.
Generally, this will mean investing in stock
of the other active corporations or possibly
floating a new one. It is when you become
Presiclent of two or more corporations that
the possibilities for the really dirty

the money [rom one corporation to
buy a Diesel, then selling it for 1 to
another railroad you control? This is
especially sweet if you can then dump
the stock of the lirst, lorcing the Pres-
idency on another player and leaving
that unfortunate soul with the prob-
lem ol buying a train.

One of the nicest features of the
game is the ability to customize it.
There are 12 options (o modily the
basic game, most of which are popu-
lar “house rules” already developed
lor the board game, Giving the Bank
more or less money allows you to adjust
the game's length, and along with the op-
tions for randomized maps and revenues,

1995
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tricks arise. How about using all of’

ning, the computer plays very,
very well. There are four levels of
difficulty: Easy, Average, IHard,
and Hardest. On the Easy set-
ting, the computer plays the
stock market aggressively but
doesn’t manage trains well. Tt will
olten be possible to put a com-
puter player in a position where
he has one train [or two railroads
and continually sells it back and
forth never collecting any rev-
enue. About the most “cheating”
the computer players ever do is that they all
buy stock in each others’ railroads but nev-
er in yours—an accusation we could often
levy against human opponents as well. Also,
on rare occasions as you near the endgame
and things become more complex, the
computer may not caleulate the most opti-
mal revenue producing route.

1830 has made the transition from table
to computer very well. If you like pure
strategy games, this game will give vou
hundreds of hours of pleasure. €

THE EDITORS SPEAK

1830: RAILROADS & ROBBER BARONS

rare I

PROS A fanatically faithful rendition
of an elegantly-designed boardgame.
The computer ()|'}|J(.)|'Ic]]l can eal Lthe
best gamers for lunch.

€ONS There are a few Al flaws that
can undluly help or hinder an expert
player.
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Ripcord Relic

QQP Parachutes Into Wargaming's Past

With THE PURE WARGAME
by Tim Carter

S WITH MOST AFICIONADOS OF HIS-
TORICAL WARGAMES, | APPRECIATE

RELICS OF THE PAST IN MANY

forms: books, maps, buildings,
battlegrounds, and artifacts of all

shapes and sizes. I draw the line, however,
at computer games. While modern graph-
ics, sound and animation often strike me
as frivolous in a strategy game, advances
in artificial intelligence, interface and doc-
umentation tend to make today's games a
cut above their ancient predecessors. ‘This
is why, upon reviewing QQP's THE Pure
WarGamE: Dearn Frosm Asove, VoLusme 1,
I feel a bit like a cavalryman riding along-
side a tank division: My horse may stride
majestically and charge bravely, but it
stands little success against the technologi-
cal superiority of an armor-plated enemy.
This is your father's wargame. DeaTi

From ABove, the first installment of

QOQP’s THE PURE
WARGAME scrics,
plays like a com-
puter game [rom

the late 1980s.  Pprice: $59.95 CD-
Many of the faulls ~ ROM

of earlier designs, © System

sivected in e | Requirements' IBM
corrected 1 C CﬂmpaﬂbIESB_G or
recent  games, | better, IMB RAM,
reappear here. | VGA graphics, 5MB
DEATI From | hard ‘i‘{(‘j"’e space, 5
ABOVE recreates pOftS Lib d\!'anced raV
airborne opera- compatlbIe souﬂd cards'
tions from the Sec- ~ Protection: None

ond World War.
From well-known
battles like Crete
and Arnhem 1o

Publisher: QQP, Inc,
Flemington, NJ-
(908) 788-2799

lesser-known engagements like Kanev

the Soviet attempt to take a series of

The Pure Wargame: Death

CD-ROM drwe mouse; Sup-

Spectrum, Roland, SoundBlaster, and 100%

Designer: Steve Magas_tm

bridges over the Dnieper River in 1944—
DEaTH FroM Aove provides a eross-sec-
tion of some historically interesting, but
usually one-sided encounters. As subject
matter goes, this collection of battles pro-
vides ample opportunity [or tense and
thoroughly enjoyable gaming. Unforu-
nately, DEXTTT FROM ABOVE just doesn't de-
liver.

BUILDING THE PERFECT EDSEL

The designers ol Dexrn From ABOVE
have dearly attempted to make a simple,
clean and enjoyable game. The graphics
are somewhat rough by current standards,
and while the sound support is better than
most strategy games out there
different scores are included—it really
adds litde to the game.

Simplicity can be a virtue. As the success
of games like Empire DELUXE and PanzeR
GENERAL
shown, simple, hon-
esl wargames are
tremendously popu-
lar. Why? Well,
probably because
their simplicity al-
lows the game play-
ers o quuH) and

some 48

have

easily get to the

meat of the game.
, Pro Audio &

The central prob-
lems to be solved
are casily recogniz-
able and, while

strategies for achiev-

ing one's goals may

be complex, orga-
nizing and moving units or resources is
1not.
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Of course, a simple design requires that
the game have at its core a challenge or
set ol challenges that will keep players
coming back. In DExTH FrROM ABove, the
designers have achieved, for the most
part, the goal of making a simple, accessi-
ble wargame. It is easy to move units, and
most of the commands are simple and in-
itive. However, flaws in the design un-
necessarily complicate gameplay.

" For example, a key element to winning
is organizational integrity. If your units are
in radio contact with their HQ), they re-
ceive supplies and recover fatigue and
morale more quickly. They are also able to
launch joint attacks with other [riendly
units, an important element to winning
battles. All in all, a reasonable concept
around which to build a game system.

Unfortunately, the documentation
doesn’t explain very well how radio con-
tact is actually to be established and main-
tained (even though this manual has a
table of contents and more indexing than
I've ever seen in any QQP product). Fre-
quently, units that are side-by-side will fall
in or out ol contact for no apparent rea-
son. It is impossible to identify a unit by
looking at the map, adding to the frustra-
tion.

Determining the parent HQ requires
calling up the individual unit data. Since
this can only be done for one unit at a
time, it is dillicult to conceptualize larger
organizational structures. Even il you are
able to figure out the right battalion to
which a company belongs, there is no easy
way of finding the battalion HQ. HQ
identities aren’t displayed on the map, ei-
ther, You must access every HQ) on the
board untl you find the right one. This is
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Just plain silly.

Of course, this is particularly problemat-
ic since most airborne operations begin
with units scattered and intermingled. A
simple numbering system on the unit
icons would have greatly increased the

playability and enjoyability of the game.

FALL OF THE FALLSCHIRMJAGER The Reich’s finest paratroops
resemble their historical counterparts in little more than name,

due to the lame computer opponent.

A further problem arises out of the lack

ol information presented to the player as
the game unfolds. Most scenarios have a
few crucial objectives which must be either
captured or defended in order to win.
Neither side, however, is told exactly
where these objectives are. At the begin-
o i ning of each new scenario
players must spend 10 or 15
minutes scrolling across the
map identifying the key cities
or bridges before they can
even begin to plan strategy.
Again, failing to provide this
information is a totally unnec-
essary omission. Would sce-
nario maps have been that
difficult or expensive?

While all of the units on both
sides are visible at all times,
players are never told when and

By making the job of sorting out the units
unnecessarily dillicult, the designers have
undermined one of the fundamental prin-
ciples on which this type of game is based:
ease ol play.

where reinforcements can be
expected. This is downright ridiculous, A
simple chart at the back of the rule book
could have solved the problem long after
the computer interface had been de-
signed.

HUNG IN THE BALANCE

The scenarios are, in most cases, hor-
rendously unbalanced and seem to lack
foresight and extensive testing. While a
play-balance mechanism is built in to the
game, all it does is alter the strengths of
units on one side. While one can play a
scenario several times in order to find the
proper balance, this unnecessarily wastes
further time just to reach the point from
which one should be starting the game.

There is no real justification for the un-
balanced scenarios. Certainly, many of the
battles in question were one-sided, but as
victory is determined by arbitrarily atrib-
uted points, it would have been quite easy
to skew the points system to make up for
historical imbalances. For instance, the
Arnhem scenario could have victory con-
ditions which required the Germans to to-
tally annihilate the British in order to
claim victory, thereby making the game
challenging without messing with history.
We have a right to expect better from

QQP; even the weak Al of TuE PERFECT
GENERAL was forgivable to a degree, he-
cause the scenarios were pretty well bal-
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anced for two-player contests.,

Aside from changing the strength of a
side in each scenario, there are no other
ways of altering the computer player's
ability. This is not surprising, since it

computer opponent is absolutely fixated
by the victory objectives. It is unable to do
much more than charge headlong at
them, regardless of the odds or the situa-
ton,

The combat model in DEATH FrOM
ABovE makes clear distinctions between
HQ units, armor, infanuy and artillery.
Each type has a specific mission, and
success depends on using the types in
combination. Very nice, except that no
one remembered to tell the artificial
intelligence. Instead, it tends to send
units, in the order it selects them,
straight for the objectives. A panzer
division advancing towards the ene-
my led by its HQ) and artillery, with
the tank battalions kept safely to
the rear, is not an unusual sight.
Not surprisingly, unless the oppos-
ing forces are hopelessly outnum-
bered, the computer stands little
chance.

All in all, THE PURE WARGAME:
DeaTH FROM ABOVE looks, leels
and plays like a below-average ‘80s
era computer wargame. While the

seems like very little effort went in to
building the Al in the first place. The

MY CRETAN VACATION Malame Suda Bay is evocative when
viewed from the strategic perspective, but the harsh light of
the tactical map exposes the outdated graphics.

game is simple, most of the game's laults
scem to arise out of bad planning or an in-
complete understanding of good game
balance, rather than technical or program-
ming difliculties. It's a shame that all the
research that went into this game is wast-
ed, because the genre needs more games
with focus, and the paratroop angle is a
good one. Somehow, though, the focus
got lost along with the playability which is
normally QQP's rademark, resulting in a
game which will satisfy neither the veteran
nor the newcomer. Let's hope that QQP's
PERFECT GENERAL 1 18 a return to their sol-
id strategy game roots, rather than this
tepid and uninspired fare. 4
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THE PURE WARGAME
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RATING

PROS: Inll:rcsling subjecl matter
and unit mix; runs well on a 386.
CONS: Weak computer opponent,
poor documentation, and grossly un-
balanced scenarios leave this game
bailing without a parachute.

830 THE DEFINITIVE WARGAME COLLECTION $30

CD-ROM  SSG IMPRESSIONS S§S§I CD-ROM
American Civil War | * Wargame Construction Set II: TANKS! *
American Civil War |] * Battles of Napoleon *

American Civil War I1I * Sword of Aragon

Reach for the Stars D-Day

Gold of the Americas Conquest of Japan
Panzer Batles * Global Domination
Warlords When Two Worlds War

* Includes many additional scenario files.

Wargame Construction Set II: Tanks! has won Strategy Plus' 1994 Wargame of
the Year! and is rated #9 in CGW's Top Wargames. It has an easy to use editor to
build your own battles with 1300 platoon-sized units from 1918-1990's. Novastar
and Norm Koger continue to support new versions of the game (v. 1.27) with many
new rules such as variable end pame, variable weather, defensive fire, automatic
dismounting in combat, and we have developed n Modemn Database with 350
units/1 50 nations! Over 200 additional scenarios can be added. See below.

Wargame Construction Set IT: TANKS! Scenario Disks
Disk 1: Eastern Front Disk 7: Sicily Disk 13: 1973 Israeli
Disk 2: France 1940 Disk 8: Bastogne Disk 14: North Africa
Disk 3: Utal/Omaha Disk 9: North Africa  Disk 15: Vietnam
Disk 4: Gold/Juno/Sword  Disk 10: Remagen Disk 16: Modern Korea
Disk 5: 8t. Vith/KG Peiper Disk 11: France 1944 Disk 19: Korea 1950's
Disk 6: Desert Storm sk 12: 1973 Ismaeli  Disk 21: Modern 1st US Arm,

TANKS! Scenarios: $15 each  Modern TANKS! Database Scenarios: $25 each
55I's Classic IBM Wargames For Only $1511

WANT TO PLAY THE
LATEST GAMES?
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How about BOTH?

CALL BARE BONES!
1-800-638-1123
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up the latest games at great prices!

Call with list of your software for fast
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Battles of Napoleon Geltysburg B-24 Second Front

Battle of Antietam Kamplgruppe Shiloh Westemn Front
Conflict: Middle East Mech Brigade Warship Star Command
Wargame Construction Set Sons of Liberty  Rebel Charge  Red Lightning

Storm Across Europe Stellar Crusade

$10 Carrier Strike  $39 Panzer General 310 Great War 342 Tigers on Prowl
$10 Warin Russia ~ $10 Clash of Steel  $10 Pacific War  $42 Stalingrad

Battles of Napoleon Scenario Disks: 1-6 810 cach, ARW $25, 8-9 $15 cach
$10 Mo’ Slo (This will slow your computer processor down to play old games.)

Call for free used software
listing. Ask about latest
ADULT CD’s!

(over 21, please)

Add $4.50 Shipping. CA add 7.25% tax. Novastar Game Co.

3060 East Rt 60 Hurricane, WV 25526

Hours: 8:00 am to 5:00 pm PST M-I
Accept Visa, M/C, Checks, Money Orders

PO Box 1813, Rocklin CA 95677
(916) 624-7113
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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
can't find on a floppy disk...another
human mind. Whether you like fantasy
role-playing, 3D action, war simulation or
card games, MPG-NET offers games

24 hours a day, seven days a week with
players from all over the globe.
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PLAY GAVIES
WORLDWIDE ON THE
INFORMATION

ACCESS
THROUGH
INTERNET
FOR ONLY
$900

per hour

SUP ER HIGHWAY.

MPG-Net Lobby
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Now, MPG-NET goes all graphic!
No mare text menus. No headaches
trying to log on. It's never heen
easier to be on-line!

Here’s what else you'll find:

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

» Electronic Mail-send and receive
messages with all your friends and
plan when to meet and play your

favorite game!

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

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

» Conference Rooms=have real-time
conversations with people all over the
world and see more than just their
words, you'll get a chanca to see what
they look Ilkel

| MPG-Net News .

£ 1994 MPG-NET, Inc. Multi-player

Games Network and MPG-NET are {
service marks of MPG-NET, Inc. The.
Kingdom of Drakkar is a trademark of

Drakkar Corp. Empire Bullder is a
trademark o Mayfair Games, Inc.
TANTALUS
Operalion Market-Garden and Star
: D Cruiser are trademarks of GDW
: Games, Inc. Fiefquest and Warlords
( T

g the Dreamers Guild. All other brand

The aﬂd pﬂ:ducl names are Irademarks or

ks of their
Guild respecli\m holders.

of the Apocalypse are trademarks of

¢ More games than you've ever seen
before!

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

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

Call now: 1-800-GET-GAME.

Your Multi-Player Games Network*

1-800-GET-GAME
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REVIEW l

Cheesy And
Half-Baked

MicroProse Searches For The Right Strategy
Game Rcfipc With Pizza TyYCOON

hy Randall Black

he plot begins with the owner of a

small pizza shop, desperate to save

his struggling business, contacting

the underworld. From a simple

beginning of seemingly benign
courier jobs, our protagonist is drawn ever
deeper into a life of crime. By day, his
knack lor concocting bizarre combinations
of pizza ingredients brings him a measure
of linancial success. By night, his increas-
ing status in the underworld earns him re-
spect and ever more lucrative assignments
[rom the gangsters. Using the profits from
the now booming pizza shop, he buys ex-
pensive weapons—flame throwers, chemi-
cal sprays, bazookas and bombs—
delivering them to pre-arranged drop
sites for prolit and greater status among
the denizen of the underworld. After a few
ol these weapons deals, he is entrusted
with the lucrative, white-collar erime of

. SNe W P
laundering money. |- e——

Now mured to a =
Price: $44.95

life of crime, it is :
crime, it is a System

small step Lo begin
using the weapons
of his nighttime
trade to make
“hits” on rival piz-
za makers, trash-
ing their shops
and forcing them
out. When he has
taken over ten per-
cent of the market
in ten cities, our
amoral hero wins

'Requirement:
IBM compatible
386 or better,
4MB RAM, VGA
graphics, 7MB
hard drive space,
CD-ROM, mouse.

- Supports Sound
Blaster and 100%
cards. :
Protection: None

Designer: Sﬁfhvaref_E_Ddf_l
Publisher: MicroProse

Hunt Valley, MD
(800) 879-PLAY

compatible sound

follow the hasic recipe!

the game and truly earns the title of “Pizza
Tyeoon.”

WHAT'S AMATTA YOU?!
You begin by selecting a character from

a roster ol mug shots, cach associated with
a starting sum of money and a set of traits
such as energy, health or dexterity. The
1 vast majority ol the

characters seem to
be there only to be
the object of fun. In
Quick Start mode,
you are given a fur-
nished, rented
restaurant but still
need to buy sup-
plies and an oven,
and hire a chel and
a waiter. You also
select pizzas [rom a
prepared recipe list
put
menu.

O on

In

your
Free

168 COMPUTER GAMING WORLD = JULY 1995

PRESENTATION IS EVERYTHING Whether or not you
believe that customers “eat with their eyes,” you can
have some fun designing pizzas. Just make sure you

Mode, you are given nothing but
your bank roll. That means you
need to locate a restaurant to rent,
call the real estate office via a “te-
lenet” screen, pay the lirst month's
rent, buy and install furniture, and
then set about making your own
pizzas [rom scratch before they can
go on the menu.

The art of pizza making involves
selecting ingredients and arranging
them on pizza dough. To get you
started, the game comes with a
recipe booklet that tells you the ingredi-
ents anc amounts for a list of standard piz-
zas, Occasionally using a chopper to
reduce the weight of ingredient items, you
duplicate the amounts listed in the book-
let. Then your finished pizza goes belore a
panel of cartoon judges who flash
Olympic-style scorecards, with the results
determining the sales potential of your
pizza. The process of copying pizzas from
a recipe book is mind-numbingly te-
dious—a lot like picking lint off your car-
pet with a pair of tweezers.

Buying and arranging [urniture is much
the same, as the only real challenge comes
when your restaurant reaches capacity and
you need o cram more seats into your
restaurant. Improper placement of furni-
ture actually can prevent customers from
entering the restaurant and waiters from
leaving the kitchen, although this isn’t
readily apparent. A misplaced chair or
telephone can cause your restaurant to fail
and you won’t notice it unless you repeat-
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IN SPACE, NO ONE CAN HEAR YOU CL&AN.
Fight grime and battle evil adversaries with Roger Wilco, janitor turned space adventurer,
as he joins farces with video games, TV and sci-fi movies, past and present — in the wildest

Space Quest ever. Take home the newest adventure in the award-winning series that has sold

over one million games.

WITH STUNNING NEW 3-D-RENDERED SVGA GRAPHICS
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edly look in to see customers attempting
to enter and lailing.

The "fun” doesn't stop here. You must
also keep mack of [ood stocks, although the
chore can be mercilully, il temporarily, tak-
en over by hiring a manager. However,
once you have enough business 1o require a
warchouse, you must personally keep it well-
stocked by holding the mouse button down
on scores of individual items. Don’t lorget to
visit every few days to repeat the process.

A SMALL PEPPERONI
WITH A LARGE SIDE OF CRIME

The restaurant is now open, which
would seem o be where the game action
should take oll. It is, but not in the man-
ner you might expect. After the first week
ol business, you have to pay your staff. Fair
enough, except that there's a good chance
you'll already be bankrupt and out of the
game. It's apparent that the designers in-
tended this set of hopeless financial condi-
Lions as an incentive to undertake criminal
activity. Perhaps crime would be more ex-
citing? Well, unfortunately, it isn't.

Your first crimes are pick-up and deliv-
ery jobs. By telenet, you receive detailed
instructions from a local gang, which gives
you time/space coordinates to pick up
items that have nothing to do with the
game. Impossible to memorize, the in-

Gat lasts old man,
I don’t want to
waste my time
talking to yout

living in Pizza Tycoon is impossible, since you
quickly run out of money and employees.

structions must be written down. Only
then are you told the fee you will receive

(which ranges widely), and your odds of

success. Often, alter writing all the instruc-
tions down, you find that the mission sim-
ply isn’tworth the bother.

Considering all the real life activities
gamers seek (o escape, setting and obey-
ing an alarm clock seems the least likely 1o

RESERVED SEATING Being a floor manager takes on a
whole new meaning in Pizza Tycoon.

lind its way into a computer game; yet Piz-
7A Tycoon seems obsessed with time. No
matter how early you set your alarm clock,
you will be summoned at some ridiculous
hour (even 0:00 AM), whereupon you
travel to the rendezvous point and wail

until the clock is at the exact increment of

ten minutes specified in the gang’s in-
structions. This means that you have to sil
and wait through increments ol ten sec-
onds in real time, with typical waiting
times of a minute or more. "Iy this: Check
your watch, turn to the nearest wall and
keep checking your watch until exactly 30
seconds have passed. Are you back? You
have just experienced a completely accu-
rate simulation ol the charm ol petty
crime in Przza TYCOON.

After scribbling down instructions
and completing, say, 10 or 15 missions,
you move up to weapons deals. These
are an improvement on pick-ups be-
cause you only have 1o make one ren-
dezvous. With both types ol missions,
there is a probability that you will be
caught by the police. Eventually, the
successlul criminal will be offered the
job of Taundering money. Here's how it
works: the gang gives you a large sum
of money and a list of [our long num-
bers. Your mission is to call banks and
deposit the money evenly into those
four accounts. When you perform this
challenging leat of note-taking and divi-
sion, you are rewarded with an absolutely
huge amount of money, equivalent to sev-
eral months take from a successhul restau-
rant. The business aspect ol the game thus
becomes meaningless: Imagine playing
CiviLizatioN for many hours and then be-
ing given ten lull-grown cities for buying a
frigate—it’s that stupid.

170 COMPUTER GAMING WORLD = JULY 1995

I you ignore the economic as-
pects of the game, about all that's
left is making custom pizzas basecl
on the tastes and trends of your cus-
tomers. Bizarre combinations ol
say, anchovies, squid, radishes and
lemon work just fine, as long as they
conform to taste prelerences of cus-
tomer classes and the “in” ingredi-
ents, I there is anything akin 1o
excitement in this fun-forsaken
game, iU's seeing one ol your cre-
ations pack your restaurant and
make it onto the “most popular piz-
za” list, But the monthly pizza-making
contests and challenges 1o competitors re-
volve around more copying: watching an
animation of a pizza being made and then
copying the ingredients and placement as
exactly as possible. While there must be
some age during child development when
this sort ol activity is considered interest-
ing, 1 think most adults would be happier
watching a good pizza commercial on TV,

A PIE IN YOUR EYE

Lacking game-play information, the
manual is simply awful, reminiscent of a
sell-indulgent stand-up comic who thinks
he's funnier than the audience does. The in-
terface is balky and unnecessarily convolut-
ed. The gangland “hit” action sequence is
primitive and mostly involves running away.,

Overall, the game seems to select the
most tedious details of an otherwise inter-
esting plot: something like designing a
game of high finance to revolve around
balancing a check book. Perhaps the hid-
den message is that a life of crime is bor-
ing as hell, in which case every
impressionable child should own a copy.
But il you've passed the age ol six and
think a strategy game should be more
challenging than arranging fiurniture, Piz-
72" TYCOON is an offer you can refuse. €

THE EDITORS SPEAK

PIZZA TYCOON

RATING *_’

PROS The subject matter is [resh...
€ONS ..but the implementation is
“cheesy and half-baked,” which is to
say that there are many repetitious
and uninteresting clements, and ma-
Jjor design imbalances.
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A Second

Honeymoon
In Venice

MERCHANT PRINCE Is Reborn On The MicroProse
Gondola As MACHIAVELLI: THE PRINCE

by Arinn Dembo

T WAS TOO GOOD TO BE

TRUE: TWO TITLES DEAL-

ING WITH THE ITALIAN

Renaissance in less than

three years? Two sepa-
rate games, cach chock full of
that unbeatable combination
of brutality and wackiness that
made the 15th century so
much fun? Bribery, murder, mercenaries
and The Plague, traveling to exotic lands,
killing equally exotic people, developing
twice? 1 thought il
too good to be true, and it is...almost.

exotic skin diseases

HEREDITARY PRINCIPALITIES

I was looking forward to the release ol
MicroProse's new title, MacHIavELLE: T
Prince. [ wanted to see
what a big company

could do with the Ital- IPrtte$4?95
ian Renaissance—hav- | Sstem iy
. . Requirements:
ing assumed, of gy compatible
course, that Micro- 386 or better,

Prose had developed a
new procuct. Also, giv-
en the name on the
box, I thought it was
obvious that this game
would focus exclusively
on war and politics,
with the object being
to unify and rule all of
ltaly—a dream dear to
old Niccolo’s heart, the

| graphics, 10.5 MB
| hard drive space,
| CD-ROM, mouse;
' supports General

| modem
| ‘Protection: None
Designer: HDI

| Hunt Valley, MD
1 (410) 771-0440

Mochiavelli: The Prince

AMB RAM, SVGA

| MIDI, Sound Blaster and compatibles.
| # of Players: 1-4 by hotseat or e-mail, 2 by

‘Publisher: MicroProse Software

ES

; £onanel g
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From the Pope’s sudden illness (did someone say poison?) to the hanging of traitors and the
inexorable march of The Black Death, the many events, hoth random and player-induced, add a devious flavor even old
Niccolo himself would love.

[urtherance of which was the main reason
[orwriting his classic work, The Prince.

For the past o years, | had been play-
ing another good ltalian Renaissance
game called MERCHANT PRINCE from QQP,
which Tocused on the life of the average
Venetian merchant=avistocrat. 1 was look-
ing forward to a game that would take the
Florentine’s more militant point of view.

Silly me.

: MACHIAVELLI is

1« 1. ‘cally MR-
Aachinoll; I

SN CHANT PRINCE
u—_j i ) . .

Gorn in o dis-

guise, an en-

the original
= MERCHANT
HCROPROE PRINCE de-
signed by Sever-
al Dudes
Holistic Gam-
ing and pub-
lished by QQP.
For those who

have never
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hancement of

played MERCHANT PRINCE, | can heartily
recommend MACHIAVELLL; it's a superior
version of a good game. This is a deli-
ciously cynical romp through the 15th
century, full of good, clean, vicious fun,
where you assume the role of a powerful
Venetian family in the year 1301, A basic
game lasts [or 100 years, al one turn per
year, You begin with a note from your Un-
cle Niccolo urging you to improve the
[amily’s fortunes, a stipend of 150 florins a
turn, a map of the known world (which
gets more and more inaccurate the further
you venture from Venice), a little capital
with which to buy cargo, and a couple of
ships—one slow cog and one fast galley.

HOW THE PRINCE MUST ACT TO
ACHIEVE HONOR

The game reflects perlectly the mmnel
vision of the typical 15th-centunry Venetian.
All life is centered on Venice; your family's
popularity in Venice is an important factor,
one you will have to keep track ol during
the game. You can increase popularity by
spending money on parties, commission-



et - e e A
JUMP-JETS: Explare the highly realistic
VTOL flight modals of the AV-88 Hamier Il,
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SPOOL UP: Launch your Harriers off the
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ing works of art, or bhuilding yoursell"a fan-
cy villa: you can lose popularity for attack-
ing fellow Venetians, or by getting caught
in some particularly nasty bit of skulldug-
gery—assassinating the Pope, say. Only the
Venetian Senate and the Vatican have
meaning within the context of the game,
and the world outside of Venice exists only
as a means ol making money. "To win you
will need to explore, but you are secking
new markets and new products, not a new
world. There is no political power to be
seized abroad, making it somewhat ridicn-
lous that MicroProse chose to name this
product afier Machiavelli.

You must build racle routes and out-
strip your opponents in the fine art of
proliteering. Coincidentally, you will
find yourself serabbling for power in
the Senate and longing to seize the Pa-
pacy; high oflice can be translated di-
rectly into money, if you plan carefully
and seize your advantage. You can
bribe senators and buy seats in the Pa-
pal college for your family, and you will
find yoursell doing it, il only 1o in-
crease your regular vearly income.
Power in the Senate can be parlayed
into a lnerative cabinet position, like
General of the Venetian Army (1,000
[lorins a year), and your cardinals pay
off 1/10th of the indulgence rate direct-
ly into the lamily collers.

Maciiavirnl includes mercenaries,
assassins, arsonists, slanderers and the
scramble for holy relies, It's a danger-
ous world: pirates and storms can send
your cargo to the bottom, and your
land caravans can sulfer from brigands,
sandstorms and avalanches on land.
Andl all this without even mentioning the
kind of random events that can really rock
the civilized world—major outbreaks of the
Black Plague, Mongol hordes, and the Re-
[ormation, to name but a few,

HOW THE PRINCE MAY RETAIN
HONOR

Il you like a liule scheming, swindling
and backstabbing 1o spice up your trade
routes and empire-building, this is a game
for vou. OFf course, if you already own
MERCHANT PRINCE, then the decision be-
comes somewhat tougher. I'm such a big
enough [an of the original that | genuinely
enjoyed this upgrade. The game has been
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NEW GUILD, SAME OLD PRODUCT The graphics have
changed, hut the game remains much the same as
Mercuant Prince—albeit with a better Al

passeedd under the CD chrome-ifying ray,
polishing every pixel of the graphics, and
adding the new noises inevitable with any
enhanced version,

In addition to the bells and whistles,
some improvements in gameplay have
been made as well. Refinements in the
trade process now allow you to build ware-
houses in any city and stockpile trade
goods. You need no longer sufler the an-
noying loss of profits from being unable to
transler cargo from caravan to shipboard,

and vice versa, To balance the powerlul

warchouse feature, there is now a limited
demand lor all goods, especially the high-
er-end items. In any given city, you will
rarely be able to sell a whole cargo-hold
[ull of diamonds or holy relics in any one
year—a concession to realism which 1 ap-
preciated.

To the great reliel of old MERCHANT
Prince fans, Macuiavirnn will give you
more control over the random map. You
can determine some ol the more uselul
settings, like the percentage of water on
the map of the known world, and the de-
gree of scatter on the land masses. Also,
prices now fluctuate slightly within the
towns, rather than being invariable during

1995

normal conditions; but they still skyrocket
when a city has been under excommunica-
tion or sicge, or when there is Plague, nev-
er [ear.

Manecuvering in the Senate is now a bit
more expensive, since the senators are
now sharp enough to raise their prices
when they can give you the deciding vore.
Also, the artificial opponents are brighter,
and can actoally serve to make a game
with two or three human players much
maore interesting—especially if the hu-
mans are clever enough to stay at each
other’s throats, rather than ganging up on
the machine. Playing alone against three
computer opponents is still a bit of a drag,
but the computer does serve as something
of a tutorial, demonstrating interesting
game options which you can use later
against human opponents,

Overall, there’s only one problem with
MachiaveLLl: Tue PRINGE, and it's that
we've seen it before. At least MicroProse is
ollering an upgrade [or owners ol MER-
CHANT PRINCE—a nice gesture, given that
QOQP, and not MPS, published the origi-
nal. (Send in the disk # | from MERCHANT
PrINCE and $28.97, plus shipping and
handling to MPS Direct. But call (800)
879-PLAY first.) And hey! There's a brand
new, shiny copy ol Machiavelli’s The Prince
in the hox! Yes, one of the world’s most in-
famous, oft-misinterpreted and seldom-
read books, straight from Penguin
Classics. It's true, the ideas and aclvice set
forth in The Prince have very little 1o do
with this game (other than the fact that
you have to be ruthless), and the inclusion
of the book is probably just a guilly ges-
ture on the part of the marketing crew at
MicroProse..but it's tempting, isn't it? In
any case, I can heartily recommend
MacHaveLLL for neweomers 1o Venice, but
old-timers may need more of a reason to
return to the Renaissance. €

THE EDITORS SPEAK

MACHIAVELLI: THE PRINCE

s

PROS A significant revision of a
strong, playable, and re-playable
game.

€oNS The revision may not go far
enough to justily another purchase by
those who have played the original.
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BOARDGAMES BOARDGAMES BOARDGAMES

ANCIENT
4 Bat of Ancient Wrld 521
Alexander at Tyre 518
Alexander's Generals  $33
Ancients $25
Barbarians $33
Batllos of Alexander  $33
Caesar: The Civil Wars 838
Hannibal 835
Peloponnesian War 329
Siege of Jerusalem 827

VI Againsl Rome 527
AMERICAN REVOLUTION
1776 22
Give Me Liberty $25
Rebels &Redcoats 2 $25
War of 1812 §22
CIVIL WAR
1863:Amarican Civil Wr $28
A House Divided 20

Acrass Five Aprils 2~ 825
Antietam Campaign 525

April's Harvest S24
Barren Victory 526
Bloody Roads South 527
Blue & Gray §25

Brother Against Brother $33
Campaigns of Civil War $21

Chancellorsville 834
Civil War 518
Embrace Angry Wind 524
Galtysburg 515
Guns of Cedar Creek  $32
Hallowed Ground $42

In Their Quiet Fields ~ §26
Lee Takes Command  §22
Lee Vs. Granl S16
Longstreet's Assaull 525
Mississipi Fortress s22
No Better Place To Die $24
Rald on Richmond 21
Roads to Geftysburg 5§24
Stonewall in the Valley £29
Thunder al Crossroads 827

CGW 7/95 BGI

'‘DENVER’
Welcome to the
Franl Range Free
Zone. It's a subdi-
vided, drek infested,
dead dry tinderbox
wailing for some
poliical pyromaniac
with sEppery fingers
to drop a match.
Denver, is a boxed
campaign set for
Shadowrun,
Second Edition. It
contains a players
guidebook full of
public and shadow
inforrr . 818

'BRITANNIA" is a
new multiplayer
game about the
1000 year history of
the birth of Britain.
Play begins with the
Roman invasion of
43 AD, and ends
with the last great
Invasions by
Morwegians and
Normans in 1086.
Each of the sixteen
game tums repre-
senls aboul B5
years. Each player
controls several
nations. §18

ECONOMICS
Global Survival 534
Stocks & Bonds 519
The Stock Market Gme $19

FANTASY
Advanced Horoquost §42
Ballle Mastors 242
Dragon Lords 529
Dungon Masters 316
Dragon Quest s18
Dungeon 316
ElfQuest (2nd Edition) $20
Hero Quest 29
Iron Dragon $25
Magic Realm 523
Man O" War 542

Man O" War/ Plague Fit $29
Man Q" War/ Sea ol Bid 29

Sindbad $33
Talisman (3rd Edilion) $44
Titan 323
Warhammer Fantasy 348
Warhammr Army:Chaos 525
Warhammer Ques! 347
Xanth $21
LEISURE / FAMILY
Acquire 519
Alibi 512
Circus Maximus 0]
Dinosaurs of Lost Wild 315
Gangslers $23
Greed Tube $13
Hexagony $11
Legends of Robin Hood $11
Moonstar s12
Organized Crime 825
Quesl for Ideal Mate 515
Restaurant 525
Road to Whitehouse  $25
Shakespeare $15
T.V. Wars 512
The Brickyard $20
Tycoon 515
Tyranno Ex 823
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‘PLAGUE
FLEET® The
people of the
Old World live
in constant fear
of Chaos. To
them it Is a two
fold danger,
armies of
unnatural crea-
tures prowl the
borders of civi-
lized lands and
sall the north-

ern seas, wailing for any opportunity to attack,
while the corrupting influence of Chaos threatens
their society. From deep within the dread Seas of
Chaos, the Plague fleets sail forth.

‘BLOOD BERETS' They say that when the corporate
armies aren't enough, you call on the elite. When
weapons hum inlo action and rapid fire bursts level the
jungle. the Blood Berels have arrived. 529

MEDIEVAL
Age of Chivalry $25
Age of Chivalry 2 §27
Black Prince §25
Hanry V 528
Iransides s28
Tho Crusades 1l &28
MODERN
6lh Fleet 523
7th Fleet s27
Across the Suez 13
Aegean Strike $19
Atlack Sub $19
Back 1o lrag 518
Crisis: Korea 1995 §29
Flashpoint: Golan $29
Flight Leader $21
Gull Strike 529
Harpoon 825
IDF (Israeli Del Force) 829
Main Ballle Tank 524

Modern Maval Batlles 3 $19

Nato 515
Phase Line Smash $25
Tac Air 519
Thunderboll $27
NAPOLEONIC
Austerlitz 30
Battles of Waterloo 333
Empires at War 524
Empires in Arms 527
L'Armee du Nord $33

La Bat de Mont St. Jean $33

La Batallle de Wavre

$25

Napoloan Bat Exp Mod 8§13
Mapoleon al Austerlilz 320
Napoleon on Danube 519
Napol Peninsula Camp $22
MNapol Russian Campn $22
Napoln/Walterloo Camp $30
The Napoleonic Wars  $31
War & Peace $23
War to the Death 521
Woaden Ships&lran Men$19

RAIL ROAD
1830:RR & Robber Bar $20
1835 $49
1856 $37
1870 $as
Australian Rails s21
British Rails &=
Empire Builder 325
Eurorails 525
Express s
Nippon Rails s21
North American Rails  $21
Rail Baron 519

SCIENCE FICTION
Alpha Omega $19
BATTSC Object Raids $13
BattleTech Blueprints  §10
BaiTech Compendium 5§13
BalTech Compend CD 833
B-Tech Scn Hse Sleinar 313
BattleTech 3rd Eition. 318
B-Tech/Tech ROCitytch 518

Blood Barets s29
Blood Bowl 545
Blood Bowl/ Death Zone $29
Comic Encounters $29

Federalion & Empire Dix $38
Fury of he Clansmen  $29
Hacker 1 or 2 16
HMuminati s10
Imperium, 2nd Edition 320
Merchant of Venus $25

Roadkill $19
Space Marine $49
Spce Marine/TitanLeqion$49

Spee Marine/Renegade S25
Star Fleel Bal Advnce MS25
Star Fleel Ballles $25
Star Fleet Bat Capt Rbk $38
S F B Mod.J/ Fighters $13
S F B Tactics Manual  $13
Stellar Congquest §19
Warhammer 40K 547
WH 40K/ Codex Eldar  $16
WH 40K/ Codex Space §16

© 1005 CHIPS & BITS, INC

e

Silt Sea

SPORTS
Baseball Strategy 8§17
Bowl Bound 515
Football Strategy $12
Regatta §19
Statis Pro Basketball 524
Warld Cup FB 838
Wrasslin' 18
STRATEGY
Advanced Civilization $25
Blackbeard sa27
Britannia $19
Civilization 529
Colonial Diplomacy S42
Diplomacy $19
Feudal 18
Guerilla s19
History of the World ~ $27
Kingmaker 819
Maharaja 523
Republic of Rome 328
The New Acquire s25
We the People s29
VIETNAM / KOREA
Battles of Korean War  $33
Frozen Chosin §25
Platoon 318
The Korean War 318
Vietnam 318
WAR GENERAL
Alamo $15
Battle of Alma 268
Blood & Iron s25

BOARDGAMES & RPG

‘CITY BY THE
SILT SEA' The
burning world has
reached a critical
stage. For Athas, it
could mean the
start of a lime of
renewal, or it could
herald the end of
the world! It all
begins in the ruins
of Giustenal, in a
place from anather
age, in the corpse of
a shattered, long
dead cily. Same-
thing stirs in the Cily
by the Sit Sea. $19

‘RED STEEL' is an
metal lighler than
common steel, and
maore precious than
gold. It is the object
of quests and the
cause of war. Only
treasure - the Sav-
age Coast, This
grand frontier is also
homa lo the Red
Curse, an ancient
bane that hideously
deforms some vic-
fims, while mysteri-
ously granting pow-
emsloothers. S22

BOARDGAMES BOARDGAMES

WORLD WAR 2
1944: The 2nd Front  §3
A Ling In The Sand 82
Advnced Squad Leadr 33
Advanced Third Reich 52

Alrika 52
Afrika Korps B
Ambush §2
Ardennas 52
Axis & Allies 82
B-17 $1

Batlle of the Bulge st
Breakoul: Normandy 82
Brilain Stands Alone  $2
Campaign to Stalingrad $2

Cross of lron 1
Hitler's War $1
Last Blitzkrieg $2
Legend Begins $2
Luftwafie §2
Midway s
Naval War 1
Operation Crusader 82
Pacilic War 83
Panzer Leader 52
Run Silent, Run Deep 52
Russian Front §2
Sink the Bismarck $2
Squad Leader 52

S, L. Mod: Cross of Iron$1
8. L. Mod: Anvil of Vict 2
Storm Over Amhem FolioS1

Campgn of Fred the Gri824
Kalin: Fred's 1sl Defeat $34

Lion of the Morth $20
WORLD WAR 1

Aces High $24

Knights ol the Air 19

Landships s27

Lawrence of Arabia s20

Richtalen's War 819

Tactics 2 $1
The ‘45 §2
The Longest Day SE
Third Reich 51
Thunder al Cassino 51
Tokyo Express Sz
Tumg Point Stalingrad §1
Ukraine: 43 o
Up Front 31
Up Front Mod: Bonzai  $7%
Victory in Normandy  $7
War at Sea 51

WestFront:War in EuropeSd

Western Front

54
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'STAR WARS THE
NEW REPUBLIC:
DARK FORCE
RISING SOURCE-
BOOK'Grand
Admiral Thrawn's
plan to restore the
Empire o absolule
power proceeds
with horrifying effi-
ciency. Only lhe
bravery and skill of
princess Leia, Han
Solo and Luke
Skywalker can slop
him from delivering
a kiling stroke to the
New Republic. $15

‘COLONIAL DIPLOMACY" is set during the height 05
the great age of impenialism, when nearly half the world's
population In Alrica, Asla and Persia are under the
control and domination of colonlal powers.  $42

A.D. & D, 2nd Edition
Dungeon Masters Gde $15
Monsler Manual 519
Players Handbook 16

Audio Adventure

First Quest 22
Fail the Horoos 813
Karameikos 522

Night of the Vampire 313
Red Steel Campgn Exp $22
Track of the Vampire  $13
Track of the Werewoll 513

Dark Sun Accessories
Complete Gladiator $13
Dune Trader $10
Slave Tribes S10
Terrors of the Desert $12
Valley of Dust & Fire 810
Veiled Alliance 310

Dark Sun Sourcebooks
City by the Silt Sea 519

Citystate of Tyr S10
Dragon Kings(Hardbnd) $16
Elves of Athas $10
Forgotten Rim Boxed Set
City of Splendors 319
Elminster's Ecologies 519
Harde 315
Maztica FR Setling $16
Menzoberranzan S22

Auins of Myth Drannor $16
Auins of Undermnin 2 519
Ruins of Undermountian 816

Forgotten Rim Sourcebk
Drow of the Underdark $13
Elves of Evarmee! 513
Gda to Forgotten World $13
Volo Gd to Sword Coast 59
Volo's Gd 1o Waterdeep $9
Volo's Gde to the North  §9

Monstrous Compendium
Al-Qadim Creatures  $10
Dark Sun:Terror Desert $11
Mystara Monstrous Cmp $15
Outer Planes Creatures $11
Ravenloft Appendix3 815
Ravenlolt Creatures 310

Boxed Sets
Council of Wyrms $19
Dragon Mntn Dix Adv  $22

PLANESCAPE

Campaign Setting s2s5
Planes of Chaos Boxed $25

Planescape Accessories

In the Cage 13
Planescape Adventures
Deva Spark 39
Elermnal Boundary 59
Fires of Dis $9
In the Abyss $9
Well of Worlds $13

CASTLE FALKENSTEIN

Caslle Falken Hardbnd 325
Caslle Falken SHicover 318
Comme Il Faul 12

DICE POLY MEGATUBES

Opanue Sets Assort pa 33
Pearlescont Set Assr ea 86
Transparent Sts Assl ca S5
Twinkle St Assort each 56

INDIANA JONES

|.Jones & Goldn Vampire$16
Indiana Jones §25
Indiana Jones, World of $16
Raidor of Lost Ark SrsebkS19

Fax 802-767-3382

Source 10325
Dept 10325 Rochester, VT 05767

PR, III AK, APQ, FPO 54 por order

oquire additional ship-

L|I[[’d CHECKS HELD 4 WEEKS. MONEY ORDERS UNDER $200 SAME
1 wilh same product. Most items shippad samae day. Shipping

“THIS HALLOWED GROUND' The Confederacy has
occupied Fort Sumter and Unlon forces have entared St
Louis. As one of the leaders, you must lead your lorces
to military. and economic victory. 542

‘TALISMAN;
DUNGEON OF
DOOM' Beneath
the: ancient ruins
lies the dark and
terror haunted
realm ot the
dread Lord of
Darkness. The
carridors and
rooms of his
dungeon realm
are home to an

anmmy of powerful

monsters thal guard his labled hoards of reasure, Mean-
while, beyond crags lies the mountain reaim of the fierce
Eagle King. This fierce and noble ruler will help any
adveniurer bul firs! you must defeat him 525

ARS MAGICA

Ars Magica 3rd Edition $19
Black Death i
Festival of the Damned $10
Mid Summers N Dream $10

wizard's Grimoire $15
GURPS
Besliary $14
Bunnies & Burrows 514
China 814
Clitfhangers M
Deathwish 57
Espionane S14

Fanlasy 2nd Edition  $156
GURPS Rulebook sS16
Magic ltlems 2 514
Martial Arts Adventures $14
QOperation Endgame 514

Psionics S14
Supporting Cast 5§14
Timeline $14
Ultra-Tech 2nd Edition $14
Vehicles $16
GURPS Fantasy
Camelot 514
Conan 514
Fantasy Adventures  $14
Fantasy GM Pack 58

Grimoire (Reprint) 14
Magic 2nd Edition S14

GURPS Times
Azlecs 514
Imperial Rome S14
Robin Hood S14
Scarlet Pimpernel s
Vikings S14

WARHAMMER FANTASY

The Enemy Wilthin V.1 511
Warhammaer Fanlasy 519
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CALL OF CTHULHU
Adventures In Arkham $14
Blood Brothers 1 315
Blood Brothers 2 $15
Cairo Guidebook $10
Call of Cthulhu $16
Creatures ol Drmlands $13
Dire Documenis 87

Investigator's Campgn  $10
Investigator's Cmpan 2 $10
Keeper's Compendium 311
Keeper's Scroon 512
London Guidebook S10
Miskalonic Universilty  $10

Sacramenls of Evil 514
Slrange Eons 1
Yo Book of Monstres  $10
Arkham Unvelled 516
New Tales from Loveerit $9
Secrel Societies 514
Taint of Madness 516

Call of Cthulhu Adventure
Cthulhu Casnhook 3156
Curse of Clhulhu 515
Dreamlands 2nd Editn 513
Escape from Innsmouth$16
Fatal Experimenls 514

Fearful Passages 14
Great Old Ones 513
Horror on Orient Exprss $29
King of Chicago 210
Mansions of Madness  $14
Return to Dunwich 314

Thing at the Threshold 513

C of C Licensed ltems
Devil's Children
Drwellers in the Shadow $14

End of tha Warld 313
Grimlock Isle 313
In the Time of Lovecraft 57
Lurking Fears 513

Walker in the Wastes  $15
Whispers in the Dark  $12

. Five Adventuros Alonyg
The shaloiia Valloy

GURPS HORROR

Crealures of the Night $14
Cthulhu Punk 16
Harrar S14
Mage: The Ascension  $18
Vampire Companion 316
Vampire: Masquerade S16
Werewoll: Apocalypse $16

MAGE

Ascention’s Right Hand $13
Mage $19
Storyleller's Screen 58
Virll Adepts Traditn Bk $10

VAMPIRE

Storyleller's Handbook 8§15
Storyleller's Screen S10
Vampire (2nd Edition) $19
Vampire Players Guide $18

Vampire Adventure
Blood Mativity 55
Dirty Secret of Blk Hnd $13
Elysium:The Elder War $13
Hunters Hunted 810
Under Blood Red Moon 810

WEREWOLF
GM Screen $10
Waerewolf (2nd Edition) $19
Werewoll Adventures
Rite of Passage s10
Valkeburg Foundation  $20
Ways ol the Woll 310
WRAITH
Character's Kit s$10
Storyteller's Screen s10
Wraith 18

Cirnln Boardor Sorvien 84200

‘ADVENTURES
IN ARKHAM
COUNTRY' Five
separate adven-
tures are found
inside, taking
invesligators the
full length of the
Miskatonic
Valley from
Kingsport on the
Allantic coasl,
through busling,
busy Arkham,
past grimy, indus-
trial Bolton, to the
headwalers ol lhe
Miskatonic. $14

'‘PLANE SCAPE;
CAMPAIGN SET-
TING' Discover
the multiverse!
Enter infinite uni-
verses ol infinite
variely, worlds
beyond the prime
material sellings
ol the AD&D
game. Explore
Sigil, the City of
Doors, lilled with
portals lo every
layer ol every
plana. All you
neaed is the right
key. $25

GURPS SCI-FI

Aliens s14
Atomic Horror 514
Callahan Xtime Saloon 314
Cyberpunk Adventures 314

Cyberpunk 514
Cyberwarld 514
Fer Love of Mother-Not S8
Lensmen S$14
Robots 514

Time Travel Adventure $14
War Against the Chtorr §14

STAR WARS

Star Wars Hardeover 319
Slar Wars Sourcebook 18

Star Wars Sourcebooks
Cracken Rebel Operal's$13
Dark Empires Srcebk  $19
Dark Force Rising $15
Heir to the Empires $15
Imperial Sourcebook 518
Rebel Alliance Srcebk $18
The Jedi Sourcebook  §19
Wanted by Cracken 8§13

Star Wars Supplements
Creatures of Galaxy 3513
Deathstar Companion  $13
Gamemaster's Screen $10
Planets of the Galaxy 3 $13
Tramp Freighters $13

Star Wars Adventures
Balle for Golden Sun §10
Black lce S10
Crisis on Cloud City 510
Death in the Undercity $10

Domain of Evil s10
Jedi's Honor 812
Scavengor Hunt S10
Scoundrel’'s Luck s$12

Strike Force: Shintipole $10
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THE GAMER'S EDGE

Cheat Like A Pro

Hack Your Way To Victory With Four Commercial Cheat Utilities

by Jeff James

ver the past few years, com-
puter games have become
increasingly more complex
and detailed. From FaLcon
3.0 to X-COM: TERROR
FroM THE DEEP, games
have evolved into richly-

textured products with multiple layers of

complexity and dilficulty. For gamers
Irustrated with overly dillicult games and
obtuse gameplay, a number of game
cheating utilities have appeared. Usually
running in the background as a rermi-
nate and stay-resident (I'SR) program,

these utilities allow you to make yoursell’

invulnerable, fiddle with game settings,
and provide information you weren't
meant 1o see—aolten while in the middle
ol a game.

By the nature of their design, most ol

these products will appeal to a relatively
small section ol the gaming market.
Novice gamers, [rustrated by overly diffi-
cult games and Byzantine instruction
manuals, have the strongest need for
these utilities, Unfortunately, most of the
products featured here overlook the
needs of the new gamer: good technical
support, clearly written manuals, and
consistent operation. Conversely, more
advanced gamers who are experienced
with hex editors and other programming
utilities can usually hack their way
through to their own cheat codes without

too much trouble. However, most ol
these utilities do provide a uselul set of

game tools for intermediate and ad-
vanced game players.

AXIS: THE GAME CHEATER V1.0
Axis: THE GaME CHEATER is unique
among the programs listed here because
it is simultancously the casiest utility 1o
use and also the least elfective. AXIS con-
centrates on providing games with “cheat
codes” that can be accessed during play.

For example, once AXIs is installed on
your computer you can load your favorite
game normally. In PRINCE OF PERsIA, [or
example, pressing I'9 will restore your
character to full strength, On the down-
side, Axis must have a “game enhance-
ment GEM, written
specifically for the game you wish to use
Axis with, Most of the GEM modules sup-
plied with the program diskete are for
older titles; you may find a GEM for X-
WING amd SiMCrry, but you won't find
anything for WiNG COMMANDER 3 o1 Mas-

CHEAT OF THE MONTHCLUB

Descent Cheat Codes

Having trouble with that boss robot onilavel 7:of Interplay's De-
scent? Don't take any more crap! Dish out the pain with these
handy cheat codes.

module,” or

GABBAGABBAHEY  Activatesthe cheal mode.

Renders your ship imulnerable o attack.
Provides all weapans.

Gives you all keys for the level.

Cloak mode.

Restores ship to full power.

Warp to another level.

RACERX
SCOURGE
Mzl
GUILE
TWILIGHT
FARMERIOE

rer OF Macic. Additional GEMs routine-
ly become available, olten months alter
the release of a new game. Most of the
GEM modules work as advertised, al-
though I did run across a few modules
that behaved erratically or refused to
work at all. Using Ax1s with the latest ver-
ston ol SECRET WEAPONS OF 1HE Luri-

WAFFE, for example, I could get none ol

the codes to work. The 8-page instruction

manual is next o useless, with nearly half’

its length devoted 1o acknowledgments,
and
Mediocre documentation and modest ca-
pabilities asicde, Axis is probably the bes
game utility for new game players. It
might not work as well as some ol the

credits, scell-congratulation,

other utilities discussed here, but it is by
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far the easiest to install and use.

Axis: The GaMme CHEATER. Price:
$39.95. Bascline Publishing, 1760 Mori-
ah Woods Blvd., Ste.5, Memphis, TN
S8117. Tel: (901) 527-2501, Fax: (Y01)
(G82-9691.

CAME WIZARD PRO V2.0F

The Game Wizarb Pro is the commer-
cial version of the Game Wizarp share-
ware cheating utility, and it boasts a wide
range of game-hacking leatures and ca-
pabilities, Game parameters can be
[rozen, game speed can be adjusted, and
you can use the memory address search
[eature to search for game variables hid-
den in RAM. Like most ol the other
game utilities mentioned here, the Gavg
Wizarp Pro is a TSR program which runs
in the background while you're playing
your favorite game. Unlike the others,
this program only occupies a frugal 10K
ol memory when loaded, making it more
likely 1o work with memory-hungry pro-
grams, There are a few other niceties as
well, such as a “boss” screen, a DOS shell,
and compatibility with the DOS 4GW
DOS extender used in games like Dooa
and X-COM. The manual is passable, bu
the real hallmark of ESD’s technical sup-
port is their 24-hour dedicated BBS sys-
tem. Using their BBS, game hackers can
exchange tips and wicks on cheat codes
for nearly all of the most popular games.
Other game utilities and new program
updates are also readily available, As it
stands, the Gave Wizarp Pro narrowly
emerges as the most comprehensive
procluct in a somewhat lackluster lield of
contenders, The extensive feature list,
dedicated BBS support, and solid opera-
tion make the Gase Wizarp Pro the best
soltware-based game utility program cur-
rently available.

Game Wizarp Pro. Price: $39.95, En-
hanced Software Desien, Inc., P.O. Box
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92241, Scarborough, Ontario, Canada,
MIW 3Y9. Tel: (603) 598-2704, BBS:
(416) 497-8357.

INFINITY MACHINE V2.0

[ found the INFINITY MACHINE from
REM Software to he a solid, workahle
game cheating utility, Like the other pro-
grams reviewed here, the INFINITY Ma-
CHINE runs as a ISR in the background.
When loaded in this fashion, it occupies
25K of RAM in the high memory area,

which 1s more than twice the amount of

the Game Wizarp Pro. Using basic and
acdvanced search utilities, you can freeze
game variables (such as giving yoursell a
permanent 100% health in Doowm) and
tinker with other game settings, After
vou've discovered a few useful cheat
codes, you can assign each code Lo a
“cheat table™ which is then attached to
the game in question. This allows you to
create a custom list of cheats (up to 99)
for specific games which can be loaded al
any time. The INFINITY MACHINE is com-
patible with the DOS 4GW DOS extender
and is also fully network compatible, al-
lowing you to tinker with game network
variables during multi-player game
matches. The manual is easily the most

Is she real,
or is she virtual?

GIRLFRIEND

well-written ol all the game utilities re-
viewed here, featuring several useful tuto-
rials and examples, making the INFINTTY
MACHINE a better choice for novice game
hackers. In the end, however, the InFINI-
IY MACHINE just can’t quite equal the lev-
el of features and functionality present in
the Gami WIZARD PRro.

INFINITY MACHINE. Price: $69.95. Ti-
tansoft and REM Software, I W Seminary
Street, Brandon, VT 05733, Tel: (802)
247-4326, FAX: (R02) 247-4327.

ACTION REPLAY V2.2

ACTION REPLAY is unique in two ways:
IU's expensive (589.95) and is the only
hardware device of the bunch. Installa-
tion is a snap: simply install the 8-bit ex-
pansion card in an open slot and run the
included software installation program.
Key to the successful operation of ACTION
REPLAY is the "freezer controller,” a small
plastic device with a single red button

which connects to a port on the back of

the AcTION REPLAY expansion card. Un-
like software-based utilities which can oc-
casionally be prevented from operation
by a program which “locks out” the key-
board, a single press of the control but-
ton will activate the Acrion Repray TSR

This game is so real,
vou’d better break out the

aftershave!

Who says Artificial Intelligence (Al) has to
be boring? Does Virtual Reality (VR) always
involve Killing? Are you tired of the "inter-
active” buzzword hype? Then it’s time for you
to wake up to some real interactive Al!

Here's what serious gamers are saying about
the Girlfriend™ interactive virtual women:

"Undoubtedly the best Al program I have
ever used...", and "Exceeds my expectations by
leaps and bounds...", or "Since I met Girl-
friend Teri, I have become an Al junkie..."”, and
"One of the few I haven'tdeleted after a week"

709 Lingeo #106, Dept CG503, Richardson, TX 75081 (800) 324-2487

Girlfriend has our trademarked Intelligent
User Interfuce™ (TUT) 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 motion! 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 from $39.95. Circle 260 "
Sfor info on adult personalities! ‘\qu
Corporation

Cirrln Boardor Qorviro #49

and pause the currently loaded game. In
addition to searching for hidden game
values and other features, it offers a num-
ber of unique features. It can casily grah
and save screenshots, search for viruses,
monitor byte values, and even boasts a
simple program that can unassemble
8086 program code. On the downside,
ACTION REPLAY is expensive, technical
support is negligible, and some of the in-
cluded features have limited spheres of
operation. For example, the screengrab-
ber won't grab SVGA high resolution
screens, and it can only save graphic im-
ages in .PCX lormal.

AcTioN REprLAY. Price: $89.95. Datel
Electronics Lid., Givan Road, Fenton
Ind. Est., Stoke-On-Kent, Staffs, England,
Tel: 44-782-744707 (England), FAX: 44-
782-744292 (England). U.S. technical
support provided by Advanced Console
Technologies, Tel: (708) 706-6720, FAX:
(708) 706-6721.

So which utility program do you
choose? The best all-around soltware util-
ity is the Game Wizarn Pro, but by a small
margin. All of these programs could use
better documentation, better technical
support and more printed examples. The
ACTION REPLAY may be too pricey for
most gamers, but some of its unique fea-
tures are worth the price of admission.
Admittedly, an expert game programmer
or hacker with a hex editor and a willing-
ness to do some exploring can perform a
lot of the same functions as these utilities
can. Gamers lamiliar with hexadecimal
numbering and basic memory structures
may find these utilities—especially the
GAME WizARD PRO—to be invaluable
game accessories. Otherwise, you'd be
well advised to stay away from most of
these utilities, with the possible exception
of AX1S: THE GAME CHEATER.

As with all game cheats and hacking
utilities, be aware that use of these pro-
grams carries with it the risk of corrupted
game files and other problems. Before at-
tempting to use any of these programs
you should back up your saved game files
to a sale location.

Jelf James, CGW columnist and Associate Fd-
ilor of InterActive Gaming, is available on Com-
puServe at 74774,1635 and through the
Internet at 74774.163 3 @compruserve.com. &
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SHAREWARE SHOWCASE

Share-war A GO-GO

by Chuck Miller

IVE ME A SOLID, PLAYABLE,
IMMERSIVE GAME ANY DAY OVER
ONE OF THE NEWLY CRAFTED,
multimedia extravaganzas. i
seems that no matter how the
zeros and ones are stacked

up, I always find myself
returning to the less visually and audibly
stunning titles rather than to
games that offer barely-interac-
tive smoke and mirrors. 1 guess
I'm just one ol those gamers
who cringe and grit his teeth at
the mention ol "Hollywood™ in
the same phrase as “computer
games.”

Thus far, T honestly haven't

Mewrh
Ampries

scen or played an “interactive
movie” that 1 consider even the
least bit memorable. Maybe
that's why I've spent more time

Srwth |
Amera |

ized version of Risk, Woren Empire 111
offers a last, abstract strategic contest.
Worep Exeire II's most interesting
advimce over its boardgame inspiration
may well be the political  proclivity
appended 1o each country. Fach country

has a political leaning randomly assigned
to it in the standard game and based

World Emplre 11l v2.0

Africa

Asriralie

lately playing shareware games

than commercial releases. You it

see, In a very positive way share-
ware has been spared the intru-
sion of the film industry into its
game designs, il only due to the Enpre 111.
lack of the necessary bankrolls to

pull it ofl. In this light, let me mention
two enjoyable games that don't feature a
single digitized actor or rame of video:
Wored Expire HT and GoMokU NARABE.

WORLD AT WAR

Hot ofT the nets and eminently playable
is WorLD Empire 111 from Viable Software
Alternatives, a traditional game ol world
conquest for Winpows. As events unlold
in this test of military acumen, you're
thrust into armed struggle against one 10
seven human or computer generals hell-
bent on calling the world their private
playaround. Best yet, war and strategy
gamers can test drive the old “crush foes
mercilessly under the jackboots™ theme
before having 1o ask the empress or
emperor of the household for any cash.

Most closely resembling a computer-

Pavsa pone rmto Hhis roat plases

SHAREWARE GOES TO WAR You can fight up to seven human or computer-
controlled opponents in the attractive, RISK-like strategy pame WorLn

upon political alignment in the reality-
based game. It you play the Populist
leader and your

Populist-leaning  country, you will only

(roops  conquer  a
need a token garrison ol one army
(assuming you don't have enemies at the
gate, naturally). I the same Populist
leacler were to conquer a Militarist coun-
try, however, it would require two or three
armics 1o pacify the angry citizens.
Without the minimum number of armies
o garrison a non-sympathetic country,
the country can revolt and invite your
opponent in as liberator. This ellectively
gives your opponent a free country and
lets him have a beachhead adjacent 1o
vour operations. This political proclivi-
ty/garrison/rebellion feature adds 1o the
strategy in that you have (o consider
whether it is more worthwhile to capture
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a better fortified country with leanings
toward your faction or a less lortilied
country which will have to be more heavi-
ly garrisoned.

The Real World Simulation mode adds
a new [eature, In this version, armies are
determined by population rather than by
random determination, so you end up
= having to “risk” more to get
Military
becomes a known quantity,

more, strength
and the outcome of battles is
far less random. Further, the
political proclivities are based
on real lile,

Some campaigns can go on
for hours, though you could
Just as easily find your armies
hacked to the bone in a mauer
of minutes, especially when
conlronting multiple forces.
Thus, you'll have to learn good
strategies quickly in order to
survive and triumph  over
opposing troops. This is where
the game’s chiel’ weakness—
the inability to adjust the com-
intelli-
gence—rears its head, You can vary the
difficulty somewhat by toggling ofl certain
game options, but you can't adjust the
“strategic sagacity” of your digital oppo-
nents. Hopefully, this will be addressed in
the next update.

puter t’l|)}](lllL‘ill‘ﬁ

I Risk was too abstract to be satisfying,
but you still like the idea of a quick-play-
ing strategic challenge without being
bogged down with economic/production
considerations, you'll like Woren Emeire
I It might not be THE PERFECT
GENERAL, but it doesn’t cost as much as
big-name strategy games, either.

Worin Esmpeire 111 (WEMPIR.ZIP) is
available on most major online services
and private BBSs. All you need to start
your own armed conflict is a 386 or faster
running Winnows 3.1 or higher. For the
registered version, and some additional
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“]E can showcase product
features like no printed
publication can...”
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magazine.” Legend Entertainment
Robert Sirotek
Sir-tech Software
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SHAREWARE SHOWCASE

games al no charge, send $29.95 1o
Viable Software Alternatives, P.O. Box
98134, Las Vegas NV 89193-8134 or call
(800) 854-4902, plastic in hand.

played in a short period of time (great for
those coffee breaks at the office). If there is

a weakness in this game, it is probably the
unappealing hoard. Aside from this one
criticism, GOMORU Narape will entertain

The shareware version ol GoMoki
Narape (GOMOKU.ZIP) is fully function-
al. Il'you enjoy playing it, you'll be asked
o register for a modest fee of $10.

ALL YOUR DOTS
IN A ROW

Based on an ancient Japanese game b
of “five-in-a-row,” GOMOKU Narage [or

GoMoku Narabe

-1
Options ﬂ:lp Undo Exit "“Your movel (Black)

Perhaps il enough players take the time
to register, author Steve Neeley will
update the game with a much needed col-
lection of board variations.

Chuck Miller is the editor of InterdActive

Winpows is played on a representation

Gaming and CGW's Shaman of Shareware.

of a GO hoard using small, smooth con-

He can be reached on CompuServe at

vex black and white stones. The idea is

747741476 and through the Internet at

simple: get five stones in a row (hori-

74774 147 6@compuserve.com. €

zontally, vertically or diagonally) before

your opponent does. However, being a

continual strugele of blocking moves,
GOMOKU NARABE is actually easier to

- To locate these games
on-line, tune in to the

pronounce than it is to play. Unlike tic-

CGW headquarters on ZiflNet. Games

tac-toe, there are no set win or draw
strategies, While the mathematics whiz [ maEs
may fare better than the numerically
challenged, the best playing strategy is
practice.

GOMOKU NARABE 15 a simple game (o
play, one that children as young as four or
five years old can quickly learn. It's also a
quick diversion allowing many games to be

GOMOKU YOURSELF Placing five stones in a row
isn't as easy as it looks in this adaptation of the
classic Japanese strategy game GO.

for howrs, though you'll probably be secing
its bright yellow board in your sleep.

featred here can be downloaded [rom
ZillNet both on CompuServe and on
Prodigy. On CompuServe, go to Computer
Gaming World’s own forum (GO GAME-
WORLD), Library 7, Shareware Sizzle. On
Prodigy, jump ZiffNet and Search by Title
for the games listed here. Or, Search by
Category 1o browse the entire Games
Library.

BLOW ONLY YOUR MIND!
/D1

1 The Game Factory

For Shareware Games and CD-Roms

Great Games at Great Prices

Top roted gomes like Heretie, Rise of The One Must Fall, Sango Fighter,
Doom, Juzz Jackrabbil, F18 No Fly Zone and many, many more af just $3.95 ench!

Call now for your FREE g aphic-packed,
eye-popping, 256-color VGA disk catalog.

Catalog requires: IBM P'C or clone, a 144 MB Noppy drive, a hard drive and 640 x 480 256-color VGA

1-800-843-5178
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TOP SHAREWARE GAME!
ONLY $1.50 PER DISK

* Herefic - NEW from ID o Mystic Towers ® Another Planet and ~  Bio Menace
 Doom - © 3D Chess Me with No Beer o Tetris 3D

NEW Version 1.9!  Corridor 7 * Roodwars 2000 © Flight Simulators
* Duke Nukem 2 o Simulations of Risk, * Major Stryker = Kiloblaster
* Eternam Scrabble, Monopaly, Uno = Mystery Manor » Executioners
# Cheat Machine = Spear of Destiny » Hockey * Stratsys
@ Trolls * Sango Fighter * Raptor * Basehall
® Kung Fu Louie  Blake Stone * Wolfenstein 3D PLUS Many,
* Hows Pocus ® Pinboll Super Android = Wild West Many More

FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHI

Now you Can Have Your Own GIRLFRIEND . . . sy

. » » @ sensuous woman living in your compute
GIRLFRIEND s the first VIRTUAL WOMAN. You can watch her, talk to her, ask her questions and relote 1o her. Over 100 actul
phetographs cllow you fo see your 1irlhiem¥ us you otk her fo weor different outfits, cnd gulde her into different octivitias. As o
arfifiial intelligence ﬁrogrum GIRLFRIEND storts with o 3000 ward vocahulary and actuclly grows the more you use it. She will remarr
your name, your bisthday, end your hkes and dislthes. GIRLFRIEND requires 7-10 MB of free spae. Wo offer the ADULT VERSION comtas
2 different girk, LISA ond SUTY ol 0 special price of only $69. (reg. price $120) NEW ! Voice Kit $29.

NEW! 5G20 Girlfriend Teri CD-ROM (Includes Free Voice Kit.) $69.

INTERACTIVE GIRLS CLUB
Challenging interactive adventures - Full-mation video scenes
IG1 Teresa - The House Guest » 1G2 Jo Guest - The Milk Round = 1G3 Vida - At the Ca
Price: $49 each, 2 for $89, all 3 for 5119,
FREE PC Foreplay Bonus Pragram (515 value) with any Interactive Girls Purcha:

On CD-ROM: NEURODANCERS - Intecartiva movia ond goma - navigate theough the NewrolIET in secrch of the HUERODANCERS. ORDER €D

On €D-ROM: VIRTUAL VIXENS 1 & 2 - Intoractive movies - become @ servant of the Spoce Sirens - ostape from a 3D Virtual Re
(hember. ORDER €D 88, CD 89

On CD-ROM: SAMURAI PERVERT - Interactive action - you direct the action ond choose the comera angles, . ORDER €D 91
CD-ROM PRICES: $59 Each or SUPER BUNDLE: 3 for 5149
$19 ADULT CD-ROM BLOWOUT - CALL FOR DETAILS
ADD 54 5/t » 3.5° Or FOREIGN ORDERS ADD S2/DISK » IN PA ADD TAX » MUST STATE AGE OVER 21 YEARS.
VISA/MC Orders Only: 800-462-7399 Ext. 600UL / 24 HRS / 7 DA
FAX.(215) 997-2571 » Or (K/MO to:5eXXy Software, P.0. Box 220., Dept. 600UL, Hatfield, PA 1942
Circle Reader Service #291
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Where, Oh, Where

Has My Polygon?

Discover The World Of The Polygon, The Geometric Workhorse
That Powers Many of Today’s Hottest Games

by Paul C. Schuytema

magine that Kilrathi furball you're
tailing, the one who has just called
you a son-ol-an-ape, is piloting not
a space lighter but just a primor-
dial soup of numbers. What if that
A-Wing vou've been dogging for
ten minutes wasn't really a rebel
ship, but Just a mathematical construct.
Would the experience seem just as real?
For over a decade, (light simulators anel
space combat simulators have utilized the
trusty polygon to represent the “real”
world. Originally, these polygons were
only seen by their
outlines, in some-
thing called “wire-
[rame graphics.”
One ol the earliest
and best Mac fTight
sims, 31, was ren-
dered entirely in
wirelrames. The
.shapes  of  the
planes had no vol-

By the early 80's, the kingdom ol the
“filled polygon™ was lirmly established.

DON'T KHNOW MUCH
ABOUT GEOMETRY

Can you remember back to high-school
geometry? Just what is a polygon? The
American Heritage Dictionary describes a
polygon as a “closed plane figure bounded
by three or more line segments.” That's
accurate but not all that insightful. Essen-
tially, a polygon is a shape, almost any
shape. It doesn'’t posses any magical math-

SHADES OF GREY In these three images from

ume—the  fuse-
lages were flat
silhouettes, just like
the wings.

Vector graphics,
arype ol wireframe

LucasArt's TIE Fichter we see (1) the venerable little
fighter from the rear, with a minimal number of
polygons and no textures applied; (2) the same
image with maximum polygons and the triangle tex-
tures on the panels; (3) and finally, maximum poly-
gons with gouraud shading applied. Notice how the
gouraud shading eliminates the discrete bound-
aries between the polygons, lending the TIE Fighter

rendering using
specialized hard-
ware, was used i such arcade classics as
ASTEROIDS, TEMPEST and TaiL GUNNER. As
computer speeds accelerated, the special
vector graphics hardware, which actually
aimed the electron gun to paint images on
the |:hnsp|m|‘m1s ol your CRT sereen, was
unnecessary for high-speed animations,

the appearance of a homogenous object.

ematical properties like a circle, square or
triangle (though the last wo are definitely
polygons). A polygon can have virtually
any angular total you can imagine, but it
will always be a multiple of 180 degrees (1
guess that’s shightly “magical”). What is im-
portant about a polygon, for our purposes,
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is that it is a shape made up of straight
lines, and it is a flat shape.

Because a polygon is a (lat shape made
out of absolutely straight line segments, it
can be represented very casily by a com-
puter. Remember the old Cartesian coor-
dinate system? Those annoying graphs
you always waited until the last minure 10
draw? Computers actually enjoy working
with these equations.

To represent a two-dimensional poly-
gon in a computer, all that's required is

Just a bunch of number pairs. For a trian-

gle, it's three pairs,
cach representing
one ol the vertices
in the shape. From
here, we can use a
series of polygons
to create a simple
shape. All you real-
ly need to make a
two-dimensional

rocket are
shapes: a all,

four
pointy triangle
(capsule), a 1all rec-
tangle (the body of
the rocket) and wo
right triangles (the
fins). Presto, in-
stant Saturn V!

SMOKE AND MIRRORS

Il you consider my rocket example for
long, you will notice a gaping llaw in my
oversimplification, What if you wanted 1o
animate the rocket? Or, what il you wanted
to create a similar, but shorter rocket?
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Would you need another set of numbers?

I've given you a rocket shape in “ab-
solute” geometric terms, not “relarivistic”
terms. For a computer to move things, it
needs o have much more freedom. For a
computer, a shape can be more accurately
described as an origin point, the number
ol vertices, and numbered pairs which rep-
resent the position ol the vertices in rela-
tion to the origin. In this way, il the value
ol the origin is changed, then the shape
data is still correct.

Things get rather murky when we want
to talk about rotation, changing the size of
a shape, and other such movements. Then
we are talking about much more than just
changing an origin point—we're entering
the realm ol mawrix algebra, which is es-
sentially tables ol data that represent such
things as points, shapes and vectors. With-
out going into the math, I'll just say that
computers can do matrix math far more
elliciently than we humans, and matrix
math operations can he combined, letting
the computer calculate a rotation and a
position change in a single pass. This saves
time, which is very important once we get
into three-dimensional polygon graphics.

WARARP 3-D, SCOTTY!

Polygons can also live quite happily in
three-dimensional space. Each vertex is
then delined by three numbers: our famil-
iar x-y of high school geometry and a z co-
ordinate to represent depth. This brings
us 1o the concept of world and screen co-
ordinates. Imagine the 3D world of TIE
FiGimer: parsees upon parsees of space,
and clustered here and there are interest-
ing things like Y-Wings, transports, Imper-
ial Destroyers and the like. They all “live”
in a three-dimensional world and move as
we expect them to move. Only our VGA
monitor is just a two-dimensional area—a
sheet of very expensive graph paper.

One of the most crucial programming
operations is the moment when a program
takes all of the information ol the world
data and creates an image on your screen.
Many, many things are going on, but mwo
ol the most important tasks are ranslating
the 3D world coordinates into a series of
2D data which can be displayed on vour
monitor. Also, the image must be
“clipped” so that you only see a portion of
the world, and not the whole thing.

In addition, the computer must calcu-
late such things as perspective and hidden
surface removal (called “backface culling”),
50 the computer doesn’t waste your Lime
by drawing polygons you won't see,

I'VE BEEN FRAMED!

The essential lesson gleaned [rom the
above paragraphs is that a shape, such as a
spaceship, is built out of a bundle of poly-
gons. Generally, developers use some type
ol 3D drawing package to create the basic
shapes for an object. Il'you have spent any
time designing objects in Domark’s
FLIGHT S TOOLKIT, then you know how
the process works.

One of the main concerns 1o game pro-
grammers is making sure that these poly-
gon objects have as few polygons as
possible, because the more polygons, the
more computer power is needed. As an ex-

ample, if'you consider the “splash intro” of

many games, such as the introductory se-
quence in MECHWARRIOR 2, you see a non-
interactive movie which was created using
something like 3D Studio or one of the Sil-
icon Graphics packages. The Madeat
mech in the intro has thousands upon
thousands of faces which create an almost
photorealistic animated image. But the
computer is not calculating the movement
ol these thousands of polygons. The scene
is “pre-rendered” or “canned,” and all the
computer is doing is playing back the ani-
mation like a movie, Once you get into the
game and you are actually controlling the
mech, the level of realism seen in the intro
is gone. The animated mechs that you
control have perhaps only several hundred
polygons, because that's the maximum
number that a computer can process in
“real time.”

THE WORLD IS FLAT

Okay, so we have areated our simple
wireframe for the TIE FIGHTER, a very sim-
ple ship, really. ‘The key components are
only the cockpit and those two odd panels
on cach side. Not many polygons at all.
How do we make it look as real as possible
for the player?

In X-Wing, the polygons were [lat shad-
ed, meaning that a single color was ap-
plicd to the face of cach polygon. These
shades could be weaked 1o be lighter or
darker to give the appearance of true
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“lightsource” shading, meaning that they
reacted to the effects of a central light
source.

Flat shading is the technique that most
ol the earlier [Might sims utilized. Look
back at such classics as ACES OF THE PAciFIc
or Ren Baron and you can clearly see how
[Mat shading works. The planes are dis-
cernible and unique, but they look like
they're made out of cardboard, since all of
the polygon borders are clearly visible.

WAITING FOR GOURAUD

Recent sims such as TIE FiGier and
AcES OVER Eurork utilize a technique
called gouraud shading (pronounced
“wuh-row” and named after the French
computer scientist, Henri Gouraud, who
developed this process in 1971). This is a
type of shading which fools the viewer into
thinking that he or she is viewing a curved
surface, not a shape made up ol flat faces.
Fuselages and engines are a perfect candi-
date for gouraud shading in a sim.

Imagine a wireframe model of a beer
mug. The eylinder of the mug can be cre-
ated by extruding the shape of an octagon.
With flac shading, the mug looks like it's
made up of fat polygons. Add gouraud
shading, and you would swear that you are
looking at a smoothly curved surface.

Gouraud shading is a way to visually
“warp” a flat polygon, so it isn't really
needed on a polygon which is supposed to
look flat, such as the panels on a TIE
Ficiner. The cockpit, though, is another
story. It is supposed to look spherical, and
that's where gouraud shading comes in. It
dissolves the visual boundaries between
polygons, and using color blending and
highlights, it will create the appearance of
a smoothly curved surface.

Imagine a wiangular polygon. Shine an
imaginary flashlight on the face. If you
were to measure the light accurately, there
would be subtle dilferences between the
light at each vertex because of different
distances to the light and different angles
from the light source. These variations
smoothly transition from one to another
so that you don't notice any dillerence.

Yet il we were 1o exaggerate the color
differences at each vertex of the triangle,
then this blending of colors would create
the illusion ol a canved surface. Look down
on our polygon, and it would look convex;
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look at it from the side and it would still be
as {lar as an Hlinois cornfield.

MIGHTY FINE PIXELS...

When creating your killer spaceship,
simple polygons and gouraud shading still
might not give you the variation you need.
You might want to add some “space
grunge,” some vent ports for your engine,
or an escape hatch, I you created detailed
polygons for all of these, you would have a
shape that's far too complicated for your
computer to manipulate in real time.

The solution is to cheat, to paint your
polygons with complicated images. This

POLYGON COMMANDER To create the craft for

Wing Commanoer 111, Origin first made a wire frame
morel (1), Then, they created texture maps on a
Silicon Graphics machine (2), and pasted the tex-

ture maps onto the polygons of the wire frame
maodel (3).

technique is called texture mapping, and it
appears in a great number ol today’s
games, [rom WING CoMManDER [1T to
Doosm to Fuch UNUMITED,

Basically, texture mapping is taking an
image (a bitmap) and pasting it on top of a
. polygon. Imagine a rectangle which is part

of our long, tall spaceship. You could paste
on a texture map which contains grunge of
the engine exhaust at the bottom, an
emergency blast door and several lins,
pipes and conduits.

How does this save us processing pow-
er? Lasy, since the computer is still only
transforming the vertices of our original
polygon, and then pasting on the skewed
bitmap. We're not caleulating the position
of the hatch, the rungs of an escape ladder
or the exhaust fins; the computer still
treats the spacecralt luselage as a simple
rectangle.

|’t'l'hil(]‘l§ the most impressive use of tex-
ture mapping to date can be seen in the

space ships in WineG Commanper [11. Gen-
erally, a single screen frame (what you see
on your monitor) is composed of between
70-100 polygons, yet the fighter that we're
doggedly pursuing has enormous detail
belying that simplicity.

In WCIII, the ships were [irst designed
by Origin’s artists using Alias (a 3D model-
ing package) on a Silicon Graphics com-
puter. This high-quality design was made
up of tens of thousands of polygons, and
every detail imaginable was applied, so
that the finished ship would nuly look like
a real Kilrathi ighter. The artist would
then render a top, bottom, back and other

needed views and save those images to a
file which could be read by a PC. The
artists were then charged with creating a
simplified wire frame model in Origin's
proprietary “EOR” 8D modeling program.
This simplified model would be the shape
which is actually controlled by the game.

Taking an image of the top view of the
wireframe, as well as the high-quality sili-
con graphics image of the top view, an
artist would then sit down in a standard
paint program to tweak the high-quality
image so that it fit exactly to the simplified
wiremesh. Then, the high-quality image is
“glued” on top of the polygons of the ship,
creating a stunningly detailed model of a
ship with a workable number of polygons.

In WCIIIL, some of the polygons are
drawn using both light-sourced flat shad-
ing and semi-transparent texture maps.
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This helps give the illusion of veality seri-
ous visual credibility. In addition, the tex-
tures can be swapped as the game is being
played, allowing for certain parts of the
ship to show the batle damage expected
in an up-close-and-tight dogfight.

Textures may even be animated. The af-
terburner glow in WCIII is essentially a
transparent cone coming off the back of
an engine. When the afterburners kick in,
this cone is then textured with several
[rames ol animated, transhicent bitmaps to
represent the intense fuel-burning power
ol high-speed flight.

To animate a complex object such as a
Kilrathi fighter, the computer
first loads in a list of vertices
for a space ship, and then an
integer list of faces. WCIIIL
ships use triangle and “quad”
polygons exclusively, so this
integer list is either a set of
three or four numbers, each
representing the vertices
which make up that particu-
lar polygon (remember, in a
wireframe model, several
polygons can all share a com-
mon vertex). Information is
also loaded in for each poly-
gon telling the computer just
what it is (texture mapped,
texture mapped and shaded,
cte), and the needed texture
map data is loaded into
memory.

Then for each frame (about 24 per sec-
ond on a screaming Pentium), the com-
puter  performs a  perspective
transformation on the vertices, and the
projected coordinates are shuffled off to
the primitive draw routines (coded in as-
sembly language for maximum speed), to
draw everything you see on the screen.

WHERE WILL THE POLY CO?

While other graphical approaches to
creating believable and active 8D worlds
have been used, from video technology to
sprites to voxels, polygons are truly the
workhorse of the sim world. Now that
CPU horsepower is up to the task of such
mathematical trickery as gouraud shading
and texture mapping, the tried-and-true
polygon has a whole new lease on life. &
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3D Graphics

Acceleration

What Is 3D Graphics Acceleration And What Will It Do For Games?

by Mike Weksler

ery soon you will hear a lot

about 3D graphics accelera-

tion cards that promise to

speed up complex 3D com-

puter games. Companies such

as Diamond, Creative Labs,

and Matrox are leverishly de-

veloping these plug-in cards and cooperat-

ing with game companies so that versions

ol popular games will be written 1o take ad-
vantage of their acceleration hardware.

These cards have the potential to run

processor-intensive 3D games like

NASCAR RacING and US NAVY FIGHTERS

at amazingly high resolutions and frame

rates. Imagine resolutions of 800x600 with

65,000 colors! Combine that with hard-

ware texture-mapping technology that can

take into account perspectives, run it all at

SHORT CIRCUITS

Wanna insult your buddy while chas-
ing him down the hallway with a BFG
9000 in DOOM? Check out U.S. Ro-
botics’ new simultaneous voice-over-
data modem. While the SporTsTER Vi 18
positioned to meet the “needs of the
burgeoning small office,” we all know
that we'll be using it [or—games. Using
two SPorRTsTER Vi modems, CGIY
staffers played Interplay's Drscent and
talked 1o each other simultancously, on
the same line with no gameplay degra-
dation. Both the 14.4 and 28.8 bps ver-
sions of the Sportster Vi are V.34 lax
modems. Price: Sportster Vi 14.4 inter-
nal $149, external $179. Sporister Vi
28.8 internal $399, external TBA. Call
S00-DIAL-USR for more.

a mmimun of 30 frames per second, and
you can sce that we may have a gaming
revolution on our hands. You'll be able 1o
see smoother, richer, more realistic worles
than we ever thought possible on the PC.

What-is 3D graphics acceleration and
why would you want it? To explain, let me
back up a bit. As most ol you know, lor
every new state-ol=the-art, hot-rod comput-
ersystem that's introduced, there's always a
gamie or two that could benefit from even a
faster computer. ‘Typically, these games are
last, real-time 3D games like Papyrus’
NASCAR Racine. Even with a 90 MHz
Pentium, when all the features and texture
mapping are turned on, NASCAR starts 1o
slow dlown. The problem is that the burden
ol processing the complex caleulations
necessary 1o move 20 texture-mapped ve-
hicles around a texture-mapped track is
placed upon our single, overworked 486 or
Pentium processor. What is needed 1o
speed up the process is a division of la-
bor—several processors doing dillerent

Jobs for the good ol the whole. And this is

what 3D accelerator cards will do.

How does this new technology work?
Well, using technology passed down from
the military simulators and CAD worksta-
tions, the 3D portion of your games will be
accelerated with hardware just as digital
video andl 21 graphics are in current Win-
pows graphic accelerators. The 3D game
araphics process can be better accelerated
by offloading some. il not all, of the graph-
ics proce
tecture optimized lor it, There are

ing chores 10 a processor archi-

graphics accelerator cards in the works that
will have chips hard-wired o perform 8D

algorithms, perspective-corrected texture
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mapping, and in some cases, the light-
sourcing

g, transtorming, and clipping
chores which the CPU presently shigs out
with cutting-edge 3D games. This won't
leave the CPU laying back in a hammock
drinking Pina Coladas, but rather, free its
resources o perform other tasks, like run-
ning enhanced Al routines, for instance,
One thing to consider is that the quality
ol graphics, level of enhancement, and the
product cost are all going o be based on
the differences in these optimized 3D ar-
chitectures. Some architectures render in
lour-sided polygons, some in triangles,
and others use exotic techniques which
don't render in polygons at all (see
nVidia's Multimedia Accelerator in
READ.ML). Additionally, texture maps can
be stored in your system’s RAM (less ex-
pensive but slower in performance), or in
the graphics card’s RAM (more expensive
but potentially faster performance).
Several 3D accelerator products are
pending from chip makers including:
nVidia, Yamaha, Rendition, 3D Labs, S3,
ATI, Matrox, Cirrus, Artist Graphics, and
Video Logic. Most of these will be incorpo-
rated on graphics cards later this year. The
only one that you can purchase in stores
now is the Matrox MiLpLexyiva (see this
month’s READ.ME), which ships with an
enhanced version of NASCAR. On the
procluct side, large multimedia companies
like Diamond, ATI, and Creative Labs
have 3D graphic accelerator products in
the works, Sources also indicate that lead-
ing-cdge 3D game developers like Look-
ing Glass, Papyrus, Interplay, Domark,
and Origin all have games under develop-
ment that will take advantage of 3D hard-
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UNDER THE HOOD

ware acceleration to some degree.

The compatibility and performance of a
given game with a given card is going to be
a crucial issue for gamers. The products
likely to gain the widest support, though,
are those which accelerate the Winpows 95
3D-DDI (a low-level 3D interface) and are
compatible with emerging real-time 3D
graphics tools, like Microsoft’s RENDER-
MorPHICS and Criterion’s RENDERWARE.
Using the 3D-DDI, game companies will
be able to port their existing programming
cocle more easily so that their games will
run under WiNpows 95,

While Winpows 95 and the 3D-DDI

THE PARTS DEPT.

sounds great, it's still on the horizon. In
the meantime, you should expect to see
several one-off DOS conversions of the
leading DOS 3D games, followed by some
original DOS 3D games, enhanced to be
bundled with the various 3D products.
[nitially, you'll encounter a large variety
of products for 3D acceleration. Some will
combine 2D and 3D acceleration like Ma-
trox’s MiLLENNIUM. Others like nVidia's
MULTIMEDIA ACCELERATOR will combine
Winpows acceleration, General MIDI
wavetable synthesis, and 3D acceleration
all in one chip. Perhaps the easiest cards to
deal with will be simple add-in cards that

connect to your existing VGA card.

The one thing to remember is that these
cards will not enhance your existing 3D
VGA games. They may run VGA games a
bit faster by virtue of their fast VGA tech-
nology, but only the games specifically
written for 3D acceleration will be able to
take advantage of these products.

The proliferation of accelarators and the
hype surrounding them is going to create
a lot of confusion. It will take a while for
the smoke to clear, but when it does, we
will be looking at a new world of 3D games
and far more realistic gaming experiences.

L5

Enhancing Video Quality In Windows

by Loyd Case

ike it or not, digital video is here to
stay. It has become an integral part
of some games, and it will be in-
creasingly prevalent in multimedia
and even business applications in the fu-
ture, Yet most video on a L’(Jmpuler, even
a fast computer, is jerky, fits inside of a
postage stamp screen and looks like it was
created by a myopic pointillist painter.

You'll experience an interesting con-
trast when you demonstrate even the latest
computer game video segments to non-
gamers. When I show WING COMMANDER
[II to experienced computer types, they
are sunned and impressed with the quali-
ty of the image. When I demo it to some-
one who is unfamiliar with computers,
they comment on the fwor quality of the
video. After all, despite the technology, it
doesn't look remotely like the quality of a
lowly $300 color television.

What can be done to improve the pic-
ture? Let's take a look at two products that
can enhance a game's video playback in
Winpows, The first one is the Diamond
StraLTH ViDEO DRAM, which uses the §3
Vision868 processor. The other one is the
Hercules GRAPHITE TERMINATOR PRO,
which uses the 83 Vision968.

DIAMOND STEALTH
VIDEO DRAM

This is an awkwarcly named product.
When talking with dealers, it’s casy to get

confused, because many people mix the
term “graphics” and the term “video.” For
example, VGA stands for “Video Graphics
Array”; unfortunately, video in the larger
context means images captured with a
video camera and somehow digitized. We
had sales people think we meant the Dia-
mond STEALTH SE, the DIAMOND STEALTH
64 DRAM, and several other cards.

The first time we saw this card, we were
amazed by the size and the number of
chips. There are a total of 11 chips on the
card; four of them make up two
megabytes of DRAM. The card itself is
tiny, about four
by five inches. = m—mremeet
Installing it E stea’tﬂ“wd&o
was simple in | """ " -
our 90 MHz
Pentium PCI
system, and
the software
(utilities and
drivers for
WiNDOWs) was also easy to install.

The card delivers good DOS perfor-
mance (see table), which is essential for
gaming. While not quite as fast as the cur-
rent favorite among some gamers, the
Hercules DyNAMITE POWER, it's faster than
past S3-based cards and offers stunning
Winpows performance, We tested it on a
number of SVGA games: WING COMMAN-
DER 111, PANZER GENERAL, DEATHGATE and
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U.S. Navy FiGHTERS. All of them ran with-
out a hiccup, The frame rate for WinG
CoMMANDER IIT was glass-smooth, but U.S.
Navy FIGHTERS did show a frame rate hit
in a furball at 640x480 with all options on,
althought the game remained playable.

Next, we took a look at some video, The
first point: this card will NOT accelerate
video in DOS, It only accelerates video un-
der Microsoft WiNbows. So don't expect
the digital video in, say, WING COMMANDER
IIT to speed up. The second point is that
the card ships with a soft MPEG driver,

which allows the user to view

MPEG compressed video.
This sounds neat on the surface,
but games that use MPEG-com-
pressed video usually expect
MPEG decompression hard-
ware to be present, and of

- ten won't recognize the
software driver. It will
automatically  play

MPEG-formatted

MovieCDs—when we did run MPEG-
compressed digital video, the picture qual-
ity was superb, even at full screen.
(Diamond has a daughtercard connector
on their higher-end Stealth 64 Video
VRAM to add actual MPEG acceleration
hardware; this hardware will recognize
games which have used MPEG com-
pressed video.) At a typical street price of
$199 for the 1IMB version and $259 for
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the 2MB version, the Diamond Stealth
Video is definitely worth looking at.

HERCULES CRAPHITE
TERMINATOR PRO

The TerMINATOR PRO is a high-end
graphics card, and can be equipped
with up to 4MB of VRAM, enabling
the card to handle up to 16 million
colors at a resolution of 1172x870.
The Winnows graphics performance
is somewhat slower than the
Stearti Vineo DRAM (a tribute to
the Winnows driver developers at
Diamond), but is slightly faster in DOS.
Also, the Hercules application for switch-
ing color depth and resolutions in WiN-

nows doesn’t seem as well-considered as
the Diamond version.

While the hardware was casy to install,
there were some oddities in the soltware
installation. For example, setting the re-
fresh rate of the monitor requires that you

be in Winnows. There is a way 1o
set the refresh rare in
DOS, but it requires a
TSR program to be
loaded, eating up
precious DOS memo-
ry. Once a refresh
rale is set, it remains at
that setting for subsequent
use, so having to use the Win-
DOWS program to change the setting is not

that onerous.

The card performs smoothly, and the
same DOS games we tried with the Dia-
mond card ran well. Hercules doesn’t ship
a soft MPEG driver with the card, but
hased on our experience with Diamond’s
soft MPEG driver, this is no big loss. This
is a high-end card, with a price to march:
5389 suggested retail for the 2MB version
or $559 with 4MB. Considering the price,
it is spartan in features and wasn’t all that
(.'iI.S}' L0 L1ses.

Hercules does ofler superb support,
and their cards have a reputation [or be-
ing very solid. If you need the high-end
features, take a look at the Hercules, but
check out the competition as well.

Card 3D Bench  Vidspeed Low  Vidspeed High PC Bench Video Winbench 95
(read / write) (read / write)
Stealth Video DRAM 83.3 19835 / 3241 17472 / 2140 4907 151
Terminator Pro 83.3 19835 / 3268 19826 / 2332 4992 14.4

Notes: Winbench 95 is at 640x480x256 colors; Vidspeed Low is 320x200x256; Vidspeed High is 640x480x256; system Is a Pentium €0, Intel PCI motherboard, rev 12 BIOS, 32 MB

FRAM. Operating system is DOS 6.22/Windows for Workgroups 3.1,
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Star Trok Tng /D ..
System Shock ............
Under A Killing Moon /CD ..........
Under A Killing Moon Sample CD .
Zorro /CD Windows

WAR GM'IES
1942 Pacilic Air Wor  /cn
1842 Pac. Air War Scenatio ..
Armared Fisl  DOSA
Balledrome
Flight Commander 2 . -
FronbLings ... o
Panzer General

ROLE PLAYING

Dungeon Mosle
Elder Scrolls Are

Pirates Gold

Rovenloll Strods Possession
Super HorosfHoboken  iMac oo

CREDIT CARD
ORDERS, CALL:

QUEST]ONS 1 941 -023-1998

-300-82.

SIMULATION
Aces OF The Daep
Folcon Gold - posmeac

F-14 Fleol Delender Gold :w' .

Gone Fishing sco
Nasear Racing ..

Privotesr Speciol Ops ...

Strike Commandar /CD
U.S. Navy Fighters /D
Wing Commaonder 3 /D

Wings Of BIOMY .....ccoceiiiiiiiniananes

Yaagers Air Combal  mac
SPORTS

NHL Hockey 95

PGA Tour Goll 486

PGA Tour Golf2  maac
STRATEGY

Iron Assoull 1cD

Jogged Alliance jco e

Lords Of The Realm o

Moster OF Mogic /co

Moster Of Orion jco

Oh No! More Lemings  /mac

Sim Tower MACISCD ...,

% Com Ufo Defense ...

X Com Terror crdd
EDUCATION

Litite Turtle, The mac

Pult Pult & Falty Bears /mac

Three Liflle Pigs Windows ..

.. 4500

52.00
50.00
40.00

. 42,00

25.00
25.00
47.00
494.00
4500
40.00

40.00
48.00
4500

40.00
47.00
38.00
39.00
40.00

... 38.00
.. 34,00
.. 41.00

... 38.00

32.00
22,00

- 15.00

Tortolse And The Hore Windows ...

15.00

-301 q

FAX ORDERS: 1-941 925 ?614

ed fone * 4023 Sowyer Rd., Suite 103 = Sorcsoto, FL 34233
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Man the Helm of 4 $5 Million America's Cup Racing Yacht!

SHECTING

i o 20

s c—— —————

| AUDDER

Frame ‘Ratae: 8.53

Your Bad Alr; Okts/ODday
Eneny Bad Alr:0kcs/0Odeg
You have right of way:
ITRR 37.2 (clear astern).
In the groove.

On favoraed taclk.

WIND HISTORY

At Vivid Simulations we believe a picture is worth aithousand words: Avallable From

We could tell'you about SA/L 95!s/incrediblelease of use, the saphistication:of c H I Ps & B ITs lNc.

the opponent artificial intelligence, the phenomenaliaccuracy of the dynamic

IACC yacht modeling, the remarkable realism and flexibility of the wind | F© Box234 Dept10308 Rochester, VI 05767
generation engine, the quality of the sound and music, or abaut Call 800-699-4263 Fax 802-767-3362
the hreathtaking 1024 by 768 256 color photorealistic graphics: Int1802:767-3033 Source 103087

“Simulates the Gup course in a
significant.  manner... Very
accurate to what's on the water.”

We'd rather show you the full SAIL 95 screen and let you judge
for yourself:

= John MacGowan
AdWomen's Conch

We will telllyou that'SAIL 95 is both educational and/FUN for
all levels ‘of sailor \from the' absolute |beginner torthe:
Americais Gup crewmember. ' '

“Groat gamel ‘Wonderlul graphics!
Blaws'existing simulators awayl This
simulator. does for’ “sailingl what
Mlcm_sull Flight' ‘Simulatar did for
Welll also \tell \you that you'll need a fairly new PC. i
SAIL 95 is a Microsoft Windows application requiring a = &8
486DX or better, 8 Mb! of RAM, an SVGA video card /%

with 1'Mb of VRAM, and'a mouse. Locallbus video is
recommended, asiis a soundicard. Joystick inputiis

stupported.

— Chris/Helale
Customer

“Makas America's Cup racing approachahle;
and alotimore fun thanwatching'it'on ESEN.*

— CGW
May, 1995

SAIL 95 has a suggestediretail price of$69.95 and is
available now at marine 'stores. You imay also order it
directly from us for the |imited time =Americais Cup [Finals:
discount price of $45 +$5 S&H((CT residents'add $2.70 €T state tax):

Circle Reader Service #245

Vivid Simulations, Inc., 164 Higganum Road, Durham, €1 06422. Telephone: (20

(7%

) 349-2011
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MUST BE AN
ADULT TO ORDER

IBM ADULT

INTERACTIVE
CD Brolhel 828
Cheap & Dirty $19

ClubCyberlesque $38
Come Play W Mo 336

Cyber-Paep 519
Daily Teasers 532
Dark Tunnels $29
Dsklop Mistress 549
Desktop Voyeur 349
Deva X 549
Digital Dancing $az
Dream Girl 528
Dream Machine 549
Electric Swing §$39
Encyclopedia of Sex 549
Fantasies $35
Fox Pack 337
G-friend Maria $39
G-friend Mikki £49
G-friend Speech 519
G-friend Suzle 544
Girlfriend Ter 346
Hot Siots $39
IA SxualTherapy 554
Internat’l Pokr 822
IntimateJourney 24
Lady Club Poker 5§26
Love Slaves $39
Lust Connection $39
Maddams Family §39
Max 549
Midnght Stmger 545
Mind Teazzer 2 832
Mind Teazzer $32
Mirage 549
Mustang l-act S42
Neurodancer $39
Neuropak $54
Nightwatch 2 339
Nightwatch 3 $49
Nightwatch $39
Paradise Club 539
Party Time 519
Penetration s24
Penthouse 2 549
Penthouse 3 358
Penthouse $59
Pleasure Zones 533
Paker Party 545
Porn Mania 549
ScissorsM'Stone s29
Secrets l-act 535
See Some 3 Some £39
Sex Therapy 358
Sxy Slot Mchine 524
Seymore Butls 554
Seymore Butls 2 549
Sorority House $34
Space Sirens 1 or 2 ea §49
Spy Club 549
Strip Poker Data 1 516

Strip Poker Data 2 316
Strip Poker Data 3 316
Strip Poker Data 4 $18
Strip Poker Data 5 516
Strip Poker Dala 6 $16
Stnp Poker Data 7 816
Strip Poker Data 8 $16
Strip Poker Data 9 $16
Strip Poker Data 10 516
Strip Poker Data 11 $16
Strip Poker Data 12 S16

Strip Poker Pro $29
Sirip Pol 836
Texas Thble Dnce $39
Vampire's Kiss 344
Velvet Dreams $35
Vrtual Direclor £49
Vrtual Sx Shool 544
Vriual Strp T'z g25
Virt Valerie 2 S42
Virtual Vixens $39
Virtually Yours 849
WanderLust 544
Winner Takes All $39

‘BOBBITT
UNCUT®
Tae e
Maoonlight
shines off
the sharp
knite she
holds in
her hand.
She steps
closer lo
the bed.
where he
sleeps
unsus-
pectingly, Now in this history making
video, John Wayne Bobbitt's first and
last adult fteature film, his story is
told. CD s32

‘VIRTUAL
VALERIE 2'
The queen
of cybersex
is  back!
Virtual
Valerie 2 is
the ultimate
in cyberotica
and  the
embodiment
A~ of every red-
blooded
(= ] techno-
phile's

deepest desires! Sophisticated 30 modeling, tantaliz-
ing animation, erotic sound effects, and a sizzling
music 'score combine to create a mind blowing sex-
travaganzal CD $42

‘SENSU-
0uUs GIRLS
IN 3D Using
Rom-soft’s
3-D viewing
glasses
(included
with  pur-
chase), you
take these
saxy and siz-
zling beau-

ties from the
L BUMSOFT o mal 2
dimensional
warld into an exciting and tanlalizing 3-Dimensional
world! Look at your screen with the enclosed 3-D glass-
es and you'll feel as if you can touch these exotic, erotic
girls right in front of you. CDs29

‘DREAM
MACHINE'
Travel
through a
3D ren-
dered virtu-
al  world
where your
only limita-
tion is your
imagination
and your
libido. This
full motion
video, has
the most beautiful women in adult film. Interact
with your seductive escort, telling her what your
sexual tastes are, and she will guide you through
a fanlasy world o your ullimate climax. CD $49

YVIRYUEAL EEXUALITTY

‘FEMME
FATALE'
Build
¥ o ur
dream
girls with
Femme
Fatale! A
hot adult
Jigsaw
support-
ing 2586

.00
Berpiiala Tz or 200 133 sl Qvphion { million

colors
resulling In an incredible photo realistic
view of our beautiful nudes. Includes 62
different girls and a total of 250 stun-
ning 24 Bit images. €D 533

IOMVETATALE

'S PACE
SIRENS 2:
MEGABABES
FROM AJIA'
You've encouns
tered the Space
Sirens and lived
lo tell the lale.
Now face the
new challenge,
a deadlier form
of alien,
Amazing graph-
ics, pulsating
sound and gor-
geous women
also Touch and
Feel User Inler-
face. CD$49

IBM MOTION

101 Sex Positions 2 524
A Woman's Touch CD 526
Adult Mavie Almanac  §59
Adult Superstars CD 526

IBM MOTION iIBM MOTION
Best of the Best 2CD 528
Betrayal CD $27
Beyond Explicit CD 528
Big Boob Babes CD  $32

Chessie Moore CD 830
Condo Cuties CD 528
Dangerous Blondes $29
Danish Girls Exlusive 1 $25

iBv MOTION

Fantasy CD 52
Film Club Seychelies  $3
Frat Girls of Dble D CD 52
Froak Club CD 52

Advnturs of Mikki Finn 539
Advniure of Snatchman $39
After Dark Trilogy CD §33
All That Sex CD 24
Always CD $39
Amateur Models 2CD 820
American Blond CD  $24
American Built CD S24
Amorous Asian Girls  $32
Animated Fanlasies 2 $34
Asian Heat CD 324
Baby's Got Bult CD $32
Bambi & Friends Cart 529
Bare Assets CD $39
Bare Truth CD 338
Best of Blonds CD 526
Best of Digilal XTC CD $39
Best of Inferno CD $39
Best ol Vivid CD g24

Big Bust Babes CD 528

Bikini Beach CD . §44
Blind Spot CD $24
Blond Fever CD 538
Blond Justice CD $25
Blondage CD $24

Bra Busting Babes CD 525
Breast Wishes CD s22
Busting Out CD 539
Busty Babes 3 CD 538
Butt Of Course CD S28
CD Rom Collectables  $26
California Calendar CD $29
California Daydreamer $29
Camp Double DCD §29
Candy Stopers CD 20
Cal and Mouse CD $39
Channel Blonds CD S26
Cheating CD $24

© 1995 CHIPS & BITS, INC.

Danish Giris Only 1 CD $25
Debby Does Dallas CD $38
Deep Throat Girls 1 or 2 $29
Depraved Fantasies CD §26
Digital Seduction CD 534
Dinner Party CD $39
Dirty Laundry CD 335
Driy Lile Adlt Canioon2 $36
Doors of Passion 2 CD 527
Dripping With Desire  $32
Dungeon of Dominance $36

Electrosex CD 526
Elements of Desira CD $39
Endangered CD 20
ErotiCafe CD 548

Erolic Dreams 1 or 2 832
Erotic Fim Sensation 2 $22
Evil Seduciress CD $26
Fantasies 2 CD s26

Full Motion Production $2
Gang Bng at O.K. Corral 2
Girls Doin' Girls 2CD 82
Girls Doin' Girls CD 52
Girls From Big East CD $3
Girls Games CD 53
Girls Gone Bad CD 52
Girls Will Be Boys 3 CD §2
Girls of Mardi Gras CD  §2
Girls on CD 2 Sz
Grls on Grls CD e
Girls on Sunselt Strip 82
Girls with Girls CD $Z
Gradualion From F.U, 53
Group Therapy CD $3
Heidi's Girls CD $2
Hidden Agenda CD s3
Hidden Obsessions CD $2
Hallywood Biker Chicks $3



scanes just for this senes! From golden age superstar Mai
Lin 1o new wave fave Knstara Bamngton, Orental Acion

dishes out the action in 111 eye popping scenes.

‘ORIENTAL
ACTION' In
Oriental
Action, you'l
findl a verita«
ble fortune
cookie
packed with
nookiel
We've poed
the mast pop-
ular oriental
starlets and
trackex] down
their very best

rvaumﬂﬁmom. you  just

drunk and watch pretty girls take their clothes off.
If your taste leans loward the laller, you've come
to the right place, Sit down, relax and watch these

‘CLUB
CYBER-
LESQUE’
Sometimes
you want to
go  where
everybody
knows your
name, and
they're all
s0 glad you
came. But
other times

want to get

Confucius say- "Don't miss it!" CD $26 beauties bare it all. CD $38
M I N D ‘VAMPIRE'S
TEAZZER II! K1ss§s'
You've finished Journey
with the first set through the
and now you're cotridors of
ready for more! the vam-
Mind Teazzer II pire’s ancient
has a plethora of virtual 3D
brand new puz- casltle.
2ling sexcapades Astounding
lo challenge you. interactive
After you com- graphics
plete the puzzles allow you to
you are rewarded search for
with your Vivid the secret

gir of choice who
will show you
her favorite film

passageway (hat leads to the vampire's private cham-
ber. Your actions determine the outcome, but
beware of things that go bump in the night they just

fy three women before you can reach Crystal and
solve the mystery of her strange erotic existence.
A virual reality science fiction adventure with 3D

animation.

CD 539

clips, CD$32 might suck more than your blood! CD $44
‘VIRTUAL 'WANDER-
VIXENS® LusT'
Save your Mercilessly
friend’ from sent to the
Crystal, outer reach-
who has es of cyber
imprisoned space, your
him in a quest is to
virtual real- return o
ity pleasure reality. In
world for order to
his failure return, you
to please must find
her. You the key that
must satis- will unlock

the doors 16 new encounters within this vast oasis
of high-tech decadence. Amazing 3D rendered
environmenis coupled with beautiful women could
make you wanl to stay for aternity.

CD S44

1BV MOTION

Haollywood Glamour $34

Hot Stuff CD $36
Immortal Desires CD ~ $25
Indiscretion CD 5368

L.A. Strippers CD 334
Ladies Club Pool Night $28
Legends of Porn 1or 2 825
Lethal Passion CD 526
Lip Stick Lesbians CD  $28

Loads of Fun CD $32
Love Biles CD S268
Main Street USACD 526
Mark of Zara CD $38
Mask CD 525

Maenage A Trois CD  $26
Mom on the Make CD 326
Maked Edge CD 526
Naked Reunion CD $24
Nasty Neighbor Girls  $29
Nasty Nurses CD $29
Naughty But Nice CD  $29
New Machine Six Pack $29
Night Creatures CD 528

iIBM MOTION

Night Trips 1 or2CD 825
Night at the Drive-ln  $26
Novel Desires CD £33
One Nine Hundred CD 533
Only the Very Best CD $26
Orient XXXPress CD  §29
QOriental Action CD 326
Oriental Treatment 3 §28
Pleasing Your Lover  $25
Pleasure: East Mt West $28
Pleasure: Love Slaves S28
Princess of Persia CD  $34
Racquelle Releasod 824
Rain Women CD 338
Rimfire Pacific Video  $32
Samurai Pervert CD - 854
Sex Foot Slut Pack $59

Sex Gamas CD 532
Sex In Dangerous Places $26
Sexlandia CD £38

Sexual Instinct CD $3z
Sexual Obsession CD §28
Smore Bits Blwn Away S36

Circle Reader Service #362

iBvi MOTION

S-more B Inside Shane $36
Sindy Does it ANCD ~ $29

Sinful Girls CD 832
Sinfully Yours CD $29
Sleepwalker CD 542

Sorority Sluts CD 529
Spring Break Fantasy $32
Spring Break Girls CD  $32
Starware Gift Pack CD $59
Steamy Windows CD  $28
Stocking Stuffers CD  $33
Strap On Palace CD $34
Super Models Go Wild 38
S-slars of Jap Porn 2 $39
Swingers Worldwide ~ $34
Take Me Hard CD 532

Temptation CD 528
The Coven CD 525
The Devil In Miss Jones $29
The Face CD 35

The Fisherman's Wife $38
The Private Collection S48
Tokyo Nightlife CD 359

IBM MOTION

Touch Me, Feel Me CD $29
Toy's Not Boys CD $20
Tracy | Love You CD  $24
Ultimate Teasers CD 526
Urotsukidoji Collection  $59

Ultra Sex $29
Ultra Sex V.2 $19
Virgins 1 or 2 CD each $39
Volcano CD $34
Virtual Vivid 58
Voices in my Bed S24
W.ACS. §29
Wanda 2 524
Weekend At Emies $26
Wel Dreams s18

Wicked Q-Time Movie $39
Wicked Whispers CD  §29
Wide Open Spaces CD $34
Wild Innocence CD $26
Woman to Woman CD  $26
Women Who Love Men $32
Women of Beverly Hills 338
X-Hated Bloopers CD 27

© 1806 CHIPS A BITS, INC.

iIBM STILLS

101 Sex Positions $24
3D Darling 334
3D Dream Girls $25
Adult Palate 2 s27
All Beaulies S24
Amateur Allstars $26
American Girls 2 20
American Girls s32
Asian Palate $34
Asian Palate V. 2 S36
Babe Watch 3D 26
Biker Babes £29

Blond Bombshells 529
Bodacious Beauties  $34

Erofic Fantasies s26
Erotic Giant 324
European Erotica $29
Extromp Delight g28
Femme Fatale 333
Garo Collection s24
Girls of J Steven Hicks S34
Girls of Risque $26
Girls of Vivid $29

Heavenly Badies 1 s29
Heavenly Bodies 2 or 3 $39
High Volume Nudes 528

Hooter Heavens S$36
Hot Pix S24
Lady in Spain s$29
Leather & Lace 20
Massive Mallons $29

More Northern Delights $34
Northern Delights $32

Nova Gaollection $26
Mova Collection 2 324
Ona Zee $34
Qral Fixation $32
Overexposed 539
Private Video Magazine $29
Public Fantasies $29
Select A Pet 529

Sensuous Girls in 3-D  $29
Soxiest Womenon2 524

Shaved Pink s27
Sizzle 526
Southem Beauties 34
Super Smutware $26
Sweel Cheeks 526
Sweet Dreams 529
Tabloid Beaulios s28
Total Fantasy 524

Women of Moscow 534

ADULT 3D0O

Blond Justice $32
Cheating §32
Endlessly §32
Immontal Desire 832
Love Bites 532
Mask 532
Neurodancer $39
Passion Files $36
Sox $32
Super Models Go Wild $32
The Coven $32
Winner Takes All 532

ADULT CDI

American Blond 29
Bad Girls;Lockdown  $29
Channel Blonde $29
Cheating 328
Dirty Looks $29
Endlassly £29
lce Woman $20
Intimate Journay $29
Mask £29
Naked Reunion S29
Parlor Games £29
Sox s20
Shame 529
Suite 18 g29
Super Models Go Wild 329
The Coven $29
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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.

MECH BERIGADE

SSi, 1985

Producing a follow-up to KamrrGruree,
one of the best WWII tactical games ever
created, was a dillicult task. But SSI didn'’t
gain its reputation as the leading comput-

er wargame company in the *80s by giving
up without a fight. They refined the con-
cepts of the award-winning system to reflect the increased
lethality of the modern battlefield, and even corrected the
one nagging problem of its storied predecessor. No longer
could players stack too much armor on narrow [rontages,
which only added to the tension (and caused armchair gen-
erals to devise new tactical tricks). Mect BrIGADE ollers nei-
ther SVGA battlefields nor stereophonic explosions, just a
good Al and numerous scenarios packed with a lot of bang
for the buck. One of the original inductees into the CGIW
Hall of Fame, it reigned supreme until the release of M-I
TANK PIATOON.

HieHLIGRYS

MIGHT & MAGIC

NEW WORLD COMPUTING, 1986

In the early days ol computer role-playing
games, there were only Ui, WIZARDRY
and a lew pretenders. ‘Then MicHT & Mac-
1c: gleefully tossed the hierarchy about. The
game world of this epic RPG was huge, es-
pecially given the limitations of memory and data storage at
the time. The 3D views certainly can’t be compared to later
games like Doom, but their new, distinctive appearance added
to the atmosphere of the world. Early RPGs often emphasized
combat, but MiGHT & Macic’s prolific hack n’ slash fests served
to advance the plot as well as keep players on their toes. De-

signer Jon van Canegham thought that tactical successes
should build toward achieving an overall strategic goal, and he
structured the numerous fights, puzzles and encounters to that
end. With van Canegham involved in the design of MiGrHT &
Macic IV, it's obvious that New World [eels the claims of role-
playing’s imminent demise are grossly exaggerated.

CIVILIZATION (MicroProse, 1991)
Favcon 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)

RamLroan TycooN (MicroProse, 1990)
Rep BaARoN (Dynamix, 1990)

Tuem FiNesT Houn (LucasArts, 1989)

THe SEcRET oF MoNKEY ISLAND (LucasArts, 1990)
Urrima VI (Origin Systems, 1990)
UrriMa UnpnerwoRLD (Origin Systems, 1992)

WinG CommanpeR I & I (Origin Systems, 1990-91)

WorrensTEIN 3-1 (id Software, 1992)

| IXDUCYEES PREoR YO 1388 |

BAaTTLE GHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuncEoN MASTER (FTL Software, 1987)

EanrL WEeAVER BASEBALL (Electronic Arts, 1986)
EMPIRE (Interstel, 1978)

F-19 Steacri FIGHTER (MicroProse, 1988)
BeTTYSBURG: THE TURNING POINT (551, 1986)

KAMPFGRUPPE (Strategic Simulations, 1985)
'MEecH BRIGADE (Strategic Simulations, 1985)
MisnT & MAagIc (New World Computing, 1986)
M.UL.L.E. (Electronic Arts, 1983)

PIRATES (MicroProse, 1987)

SIMEITY (Maxis, 1987)

STARFLIGHT (Electronic Arts, 1986)

THE Barn's TALE (Electronic Arts, 1985)
Uerima I (Origin Systems, 1983)

UrriMA IV (Origin Systems, 1985)

Whan v RussiA (Strategic Simulations, 1984)
WASTELAND (Interplay Productions, 1986)
WIZARDRY (Sir-Tech Software, 1981)

ZORK (Infocam, 1981)

JULY 1995 « COMPUTER GAMING WORLD
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Alien Logic V1.1 Update: Fixes
several problems, including
the "Cleash General *Null
Jig Tokens* Crash,” as well
as adding command line
switches for many sound
boards. 5/2/95

Big 3 for Windows Updale:
Updates Big 3 to the latest
version, fixes several prob-
lems: in the retreat func-
tion, defender retreating
function, control array ele-
ment errors, and several
other prablems. 4/6/95

Colonization Version 3.0:
Corrects reported problems
and adds a map editor.
Works only with the U.S.
version of the game,
2/13/95

Daedalus Encounter V1.01:
This major maintenance
update fixes most if not all
of the sound card-related
crash problems with lower-
end sound cards. Several
other new bug fixes are also
included. 4/25/95

Descent V1.2 Update: Includes
several bug fixes and aclds
support for multiple sockets
during netgames, hooks tor
Spaceball controller support
andl alternate joystick read-
ing methods. 3/24/95

Doom V 1.8: Official Id
upgracle works only with
version |.666. 2/8/95

Flying Nightmares V3.1a
(Macintosh): Fixes several
errors and provides
improved joystick support.
3/29/95

FrontLines V1.02: Includes
modem play as well as sev-

o \ 7

.;&E

Computer game programs have grown so massive and the number of hardware
configurations has become 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.

eral other enhancements
and bug fixes. 4/2/95

Front Page Sports: Basehall
‘84 V1.02: Fixes many
reported problems, includ-
ing crash bugs and General
Manager Al as well as roster
handling bugs. 2/3/95

Harpoon 2 Upgrade: Fixes
some reported problems,
3 4/95

Harpoon Classic for Windows
V1.55: Corrects several
reported GPF errors, and
fully implements all version
1.32 missile changes includ-
ing bearing-only attacks;
works with any version.
3/29/95

High Seas Trader Sound
Update: Should fix any
soundcard-related crashes.
4/4/95

Jagged Alliance V1.10: Fixes
a few problems, including
keyboard lockout and oflers
several enhancements to the
interface, Al and gameplay.
4/14/95

Legions Windows Update:
Allows Legions Windows 1o
run under Windows N'T'
and corrects a very rare

problem with later scenar-
10s. 3/29/95

Links: The Challenge of Golf
Update: Fixes lockups with
Soundblaster 16 cards.
3/22/95

Master of Magic V1.31 Update:
Latest upgrade to
MicroProse strategy/magic
game with numerous fixes,
new features, and major Al
enhancements, Updates all
versions. 3/07/95

Pacific Air War Gold CD-ROM
update: Contains a new ver-
sion ol the lile
1942CD.COM, which will
correct a problem seen il
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 installa-
tion. 3/16/95

Panzer General V1.2 Updale:
Separate CD-ROM and
floppy patches fix some
reported problems, includ-
ing sound drivers, crash
bugs and bridge engineer
problems. 3/4/95

Tanks V1.25: {/nofficial patch
by Norm Koger adds panic
fire and rewreats, hidden AT

guns, variable weather,
horse drawn artillery,
reduced ellectiveness air
and artillery and much
more. 1/25/95

Ultima B V2.12:
Comprehensive patch
includes fixes to many prob-
lemns as well as several game
enhancements, 2/17/95.

Warcraft V1.21 Upgrade:
Olfters improved sound card
support, increased 2-player
game speed and many
more fixes. Also included
are the WAR_EDIT unit
editor and a complete list of
cheat codes. 3/20/95

l‘uhiié_ltqr BBS Numbers

‘Many of these patches are

available directly from the pub-
lishers' bulletin board systems.
Call with your modem parity.
settings at N-8-1,

Accalade (408) 296-8800
Apoges (508) 368-7036

Bethesda (301) 990-7552
Blizzard (714) 556-4602

' Broderbund (415) 883-5889
‘Capstone (305) 374-6872

Creative Labs (405) 742-6660
Id Software (508) 368-4137
Impressions (617) 225-2042.

InterPlay (714) 252-2822
LucasAris (415) 257-3070,

Maxis (510) 254-3869
MicroProse (410) 785-1841
Microsolt (206) 936-6735
NovaLogic (818) 774-9528
Origin (512) 328-8402
Papyrus (617) 576-7472
Sierra Online (206) 644-0122
gsggrum HaoloByte (510) 522-

SS1 (408) 739-6137 or (408)
739-662 .

Virgin Interactive (714) 833-
.3:';&'5 [ (714)
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Minc] Bencling.

Discis Entertainment presents
an ELOI Production _

Indulge yourself in a 3-D animated world, with
seductive music, captivating sounds and mysterious voices,

Blow your mind dn_. It.-l'uz cl'ia“enges

AT vied el
g e
s

......

<L Y
' Discover hidden chambers and test your skills of logic
© .. and'reason withinteractive and intricate puzzles.

B ST 4.9+

ST e

Circle Heao‘.er..Servfce-#S'. ‘ " i I U:Lk:d(ﬁlef kg % ;
) . ¢ the fascinating secrets of an ancient ar
CD-ROM Game for Windows and Macintosh ong fpotten civilization.

Available Now at Your Favorite Retailer or Call 1-800-567-4321

Actual screen imaaes.



WHAT'S THE DEAL

“What's the deal with...Clones?!”

by Martin E. Cirulis

loning! Contrary to current
media beliefs, cloning is alive
and well, not in the realm of
Dinos and dead [lascist
Tyrants with bad hair, but
here in the land of computer
gaming. We've all seen it be-
[ore. First there is a hot, ground-breaking

game; and then, for the next couple of

years, there is the flurry of imitators.
Some of these are improvements on the
theme, but more often than not they miss
the mark. I personally view game cloning
the same way [ view a band covering
someone else’s song: it’s not the most
original thing in the world, but hey, if you
have a bee in your bonnet to do it better,
More power o yotl.

Sometimes it pays off. Certainly ~
Manfred Mann clarified Springstein’s ‘\
Blinded by the Light. On the other
hand, did Guns ‘n Roses really think
Paul McCartney was on to something
so good when he penned the immon-
tal words “...In this world in which we
live in,” that it needed repeating
when they covered Live And Let Die?
don't think so. And the same silliness oc-
curs in the gaming industry when pub-
lishers are so desperate to imitate a
formula that they seem blind to the reali-
ties of life. The fact is that you cither
have to do something a little bit novel
with the product, or suffer the dreaded
“Been there, done that” response.

Witness the seemingly endless Lew-
MINGS games and clones that march by,
on the average of one per quarter. Not
since the first sequel to LEMMINGS has
anything even remotely new been done to
the idea ol helping litle idiots from one
side of the screen to another, Even the
most die-hard manipulator must be ger-
ting a wee bit tired ol it all—yet still the
clones come, marching one by one to the
edge of the shell and over into the dis-

count bin. Why? Surely game publishers
must be higher up on the evolutionary
scale than those fuzzy litte cliff-divers.

I have the same sense ol morbid won-

derment every time | see a new Bartle of

Britain simulator. Do we really need an-
other one? Or another Pacific War sim
where T can’t join the Australian, New
Zealand or British Air arms? Here's an
idea: instead ol rehashing Spits and
Stukas yet again, why doesn’t some bright
bunch of guys ligure out where the vast
majority ol air-combat ocaunrred, especial-
ly ground-attack, andl do a Russian Front
[light sim? I realize it might

take a leap in imagination to simulate a
part of the war that didn’t involve Eng-
lish-speaking people, but hey! Live on the
edge, sim-designers!

And, of course, there is the little matter
of DOOM.

Of the whole ralt o born-again shoot-
em-ups, only two ol them seem to truly

Justify their existences RISE OF THE TRIAD

and Descent. A couple of others, while
not breaking new ground, at least perpet-
uate the most innovative part of DOOM,
the multi-player capability. And then we
get to the Muzac category, the single-
player DOOM-clones. | look at these
games, especially the really nice ones like
DARK Forces and 1 ask mysell, “What
were they thinking?”

208 COMPUTER GAMING WORLD  JULY 1995

I realize that slaves o demographics
must read the low numbers [or network-
capable computers and make the call
[rom there—but wasn’t there anybody
standing around the LucasArts office say-

ing “Ummm, excuse me...this is a beauti-
[ul looking game and all, but haven't we
really cloned WOLFENSTEIN-3D? Maybe we
should think about what made DOOM
immortal, and network it. Maybe let play-
ers choose how their characters would ap-
pear to other players—litle Wookies or
Smugglers or even Ewoks."”

Who knows, maybe there was some-
body who said it—but certainly they were
shouted down by the Dark Forces that de-
sire mediocre clones instead ol great
ones.

And don’t get me started on the hor-
rors of STARFLIGHT clones, Let me just
say this one thing to anyone contem-
plating one: ten actually interesting

% worlds/aliens are better than a thou-

#
Y STARFLIGHT'S success was nol volume,
¢ volume, volume. It was depth, depth,
depth.

Then there is the mater of games that
need to be cloned, and nobody ever
seems to get around to it. Where is our
high-tech M.U.L.L, clone? Our new SUN-
DoG2 A straight up Ivperius Garacriom
with pretty pictures? Maybe there should
be a space at the bottom of those endless
registration cards for writing in which of
the company’s games you would like to
see re-done most.

In the meantime, it appears it’s not just
those wacky Dino-doctors who have trou-
ble with the realities of cloning.

If theve's something going on in the industry
you think Martin should be praising/budcher-
ing, let him know by sending a note to:
“What's the deal with...” C/O CGW, 135
Muain St. 14th Floor, San Francisco, CA
94105, &

3 sand tedious ones! The secret to



MORE BANGS! FOR YOUR BUCK

Gravis UltraSound ACE"

(Audio Card Enhancer)

“... low price, and solid
performance” * % % % %

-Multimedia World, May ‘95

BANGS like you've never heard before with UltraSound
ACE's CD-quality sound. UltraSound ACE is an add-in . i
card that upgrades any FM or Sound Blaster” card to § W digital etiecls to any Sonad Blaster
stereo wavetable sound. For a price that’s hard to beat, ) '
you get dynamic music and digital sound effects with
most current games and total compatibility with every
game and application you already own.

only $99.95"

professionnl masic and eakaated

Gravis Firebird™

Programmable Flight & Game Controller

“"Overall 90%"

-Computer Game Review, May ‘95

More BANGS, bombs, and bullets with the Firebird's 17
programmable buttons. Ready-to-play settings included for

today's hot games. More control than you've ever had before

without touching your keyboard. Firebird works with every PC

game that supports a joystick.
only $69.95

Call Now to Order!
1-800-679-0024

Purchase BOTH Firebird and UltraSound ACE, and we’ll throw in a game*

that's making a BIG BANG at the top of the charts—your choice of G’?II "’5
Descent™ Destination Saturn, DOOM II*, or US Navy Fighters".
* Applies only to purchases direct form Gravis. Retail policy and price may vary.

All brands or products names are trademarks owned by their respective comparies, P LAY TO W I N

Circle Reader Service #113
Advanced Gravis Computer Technology Ltd. 1790 Midway Lane, Bellingham, WA, USA 98226




Three out of four experts agree
92% — BOTTOM LINE: The best WWI simulation ever; this one flies with the eagles.

— PC Gamer

4'/, out of 5 stars: Without a doubt, Wings of Glory is the best-looking and sounding
WWI flighi-sim to date.

— Computer Gaming World

The final word on Wings of Glory? A must for flight-sim fans.

— Hedtronic Entertainment

Whaddaya mean, no afferburners?!
— Wild Bll's Defense Journal

Wings of Glory.
WWI's frequent flier nrogram

QORIGIM Systems is an Electronic Arls” Company = 12940 Research Blvd. = Austin, TX 78750-3235 2] \_@M

J'lﬂp //www eq r'()m/clig' hitml M
2 e VIR d O
@ 1995, ORIGIN Systems, . Wings of Glory adumark of QRIGIM Sys nc. Orig |a||1|"."r’1- creatn vaelds are M M

Y 3
registerodd trademarks of ORIGIN Systems, In u.,..r.., .Am W d .1 ark o 1 ¢ Ats Circle Reader Service #99
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