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Plug into tod ayss most = . T Extra-long 30 ft. computer Ifnk‘aﬂe

or o T : : CD loaded with three multi-playes
€‘|E‘Ct.l'lf)/l ng' computer shareware mega-hits:
gaming action!

© The Hunt Begins, the explosive
prequel to Rise of the Triad. PC Forma:
calls it “the best PC game ever made.’

¢ DOOM: Knee-Deep in the Dead, the
3D mega-hit that brought two-playes
matches to actior

™ gaming. Compute
Gaming World's “Game
of the Year.’

& WarCraft: Orcs anc
Humans: Six riveting

Experience the thrill of
head-to-head

competition between A%
linked PC’s.

Cet the kit
with all you

need to g0 scenarios of the addictive
up against real-time fantasy strateg)
Jame. er Life

the most game ‘(iompuler llt
says “WarCraft is ¢

dangerous blast . . . ek skk.
oppone nt Special Bonus
ever — your Includes Traveling

Software’s LapLink™ fo
best friend. G y . N M E K . . high-speed file transfer
Includes DOOM, Rise of the Triad, and WarCraft!

Get current! Get Head-2-Head™at your local software store
and catch the new wave in action gaming!

Compatible with most multi-player games and flight sims.

EEAB Look for the Head-2-Head " seal EAI‘.:B Publishers: For Head-2-Head " licensing '
n on today’s hottest multi-player n and bundling opportunities, call Jess Gen
b action games! Y= Bansal al 602-443-4109 ext. 263. INCORPORATED
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HEART-THUMPING 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,

S PHANTASMAGORIA

\

CREATES AN EXPERIENCE SO

STARTLINCLY REAL,

YOU'LL LIVE THIS INTERACTIVE

NIGHTMARE AS IF IT WERE

YOUR VERY OWN,




ONLY A

NICHTMARE

VISIT YOUR LOCAL SOFTWARE DEALER,
OR CALL 1-800-757-7707.

Circle Reader Service #120

@ 1995 Sierra On-Line, Inc. Bellevue. WA 95007 "
All vights reserved . @ and "™ desipnate trademarks i
ol or licensed to Sierra Ohnelane dne =
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EXPANDING

Wing Commander ll: Heart of the Tiger

blew away all of its competition on PC-CD, sweeping
awards from Computer Game Review, InterActive
Gaming, Login Magazine and Entertainment Weekly.

Now, the best-selling ORIGIN Interactive Movie is
available on the 3DO™ System, and is coming soon for
Sega™ Saturn™, Sony® Playstation™ and Macintosh®!

Match wits with an ensemble cast, including Mark
Hamill, Malcolm McDowell, Tom Wilson, Jason
Bernard, and John Rhys-Davies.

Then match dogfighting skills with the Kilrathi race
from the cockpit of your Confederation starfighter.

DON'T WATCH THE GAME,
PLAY THE MOVIE!

Ms-D0S

<= - i EH?
=7

PlayStation | | SEGA SATURN

L)
y EXPERIENCE

MACINTOSH

http://www.ea.com/origin.html
ORIGIN Systems is an Electronic Arts® Company ® 5918 West Courtyard Dr. ® Austin, TX 78730

® 1995, ORIGIN Systems, Inc. Heart of the Tiger is a rademark of ORIGIN Systems, Inc. Origin, Wing Commander and Origin
Interactive Movie are registered trademarks u;ggRIGIN Systams, Inc. Electronic Arts is a registered frademark of Elecironic Arts. Sony is
a registered trodemark of Sony Corporation. FlayStation and the PlayStation logo are h demarks of S:n‘r Computer Entertainment Inc.
3D0, the 30O logos, and the 3DO Experience symbol are rademark oflleDOCmrpmyL and Sega Salum are trodemarks
of SEGA ENTERPRISES, LTD. Al rights reserved. Macintosh is a registered rademark of Apple, Inc.
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FEATURES

36 WHAT'S NEW IN TELEGAMING? Multiplayer on-line games
used to require more ASCII prose than computing power and
more perspiration than inspiration. Now, most on-line games
have upgraded their graphics, interfaces and technology. This
I 5-page feature focuses on the newest games on-line, from
football to fantasy, galactic conquests to gritty terran warfare.

62 NEW GAME CONTROLLERS Gordon Goble gets very “hands-
on” with the latest joysticks, throttle controls and gamepads.
Many of them will give you a big edge over the competition.

72 THE SIREN CALL OF SPEAKERS What good is a new wavetable
sound card if your speakers are bantam-weight blue light
specials? Our silicon-spawned audiophile is on hand to improve
your sound without necessarily deleting your wallet.sys file.

83 ARE DOS GAMES DEAD? Windows 95 promises to make life
casier for gamers. But that won’t happen until games are

programmed specifically for it. In the meantime, CGW shows
you what it takes to run your DOS games under Win 95.

SPECIAL WINDOWS 95
GAME PREVIEWS

98 THE DIG Can Steven Spielberg’s storytelling magic and special
effects from Industrial Light & Magic overcome dated graphics?

Resﬁgrreﬁ'i Thm,ﬂ;ﬂﬂér Win'g5—

(
1
|

104 SU-27 SUKHOI Tom Basham gets his chance to sit in the
opponent’s seat and put this Russian fighter to the test.
l 0 M P U I E R 112 CHESSMASTER 5000 Another chess game? Terry Coleman
finds that Mindscape continues (o break new strategic ground
E AM l N E wu R I- D within the confines of those infamous 64 squares,
120 PITFALL HARRY Swing from vines, crack your whip and leap

SEPTEMBER 199%5 across crocodiles” backs in this new update of the action classic.

124 THE HIVE Trimark hopes to take the mainstream by swarm
with this REBEL ASSAULT clone.

130 ENTOMORPH Players transform into a giant insect in a Kafka-
esque new role-playing game from SSI.

ADVENTURE/
ROLE-PLAYING

135 THE SCORPION'S TALE With the galaxys fate again in peril,
Starfleet sends our adventurous arachnid deep into Romulan
space to assist gamers with STAR TREK: A FiNaL UnrTy.

148 STAR TREK: THE NEXT GENERATION Spectrum HoloByte
beams the Next Generation cast to gamer’s computers for A
FiINAL Uniy. Allen Greenberg leads an away team mission
with a tricorder and a new pair of Ferengi-skin boots.

160 RE-ELECT JFK Travel back to Camelot to take the Oval
Office as one of the most popular modern Presidents.

New Weapons In The Fight 162 HARD EVIDENCE: THE MARILYN MONROE FILES Johnny Wilson
investigates one of the great mysteries of the late 20th Century.
For Game Control e2




ACTION

166 CHAOS ENGINE Jason Kapalka travels back in time to fix an
errant time machine, only to find outdated graphics and gameplay.

170 HIGH OCTANE Bullfrog’s beautiful hovercraft racer gets lousy
milage, but speed demon Paul Schuytema had fun while it lasted.

176 FX FIGHTER Finally, an arcade fighting game for the PC which
breaks out of the side-scrolling mold. Jason Kapalka meets GTE
Interactive’s telekinetic punch with his Electric Face-Grab.

SPORTS

182 WORLD HOCKEY ‘95 Gordon Goble skates out on the thin ice of
Merit’s WorLD HockEY ‘95 and quickly shoots for the...exit.

SIMULATIONS

187 BOGEY'S BAR & GRILL Hunting. Killing and hiding tactics for
WWII sub drivers. Captain Denny Atkin takes the bridge.

190 FLIGHT UNLIMITED It may not be truly unlimited, and no, you
can’t blow things out of the sky with it, but Denny Atkin finds that
it's hard to beat Looking Glass’ new sim for sheer physics and
unlimited fun.

196 A-10 ATTACK Mac flight sim fans can chew up tanks and spit
them out at the controls of a Warthog in this new sim by Parsoft.

STRATEGY
AND WARGAMES

201 BROADSIDES & GRIPESHOT Alan Emrich offers a look back at
wargame guru Gary Grigsby, and a peek ahead at how STEEL
PANTHERS might change his career.

206 SNEAK PREVIEW! STEEL PANTHERS Gary Grigsby's latest
wargame blends elements of PANZER GENERAL with an attention to
detail bordering on the obsessive. Realistic and quick-playing, it
could be the next major hit for SSI and Grigsby.

210 SHANGHAI: GREATEST MOMENTS Bob Proctor discovers il
Shanghai is a good match with multimedia in this new incarnation
of the classic strategy tile game.

214 CELTIC TALES: BALOR OF THE EVIL EYE Koei brings the fair land
of Eire to life, courtesy of a few imports from the Asian sleppes.
Armed with runes and magic artifacts, Arinn Dembo travels the
land in search of heroes.

222 THE CIVIL WAR The War Between The States is ambitiously
portrayed by Empire in real-time with daily turns. Terry Coleman
wishes they’d put a little game play in with the packaging.

226 MULTIMEDIA CELEBRITY POKER Alan “Pokerface™ Emrich

chuckles his way through some Joe Piscopo anecdotes, and
wonders where the rest of New World Computing’s jokes went.

230 STRATEGY! PERFECT GENERAL Il General Patrick Miller,

distressed at the number of silicon victories in QQP’s new
wargame, declassifies charts, tables and tactical doctrines.

12
16
20
236

240
244
248

267
269
270
272
274

Star Trek: The Next Generation
148

PARTMENTS

EDITORIAL Truth In Labeling
INTERFACE The Gamers Talk Back
READ.ME The Latest Buzz, Whirr, And Click

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

SHAREWARE SHOWCASE 3-D Frenzy
HEX, BUGS & ROCK N’ ROLL Windows 95 SDK

UNDER THE HOOD Remedies For DOS Config
Headaches

ADVERTISER INDEX A Guide To The Vendors
HALL OF FAME All-Time Great Games

THE TOP 100 Readers Rate The Top Games
PATCHES Game Files To Kill Bugs Dead
WHAT'S THE DEAL? Watch Out For Netwits
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PC Gamer
"Best Role-Playing Game of 1994"”

CD-ROM Today
“Best in Entertainment:
Fantasy Role-Playing Game of 1994"

Computer Gaming World
Finalist, “1995 Premier Awards"”

Strategy Plus Magazine
"Best Multi-Character CRPG of 1994"

P‘: ﬂ"[T n
-..and many more
ﬁ International Awards

JAGGED ALLIANCE

NEW HEIGHTS IN MULTIMEDIA

“"Although it is truly a genre-busting product,
it does fit into one category: Must-buy!”

L Jeff James,
RATING ﬁ:&iﬂi Computer Gaming World

FINAL “HIGHS: An utterly
VERDICT: engrossing experience.”

PC Gamer

89%

“Superb turn-based mercenary action and
great role-playing, all in one package. If you
like strategy, you'll love this game.”

VALUE: * % % % % Electronic Entertainment

For the dealer nearest you call: 1-800-447-1230. Ask for operator 23. Available on CD-ROM,

SIR-TECH

P.0. Box 245, Ogdenshurg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525

Realms of Arkanio@ and Jogged Alliance® are leﬂl!laml trademarks of Sir-tech Software, Inc. Realms of Arkania Is manufactured and distributed under license by Sir-tech
from Attic Entertainment Software, Fantasy Productions and Schmidt Spiel + Freizeit GmbH, Other trademarked nomes are the property of their individual owners,

Circle Reader Service #163



Immerse yourself in a strange |
culture full of mystery, magic
and deception. All is not what it
seems in this bizzare and alien
world. Who is friend... who is
foe? What has happened to the
missing Druid? Which path is safe to choose?
Find your answers by exploring this “feature
length” story in a three dimensional world.
Action-based combat system Intuitive
point-and-click interface © Over 100 fully

ered 3D locations in SVGA
Over 10,000 frames of animated
ut-scenes Progressive nonlinear
story with multiple endings

» Seamless animations of charac-
ters and creatures Rich musical
score, sound effects, and speech Ready-made
male or female characters will start you off’
instantly. or create your own
head view of a 31D world
character party

Isometric over-
Featuring a single
Available Octoher '95

Look for the Interactive Demo with leading gaming magazines.

To order, visit your nearest retailer, or call: (800) 447-1230. Ask for operator 43.
SIRTECH

PO Box 245, Ogdenshurg, NY 13669 Tel: (315) 393-6633 Fax: (315) 393-1525 E-Mail: 76711.33@COMPUSERVE.COM

Druid Doemons of the Mind is o trademark of Sir-tech Software, Inc.
Circle Reader Service #164




Iwo Meg, Four Meg,
Eight Meg, A Dollar!

Truth In Labelling Should Apply To Computer Game System Requirements, Too

by Johnny L. Wilson

T ONE OF MY FIRST PART-TIME
JOBS, A CO-WORKER PURCIHASED
A PORSCHE. [T was A LONG
time ago and I don't even re-
member the exact model. T
Just remember that it was a
Porsche and that he read
aloud the following line from an automo-
bile magazine, “It will do 130+ all day
long." I thought ir was fascinating that my
co-worker didn’t read ofl the top speed,
which would have been more impressive,

formation provided for system require-
ments. They're tired of reading that a
game takes 640K of RAM to run; they
want to know whether the game will run
under their 557K configuration or
whether they are going to have to shake
down their machine to come up with
590K or 610K of basic memory to make it
function. Others want to know how large a
footprint the game will leave on the hard
drive. Will it take up 30 MB or 75 MB? Is
there a deluxe installation that puts more

Why don’t most game companies put

system requirements on their boxes?

but focused on a performance evaluation
for something he would never be likely to
be able do with his car, short of buying
time on a racetrack. Yet, it was an impor-
tant performance characteristic for him.

Judging from our mail (both electronic
and paper), there are a lew performance
numbers that our readers want to know
about compurer games that they are not
getting. To be sure, Microsolt's Windows
95 may alleviate some of their concerns
and products like Game DocTor (de-
scribed in this month’s “Under The
Hood") may alleviate others. Nonetheless,
it’s time to share some common concerns
about the current state of computer game
boxes. Our readers are, apparently, get-
ting pretty frustrated with the generic in-

on the hard drive and an economical in-
stallation that puts less on the hard drive?

While these system requirements may
seem as peculiar to some gamers as my co-
worker's Porsche benchmark, there is a
much better chance that computer gamers
will need to know these system thresholds
than that my co-worker would drive his
Porsche in his own 24-hour version of Le
Mans. So, we took an informal survey of
the games we've received at CGIV's ollices.
“Survey says ..." most game boxes do not
contain such information. Most simply fol-
low the 2 MB, 4 MB, 8 MB approach and
offer a "one-size [its all” benchmark so
that they exclude as few of their potential
customers as possible. Unfortunately, the
one size may not quite fit all without per-

12 COMPUTER GAMING WORLD » SEPTEMBER 1995

exact

formance concessions in game speed, hi-
mem lock-ups, and configuration gymnas-
tics. By trying not to exclude any potential
buyers with limited memory on their sys-
tems, many game companies end up un-
wittingly creating unhappy customers
because their new customers aren'’t getting
exactly what they saw on another gamer's
machine or because they have to jump
through hoops to get a game to run.

Why don’t most game companies put
exact information on their boxes? One
reason was just noted—
so that they do not ex-
clude potential buyers.
Another rationale has
more to do with logis-
tics than with marketing
philosophy. The boxes are printed before
the game goes final. Many times the pub-
lisher does not know at the time the boxes
are printed what the final requirement for
basic memory will be. Maybe stickers are
the answer. ‘They could print their design
target on the box, but use stickers to cover
over any potential errors should those re-
quirements change. Idealistic? Perhaps,
but I have several games that already
have stickers because the requirements
changed after the box was printed. Ex-
pensive? Delinitely, but not as expensive
as alienating future customers.

The good news is that out of more than
50 new games, we spotted a few that real-
ly went out of their way to provide infor-
mation to their potential customers.



From the team
that brought you
OPERATION
CRUSADER and
STALINGRAD,
the latest in the
“World at War”
series of games.
Includes classic
scenarios from
the original Utah
Beach game, plus
all new graphics,
updated troop
data and maps,
improved game
mechanics,

play by E-mail,
and three
scenarios

that cover the
bloody Omaha
Beach landings—
including a
combined
Utah/Omaha
campaign game
and the initial
Operation Cobra
breakout.
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Mindscape and Philips are listing the basic memory require-
ments on their most recent products (SAVAGE WARRIORS at
580K basic memory and CHaos ConTROL at 550K basic mem-
ory, respectively). QQP's Z16-ZAG and Prrrrct Generat 11 do
not specifically list basic memory, but they do indicate that you
will need 3 MB of extended memory to operate.

Gamers also want the labels to indicate whether EMS or
XMS is necessary. It is tremendously frustrating to be partially
through the installation process and discover that this is a
DOS/AGW game which cannot even install with EMS resident.
Gamers would be ecstatic if they could count on this type of
information, but most publishers simply do not provide it at
the present time.

Fortunately, even though we aren't seeing a lot of games
which mention basic memory requirements or type of addi-
tional memory suggested, we are seeing a growing trend in la-
bels which provide both minimum and recommended
requirements for running their games. Most CGW readers
know they'd better have the recommended listing il they want
decent performance, but there are always those gamers who
want to test both their and their machine’s limits by challeng-
ing those minimum requirements. The new labels provide an

casy-to-understand guideline for those of us who do not want
to be hardware-challenged when we play a new game.

Better news is that recent games from Domark, Interplay,
Mindscape, and QQP all list the [ootprint for required hard drive
space. If everyone provided this information, you'd rarely be fius-
trated to see, alter getting most of the way through an installation,
a message that there isn't enough room on your hard drive.

Better days seem clearly on their way. Here's hoping that
more people join the “truth in labeling” bandwagon. €

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

FHWAA 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.

WA . 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.

ey

FHH

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

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

Abysmal: That rare game that gets it all wrong.
Usually a buggy, incomplete, and/or valueless
product.
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Introducing the new
Falcon MACH V
. 120 MHz Gaming PC.

¥
3

THE FALCON MACH V: THE ULTIMATE GAMING MACHINE ™

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

he MACH V-120 MHz Pentium™ - $2,995!

Standard features as of 8/1/95:

tel Pentium™ 120 MHz Processar - [MEW!
00% Compalible with All IBM™ PC Soltware

‘alcon PCl Bus Motherboard, 256K Cache exp. lo 512K

4 Bit PCI Graphics Board wilh 1 Megabyle - 16.8 Million Colors!
‘alcon PCI Bus Enhanced IDE Hard Drive Conlroller

Megabyles of RAM expandable lo 128

.44 Floppy Drive

50 Megabyte Enhanced IDE 8ms Hard Drive wilh 128K Cache -NEW!
50 ms QUAD-Speed CD-ROM Drive - NEW!

realive Labs SoundBlaster 16™ & Shielded Mullimedia Speakers

H Products FlightStick PRO™ 4 Butlon Joyslick with Viewing Conlral
H Products Automaltic Speed Sensilive Dual Gamepor

ini Tower Case with 250 Wall UL approved power supply

4" Non- Interlaced Super VGA Monitor, .28dp, Edge-lo-Edge Display
01 Key Keyboard, 3 Butlon Serial Mouse

S-DOS, Windows™ (latest versions) & 10 free CD-ROMs!
Jne Year Pans & Labor Warranly, One Year On-sile Service

L. CSA, TUV and FCC class B cerilied

6550 UARTS, Temperature sensilve lans, Customized BIOS' and many olher unique lealures!

To Order Call:
1-800-258-6778

3D Objects courtesy of Visual

VISA,MaslerCard & Discover Accepled
Worlds Development

Financing Available On Approved Credit.

ach MACH V is custom bulll to meet your specific needs. There are hundreds ol optiens to
hoose from. When you're ready to buy, please call or lax us for the lalest quole.

Fidemads o fhe propey ol Jek respecte funik Circle Reader Service #141

FALCON NORTHWEST
263 South Bayshore Dr.  Coos Bay, OR 97420
Ph: (508) 269-0775 Fax: (503) 267-2575




interface

READERS

LETTERS FROM

CHEATING DEATH
IN DESCENT

There are six DESCENT
cheat codes that you did not
put into “The Gamer's Edge”
in your July issue (#132),
Here they are:

Press <Alt> I in
mode for full map;

FLASH makes a path of en-
ergy power-ups leading to the

map

exit;

BUGGIN gives vou Turbo
mode;

AHIMSA turns off enemy
fire;

BIG RED gives you cvery
single weapon available; and
BRUIN ollers extra life.
Deon Anderson
Cherry Hill, N}

We stand corvupted.

HIGH ON
DARK FORCES

The other day I fell into the
bottomless pit in DARK FORCES
and needed to get out. I in-
vented what I call “Instant El-
evator’—a [un way to deal
with the situation. 1 lirst made
mysell invulnerable (LATM-
LAME). Then, you rapidly lay
down five or six mines right at
your feet. Let the first one
blow =

straight up in the air. When

you land, the remaining

Cew

mines will create a blast thar
launches your character 300
feet or so in the air! You can
blast up so high, in fact, that if
you do this on the surface, a
six-mine detonation can al-
most put you in orbit. The
game world disappears be-
neath you. Then, you scream
vour way back down. This
ability has provided some fun
ways Lo rampage around. Try
it—it's handy.
David Smith
St Lows, MO

We stand doubly corrupted.

GO MUCK-UP

Sorry, but I've got to com-
plain about the caption for
the sereen shot ol GoMoku
NARABE (“Shareware Show-
case,” July ‘95). GOMOKU is
not a version ol “the classic

Japanese strategy game of

GO." Virtually the only simi-
larity between the two games
is that they use the same
board and pieces. The misin-
formation may well have
come [rom the game's docs;
lots of GoMoku implementa-

tions claim to be a version ol

GO. You lolks should really
know better, though.
Dan Pierson

via CompuServe

We should have wsed the
term: “variant,” but one of
owr editors fell that only
boardgamers would under-

stand the term for playing

with different rules for the
same board and game preces. GO
and GoMoxu are as different as
lines and circles.
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MAGIC: THE
ADDRESSING

I just saw a copy of your

June 95 ssue. In i, there was

an article about the upcoming
Macie: "Tne GATHERING com-
puter game. In the article, vou
mention two World Wide Web
sites, [one of which] happens
to be mine, Of course, 1 don't
mind having one ol my pages
listed in a magazine. The
problem is

that it was an old address. The
old address was: htp:/skat.

usc.ecu: 170 1/mosaic/magic/
html. The new addresss is
http://ewis.usc.edu/users/ibaily
/magic.html, You might wani
to let your readers know,
Robert Baily
Los Angeles, CA

Thanks for the note. We have
found the site to be valuable for
cross-referencing cards.

WINDOWS PANE
Well, much as T hate o say
this, vou are now well and tru-
Iy a Zill-Davis Publication. |
hope the “Windows ‘95 Ex-
plosion” doesn’t blow up in
your face. Given Bill Gates'
comments in InfolVorld about
the Tuture of 95 (namely that
he fully (still!) expects WiN-
pows N'T 1o be the logical step

up, with Winpows 95 being a
trial of the new mierface; note
the requirement ol running
under NT to get the Winpows
U5 logo, too) and the sudden
surprise appearance ol the
long list ol mainstream Win-
pows 3.1 applications that
won't run under 93, things
may not (again) be as the Mi-
crosoft hyping department
would want the public to be-
lieve.
Good luck, and welcome o
the bandwagon.
Stephen Diye
wie the Internel

Despite your healthy skepticism,
we are truly excited about Win-
pows 95 because of the benefits it
offers for gamers. We believe
gamers are tived of having to re-
configure their compulers lo acco-
modate the hacks of every game
design team and to overcome in-
compatibililty problems with vari-
ous hardware devices, particularly
sound cards. Potentially, periph-
eral drivers will be handled easi-
er, installs will finally become
more uniform, graphics will be
handled more efficiently, sound
drivers will no longer crash
games, and the AutoPlay feature
will transform booting a new
game from a wightmare into a
Pleaswre. We have expressed con-
cern that uniformity may breed
contempl, but we staad by owr ha-
sic assessment that Wixpows 95
looks like a good thing. Check out
this issue’s bonus section on 1WiN-
npows 95 for more information.

First of all, T want to thank



“One Must Fall 2097 is the best fighting
game available for the PC, bar none”
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4 Win cash for repairs, upgrades
training & buying new moves

Run out of cash and your
repairs are over:

“MOVE gyg,q', DOOM, FOR: Are you tired of PC beat-em-up games that don't live
ONE MUST FALL: 2097 IS = . up to their hype? PC Gamer says “this is a truly excel-
A SURE WINNER!” i e lent game” and “you won't be disappointed” with One
S G_AME_BYTE_'S;h | ., Must Fall 2097. PC Answers calls it “outstanding”, PC
/A—_éf N -/ “’%@ Home calls it “a must” and PC Gamer says it “plays

brilliantly”. Computer Game Review says One Must Fall

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

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

Try our.games on
CompuServe just
GO EPIC

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

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

Please add $4 s&h. Visa, Mastercard and checks TRY THE SHAREWARE VERSION TODAY!

MEeanroames|

mya

accepted. MD residents add 5% sales tax. Every order
includes a bonus shareware game. In UK/Europe call
Epic MegasGames UK Ltd. at +44 (0)1767-260903.

Epic MegaGames Inc. - 3204 Tower Oaks Blvd #410 -

Rockville MD 20852 « (301) 983-9771 - Fax (301)299-3841

On CompuServe GOEPIC and visit the
Epic Forum or call Exec-PC BBS at (414)
789-4360 or on'the Internet ftp-any of
our shareware games from ftp.uml.edu in
the /msdos/games/epic directory.



you for putting my quote in
the “Notable Quotes” section
ol the June magazine. The
reason for this communica-
tion is that I feel it is my duty
as an airplane buff 1o tell you
that in the 64 Gigabyte Ques-
tion for June, Jonathan (Sea-
mus) Blackley said in his
opening “Bomber Attack” se-
quence from the game he is
envisioning, he has an FW-

190 attacking a B-29. The B-
29s were only operational in
the Pacilic Theater ol Opera-
tions. Thercfore, T don't think

I would buy his game. Ha!
Jason Daily
Miamisburg, OH

Okay, you've got a point, but if

you throw the baby out with the
bath walter you'll be missing out
on Blackley's next flight sim after
Frcrr UNLIMITED, lentalively
entitled Fricrer Cospar. We un-
derstand the game will involve
training and dogfighting in mod-
ern combat aiverafl as opposed lo
recrealing historical missions.
However, if Seamus ever eleets to
do a WWII flight combat sim,
we're betting that he'll stick to the
Jlight wmodel physies and let some-
one else vesearch the history.

C\THEEND\
CLIMAX.EXE

I recently [inished X-COM
II: TERROR FROM THE DEEP,
The whole ordeal took me
about 200 hours and that time

was aided by some serious
editing ol my soldiers’
strength file. When | finished,

[ expected to see some sort of

pay-off video or, at bare mini-
mum, a few screens of text
telling me about how I had
saved the day, but to be on
the lookout for the next bad
guys (i.e. X-COM III). In-
stead, I was shoved back to
the main menu. What a let-
down that was!
Geoff Rosser
Emeryville, CA

We've addressed these abrupt
endings before, but it was usually
Scorpia reminding adventure
game publishers thal a story isn'l

Sinished until there is a wrap-up.

Imagine Casablanca without the
“beantiful relationship” forming
between Jordan and Bogart afler
the climactic “hill of beans”
speech from Bogie to Bergman.
Imagine Raiders ol the Lost
Ark without the warehouse scene.
Consider even an episode of The
Lone Ranger without a, “Who
was that masked man?” Il's in-
conceivable. Now that strategy
games have this campaign/story
component, they need to frovide a
tidy wrapping-up of thetr stovies,
loo.

IDENTICAL SINS

It would scem Johnny Wil-
son has blurred two movies
together (“Rants & Raves”,
July “95). He makes reference
o Don'l Start The Revolution
Without Me and goes on to say
that the two pairs of main
characters felt everything the
other member of the pair felt.
While the Corsican Brothers

are the main characters of

DSTRWM, the empathic link
Johnny Wilson is relerring to
appears in The Corsican Broth-
ers with Cheech and Chong
playing the “duel” <g> roles.
Considering the farcical na-
ture of both movies and their
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similar subjects, it 1s easy to

see how one could become
confused.

Sam Buker

Oxon Hill, MD

Johamy bluwrved the movies to-
gether, but it was his empathic
fwin that wrolte the editorial.

FLIGHT SIM-
PATHY

I have been a faithiul read-
er of CGW for quite some
time, and have always enjoyed
the format and information
you provide. I'd like to thank
all concerned with the fine el-
fort put out month after
month,

The reason I am [linally
writing now is that I just no-
ticed the e-mail addresses on
the header. That, and I want-
ed to let you know how much
I appreciate your attention Lo
on-line flight simulations. 1
realize that the on-line com-
munity is fairly small when
measured against the overall
gaming community, The ex-
pense require-
ments pretty
much en-
sure  rhat
the people
who take

these
sims/games
seriously
will remain
a reasonably
exclusive
group for at least the near fu-
ture. That aside, the reviews
and previews ol sims like AR
Warrior and ConFirRMED KitL
aid greatly in expanding the
player base and thus, the val-
ue and capabilities of the
products,

[ especially enjoyed the
rather extensive article by Bob
and John Nolan reviewing
many of the most popular
flight simulations in your June

issue. The manner in which
the article was organized was
very well-done. First, showing
the capabilities of “stand-
alone” software, then pro-
gressing to modem through
network play was very educa-
tional.

Again, thanks for the great
work...keep those previews
and reviews coming!

Glenn Smith
Phantom I/JG54 in
Air Warnion

wia GEnie

Check out the photos on Atr
Warrtor 1.18 in this month's
Telegaming Feature. The on-line
world is Witevally exploding, and
we're not swre that this will rve-
main a small niche for very long.

DESIGNING
READER

I consider mysell a long-
time subscriber (since #80)
and have watched you grow
and change. Some of the
changes lor the good (sections
for Strategy and Wargames),
the
changes so-so.
But, one thing 1
have always ap-
preciated over
the other
called  game
magazines, the
coverage of the
industry  and
game design. |
just have two re-
quests: 1) bring back an issue
that talks about and to game
design and 2) do a history of
the computer game as a
whole.

some  of

S0~

Steven Dielz
wia GEnie

Our next issue will have a na-

Jor featwre on game design, and

we are planning an update to our
“History of Compnuter Games” for
owr 150th issue, next year.
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THE LATEST NEWS FROM THE GAMING WORLD

Blizzard Trains Orcs,
Builds New Empires

Blizzard Prepares WARCRAFT Il, Storms Into Multiplayer RPG and Strategy Games

It's always great to see a “lit-
tle guy” go loe-to-toe with
the Big Boys ol the industry
and hold its own, which is
exactly what Blizzard ac-
complished with its first in-
house design, WARCRAFT.
The best real-time strategy
game since DUNE II (Vir-
gin), WARCRAFT won several
awards, and was so commer-
cially successful that Bliz-
zard has released both
shareware and Macintosh
versions. Needless to say,
Warcrart II: Tipes oF
DARKNESS 1s one of the most
anticipated titles of the year.

The biggest dillerence
between WaRCRAFT II and
its prequel will be smarter
Al for the various Ore and
Human troops. This time
around, your soldiers
should be much less likely
to wander into trees when
you aren’t micro-managing
them. Also, the computer
opponent should be more
adaptive, meaning that you
can't get the Al to walk
into obvious ambushes
time and again.

WARCRAFT 11 will have
much more of a fantasy feel
due to the number of addi-
tional creatures included.
Trolls and Ogres make for
good shock troops, and the

undead put in an appear-
ance as sailors—on a subma-
rine, no less! The game’s

ORCS WILL BE ORCS Maneuver and finesse have their place, but some mornings

the ships something to do at
sca other than fight. (The
Orcish Merchant Marine...

you just have to board the old assault boat and pillage a Human town.

combined arms feel is accen-
tuated by large Orc ftleets
and even dirigible troop
carriers. There are, thank-
fully, no dungeon crawls
planned this time around,
but this is olfset by more
nasty spells [or each side. As
before, the scenarios link to-
gether to form a pseudo-
campaign with a loose

plotline. The scenarios CGIW

viewed seemed to he a vari-
ety of tactical situations,
rather than the neo-adven-
ture game puzzles of WaAR-
CrRAFT 1. The economic
model expands over the fa-
miliar lumber, ore and gold
to inclucde oil, which gives
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who could have imagined?)
WARCRAFT II has a playing
field four times as large as
Warcrart, and should sup-
port up to seven players.
For those gamers who
would rather conquer the
stars than bash Ores (or hu-
mans), Blizzard is close to
completing Pax Imperia 1.
The game's scale rivals that
of MasTer oF Oriton and
REACH FOR THE STARS, with
SVGA graphics that really
make the galaxy come vivid-
ly 1o life. Ship design is dif-
ferent than in MOO, bul
involved enough to keep

TECHNICOLOR GALAXY The upcoming Pax Imperia has graphics and an interface
that could leave Master oF Orion in the dust of nebulas past.



closet galactic engineers
happily tinkering for eons.

Combat features a tactical
model, but is really only
one ol the many options
available to would-be em-
perors. Trade and diploma-
cy are equally important,
and random political events
keep everyone guessing. Re-
playability is enhanced
through a variable world
generator and random
starting positions every
game. Advisors are provid-
ed to manage the growing
empire, and council meet-
ings allow you to make and
change existing policies.
Pax Imperia I will release
for both Macintosh and
Windows formats this Win-
ter, and will support up to
16 players via network.

Farther olf, the Spring of

96 will see SHATTERED NAa-
TIONS, a post-apocalyptic
empire-builder with empha-
sis on building an economy.
Even with the SVGA graph-
ics and multi-player aspects,
this reminds us ol the old
SPI board game After the
Holocaust. At least this one
sounds as though it will be
playable in an evening.

The riskiest venture from
Blizzard would seem to be
DiasLo, their [irst attempt
at role-playing. However,
Blizzard is trying to transfer
the grand sweep of their
“empire games” Lo the lan-
tasy world, which bodes well
for role-players, who really
haven't had worlds of any
scope to romp around in
lately. The game should
transcend the typical dun-
geon crawl with the advent
of a random level-genera-

Reuaders’

1M1

PLAYING LATELY?

Here are the games that your fellow players are blowing the
most time with. Let us know which game you've been playing
the most by writing the name of your current addiction in the
“Playing Latelyz" blank of the CGW Top 100 ballot.

Results for CGW #132, JULY 1995

2 )

iagl

X-COM: UFO Defense (MicroProse)

“Demolition

Full Throttle (LucasArts)

ror From the Whar?”

Derby—otherwise Notable Quotes David Follansbee,
known as NASCAR Manchester, NEH

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

—is a gas! Look at
‘em try to avoid me.
Hit the pace car
head on and watch fim go the wrong way. Hi-
larious! What!? It's a serious sim?....Oh."
‘Dodge Em’ Johnson, Mar Vista, CA

“PANZER GENERAL hasn't left my CD-ROM
drive since the day I bought it. PG is the best
game I've played this year.”

David Jaromnak, Reading, PA

“I'm livin® my life at FULL THROTTLE."
Brandon Anderson, Visalia, CA

“JAGGED ALLIANCE is X-Coum times 10. Ter-

“Yoda is my squad
leader.”

Chris Farver,

Elmira, NY

“Will WiNG CoMMANDER IV keep Luke Sky-
walker...oops, Mark Hamill, as the main
character?”

Yuhwet Liny, Toms River, NJ

“Now that I've crushed the Allies in all five
campaigns of PANZER GENERAL, I await the
next version where I can crush the Axis.”

Steven McKinnon, Albany, NY

and WaRrR-  continue to take chances,

tion system and multiplayer
aspects. The design teams at
Blizzard have certainly
shown that they know how
to inject new life into old

lantasy themes
CRAFT is a prime example.
Regardless of how well these
titles turn out, it is relresh-
ing to see a small company

because this can only mean

richer experiences for

gamers in the long run.
—Terry Lee Coleman
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MORTAL KOMBAT IlI

Blood, guts, gore and glory
have always been the trade-
mark of the MorTAL KoMBAT
games, but GT Interactive is
taking things a step farther
the third time around. This
faithful translation of the ar-
cade game will include—
drumroll, please—network

battle, and there will be wo
versions ol network (IPX)
play. One variant will consist
ol a real-time double-elimi-
nation tournament where all
the players square off simul-
taneously, wait to see who ad-
vances to the next round and
then fight again until there's

CHILL DUT! Morraw Komsar 111 adds to the ensemhble of martial-arts characters, each
with hisfher own special attack abilities—maybe even enhanced for the PC.

and modem play. The story-
line isn't too different than
before; not that 1t matters
much.

Just like in the arcades,
multiple levels exist within a
scene. Hit your opponent
with a super-stiff uppercut,
and he'll get knocked up to
the next level, where the
fight continues, In the carly
beta we played, the controls
were considerably more re-
sponsive than we expected.
Gamepad gamers will enjoy
having all Tour buttons en-
abled for attacks (high and
low kick, high and low
punch).

But the biggest enhance-
ment in Morrat Kosmpar 111
will be the presence of on-
line multiplayer play. Modem
owners can connect up for

a winner. The other variant
will most likely be free-for-
all style; you'll be able to
issuc challenges and so
forth.
There are a host of new
characters, including the
fearsome four armed Shi-
va, and G'1 and Williams
Entertainment have even
hinted that graphical im-
provements will be made
tor the IBM version. Of
course, the blood still
looks fake—guess that
kind ol realism is a
whole other matter.
Still, MorraL KoMsaT
IT was proofl thar ar-
cade lighting games can
be successtully ported to the
PC, and the designers claim
that MK3 will have extra se-
crets and cheats when it final-
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ly reaches a desktop near you
on Friday, October 13, GT is
serious enough about the re-
lease that “Mortal Friday™ will
mark not only the MorTAL
Kospat HT's PC debut, but
the simultaneous launch ol a
movie and live tour as well.

EXPLORATION

Take Seven Cries oF Gown,
Civinizamion and CoLoNiza-
TIoN. Blend them together

1400’s and you've got Inter-
active Magic’s upcoming re-
lease Exprorarion, Intrepid
gamers will step into the
shoes  of  Christopher

Columbus as they undertake

a quest ol epic proportions

for themselves and the
country they represent—the
discovery ol a new world.

Like Sin Meter's Clviviza-
roN, a random world gener-
ator creates a New World

literally with each

game. And, as expected, the
game moves into familiar rer-
ritory as you negotiate, trade
and combat up to lour com-
petitors plus indigenous peo-
ples. In addition to meeling,
greeting and exterminating
each other (and the natives),
settlers found and maintain
colonies, mines and planta-
tions, upgrading them when
necessary. Ships carry goods
along pre-delined trade
routes. l'or spice, there’s the
Port scene back home, where
[inders of new worlds can
have a drink, recruit crew-
men and visit the church.
The turn-based gameplay
imstantly reminded us of
Covroxization, Unfortunate-
ly, so did the standard VGA
graphics, which are quickly
becoming outdated in this
modern, hi-res gaming
world. Hopefully an SVGA
mode will be added to the i-
nal  version. Otherwise
though, EXrLoraTioN has
some promise. If they can

OH, MY ACHING HUMP In ExpLoranion you settle the new world by whatever means
necessary—aeven if you have to explore on camelback.




“The3D environments aresimply breath kinq...'\
the worlds are Ilke nothin seen| before in:
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avoid some ol COLONIZA-
IMON's mid-game micro-man-
agement overload problems
and deliver on a seemingly
\\‘t'll-ndjuqr{'d Al model, the
game we've all been waiting
for—the real lollow-up to
SEVEN CITIES OF GoLb—uwill
be out in September.

CUSTER’S LAST

COMMAND

The brothers LapKkoll,
those crazy guys who gave us
REMEMBER THE

ALAMO, are

back with anoth-

SHORT TAKES ON GAMES UNDERGOING BETA TESTING AND SOON TO BE RELEASE

Cheyenne allies have a reason-
able chance of victory, olten
with less casualties than in the
real battle of Liule Big Horn.

The even-handed treat-
ment of the subject neither
vilifies nor elevates Custer, a
delinite achievement, consid-
ering the controversy which
still surrounds the battle. As
with most good wargames,
CUSTER'S LasT COMMAND
gives you a lot of historically-
viable options to experiment
with, including: varying the
numbers ol Sioux/Cheyenne
wil-

CAVALRY CHARGE MY FOOT! Custer's Last Cormano puts you in charge of US forces ina
tense campaign to defeat the Sioux and Cheyenne at the Battle of Little Big Horn.

er scemingly one-sided aflair
in CUSTER'S LAST COMMAND,
Several board wargames have
done The Alamo justice, but
there has never been a good
simulation ol the ill-lated
Custer campaign against the
Sioux. And while the very
thought of a game on this sub-
ject Mlies in the face of political
correctness, it is nice to see
that the Sioux and their

riors in the village; varying the
number of rifles carried by the
Sioux; the Indians expecting
Custer to attack: and of course,
the usual fog of war and Al
competence levels may be set
to preference.

When playing the US 7th
Cavalry, the main advantage
you face is not being saddled
with Custer’s arrogance (then
again, your opponents may
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vary). US options include car-
rying sabers (left behind to
make the cavalrymen more
stealthy), Gatling guns, and
even bringing sll[)ll“ the 2nd
Cavalry—all ol w lll(ll still
make for an interesting game,
even though they it the bal-
ance 1o the US side.

The game system has devel-
oped far bevond the minimal-
ism of Avramo, with a
sophisticated “tool button” in-
terface and crisper, cleaner
graphics. While I question the
authenticity of Zones ol Con-
trol on this scale, it does allow
the beleaguered cavalry to
make their famous stand, anc
is perfectly acceptable for such
a clean, simple game.

Even though the entire
campaign, rather than just
Little Big Horn, is covered,
this doesn’t mean that tacti-
cal detail is left out. Cavalry
may fight either mounted
or dismounted, stay in col-
umn or line formation,
and rsvcn t‘th'L‘l a “last

tain desperate condi-
tions. Indian forces are
more [Tuid, and may
take cover from enemy
rifle fire easier than US
forees. The morale and Fatigue
rules are similarly simple, but
equally ellective,

In short, Custir's Last
COMMAND is shaping up Lo
be a fine example of why
small, independent compa-
nies are still important. Not
only do the Lapkoffs tackle
sensitive subjects, they some-
how manage to import the
love for their eraft to their
audience. Certainly, this in-
dustry could use a bit more
of that atdde. €

ED RELEASE DATES BASED ON THE LATEST
[FROM EAME DEVELOPERS
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Interface pruﬁldes 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 WWII
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 fo viclory
with the legendary German King Tiger
tank. Take command of Peiper's
infamous SS or lead a blistering U.S.
counterattack o retake Stoument.

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

@ Realistic stereo combat sounds

@ A plethora of scenarios

@ Modem to Modem play

@ Vivid SVGA color graphics

i o ? /
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Introducing Sound So Advanced
[t Can Attack You From Behind.

Not all important multimedia innovations are up  Dolby” Five-Channel Pro-Logic circuitry make the
on the screen. Thanks to ACS500 the first computer speakers to offer true
Altec Lansing’s new ACS500  “movie theatre” surround sound. But be prepared

surround sound system, when you use them, because you never know

two satellite speakers and a what will sneak up on you.
subwoofer in front of you can sound like aliens For more information on Altec Lansing Surround

are spewing molten plasma behind you. And turn Sound, call 1-800-648-6663. Multimedia Division,

you from an accessory into an active participant. Altec Lansing Technologies, Inc., | ALTEC
LANSING
[MULTIMEDIA g

Altec Lansing'’s patented technology and Milford, PA 18337.

©1995 Allec Lansing Technologies, Inc. Dalby” Pro-Logic is a trademark of Dolby Laboratories Licensing Corp.
Circle Reader Service #27



Origin Shoots For The Stratosphere
With $10 Million Wing Commander

With rumors running ram-
pant about the next install-
ment of one of the most
famous computer series ever,
we decided to head for Tinsel-
town and check out the mak-
ing of Wine CoMMANDER TV
for ourselves. Expecting to see
another blue screen studio
with clusters ol people hud-
dled around actors and digital
compositing equipment, we
were more than a little sur-
prised by what we found.

[t seems designer Chris
Roberts decided that if his
game was going to have the
feel of a movie, then he was
going to have to shoot it like a
movie, To that end, he's shoot-
ing the game on film (Sony
Playstation users will benefit
from this), and is using real
movie sets instead of “blue-
screening” everything. This
should provide a more realistic
feel to the game,
means skyrocketing costs, re-
portedly reaching ca. $10 mil-

but also

lion. The costs dwarf the previ-
ous record for the production
of a computer game, which
was Roberts’ WiING COMMAN-

you're used to shooting things
for a living, so he’s more than
happy to assist the Federa-
tion's plea for help in the Bor-

Photo by Joe! Sussman

HOLLYWOOD NOUVEAU Even more than Wixe Commanoer 111, Wing IV resembles a
big-budget film, right down to the expensive movie sets. But can a pame with a hig-
league budget turn a profit in the current market?

DER 111 at $3.5 million.

The plotline goes something
like this: Col. Chris Blair,
played by Mark Hamill, retires
from the service after wiping
out the Kilrathi. But life on the
farm gets a litle boring when

derlands, where some strange
things have been going down.
During the course of the
game, you'll discover that cer-
tain people aren’t exactly
thrilled with the Federation,
which may lead to some inter-

esting questions about liberty
and loyalty.

Happily, the entire cast
from WinG Commanper 111
came back, except for a few of
the female characters. Tom
Wilson, who won a CGIW Pre-
mier Award for his portrayal of
Maniac in WinG 111, has re-
turned, promising that his
character will be fleshed out a
little more this time around.
As for gameplay, the next
game is supposed to be pretty
similar to Wine I11, but Chris
Roberts has plans to improve
some aspects. During combat,
he says, vou'll be able to scram-
ble your wingmen to other
Nav Points, making it possible
to send a wingman to clear out
one Nav Point so that you'll be
able to zip on through.

If WinG CommanDeR TIT was
like Hollywood, this game is
Hollywood. WiNG COMMANDER
IV should be out in time for
the holidays.

Take 2 Takes Time To Film ‘Ripper’ Right

Take 2 Interactive Software
recently finished the principal
filming on their upcoming
Ripper title. Featuring Burgess
Meredith, Christopher
Walken, Karen Allen and John
Rh}.'q-[')a\'ies, among others,
the pm(lm'liml seems destined
Lo eclipse its original $2.5 mil-
lion budget. In spite of the
cost overruns, the first-line

ditional Hollywood fare.
Burgess Meredith, the
veteran performer who
appeared in Waiting for
Godot on Broadway, Of
Mice and Men, Rocky and
Grumpy Old Men on [ilm,
and numerous Twilight Zone
and  Batman television
episodes over the years,
managed to put his 90- -year-

film). Karen Allen (best known
for her perlormance in Raiders

of the Lost Ark) worked through

more than 100 camera set- -ups
in a grueling 12-hour-plus
day during her stint on the
RirrER set. The game re-
quires so Tllcll’l} camera set-

ups compared to feature film

work because there are four

possible murderers and

GUTSY OLD MAN Burgess Meredith plays dual roles
in Take 2's Ripper. The 90-year-old legend performed
all of his scenes for the game in one day, hefore
flying out to do Grumpy Old Men I,

stars are discovering that in-
teractive performances can be
much more grueling than tra-

old body through over 60
camera set-ups in one day
(playing two roles in the

the game is set up for
replayability.
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svan graphics and a an-rendmd
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Wargames, long the province of
hard-core strategy enthusiasts, are
only now garnering serious atlen-
tion from the larger gaming audi-
ence. Part of the reason is that
games like PANZER GENERAL fi-
nally feature the cool sounds, ai-
tractive graphics and intuitive
interfaces necessary lo appeal lo
mare people. Since Gary Grigsby’s
upcoming STEEL PANTHERS (see
the Sneak Preview on page 206)
marks this wargame deity’s “find-
ing new religion” in terms of
graphics and interface, we
thought it appropriate to ask him
what he could design with unlim-

ited processing pow-
er and no budgetary
restrainis. A war-
game for all time,
perhaps?

I like historical
games where the
strategies have a
realistic feel to
them. Any of you
who've played Pa-
c1F1c WAR know
that I really like
strategy games that allow you
to zoom in for tactical detail.
To design my dream game, 1
wouldn't need much, just un-

The Latest Game News From GenCon:
Win A Free Sub To ‘CGdub’ On The Weh

Check out the latest on
UrriMa IX, WARHAMMER
FANTASY BATTLES, ALLIED
GENERAL, CHRONOSMASTER
and more by downloading
transeripts from the CGW
Forum on ZiffNet. The tran-
scripts are from live confer-
ences from the GenCon
Game Fair in Milwaukee,
WI, in mid-August. CGW Ed-
itor-in-Chief Johnny Wilson
and Wargame Editor Terry
Coleman hosted the confer-
ences with designers and
producers from Mindscape,
Origin, SSI and Intracorp.

Meanwhile, back at the
CGW Web Site, you'll find

several exclusive reviews, in-
cluding IRON ASSAULT, as
well as the latest game
demos and patches. Plus,
you'll be eligible to win a
free l-year subscription to
CGW il you take the time to
answer our Question of the
Month. You'll find some
great answers already there
to the last two questions,
“What was the lirst game you
ever played?”” and “What
was the BEST game you ever
played?” The CGI site is
locatedat: “http://www.ziff
.com/~gaming”.
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limited time and resources
and a 64-gigabyte, 2000 MHz
computer. And, well, a couple
ol peripherals...

World War Il: Global
Conquest

Since projecting a spherical
globe on a flat screen is less
than satisfactory, the game
would require a virtual-3D-
holographic-laser-system
(V3HLS). A virtual globe
would be projected into the
center of the “situation room,"
and the player could move or
examine his armies by just
touching an area of the pro-

Jjection.

Central to the game would
be an enormous data base
conlaining personnel and
equipment files for all the
world's armed forces. Detailed
data on each country’s natural
resources and incustrial infra-
structure would drive rhe
game's economic module. 1
would also include a flexible
data manager to allow players
to hist, sort, calculate and fore-
cast information in a manner
of his/her own choosing.

The game would contain the
following fearures:

l. The entire war resolved
down to each man, vehicle,
ship and aircraft;

2. Realistic automated sup-

ply rules with supplies being
moved by dedicated fleets of
ships, trains, trucks and wag-
ons;

3. l"ully customizable op-
tions to design your
war economy, armed
forces and weaponry;

4. Ability to zoom
in and resolve the re-
ally interesting bat-
tles in minute tactical
detail;

5. Qualitative dif-
ferences in weapons,
manpower and lead-
ership.

Of course, only the
most fanatical player
would actually want to control
everything under his com-
mand. The game would have
to include a competent Al
general/manager to move sup-
plies, manage the factories,
and control the rear-area
armies, 'This would leave the
player free to concentrate on
deploying his front-line units
and lighting battles.

Even il my dream technolo-
gy became a reality, a game of
this scale could take forever to
complete, despite enormous
teams of programmers and
testers. If nothing else, after a
mere two years of ['l{!\'ﬂl{}p-
ment, the V3HLS drivers
would be hopelessly obsolete.
In the end, the programmers
would doubtless realize that
the game would run too slow
on the standard 2000 MHz
home computer. The greatest
irony of all is not that the de-
sign specifications would
change, but that the cost over-
runs would be so huge as to
parallel military spending in
the real world—and that is a
little too realistic a military
simulation even for me.



You've played
Mortal Kombat®, Street
Fighter™ and Primal
Rage;” but nothing
matches the spectacular o

game play and visual W,ﬁ_ﬁf r~

power of Battle Beast" ! 2 { Z‘— ‘r, - g}
the ultimate fight game "__ ("11 -
from 7th Level. Y el S
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Battle Beast sets the standard for game play and realism on the PC.
There's nothing like it. Guaranteed! Or your money bacli*

» Vaster more than 100 fight moves « Discover hidden bonus rooms and secret weapons
= Marvel at feature-film quality audio and animation e Fire rude interactive keyboard taunts at your
opponent « outwit the computer’s artificial intelligence « Battle it out over hetwork or modem

Questiom: What are Mortal Kombat, Street Fighter and Primal Rage? Answer: Redundant!

Welcome to the 7th Level.
Game over?

Visit your retailer for a free demo or download the Battle Beast Promo on AOL (keyword: SEVENTH) or CompuServe
(GO: SEVENTH) or on the Web (www.7thlevel.com). For more information or to order, call 1-800-884-8863 ext. 106.

e
- *30 day maney back tee. Call 7t ﬂ\uel
7tﬂ LE "EL ¥ ©1995 7th Level, Inc. 7th Le egstered UK
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NEW HORIZONS

Looks can be deceiving, and
that's certainly true in Koei's
newest game of exploration,
trading and combat. At first
glance, this adventure/strategy
game built upon the 16th
Century Age of Exploration
looks like a

MARIO GOES ADVENTURING The Ninten-
do-esque quality of the adventuring in-
terface belies the strategic depth of
New Horizons.

throwback to an early Ninten-
do game. From an oblique,
top-down perspective, you
move your tiny homunculus
about the screen, bumping
into other characters and
walking into doors o open

MECHWARRIOR Il

The long wait is over and
it's  been worth it
Activision’s much antici-
pated sequel is almost
everything a Mech jockey
could want. Based on the
Era of the Clans from
FASA's immensely popu-
lar “Battletech” universe,
players pilot huge, 20-
meter-tall humanoid
tanks across dozens of
alien landscapes. This is no
simple arcade game, either—
MW2 takes into account such
varied conditions as gravity,

GIF mpy, ]

them. Yet, il you judged this
game on its looks, you'd miss
the most interesting conversa-
tion trees used in any Koei
game yet. The designers actu-
ally spent some time paying
attention to character motiva-
tion. More importantly,
you'd miss out on the solid
strategy elements underly-
ing the adventure game
wrapping. You begin by
choosing one of six ad-
venturers, each with dif-
ferent motivations for
exploring the globe.
To reach the appropri-

ate pinnacle of fame,

you'll have to recruit
the right people and manage
them well while running a
tight ship. If you don't, it’s
easy enough to lose by having
your flagship sink; running
out ol provisions and starving;
being killed in a fight; or [ail-
ing to achieve your goal by
January, 1554, All in all, New
Horizons has a lot to offer.
Too bad the Nintendo-style
interface probably won't ap-
peal to those who would most

,»""‘\ Ml-"?.mr .
Sy

MECH MY DAY Mechanized combat
fans will be happy to know that they
can finally climb into the cockpits of
MectWarrior |1,
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likely be
interested in
the game. IBM CD-

ROM, §59.95. Circle Reader
Service #1.
KOE] CORPORATION,

Burtincame, CA (415) 348-
0500.

SAVAGE WARRIORS
Mindscape has just jumped
into the street-fighting craze
with an intriguing game that
adds some new elements to the
genre. SAVAGE WARRIORS bears
the same old story—a mystical
super-powerful warrior
calls together the 10 best
fighters from history to
see il the best can de-
feat him. Thanklully
the storyline's the only
thing seriously recy-
cled here. Savace
WARRIORS has the
look and feel of Wanr-
RIORS, which, thanks
to some effective coloring and
a whole new graphical ap-
proach, looks remarkable,
even if it is a litde blurry. The
action itsell is inconsistent—we

weather, temperature, and
time of day,
and they af-
fect the per-
formance of
you and your
machine in two
long canm-
paigns that will
lead to victory
for either the
Wolf or Jade Fal-
con Clans. Along
with the awesome
Mechs, dozens of

vehicle and building types are

couldn’t

ligure out what (o
make ol it. At times the
fighting really locked us in
with its intensity. At other
times we were [rustrated by a
level of “realism™ that appears
to slow down the traditional ar-
cade reaction times. One big
plus is the ability to wield
weapons and take advantage
of the environment to a limit-
ed degree. Which means you
can do things

SIGGY AND THE SEA MONSTER Savage
Warriors' semi 3-D environment lets you
hang from rocks and use weapons to
vanguish your foe,

modeled, and weapons effects
are beautifully rendered in
both graphics and sound;
don't be surprised to find
yoursell ducking when your
screen shudders and rocks
under the deafening impact
of an opponent’s long-range
missile. Strap on that neuro-
helmet and dress lightly, be-
cause the Clans are in town
and things are definitely heat-
ing up. IBM, $69.95. Circle
Reacder Service #2.

Acrivision, Los ANGELES, CA
(800) 477-3650.



like grab

a rock outhanging

and launch a double-volley
kick into your opponent’s
chest. That ought to leave an
impression.... IBM CD-ROM,
869.95. Circle Reader Service

#3.

MINDSCAPE,
(415) 883-3000.

Novaro, CA

ATARI 2600 ACTION
PACK 2

Proud of your ability to
squeeze into those vintage
bell-bottoms?  Can’t  get
enough of Nick at Nite? The
[olks at Activision have got
your number. Riding high on
a nostalgia wave, they're
bringing out Atart 2600 Ac-
TION Pack 2 with 15 more of
those addictive little games of
yore. While most of the games
that brought a sentimental

SPACE QUEST &:
THE SPINAL
FRONTIER

Ahh, to be back in the
sandy outbhack of Kerona,
roasting grellburgers over a lit
rocket nozzle. That’s how
we'd like to think space hero
Roger Wilco spent his time off
hetween sequels. However, in
SPACE QUEST 6 we learn that
Roger is undeservingly
stripped of his captain’s rank
and assigned to the SCS
Deepship 86 as a janitor, 2nd
class. While enjoying shore
leave on Polysorbate 60,

Lilsl

- _______jil':""'
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DOWN ON THE FARM Primitive graphics
and gameplay in the second Avami Action
Pack will take you back...but do you re-
ally want to go?

gooey leeling came out in the
lirst AcTioN Pack, this collec-
tion has a few gems. Classic
racers Enduro and Dragster
are included, as well as some
space shoot-'em-ups like At-
lantis and other assorted
twitch-action games. Unfortu-
nately the fond memorics
don't last long. The graphics
and sound are, of course,
primitive, and the gameplay
olfers little challenge beyond

Roger gets swept
up with seedy un-
derworldlings,
and it's your job Lo 3
rectily the situa-
tion. The humor
ranges from mild
bathroom to face-
tious satire—sure to
get a laugh from all
but the most cantan-
kerous of gamers.
Highlights include a
voice-over by Gary
Owens and the accompanying
mini-magazine “Popular Jani-

e ]

hand-eye coordination. Even
50, some of these games-are so
infectious, you might find
yourself hitting that reset key

again and again, and not just

for old tme's sake. Windows
CD-ROM, $29.95, Circle
Reader Service #4.
Acrivision, Los ANGELES,
CA (510) 475-9200.

CHAOS
CONTROL

Boy, some games
sure spoil our vision of
the future. When we
think of space com-
bat, we think of Ian
Solo piloting the
Millenium Falcon to
victory in space doglights. But
don't expect anything like that
in CHA0S CONTROL. You're not
good enough to be the pilot—
you're just the gunner. And
hopefully a good one: the [ate
of a planet rests on your guns.
This Philips game is basically
compuler whack-a-mole; you
point your mouse at the ene-
my ships as they soar past, and
try to avoid taking so many

PULL MY FINGER Roger Wilco and spe-
cial guest star E.T, share a magic mo-
ment in Space Quest 6.
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THESE JUST IN, REVIEWS TO FOLLOW

hits that you blow up. The in-
trocluction, which has a comic-
bhook fleel to it, is well done,
but the rest of the game is vi-
sually unimpressive. Four mis-
sions await you: Manhattan,
Computer, Space and Mother
Ship. Unfortunately, the con-
trolled flight path gets old fast,
and so do the missions. [BM
CD-ROM,

GIVE ME LIBERTY Seeing Ellis Island in a
game where you have no control over
your flight path is one of the ironies in
Craos ConrroL.

$49.98. Circle Reader Service
#5.

Priries INTERACTIVE MEDIA,
Los AncerLes, CA (800) 340-
7888.

tronics.” Not to be missed is
the arcade game “Stooge
Fighter 3,” which provides
“Moe fun” than you can be-
lieve. When you top this ol
with some great SVGA
graphics, a solid Windows
implementation, and a top-
notch interface, you have
the right stuft for any lover
of madcap space comedy.
IBM & Windows CD-ROM,
$54.95. Circle Reader Service
#0.

S1ERRA ON-LINE, BELLEVUE,
WA (800) 757-7707
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TELEGAMING

on-Line

Never Be The

CGW Updates You On The Hottest New On-Line Games

1194 —
|

| BLACK

FACE LIFT Kesmai's classic Gemstone 111
should look a lot like this when it appears on

¥ America On-Line later this year.

J Smith

[ .j [
FLAG CGW Editor-in-Chief and rookie driver

ohnny Wilson takes out Papyrus CEO Omar Khudari

n this
| multip

replay of a test race on Papyrus’ upcoming
layer system. Eleven drivers were competing

| at Bristol Raceway with full damage on.

e

36 COMPUTER GAMING WORLD = SEPTEMBER

ultiplayer on-
line gaming is
finally coming
into its own.
But it has tak-
en gaming
companies
and on-line
providers
mare than 10
years to get to this point. For many of us, our first ex-
perience with telegaming—playing games with other
human players via modem—uwas either limited to
play-by-electronic-mail games (PBEM) or text-based
fantasy role-playing held in chat rooms of various on-
line services. And you had to go Net spelunking just to
find them. PBEM was an improvement over U.S.
“Snail” Mail PBM games where you
would send in your moves on a postcard
and wait anxiously for your moderate to
adjudicate all those moves and get back
to you. Most play-by-mail (PBM) games
were lucky to handle one or two moves
per month.

So, when Russell Sipe introduced on-
line Diplomacy games on CompuServe
and The Source (an early on-line service
owned by Dow-Jones which was eventu-
ally purchased by and merged into Com-
puServe) in 1982, gamers could blitz
through a move per week, complete with e-mail nego-
tiations. Today, Jim Dunnigan's 100 Ycars Wer allows
you to input moves every day and many networks al-
low you to play strategy games live without having to
batch process moves.

The chat room fantasy games evolved into text-

1995

based role-playing systems like Istano oF Keswa, Gen-
sToNE |11 and Leenos oF FuTuRE Past. This was a natural
evolution from the “Guess The Parser” text adven-
tures being published by many companies, but it was
difficult to compete with the still graphics and later
animated graphics which Sierra On-Line was begin-
ning to put into their boxed games. Even today, some
of these pure text games survive because on-line
games offer a human element which stand-alone ad-
ventures cannot provide. Yet, gamers want it all—
good looks and personality.

Today, that wish is beginning to come true. The
praphics are better and the settings are richer. There
are more services offering on-line games and, conse-
quently, there are more gamers to encounter out there
in the outlands of cyberspace. In the early days, no
one would have dreamed of live action and simula-
tion on-line. Today, no matter which type of game you
prefer (action, adventure, role-playing, simulation,
sports, sirategy or wargame), something new is hap-
pening on-line for you.

DOOM DESCENDING (ACTION)
Action gamers will be able to expand their con-
quests of two classic confrontations into the on-line
world. Through the new Dwanga network (1-800-
2DWANGO), DOOMers and Herenic players can go
head-to-head against up to three of their virtual ene-
mies (prices range for $3.90 for two hours through a
month with no-limit at $32.50). Via GEnie (1-800-
638-9636), action gamers will be able to participate
in a multi-player version of Descenr, A bit further into
the future, Star Cruiser, an action/strategy space
game with simulation elements, should be available
on the Multi-Player Game Network (MPGN). Star
Crurser has been a long time in coming, since it has



to overcome those infernal latency problems (the delays between typing a com-
mand and seeing its result on-screen) faced by so many on-line systems. If the
developers aren't careful, the network's Jubament Proenix, another space game
for that service (1-800-GET-GAME), just may beat Star Cruiser to beta.

CONTEXT, SUBTEXT AND CRAPHICS (ADVEN-
TURE/ROLE-PLAYING)

The majority of on-line adventure games are still text-based. In addition to
Maous Operanot (see p. 58) and Feoeramion (see p. 48), Richard Bartles’ MUDII,
which stands for Multi-User Dungeon I, is one of the most prominent. It is cur-
rently the only text-based game on MPGN. The adventure is played via a pop-
up VT100 emulator which is superimposed over a typical MPGN pub (meeting
room). From there, you can type “Guestify” and take a quick guided tour of all
the locations within the game: the cottage, the Admiral Bombow Inn, impor-
tant treasures of the land, a galleon which has been shipwrecked, and some
dwarven mines. The tour is useful for mapping and will allow you to progress
more swiftly through the rest of the game.

QOther classic text-based games are getting a bit of graphic chrome: Gem-
stone Il for AOL (1-800-827-3338) will feature a colorful wrapping and the Is-
tanp oF Kesmat on CompuServe (1-800-848-8390) and Delphi
(1-800-695-4005) is about to become the Reawms oF Keswal with new graphics
under construction. ROK will run under Windows in its new incamation.

Meanwhile, start-up company Mpath (with veteran game designers Dani
Berry (née Dan Bunten) and Brian Moriarty as principals) has solved some of
the latency issues assaciated with on-line gaming via the Internet. Moriarty is
working on a multiplayer adventure that he promises will be different from
anything we've ever seen. Coming from the designer of LOOM, the first game to
use a musical command line, that is an exciting promise.

0On a different note, nearing readiness for beta test is Fujitsu's Wotos Away,
an object-oriented, graphically enhanced descendent of Hagimar, LucasArts’
original experiment in graphically-based telecommunity (on the old Quantum-
Link network and still available in Japan). Woswos Away is supposed to enter
open beta test on CompuServe before this issue hits the stands, but we
haven't seen anything but protolypes as of yet.

DOGFIGHT (SIMULATION)

AR Warrior from Kesmai (available on CRIS 11, Delphi and GEnie) has been
the most successful multiplayer on-line simulation to date, but with the en-
trance of Domark's Conernen KiLL into their theater of air war, the competition
is getting keen. The classic Air WARRIOR game is upgrading its look, refining the
cockpit graphics and adding off-line missions to enhance the value of the up-
coming Version 1.18. Meanwhile, the challenger, ConrirMED KiLL (http.//in-
fobase.internex.net:80/domark/ck/ck.html) has raised the ante on their
graphics since our sneak preview in CGIW#130, (pp. 30-32).

Sim buffs of a different kind will be thrilled with the soon-to-be unveiled
NASCAR Racie network from Papyrus. Although pricing has yet not been de-
termined, some lucky beta testers have been able to participate in multiplayer
[aces.

PAYDIRT! (SPORTS)
Sports has always been tough. Outside of Prodigy’s BasesaL Manager (1-
800-PRODIGY), about the only game in town up till now has been The Imagi-

Air Warrior 1.18 vs. Confirmed Kill

Since the folks at Kesmai have taken the improved graphics of Domark's
Confirmed Kill to heart, we thought it would be interesting to compare the
graphics from the upcoming Air Warrior version with the current graphics
of Domark’s network furball.

E)(PL[]SI"JE EFFEL‘IS Air Warrior's smoke effect looks quite impressive, but
Conrirmen Kil's tracer bullets look great, too.

LONG DISTANCE CLOSE-CALLS Even distant targets look good in hoth AR

| | Wanrior and ConFirmeo KiLL.

| [:IJCKPIT EDMP&RISUN Air Wnnmua is uptmg for the hit-mapped cockpit,
while Domark’s design is streamlined for speed.

3 f'w:'

TRADEMARK INSIGNIA Both games ha'.re terrific texture maps that really

make their dogfights come to life.
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nation Network's 3-D Gor (1-800-695-4002). Bast-
Sl .. Bl ot _ z 0 T Manacer is a very intricate variation on
& El fantasy baseball where you pick real play-
T ers and play fictitious games based on

J | their performances. 3-D Gotr allows you to
fill out an on-line foursome and play si-
multaneously with other players. Now, INN
is preparing to launch FRonT Pace SPORTS:

Pro FooreatL on-line (see pp. 52-53).

DICEY PROPOSITION

.| (STRATEGY GAMES)

Strategy games and their wargame
counterparts are coming in many shapes and sizes in
the near future. On the pure strategy side, the Total
Entertainment Network (1-510-596-8700) has a
working version of SmCrrv Cuassic on-line and is fine-
tuning their WizWar strategy game of arcane combat
between mages, but the network hasn't gone live for
subscribers as of yet,

Parker Brothers will soon release a multimedia
version of Monoroty which will come pre-equipped for
international multiplayer competition via the Internet.
The nifty factor here is that the product will automati-
cally configure to the native language of the player so
that, for example, the French citizen can play in French
while the English-speaking player can play in English.
Speaking of the Internet, Sierra had just launched
its web page oprior to press time
(http:\Wwww.sierra.com). Not only is the web page go-
ing to have promotional information about
their existing and upcoming products, but
it already has a built-in stock-market
game using real ticker symbols and the
power of the web to bring you the latest
updates on your virtual portfolio.

0f course, if you'd rather gamble in more tradition-
al ways, Virtual Vegas (publishers of the
VirtuaL Veaas and VirmuaL Veeas: Turso Black-
Jack CD-Roms) has just opened an on-line
gaming casino on the web. You can play
roulette, poker, slots, and craps, although
the current program doesn’t seem to under-
stand the rules of craps and tries to make a
new point every time you fail to “seven oul.”
For best results, you'll need to use Netscape,
since the program uses its security pro-
gram. This, of course, leads one o speculate that it
won't be long before the company figures a way to
turn those virtual dollars into actual dollars. It won't
be the first time it's been tried. CGW# 3.4 (Jul-Aug,

et i

| COMPUTER CASINO The folks at Virtual

& Vegas have opened a casino on their
World Wide Web page in anticipation of
legalized on-line gaming. You can already
try out fairly slow-moving versions of
craps, poker, roulette and slots, though.

[il Lo iiew E\l g b

EHEEISE

\ |
| PAPER PORTFOLIO Sierra has christened their new World Wide
Web page with a new Stock Market Challenge game. You'll
S need a version of Mosaic or Netscape that shows tables in
| order to make your virtual bucks, though.

10 Jul 2200109
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BAUD PHOENIX Dn-line admirals will compete
live against each other for the first time in Larry
o Bond's classic game of modern naval combat.

BINHDDY
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1983) wrote about one such attempt to introduce
gambling via the modem. That effort fell short in Cali-
fornia due to insufficient lobbying. Since, however, Vir-
tual Vegas isn't the only experienced multimedia
developer working on on-line gambling, don't be sur-
prised if this issue doesn't start making headlines in
the next year or two.

MPGN continues to be prolific in starting new strat-
egy game projects. Junia, the classic game of coups
and countercoups in a fictitious banana republic, is
nearing its beta test phase. The game allows up to
seven players to wheel, deal, and backstab each other
in a hilarious evening’s entertainment. Further away
are STARWEB, a space conquest game presumably built
upon the Flying Buffalo Play-By-Mail design that vir-
tually launched the Play-By-Mail business, and Was-
LORDS OF THE APoCALYPSE, a dark future strategy game of
the Road Warrior variety.

THIS MEANS WAR (WARGAMES)

Historical wargames have always been under-rep-
resented in the on-line world. The two mainstays for
serious wargamers have been Operanion MARKET-GARDEN
and 100 Years War. Marier-Garoen is MPGN's adapta-
tion of the Games Development Workshop (GDW)
boardgame based on the assault on Arnhem Bridge.
GEnie's 100 Years War is a text-based game of histori-
cal conflict designed by Jim Dunnigan, and it is ex-
pected to support a new graphic look in the near
future. Now, however, Interactive Broadcasting is un-
dergoing an ambitious design with BaraRossa (see
sidebar on page 43) and Kesmai is undergoing beta
with their multi-player version of Hareoon, Larry Bond's
miniatures level game of modern naval combat (see
picture).

RUMORS

Except for the rumors, then, that's what's happen-
ing in the world of on-line multi-player gaming. 0f
course, there are always rumors. There are rumors of
Interplay starting their own on-line service in 1996.
Thus far, company executives have refused to com-
ment, but it seems reasonable to look upon the GEnie
version of Descent as an experiment. Also, developer
rumors indicate that Electronic Arts and their Origin
subsidiary may have something in the wings. 0f
course, that would make sense since EA's strength has
historically been its strong distribution and part of the
future of the on-line world is distribution. €



The fate of nations lies frozen in ice.

Win a week-long trip for two
to the Antarctic or other locale
within Prisoner of Ice.

Details Inside Package
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Amid an atmosphere of suspense and intrigue, you'll launch your voyage in the icy
cold wastelands of the Antarctic aboard a Royal Navy submarine, where World War 11

looms ahead and your every move could change the course of history.

To place an order or for more information call: 800-443-3386.

“‘-fgm This epic adventure is now available on PC CD-ROM.
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he night is as black as
a coal miner's
lungs as the dusty,
gray tank lumbers
over the mine open-
ing. The glow of the star-
shaped mineshaft offers the
only brightness on this dark,
dim planetary surface. The
underbelly of the tank rum-
bies like a hungry man's stoamach as the mining com-
puier begins sorting six different types of ore from the
bowels of the planet.

Suddenly, a flash of orange. The tank rocks from
the jolting tag of a rival’s laser cannon and you realize
that you're vulnerable. Grabbing the shiff lever and
slamming your tank into gear, you spin your turret and
frantically scan the horizon for any sign of the attack-
ing adversary, the cosmic highwayman who wants
your ore. Power levels fall like meteorites, but your
tank crawls toward cover at the speed of a terran tur-
tle. You curse its slow speed as you attempt an eva-
Sive zig-zag paltern in a desperate attempt to throw
off your opponent’s aim. To confuse your attacker, you
abruptly reverse your tank and begin firing a few
lethal stabs of light of your own until, with power
nearly gone, you limp toward a nearby teleport grid.
You run another erratic pattern in an attempt to
thwart your adversary's shats, though it’s obvious
where you're headed.

You hastily maneuver the vehicle up the ramp of
the brightly lit teleport grid and continue firing at

17-895-0500),
5) and GEnie (1-
_ Kesmai Aries sys-

your ene-

my as
the tele-
port counts dovin
to a safe exit. Finally, after what seems to
be an eternity, the countdown is complele and you are
beamed safely from the zone, collecting the payoff for
the defivered ores.

At its best, such is the game play for Armorep As-
sauw, a futuristic multi-player combat game created
by Interactive Broadcasting, currently offered on
several online services such as GEnie, Delphi, and
CRIS. At its worst, when rival planetary miners have
abandoned the virtual worlds of the game, it is more
like armored default—more a matter of endurance
than expertise. As of this writing the game is in open
Beta Test, so you could always check it out for yourself
by downloading the front-end software.

Graphically, the game has little to commend itself
right now. Indeed, it currently looks something like the
old Atari arcade game, Bariiezone. Only the tanks

S =

all or nothing, though, and it is possible to get
trapped between foothills or stuck against triangular
tank traps relatively easily. After all, assault vehicles
aren't supposed to handle like sports cars. My most
arresting encounter with regard to movement was the
time | was sitting on a mining deposit, sucking up
melals like crazy, when one of the drones came and
sat on top of my tank, preventing me from moving.
Eventually, | had to escape out of the game and forfeit
the profits from my mining operation in order to free
myself.

ARMORED CESTALT

The object of Armoren Assaulr seems pretty run-of-
the-mill: kill your enemy before he kills you. However,
the reality is that you'll have to concentrate on collect-
ing six different metals from the planet and escaping
intact from the mining zone in order to collect your
well-deserved payoff and obtain the weapon up-
grades that should help you survive your next foray,
This combination experience bonus/market dynamic

3
|/ 18
METH sOHER

| i
TARGET ACQUISITION One of the good guys zeros in on a hapless drone for some easy target practice

in Armoren Assautt. Notice the pop-up navigation screens on each side of the targeting reticle which
can be toggled on/off according to your preference.

have simple texture-maps and, except for the ore de-
posits, small mounds that glow luminously in star
shapes, and the aforementioned teleport pads, al-
most everything else is gray, gray-green, or dull green.
0f course, future plans call for graphic enhancements
to the terrain features. Also, no sound options were
functional at the time of this writing. It is obvious that
sound can greally enhance this game, and it is ex-
pected before foo long.

Movement in this polygon-based game is fairly
simple using the arrow keys. The collision detection is
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gives the game a little more complexity than simply
kill or be killed.

Unfortunately, as you mine those six different types
of ore necessary to increase your fortune, you can
spend an extraordinary amount of time sitting like a
mother hen on a mineral lode, with nothing better to
do than spinning the turret and watching for enemies
as you extract the various metals. You could spend
this time taking pot shots at drones, robotic tanks
which simply cruise about with apparent disinterest
in the player’s vehicle or actions, When | was playing,



they didn't even bother to return fire, Hopefully, they're
merely waiting for some Al routines, but right now their
sole purpose seems to be to serve as moving targets to
aid you in honing your targeting skills.

0f course, other players can make things lively for
you, but if no other players are present in the zone,
game play quickly becomes very dull. Sitting on the

SHIPP_IN_B l]R_I:ZS Ynu must place your tank atop one of these
star-shaped mine shafts in order to process ore. Tanks mine
six different types of ore simultaneously and the cash value

is posted in the right-hand column as you mine.

mineral lode while waiting for the cargo bay to fill with
metals is just plain boring without any real opposition.

ANSI GET YOUR GUN

Weaponry is limited to a single cannon. Various up-
grades can be purchased after a successful escape
from the zone with a cargo of precious metals. A metal
sniffer can help you locate one of the mines that are
ready to be have its deposits extracted. Radar will as-
sist your ability to locate enemy vehicles, etc.

A future weapon implementation will allow players
to convert one of the six metals into a mine that they
can drop in the paths of their enemies. A greater vari-
ety of weapons will certainly improve the play of Ar-
MOReD Assaulr, As it stands, there is only one way to

deal with an opponent: to outshoot and outmaneuver
him or her. You cannot really out-think your rival.

0f the currently available upgrades, a shield gener-
ator is probably the most valuable. This generator uses
metal number six (the designers promise that the met-
als will eventually have names) to recharge the as-
sault vehicle's shield system. The bad news for tank
jockeys without this metal is that they are
quite unlikely to get a chance to gather
the metal and recharge before being
blasted by the enemy.

Each time a player's shot strikes an en-
emy tank or one of the drones, he is
awarded 10 points towards his reputation
score. Each time a player kills a drone or
anather player he is awarded a kill which
| also goes towards his reputation. It seems
B rather irrational that killing a drone or
killing another player has the same net re-
sult. After all, a drone doesn't currently re-
turn fire, while killing another player takes
some skill. The drones’ movements are
also much more predictable than other player's evasive
actions. It is impractical to award the same reputation
increase for killing a drone as killing a person,

CHATTY CHASSIS

As with most online multi-player games, ArMoReD
Assaulr offers a chat mode so that you can taunt your
enemy, beg for mercy, or even ask for assistance. It is
also very common that using the chat mode will get
you killed. It is very simple to be typing a message to
another player and suddenly discover that you cannot
access your weapons because you are in chat mode.
The space bar is used to both fire weapons and create
spaces in an on-line message, so this conflict can be a
real annoyance.

AULT IN ANOTHER ERA

and be

:;_.'-:!.ll_l[igllli-'

{ FUTURE ASSAULT Interactive Bruadcasti'ng's Ep
| graphics for specific unit types: elite ski units, tanks in differing types of terrain, infantry
with specific weapons and even paratroopers.
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ARMORED ASSIST

Blood Potion #6 Success in ARMORED ASSAULT iS
dependent upon efficient collection of metals
| and prompt exit from the danger zone. Use the
payoff to purchase a shield recharger at the
earliest possibility. The recharger is limited by
the availability of metal number six. The key to
| the game is mining the needed metal, not
killing the other guy. Stay away from enemy
tanks until you have built up enough of metal
number six to provide adequate energy to
recharge your shields in battle.
Gover Charge The buildings provide a fair
amount of cover in a centralized location, Play
sniper—hit your enemy and move frequently to
another covered location. Only get in a protract-
ed battle when your shields are fully charged
| and you have a sufficient amount of mineral six
on hand to recharge them repeatedly.
Beginner's Luck When new players enter the
zone, descend on them like a vulture before they
| have the opportunity to accumulate metal num-
ber six and recharge their shields. The longer
players spend in the zone, the more likely they
| are to have this recharging metal and the more
likely they will be able to defeat you.

Despite these problems, ARMORED ASSAULT is & pame
that has potential. Like a lot of online games, it will
probably undergo constant design changes and im-
provements. It is important to remember that this
game is still in early Beta testing so that the structure
of the game is really in flux. The designers are ex-
tremely open to suggestions and comments that will
ead to the improvement of the game. Sadly, though, at
this paint the game suffers from a distinct lack of ac-
tion. The design forces players fo either enter an in-
equitable conflict with a stronger player or spend a lot
of dead time sitting on the mother lode. Until the game
grows to the point where it can offer more stralegy or
action, it will hardly be worth one’s time to download
the required front end. €

coming Barearossa will feature attractive
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udge Dredd would feel right at

home in the dark future of Min-

10N Hunter. He would recognize

the huge, domed metroplexes

separated by radioactive bad-

lands which house outlaws,

mutants and monsters in

Lester Smith's game, based on

his Dark Conspiracy role-play-

ing universe. MPGN's Minion

Hunrer is an on-line strategy game for up to five
players versus four computer opponents. It is based
on the boardgame published by Game Designers
Workshop and set within the same dark universe,
Smith's original vision for the universe was that
evil aliens from alternate dimensions were using
the advanced scientific inventions and vast mental
powers at their disposal to create chaos and confu-
sion on the earth. The fact that these powers
vaguely resembled certain archetypal monsters of
earth’s supernatural mythos only served to heighten
the fear and confusion, heightening their probabili-
ty of controlling the entire world. Interested readers
can follow this plot in a delightful way by reading
Michael A. Stackpole's Fiddleback Trilogy (A Gather-
ing Evil, Evil Ascending, and Evil Triumphant, pub-
lished .by GDW), but this isn't required in order to
enjoy the game. All you need to know is that the

background inspired Smith to create a game uni-
verse where cyberpunk meets UFQ conspiracies,
with vampires, werewolves, evil spirits and interdi-
mensional travel thrown in.

In the game, you assume the role of a minion
hunter—a combination private eye, supernatural
detective and mercenary. Your goal is to track down
and foil enough alien plots that civilization can sur-
vive relatively intact. As a character, your four main
attributes are: Empathy, Combat, Contacts and
Stalking. These at-

foil the plots, you need

to arrive in the appropriate metroplex before

the third turn ends and defeat the minions of the
sponsoring coalition in combat.

To get to the threatened metroplex, you have the

option of traveling across the map of the United

States or accepting specialized training and mov-

tributes will affect
your probability for
success in combat or
escaping from com-
bat. As you succeed
in training and foil-
ing your enemies,
these attributes im-
prove much like they
would in a role-play-
ing game. When you
fail to end a plot,
points are removed
from the relevant at-
tributes.

THE PLOTS
THICKEN
There is a limited
number of plot cards, and you have to keep any of
the four alien/monster coalitions from reaching 20
points before the number of plots is exhausted. A
warning radar in the bottom left-hand corner of the
screen notifies you whenever a coalition nears its
goal. You also build up Fame points as the game
advances, increasing your chance of winning.
During gameplay there are always lwo plot cards
in play. They last for three turns, and if you haven't
foiled them by the end of the third turn, the “spon-
soring” coalition gets a certain number of points. To
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INTENSIUE CARE IWIARD J

55!'
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Security Investigation of o murdered
potient. Do not aduance.

PRESI:RIPTII]N FUR POLTERGEIST Whlle you're recuperating from an unsuc
cessful combat encounter, you'll be stuck in the hospital as your opponents
increase their fame and fortune.

ing to an encounter. Map movement is simple. You
have a movement rale (e.g., one on foot, five by he-
licopter, six via executive jet) on a per-turn basis. If
there are no intervening obstacles, it costs one
movement point to move from one metroplex to an-
other. If there is an intervening circle representing
demonground (yellow) or a proto-dimensional en-
counter (red), the computer draws a card for you
and follows the directions. If the virtual card calls
for no encounter, you continue on your journey with-
out penalty. If you encounter a biker gang or a group



solves the escape
attempt via the Es-

Have | got o beauty for youl
A Marlin .30-06.
Perfect for sell defensel

l;..

ol ' - - ! ﬂ ]
POP-UP PROCUREMENT Whenever you
deal with this friendly neighborhood pawnbroker.

2l

of spirits, your turn ends and your movement is ex-
pended.

The other choice is more interesting. You can elect
to spend a turn in one of the training centers (the
four corners of the “game board") and, upon exiting,
hope that you “draw” a dark encounter that will let
you move directly to intercept any plot on the map.
The training centers represent institutes for Empath-
ic, Corporate, Security and Streetwise learning and
will improve attributes related to those careers. Se-
curity training improves your combat ability and
gives you a chance to purchase equipment. Corpo-
rate training allows you to gain equipment, but costs
you a point of Empathy.

PLOT DEVICE

Once you arrive at the scene of a given conspira-
cy, you are confronted with the type of minion you are
facing, two equations, three buttons and a number
for Fame points. The first equation is the Combat al-
gorithm: Easy, Average or Difficult versus Combat,
Empathy or Contacts. The second equation is the
Escape algorithm: Easy, Average or Difficult
versus Empathy, Contacts or Stalking. The
button in the middle is the Equip button.
Pressing it allows you to rearrange or
arrange your armor, weapons and vehi-
cles. The left button is the Combat
button. Pushing it resolves the bat-
tle according to the Combat algo-
rithm. The right button is for
Escape, and clicking on it re-

et additional equipment, you have

cape algorithm. If
you fail to escape,
combat is instantly
resolved according
to the relevant al-
gorithm,

Should you suc-
ceed in combat, you
gain the amount of
Fame points listed.
Should you fail, you
end up in the hospi-
tal. You stay in the
hospital a certain
number of turns
modified by: the ex-
istence of empathic
healers, attempts
by enemies to raid the hospital, and the amount of
damage you sustained in combat. Naturally, plots
cannot be foiled while you are in the hospital, so
every plot that reaches zero on the countdown is au-
tomatically successful and the coalition gets the vic-
tory points.

PLOT SUMMARY

Miwon Huwter plays faster on the computer than it
does with the boardgame version. It is a well-bal-
anced game with attractive graphics and cute ani-
mated sequences to reflect combat results. It stays
true to its roots and offers plenty of value. €
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Play the adventure and combat - 4
phases simultaneously and 4
experience total gaming %
freedom! Move decisively as
you fry to find clues in the =
adventure phase, but dont _
wait too long to act. All of 3 _
the action is in real time, .-
Misfortune awaits a player &
who hesitates, As you tear
through space, lasers f
blazing, an on-board
computer will update you
on the action as it hap
Access a virtual 3-D
guide you toward you
fateful confrontation with
Lord Iron: g

o

Switch to Adventure phase and beco_mé-Mel Raug,

intergalactic hero and preserver of the
Ultimate Knowledge.

' ‘u'.i:iual'lyr spectacular with full-screen, SVGA 3-

It absolutely reeks atmosphere and plot.”
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“A Eame .wlth bfeaiﬁﬁkil;g futuristic graphlcé.”
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A New

Universe

For Federation

Space Trading Game Gets Cosmetic Make-Over On America On-Line

EDERATION is a space trading
game that lets you assume
the role of an interstellar
gypsy trucker climbing your
way through the social air-
lock until you assume the
status of a spacefaring
shipping magnate. If you
play your groats right (Im-
perial Groats are the offi-
cial currency of this imaginative universe), you might
even end up as a member of “the conclave,” the elite
circle and near Star Chamber of the game. Of course,
you might simply find virtual romance by engaging in
“textual intercourse” with another trader (especially
if you can write Harlequin Romance dialogue or in-
triguing soft-parn).

Game play for AOL's Feoeranion is essentially the
same as it was for GEnie's Froeramio Il (reviewed in
CGW #97 in August of 1992), the text-based game
still available on that service as well as on Delphi
and GRIS I1. You still start with no distinctive ap-
pearance, no space ship, no weapons and very few
groats. You still navigate Earth's capitol city by typ-
ing abbreviations corresponding to the compass
points and reading text descriptions of each move-
ment along the way as though you were indulging in
a nostalgic game of Zork. You still have to bribe the
same clerk with the BRIBE 200 command and find
the shipyards in order to get a ship built. Building

the ship still puts you in enough debt that it should
take a while to pay back your obligation and yes,
Chez Diesel is still the social center of the universe.
In terms of game play, about the only thing that's
changed is that you don't have to do those tedious
milk runs any longer.

What has changed is the fact that the game has
a new graphic wrapping. Now, the menu page for the
Feperation section (where you can download help files

}iﬂllENhHD".*ENTiIRE Gamers who have encnuntere;lw
Feoeration on other on-line services won't recognize the
AOL menu page.

or check up on another frader’s status) is completely
graphic. Now, once you enter the game itself, the text
is topped by an attractive science fiction page head-
er. The game still retains its text-based command
structure on AOL, but you feel more like you're playing
it via the World Wide Web instead of the way you used
to feel, that is, like you were playing the game on a
dumb terminal connected to an archaic mainframe.

For those unfamiliar with the game, you're miss-
ing out on one of the wildest cyburbs in the telegam-
ing universe. The game has a nice play balance and
keeps you coming back for more, whether you're ac-
cepting standard jobs, attempting to smuggle more
lucrative cargo, or participating in custom runs for
one of the higher-ranking players. Once you've at-
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tained higher rank,

the game keeps you coming back for more as

you speculate in intergalactic commodities-trading,

attempt to solve puzzles adventure game-style, set

up your own publicly-held trading company, or at one

very rarefied point, become a planetary creator with

god-like powers. Alternatively, you might

opt to build up your wealth until you can

afford a well-armed ship and spend your
time as a pirate or cosmic stagerobber.

In terms of social dynamics, FEocration's
virlual citizens engage in one of the most
complex soap operas you could ever be-
hold. On GEnie, there is an unauthorized
newsletter that, like any "“good” tabloid, in-
forms its subscribers as to who is sleeping
with whom, what embarrassing incidents
have occurred on-line during the last week
of real-time, what feuds are currently in
vogue, and the usual assortment of wed-
ding announcements and idle gossip. |
haven't found the equivalent on AOL as of
yet, but I'm willing to bet that someone will
start it. Feo's virtual society is just too ripe with scan-
dal. After all, what other game has an artifact (to be
found in one of the puzzle-solving adventure seg-
ments) named after a British sex scandal (the leg-
endary L.V. or lunch voucher, known from British
power brokers who were “expensing” their illicit sexu-
al adventures with lunch vouchers from the govern-
ment and large corporations)?

If you are a strategy gamer who doesn't mind a
graphically-challenged game and has patience with
a text adventure interface, you should subscribe to
one of the four commercial networks that carries Feo-
eramioN and check it out. It's one of the most “real”
imaginary universes you can visit. &
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TELEGAMING

MPGN's Ivperium Reaches For The Stars

magine what would have happened if
Star War's Rebel Alliance and the Empire
had been a little more evenly matched.
The film trilogy wouldn't have been near
as interesting, but it would have made a
great wargame—admirals establishing
outposts, posting fleets of combat ves-
sels to distant planets and establishing
supply lines. Such a conflict would have
had a drama of its own with one side
fighting for its freedom and the other fighting for
territorial gain.

In MPGN's Imperium, based on the successful
boardgame of space conquest from Game Design-
ers Workshop, you get your chance to be an admiral
in just such a cosmic campaign against an enemy
admiral played by a
human opponent—
no artificial intelli-
gence involved.
IMPERIUM isn't about
individual ships
competing against
all odds, and it isn't
about tactical com-
bat between fleets.
Rather, IMPERIUM

gives you the oppor-
tunity to command
fleets over a vast
interstellar map
and try to outwit

Gamas Designers Workshop
uppller ‘Multi-Player Games Network

THE EMPIRE STRIKES BACK Tlle commander of the IMPERIUM
heavily outnumbers the Terran admiral in this tactical battle.
Notice the typical Games Development Workshop look for
the tactical combat.

and outplan your scheming counterpart.
Once you've navigated the MPGN pub
(meeting room) and both established the
game and invited your opponent, you can
move to the game. Iperium begins with
an extremely attractive set-up screen
consisting of primary planetary systems
of green and blue (representing the op-
posing factions respectively) and gray
systems (representing those which had
not yet been assigned) connected by
green spacelanes (jump routes) familiar
to every Traveller and Megalraveller
player. Everything is point and click, but
it wouldn't help to brush up on the boardgame’s
rules hefnre you piay The game has the rules in
= place for error-
trapping  (i.e.
keeping you from
cheating), but the
on-line help file
isn't there and it
is still possible to
set-up wrong and
freeze the game.
You'll also wish
that MPGN had
developed a user-
friendly system of
identifying all the
buttons on the in-
terface and the
actual military units, vessels and buildings. The
game would play fast and efficiently if you could
merely right-click on each unit and get a pop-up de-
scription. So, unless you remember the differences
between ships from the boardgame rules, you may
have to hold off on playing this ane.
Once the set-up is done, you're ready to move on
to the familiar conquer, exploit, build and conquer
further scenario. As you are successful, your colored
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BUILDING CODE The |h‘IPEHIUM Production Manager will assist
you in creating new engines of destruction to feed your insa-
tiable cosmic avarice.

glory scale builds and, of course, since it takes glory
points to win the game, you know your status at all
times.

Inperium's combat screen (see screenshot) is rem-
iniscent of the tactical combat screen in New
World’s Seacewarn Ho! You line up ships against
similar ships and go after them with the idea of
complete liquidation of your opponent’s assets.
Again, the tactical combat will have a familiar look
to anyone who has played any of GDW's other space
games.

0f course, as you conquer those new star sys-
tems, you'll have additional resources with which to
build ships, bases and military units. Imperiom's Pro-
duction Manager (see screenshot) assists you in
manufacturing new ships, outposts, bases and mili-
tary units. The Production Manager screen seems to
be one of the best-designed portions of the current
interface, as it will be easy to use once you know the
units from appearance or when the game includes a
help function.

At the present time, the Imperium beta shows a lot
of promise for anyone who already has a copy of the
Inperium boardgame. However, it doesn't function as
easily as the Mivon Huwter conversion and should
probably be avoided by IMperium novices until the
help files are in. €
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INN’s Front PaGe SPorts: FoorBaLL Pro Heads For The Pro Bow/

omputer jocks are, by ne-
cessity, a lonely bunch.
Sure, we can yuck it up
on-line about our great-
est games. Sure, we can
participate in football
“leagues” where every-
one puts together a
gameplan, one person
runs all the games on
hisfher system, and we're all informed about the re-
sults in a relatively unsatisfying post-mortem. But
when the national anthem of all our bragging is
complete and it's kick-off, tip-off, face-off and first
pitch time, we meekly retire into our computer rooms
(or closets) to triumphantly face...our computer sys-
tems. That, folks, is simply the bush leagues.

Doow and Herenc addicts can go BFG-to-BFG
over the Dwango server. Flight sim junkies can mix
it up in furballs over two different on-line theaters
of war. Everyone, it seems, is just a phone call away
from a human opponent except computer sports
fans. Even Sega Genesis and Super Nintendo play-
ers can now play football against each other
through Catapult's X-Bano Nenwork. So, all | could
say was, “It's about time!" when | found out that
relief is on the horizon. Thanks to AT&T's ImagiNa-
tion Network (INN), Sierra and the folks at Dy-
namix, we finally get to quit talking in the locker
room and take to the digital playing field.

ONLY INN A DREAM
When | heard that INN was working on an on-line

version of Sierra's Front Page Sports: Fooreal Pro

(FSPF), it was a dream come true—like finally get-

ting to have an NCAA championship game for col-
lege football. | would finally be able to butt heads
with all those hotshot coaches across the country
who, until this point, could only boast and brag about
their coaching prowess. Now, it would be skill, not
talk, that would decide the day.

Still, even though FPSF is the computer football
sim, and has been Compuler Gaming World's Game
of the Year winner in the Sports category for three
years running, | had some concerns. How much of
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of the on-line service.

You enter The Arena, a new area of INN, and
pick your persona (the diehard can choose to wear
pads and a helmet). Then, you enter a meeting
room which, in conventional style, lists everyone
present and what they're currently doing. Here you
can rap about games, leagues and virtually any-
thing else you want to in
a virtual locker room that

The firena v.4
hi-'“EE_t_EKI'I“.Intn_lnn

JoeR

BB Imagitiation - licay
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LOCKER ROOM Here's where you “suit up” and get ready for the on-line

gridiron.

FPSF's strategic and statistical depth, snappy visu-
als and graphic detail would have to be sacrificed to
the false god Baud Rate and his consort, Latency?
Would gameplay slow down to a crawl? How were
they going to squeeze all of this game into 14,400
bits per second, much less 96007

No problem. At least, there is no problem for stat
players. The on-line version of FPSF will be an au-
thentic replication, the closest thing to real football.
This is even more true now that you'll be playing
against flesh and blood opponents instead of prepro-
grammed coaching profiles and IF-THEN Al logic.

COIN FLIP
The football portion of INN works just like the rest
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provides the right at-
mosphere without soggy
towels, smelly socks or
naked 350-pound line-

s men. Instead of popping

the old towel, though,
you get to find someone
you want to demalish,
draw up the invitation
(setting the ground rules
for the game like they
supposedly do during the
ceremonial coin flip),
and it's gametime!

Whether you're pre-
pared or not, you'll be
amazed at what hap-
pens next. This isn't some 16-color dumbing down
of the game (which usually happens on-line). This
is the real thing: Front Pace Sports: FooteatL Pro. The
graphics are exactly on the mark. The same holds
true for the game play, even though a few compro-
mises had to be made with regards to statistics
and season play. The only thing that’s really
changed is who you're playing. And that’s a change
for the better!

The players are current as of the 1994 season
(with the exception of a few guys, like Harvey
Williams for the Raiders, who for some strange rea-
son was listed as James Rabbit), and the rules are
the new rules. That means that the two point rule
and kickoffs off from the 30 yard line are in effect,

Madyeta By

J Tasau



0f course you'll have the usual host of options,
from play clocks to quarter length. To prevent cheat-
ing, switching any option during gameplay will notify
your opponent and give him or her the option of ac-
cepting or rejecting those changes. It certainly beats
arguing with the refs.

Best of all, the strategy model is exactly as it ap-
pears in the commercial game. The basic, standard
and advanced modes are all enabled and selectable
at any time. This will allow the novice or the hands-on
veteran to dive into the game.

KICK-OFF

During the game, the chat mode can be entered
by simply typing in a message or hitting the chat
button that has been added to the interface. One
problem with chatting during the pre-season (beta
test) is that you might miss some of the messages.
If you happen to be selecting a play right as you re-
ceive the message, it's easy to click off the message
before you get a chance to read it. The design team
is aware of this problem and is trying to fix it before
the “real” season begins.

After each player selects their play, the camera
cuts to the field for the action. | always forget how
good FPS FooreaLt looks, and the INN version is no ex-
ception to that rule, Absolutely no compromises have
been made on-line, and most importantly, there is no
slowdown due to data exchange. For the processor-
challenged, detail levels like the grass texture and the
goalposts may be turned off. Naturally, after a game
(and at half-time), you'll be able to check out the sta-
tistics. True to FPSF tradition, these are broken down
oftensively and defensively by team and by individual
performance.

SCOUTING REPORT

The only even remotely significant problem with the
on-field action is that plays are uninterruptible. This
means that if you call the wrong defense (like select-
ing a punt return “D” against a regular play), you
can't audible your way out of the situation. Neither
can you call time-out. You have to live with your deci-
sions in this game. (Hint: | found that on 4th downs,
it's almost always a good idea to pick a play that an-
ticipates a fake punt or field goal—you'll protect
yourself better this way). | can live without audibles,
but | could see myself becoming frustrated at not be-
ing able to call a timeout be-

takes FRonT PAGe Sports: FooreaLL Pro to new heights.
Maybe it's a new form of primal instinct, but there’s
something about playing against a human opponent
that completely and automatically raises the com-
petitive stakes. Not that this game needed any more
of that.

IMAGINATION FOOTEALL
LEAGUE

The folks at ImagiNation, well aware of the com-
petitive fires that this game will foster, are prepared
to host ladder tournaments, full seasons and virtually

fore a play begins—that's
an integral part of football,

One thing | will miss
thought is FPSF's amazingly
robust statistical database.
Fearing information over-
load, the designers of the on-
line version decided to
completely cut it. This means
that statistics will not be
kept over the course of the

host computer. Of course,
knowing sports fans, we
have a sneaking suspicion
that the legion of Sysops and players themselves will
be more than happy to keep complete records for

themselves.
0f course, action gamers may not feel as positive
about the on-line version as stat-oriented gamers.
INN didn't even attempt an action mode. They knew
from the beginning that the latency issues would be
too much of a prob-

SACK TIME Front Pace Sports: FooreawL Pro fans will not be surprised by the
look of the INN version.

lem to even ap-
proach.  That's
certainly better than
trying to kludge to-
gether an unsatisfac-
tory system with
ghost players, freeze-
ups and other re-
sponse-oriented
glitches.

These matters
aside, FPSF is still
#1. Playing against a
human opponent,
particularly one who
knows their team,
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1ST AND TEN Expect the same basic camera perspectives in the INN
version as you've come to enjoy in FPSF.

anything else the on-line players can think off. It's our
world, after all. FPSF fans who have played through
several seasons using their own leagues need not
fear—as long as both players are using teams from
the same league, it doesn't matter. Also, INN is plan-
ning on providing plenty of team add-ons and roster
updates throughout the year by means of their web
site (http://imaginationnet.com/), a service which
one-ups even the material available for the stand-
alone version of the game.

PRE-SEASON PREDICTIONS

So, the betting line for this fall is that INN is likely
to turn the on-line world of sports upside down.
Imagine being able to find a real-life opponent at
virtually anytime of the day (or night, if you're like
me). Imagine being complimented after a nice play
call, or being able to (god forbid) gloat after a big
play or a big win. Imagine being able to talk strategy
in a virtual locker room with hundreds of other
pigskin fanatics. So, get suited up because talk's
cheap. It's time to settle who's the best coach out
there once and for all. &
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THE DrAGoN’s TALE Launches Into New Role-Playing Realms

i ere Be Dragons”
was the ancient
world's nod of the
psyche to the mys-
teries of the unex-
plored.
Cartographers
would etch the
known world onto
parchment and

dried skins and then indicate the limits of their
knowledge by scratching “Here Be Dragons” at the
edges of the map, the boundaries of the known
world. Psychologists could easily sug-
pest that though ancient man was un-
likely to be able to debate about the
unconscious and the subconscious,
these large serpents, worms, sea mon-
sters and dragons were archetypal
symbols of uncontrollable forces which
humankind must eventually face.

With such thoughts in mind, it is no
wonder that dragons have played such
significant roles in the myth-like liter-
ature which we know as fantasy.
Tolkien's Smaug in The Hobbif, Robert
Don Hughes' schizophrenic Vicia-
Heinox in The Prophet of Lamath, the
carnivorous fire dragon of Weis & Hick-
man's Fire Sea, and the voracious vir-
gin-fed wyrm of Disney's Dragonslayer
film are but a few dragons who serve
as seeming insurpassable obstacles
and end up becoming rites of passage
for the protagonists.

also is no wonder that
warnings of dragons, delivered by a pariah-
prophet complete with “Repent” sign, serve as the
dominant threat introduced into The Dracon's TaLE
before a new character so much as traverses the
first village square within the game. The DRacon's
TALE (TDT) is a new on-line computer role playing
game (CRPG) which stretches the technological
boundaries of what an on-line CRPG is supposed

POTATO AHEAD Crossing the village square, you see a fountain on your left, the
vegetahle stand ahead and the mountains in the distance. At this point, the
icons for your hands are empty. The five scales helow your character's image
show that you are in full health and you have no wounds, fatigue, hunger or
magical power.

to be able to accomplish. Here are not only the
dragons of the story which the gamer must unrav-
el, but also 3-D objects with sophisticated texture
maps, as well as the multiple perspectives from
which to view them. Here are photo-realistic hori-
zons and intricate mazes to be explored via an in-
tricate interface. Here is a credible fantasy
universe, an able story line partially implemented
(the game is still in beta), a combat system simi-
lar to the one used in THe ELoer ScroLs: ARENA, in-
credible texture-mapped graphics, precision 3-D
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navigation, physically well-defined objects, an at-
tention to realistic detail, and the mixed blessing
of most on-line games—what Jean-Paul Sartre
described as hell in the climax of “No Exit"—aother
people.

A MATTER OF CHARACTER

Character generation is both easy, elegant and
familiar. You name your character and pick his or
her sex. Then, you “roll" simultaneously for that
character’s Strength, Coordination, Intelligence, Per-
sonality, Willpower, Height and Weight. Instead of
viewing numbers, which aren't always immediately
understood, the game provides bar
graphs for each characteristic,
complete with a line which repre-
sents the “average” for each char-
acteristic. Once you're happy with
your character’s basic profile, you
can choose your on-screen image
from a gallery of digitized pho-
tographs. Once you enter the game
world proper, this BetRavaL a1
I(ronnor-style paper doll look will be
the way other players see you on-
Screen.

Entering TOT offers two quick re-
alizations. First, you begin to en-
counter other characters and realize
that, while the terrain and buildings
are 3-D objects, the other charac-
ters are not. They may be 3-D, but
all you see are one of four flat sides
with the digitized photographs
grafted on. Second, you realize that TDT handles ad-
ditional bookkeeping related to five conditional
states: health, wounds, fatigue, magical power, and
hunger. Everything your character does within the
world of TDT has an effect upon him or her and you
can monitor his/her well-being via a colored scale
for each conditional state. The hunger scale will
keep you buying bread and fruit at almost, but
blessedly not quite, the same pace as the old Dun-
geon Master game (remember how tedious that ac-
tivity became before you finished the game?).



the bottom!). And did we mention the space pirates??
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ARACHNIPPED While fighting the giant spider with the knife in your left hand,
you managed to get wounded (see the red scale under your figure) and build
up an appetite (yellow scale). Another character is finishing the spider off.

A MATTER OF COORDINATION

You maneuver your character through TDT's
world via a point-and-click interface. Clicking
when the cursor transforms itself into one arrow
pointing straight up on the screen means your
character will take one step forward. Clicking with
two arrows pointing straight up means your char-
acter will walk faster and take two steps. A curved
arrow to either side allows you to turn right or left.
A straight arrow pointing to either side allows one
sidestep right or left and two arrows pointing to-
ward each side allows a double sidestep. Similarly,
there are single and double arrows for stepping
backward and a U-turn arrow for turning 180 de-
grees. =

As in most modern
role-playing games,
clicking on the hand
and then clicking on an
object allows you to pick
something up. Clicking
on the object, moving it
onto another object and
right-clicking allows you
to drop something or
put it down. Want to
clobber someone? Mere-
ly put the cursor over a
free hand (for hand-to-
hand combat) and click
right. Then, when you
move the cursor over

your victim, it will be-
come a bullseye. When
the bullseye is where
you want to strike,
right-click again and
you'll see your hand
reach out and strike
the victim. As in ARena,
there is different ani-
mation for each
weapon.

Inventory is handled
in the familiar tradition
of Uttima VII where
everything is assigned
to a box on the inven-
tory screen which cor-
responds to the
character's body and
hands. As in the later Unnas, many objects can fit
inside other objects so that inventory can be han-
dled both efficiently and realistically. Also typical is
the way you click and drag all objects from place to
place.

T

A MATTER OF PERSPECTIVE

The most revolutionary part of TDT's interface
has to do with perspective. Eight little boxes on the
screen surround an icon representing your charac-
ter's eyes. Clicking on the box underneath the icon
and to its left allows you to see the ground to the
left of your character's feet. Clicking on the box di-
rectly beneath the icon allows you to see what is

SICK AND TIRED Judging from the blue scale (fatigue) and the green scale
(health), you're going to need the healing this monk can provide.
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right in front of your character's feet. Conversely,
clicking on the top righthand box allows you to see
what is above and to the right of your character,
and clicking to either side lets you look to the side.
Frankly, | don't remember having this much control
of viewpoint in any CRPG before, and | am particu-
larly impressed by seeing it in an on-line game. It
is not only beautiful, but useful for finding impor-
tant objects within the game.

A MATTER OF BANDWIDTH

But | digress and must get hack to both the
strength and weakness of TDT (and any other on-
line game). The main reason for playing a game
on-line is to interact with the other characters. To
facilitate this, TDT has an easy conversational in-
terface—just type what you want to say, and it is
broadcast to those characters within the game who
would be within hearing distance.

Unfortunately, in a game which graphically
pushes the technological envelope for on-line
games, that very strength can be a nightmare. The
pace of the game is somewhat chunky, at best,
even though it is attractive enough to make such
concerns secondary. Yet, the appearance of other
characters on-screen, the very thing most on-line
gamers want to see, causes the game to work so
hard to update the screen that it bogs down pame-
play tremendously. This is not a serious problem
when only one or two additional characters are on-
screen, but it gets infuriating when multiple char-
acters appear and begin talking within your virtual
hearing.

Obviously, this is not a horrendous problem
while the game is in beta, but it is bound to be
something of a problem when more and more
gamers find out what a fascinating new kind of
fantasy universe has opened. Patient gamers with
speedy modems will easily overlook this difficulty
because of the newfound richness of the game's
universe,

HERE BE DRAGONS

The Dracon's TaLe has a few technological drag-
ons of its own to slay before the game is finished,
but when they've already pushed those boundaries
back as far as they have, that shouldn't keep CGIW
readers from downloading a copy of the front-end
software from GEnie, Delphi or CRIS and checking
it out for themselves. There is simply nothing else
like it. €&



% It's the role of a

) lifetime. The grand-
daddy of all role playing games
is back...bigger and badder than
ever. Introducing Dungeon
Master Il, a role playing game of
epic proportions.

From storm ravaged villages
to trap-filled dungeons you'll face
creatures and characters that
actually think for themselves and

react to your actions.
You'll encounter
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cunning traps and clever puzzles,
plus amazing visual effects.
Bolts of lightning and awesome
displays of magic will make it all
the more frightening.

It's easy to learn and intuitive
to play. No wonder it's the game
everyone is talking about.

Dungeon Master Il. The
ultimate quest
of dungeons,
magic and

monsfers, BY GAMERS. FOR GAMERS."
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f you should peek through the window of
my home office some night, don't be sur-
prised to see me talking to myself and
cackling at my own dialogue as | frantical-
ly work the keyboard. Don't worry, I've nei-
ther lost my mind nor decided to write the
great American novel (aren't they the
same thing?). I'm just living out a frustrat-
ed matinee dream across a virtual land-
scape.

You see, I've always wanted to be the on-screen
Humphrey Bogart, mixing characters from The Mal-
{ese Falcon through Casablanca and on to The
African Queen. Moous Operanoi (MO), Simutronics’
latest foray into text-based adventure gaming allows
players to do just that, Building on the company's In-
teractive Fiction Engine (IFE), the structure underpin-
ning their extremely successful Gemstone product, the
folks at Simutronics have imbued life into Raymond
Marlowe, Private Investigator,

“MORADA HAS A STEAM BATH
HUMIDITY THAT ATTRACYTS EX-
PATRIATES LIKE FLIES TO
MANGO.”

—RAYMOND MARLOWE, PI.

Don't get me wrong, though. MO isn't a period
piece set in the film noir films of the ‘40s and ‘50s.
Simutronics has written an elaborate history for the
fictitious Caribbean island of Morada. Discovered in
the mid-15th Century by Columbus and his brother
Bartholomew (who later “Christianized” the natives
in a most un-PC fashion), the island went from
Spanish through French and British rule (after Water-
oo, of course). Now, it has a relatively stable exis-

Simutronics’ Moous Operanol Heads For America On-Line

tence as a democratic commonwealth (under the
British model) with some slight interference from the
U.S.A. There are other complications that you can
read in the background documents, but the point is
that the designers have provided us with an exotic
locale full of multi-cultural influences that is, as the
banana growers used to say, ripe for the picking.
They've even written documents which detail the way
Morada's gavernment works and all its major players

W, tha peopls of the lidand of Mords, having
na¥ered 300 yeuw of cclominiom, vivvery wd
eppitanca by forelgn powand, 82 haniby clus,
Dreough thas Constution, the right of u fiee prople

wdm gL 18|
arahae someieigrty and complile contied aver
our g dereany,

Thin, the ahpoiae peveneipnsy of the Kingdos of
Marada oo clumed shall ba froaly and natundy
woried i the proson of car charen Menwch,

elaborate detail in creating the fictitious island of

Morada for their Mobus Operanol game. For America On-
Line, the background documents have more graphics

than their GEnie cousins.

so that you don't have to be caught in the crossfire
whenever rival factions within the bureaucracy are
on the outs with each other.

“YOU DON'T NEED A MAP IN
MORADA. JUST FOLLOW THE
SUSPICIOUS CHARACTERS.”
—RAYMOND MARLOWE, PI.

Best of all, anyone who has played GeMstone on
one of the many networks where it is offered won't
have to learn many new commands. You navigate by
typing compass directions (n, e, s, nw, etc.) and
comman sense commands (WAVE at Peter Summers,
KISS Genevieve Fiset, etc.). Conversation is handled
as it is in Gemstone: merely typing a quotation mark
indicates that whatever follows is to be broadcast
on-screen to those characters within hearing dis-
tance. MO also handles punctuation like Gemstone;
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typing an
exclamation point or question
mark notifies others that “Raymond Marlowe ex-
claims” or “asks Raymond Marlowe.”

“YOU DON'T NEED TO KNOW
WHERE | CAME FROM, SWEET-
HEART, JUST THAT I'M
HERE.” —-RAYMOND MAR-
LOWE, PI.

The most interesting difference between
MO’s modern mystery/thriller game and
Gemstone's fantasy game is in character
generation. In Gemstong, you use the Role-
master paper game system fo create char-
acter classes and statistics. In MO, you use
a series of menus to describe your charac-
ter. What does he/she look like (build, color
eyes, color hair, etc.)? How tall or short?
How athletic? What occupation? Is your
character a private investigator, detective,
investigative journalist, or something else?
If you look deep enough, you'll see the
characteristics and character classes
there, but | think you'll also appreciate your
character more after creating him/her in this way.

Once you start typing commands and begin navi-
gating the island, you'll quickly discover that map-
ping is somewhat easier than in most adventures,
because there are street names for most locations.
Though some streets have the curves and cul-de-
sacs we associate with coastal towns, the street grid
provides an automatic mental reference for weary
adventurers. The location descriptions seem so well-
viritten that, in spite of its modern setting, you keep
waiting for Papa Hemingway or Bogey to show up.

Of course, that's the way | play it. You might opt
for a more Columbo or McCloud approach to Modus
Operandi. Just remember, should you need help and
ever run into Raymond Marlowe, all you need to do is
whistle. “You know how to whistle, don't you? You
just pucker up your lips and type WHISTLE." &
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It Takes A

Dreamers Guild and MPGN Present FIEFQUEST

ocial climbers had it rough
in the medieval period.
Heroism didn't reap near
the rewards that we imag-
ine from romanticized
movies and novels, and
much of the history of the
period was driven more by
self-aggrandizement than
loyalty to any sovereign or
cause. Might made right in the old days and might
makes right in FieeQuesr, the strategy game by
Dreamers Guild which has just become available
on the Multi-Player Games Network.

The quickest comparisons to be made with exist-
ing strategy games would be with Interplay's Cas-
1S 2 (C2) and Impressions’ Loros oF THE ReaLm
(LOR). Like its predecessors, this is a game of ac-
quiring adjacent territories, managing your re-
sources, negotiating treaties with and/or attacking
your neighbors/adversaries. Unlike C2, however,
FierQuesr (FQ) doesn't require you to build a castle
from the floorplan up. What it does require you to do
is convert resources like labor, food, and natural re-
sources into wealth, military or economic strength.
Unlike LOR, you don't get to determine the cash
crop for every field or the number of laborers for
each project, but you do determine when to convert
commaodities into luxury items and when to upgrade
your land holdings. Unlike C2, but like LOR when
you are using the modem option, you are competing
against other human beings.

Also, unlike either of its predecessors, you oper-
ate under a constant time constraint. Each game

turn represents a season of the year and lasts eight
minutes in “real-time” outside the game. This is a
good feature to keep things happening. It also
means you never have to argue over whose turn it
is. The host computer at MPGN moderates how
much you can do within that season, and you can

O
e haw ars
Counti et To arius, merry corades, i arme

TAKIN' IT TO THE FIEFS The terrain is as
detailed as the clever game system, and the
hattles have a micro-minatures look to them.

keep moving, upgrading holdings, assigning pro-
jects or encountering your enemies in battle until
the counter in the upper right-hand portion of your
screen hits zero. Then, the economic/military results
of the last season are instantly updated, and the
countdown for the next season begins.

Remember the throne room scenarios in C2
where you were confronted with noble dilemmas?
FQ doesn't have those types of encounters, but they
have an interesting twist nonetheless. Somewhat
similar to random event cards in a boardgame, you
occasionally encounter specialists (Armorer, Drill
Master, Engineer, Jester, and more) wha wish to join
your court. You don’t have to consider a dilemma in
order to recruit them, but part of the challenge is
putting their special skills to work. For example, ac-
quiring a lester allows you to convert three labor
points to wealth; a Drill Master gives your heavy in-
fantry an advantage in both attacks and defense:
an Armorer adds a defensive modifier to all of your
military units, and an Engineer adds a positive
modifier to any siege attacks or defenses you need
to mount.

COMPUTER GAMING WORLD « SEPTEMBER 1995

Combat in FQ consists of
purchasing different military units (heavy and light
infantry, cavalry, archers, etc.), adopting a default
battle formation for your army (with miniature units
placed on a grid in front of a tournament reviewing
stand), moving to intersect the enemy on a road or
in said enemy’s castle. Then, you can fight out a
tactical battle.

What does set FQ apart is the richness of having
a greater variety of human opponents, each with
their own agenda, to negotiate with via Chat mode
and battle. This advantage is further enhanced by a
competitive marketplace of sorts. That is, should
you need extra cash, you open a marketplace using
the Create Faire command. Doing so enables you to
write a custom advertisement for your entertain-

IT'S A START Though your initial holdings are I
small, there is a huge game world to explore
and conquer in FierQuesT.

ment extravaganza/commercial venture, name your
admission fee, and broadcast the invitation
throughout the game world. If other players choose
to pay your admission, the list of attendees is post-
ed along with commodities which they are willing to
sell. It functions a lot like the wandering merchants
of LOR and the market value in C2, but it’s a lot
more interesting when you have to haggle with peo-
ple instead of algorithms. After all, isn't real com-
petition, not merely the artificial competition we're
so used to, what gaming is all about? €
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If Idle Hands Are The
Devil's Workshop, Then
Grab A Hold Of The
Latest Game Controllers
And Don't Let Go

by Gordon Goble

[ you're going to go into battle, do

it with the right equipment. You

don’t see soldiers, in real life or in

the movies, heading into combat

with slingshots and rocks. Likewise,

il you're trying to lly U.S. NAVY FIGHTERS

with a mouse, or you're driflting down Di-

SCENT's labyrinthine passageways with a
keyboard, you're just playing around.

Instead, imagine controlling your wing-

man in U.S. Navy FiGHTeRs without taking

your hand olf the stick. Or driving

NASCAR RacinG and accessing your tire

temps and fuel load without ever touching

the keyboard. These are the kinds of so-

phisticated controls that gamers need to

play better and deepen their enjoyment of

a game.

Whether you love sports games, action
games or simulations, the latest controllers
have something that will appeal to you,
‘The only trick is in selecting the right tool
for the job,

THRUSTMASTER

From those adventurous souls at Thrustmaster
comes their solution for multiple button-lovers on
the cheap, the XL Action Con-

TroLLER. Featuring four
buttons, a viewing

hat, and a thick
black fully-contoured
handle, this latest
Thrustmaster release
has a number of things
going for it.

Geared to cover most
gaming genres, the XLAC
is just fine for action/ad-
venture and
sports
games.

Flight sim

fans will

like its

viewing hat,

but the lack of a

throttle makes it less air-worthy. It is

not programmable except when used in conjunction
with the more costly Thrustmaster Weapons ConTrol
Svstem, nor should it be at this price, but it does
sport a large throw with four discernible corners
(great for calibration and physical orientation when
in the heat of battle).

Heavy-handed joystick bashers and race simmers
may want to check elsewhere as the XLAC is aston-
ishingly lightweight for its size, meaning the back
end pops up quite often under full push. Nor are its
puidance characteristics particularly smooth, lend-
ing an unwanted sense of “digitalness” during ana-
log-type games. Price $39.95.

IlrJ‘TI :_[:_l"l I"J-r‘ -

Sleek, contoured
and downright stun-
ning in design, the
Wincman and WinGMaN
EXTREME are two of
the most pleas-
ant joysticks
for combat in
the skies. They
feel sturdy and
natural in sims like

Fatcon 3.0 and U.S. Navy Figirers. Heavy throw resis-
tance makes fingertip control almost impossible,
and handle design may tire the hand with constant
forward motion, so if you're not a jet jockey the Wing-
man family is not your holy grail. Curiously, the Wing-
man features a throttle but no hat switch, while the
Exirene has two extra buttons and a hat, but no
throttle. There are no plans as of yet for a Wingman
Complete. Price $39/$69.

FLIGHTSTI “._. /

CH PRODUCTS

The CH joysticks have the same configurations as

the Winewan products, save for one important dis-

tinction—they both come with on-board rotary

throttles. These babies are not particular-

ly new nor are they independently

programmable, but CH Products

has just dropped the retail prices on

both and thrown in some shareware

DOOM with the Fuckrstick, and Herenc

with the Fuetistick Pro. The FuehTsTicks have

a good feel and are built to last. The fact is that the

Fucistic line continues to shine as just about the

best joystick design and feel in the business, and

that much doesn't ever seem to change. Price
$59.95/$89.95.

Once in a while there is
a new peripheral that enhances the gaming experi-
ence, and my nomination for this year's innovator
goes to Spacetec’s Spaceaat Avenaer. For 3-D action
gamers with an open mind and the will fo learn,
the SpacesaL Avencer offers some potent possi-
bilities. Shaped like a mutant gamepad on an
ealing binge, the SpaceBALL AVENGER 1S a two-
handed controller for first-person action games.
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HAPPINESS
IS A WARM
GAMEPAD

C action gamers might have
more buttons than their con-
sole-based counterparts, but
that doesn't mean they have
any better control. The Sega Genesis, SNES and
3D0 controllers (whose roots lie with the 8-bit
Nintendo system) are The Standard for action
games. And it makes sense—have you ever
tried to play a game like NBA Live ‘95 with a
FusHtsTick Pro? Fortunately, PC joystick manu-
facturers are starting to get a clue. This year,
some sophisticated PC-based controllers have
begun to surface. Here are a few of the best,

Gravis' Gamepad has long been the standard
arcade controller. With a comfortable grip and
four functioning (though slightly inaccessible)

buttons, this has long been

et

faith-

ful” for many an action

gamer. This is still a great pad, particularly for
left-handers who can turn the thing upside
down, flip a switch and play it their way. $24.95

STD has taken the Gravis' concept a step fur-
ther with their PC Pro Pap 4. By compacting the
size of the controller a bit (similar to the Sega
Genesis controller), they've mad the Pro Pap a
little more comfortable than most. Four buttons
are included—the Pro Pab’s size makes them
easily accessible—and

auto-fire capa-

bilities are included, although we've yet to see a
game where this feature actually came in
handy. $24.95

The top of the heap, however, is the Suncom
SFX, an incredible 8-button contraption that

The device is ideal for 360 degree games like De-
SCENT where you can streak about in contortionistic
splendor (go ahead—try and pull off a “figure
eight” with your mouse). The SPACEBALL is also par-
ticularly devastating in games like Doow, where
you can literally run around an opponent
while simultaneously directing fire upon
him/it.

With the right hand triggering the
SPACEBALL AVENGER'S six mappable
buttons, and left hand manipu-
lating the SeacesaLL Pow-
ersensor (a
touch-sensitive ten-
nis ball-sized di-
rectional orb
attached to the
unit’s left side), the
SPACEBALL AVENGER per-
mits combined and/or synchro-
nous moves that are beyond the capability
of traditional control devices. Operating software
includes a product tutorial that’s almost a game in
itself, and a convenient game launcher that must
be accessed in order for the SeacesatL Avencer to ac-
tivate with desired configuration.

If you can put up with the learning curve, are
willing to lose a serial port, and won't tire of manip-
ulating that darn ball (it can get fatiguing), the
SpaceaLL AVENGER is an interesting option for serious
first-person gamers. Price $179.

PROPEDAL CHOCKS/PEDALS

CH PRODUCTS

Last year, CH Products moved into the world of
foot-controlled peripherals with their ProPepaLs.
There was only one small problem—that fore-aft
movement so necessary for rudder control just
wouldn't go away for racing games.

This year, with by far the simplest product in this
review, CH has solved that problem with the CH
Chocks, a pair of rubber stops that, when inserted
into the pedal cutaway behind each pedal support,
kills the slide and leaves only the pivot. The CH
Chiocks are standard equipment with all new ProPe-
pas, while current ProPeoaL owners can get a free
set by contacting CH Products.

For those light on their feet and light in the pock-
etbook, CH Products has just released a related
product, the CH Pepats. Distinct from the ProPepats
by virtue of no fore-aft capability, these babies are a
solid choice for race simmers, and an option for
flight enthusiasts who don't mind pivoting as op-
posed to sliding. Price $139.95 (Pro)/$79.95.
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ADVANCED GRAVIS

The wild and multi-faceted Proenix was analyzed
in these very pages just six months

ago, and now there's another bun-
dle of joy in the Advanced Gravis
programmable joystick family,
the FIREBIRD.
Essentially a

scaled-down
version of its break-
through daddy, the Firebird
shares the same look, and many
of the same features as its next-of-kin. The base
has had that nifty left hand throttle/rudder ap-
pendage amputated, but other than that, things
have remained pretty much the same. With a total
of eight buttons and two rotary dials on the base
and another seven buttons on the stick, the Firesiro
retains its ability to map out just about every key-
board command in even the most complex of appli-
cations. As a matter of fact, the Firesir's software
program even allows multiple keystrokes to be de-
fined as just one buttan press.

Like all programmable peripherals, the Firebird
connects to the computer’s keyboard port, and the
keyboard is then plugged into it, with no special
support required from the application. Gravis sup-
plies preset configurations for 42 popular games,
and each of these may be customized through the
wondrous Windows-type graphical interface, or new
ones may be started from scratch. The stick itself
sports adjustable tension, and although it feels way
better under working conditions than Gravis' AnaLos,
Anaroc Pro or PC Pro sticks, it still has a “clunky”
maotion that may or may not hother picky users. Price
$89.95.

QUICKSHOT TECHNOLOGY

On the Skymaster box, Quickshot boasts “Over
35,000,000 Joysticks Sold Worldwide,” so these
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combines easy-to-program keyboard emulation
(simply hold down the joystick button and hit the

appropriate key) and a SNES-like grip,
even including the “R" and “L" buttons on top.
At $29.99, this is THE joypad for the sophisticat-
ed action gamer—it's nice to be able to play a
game like Descenr solely from a controller. $29.99

folks must be doing something right (can you say
“mass marketing"7). With the feel and look of a 3/4-
scale Thrustmaster F-16 FLCS, the Quickshot Shy-
master features four fire buttons (including one for
the little pinky), a hat switch

and a rotary throttle. The
similarity to the FLCS
does not extend to
programmability, and
unfortunately the Skymas-
ter hat and throttle cannot
be used in conjunction with
each other. It's either hat,
throttle, or neither, but
never both, and an un-
derside switch says
s0. Top-mounted
X- and Y-axis
trims, a soft
plastic boot
over the han-
dle/hase

joint, and a
slip guard on the
handle complete the ameni-

ties.

The Skymaster feels just great in the air, with just
enough resistance to be very natural. Be forewarned
that a smallish base means the backside may lift
off one’s desk under full acceleration in racing
games, and the circular pivoting motion results in
an almost indiscernible line between forward and
sideways, but fairly light resistance will suit most
other applications. Price $69.99.

SUNCOM TECHNOLOGIES

The latest device from Suncom Technologies

also bears a
striking re-
semblance

to the
Thrustmaster
FLCS. The F-15E
Taton, part of a new
line of F-15 Joysticks,
has a hulking base
and an oversized
black handle that
reaches a gar-
gantuan
10
inches
into

the
stratos-
phere. The
Taton is home to
four buttons and a pair

of hats (that may each control

four separate functions, if so desired), and it com-
bines innovative elements and sturdy construction
to fashion a pilot’s digital dream.

Programmable? Why, yes it is, but in a totally dif-
ferent manner than to what we've become accus-
tomed. The Taton allows one to program up to 48
individual keystrokes right into the stick while im-
mersedin a given game, without the need of accom-
panying software drivers or program compatibility.
In English, that means any game with key-

board functions may have up to four dozen

of those functions keyed into the stick,
while in that application. Internal joystick
memory ensures that configurations will
remain intact even after the computer is
turned off, and, if that isn't enough, the TaLon
may be switched on the fly back to standard
four button stick configuration.

Under working conditions, the Tawon proves to be
a tension-filled beast, with heavy resistance and
smooth action. The feel is most definitely pro pilot,
and without a doubt its charm is enhanced by little
perks—go ahead, switch your weapons toggler from
pinky to “Hat 1 Left Position” without even leaving
the game. Wow! Price. $129.95

THROTTLE

CH PRODUCTS

If CH Products isn't setting new standards, then
they certainly seem to go where the going's good. In
this case, they're headed straight towards Thrust-
master-dominated throttle-land.

The CH Throriie offers much the same sort of
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gaming enhancements as the Suncom Taton, with
some interesting differences. For starters, the unit is
fully functional with any steering device, thus ensur-
ing compatibility even with simple joysticks, while
the quasi-graphical front-end software guarantees
quick and easy programming, thus ensuring com-
patibility even with simple joystick reviewers.
Furthermore, the throttle itself functions in a slid-
ing rather than pivoting motion, a purely user-pref-
erence sort of thing, but it doesn't incorporate the
detent positions of the Thrustmaster unit. Although
this was a feature I sorely missed while trying to
outfox a bogey, the unit is not due for release until
September and some revisions are possible.
The CH Turoriie is littered with buttons
across the length of its horizontal handle so
all the digits can get a workout, and the right
side “head"” is identical in shape and configu-
ration to the Fuchsmick Pro. There's a total of six
buttons in all, one hat switch and a single two-way

switch.
Macro program-

ming is part of the package.
Price $99.95.

THRUSTMASTER

From what surely must be considered the premier
flight sim peripheral maker comes the F-16 TQS
(Throttle Quadrant System) programmable throttle,
Designed to work in concert with the Thrustmaster
F-16 FLCS programmable joystick, the TQS has six
distinct buttons, including two 2-way switches, one
4-way switch, a pair of dials, a mini-trackball, and
a variable tension adjustment. All this stuff is with-
in easy reach on the head of the throttle handle, and
can be used to activate anything your heart desires
(in a game, smart guy), including commands, ac-
tions and macros that simply won't fit onto the
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ARMREST
BRACKETS/
FLIGHT
CONSOLE
BRACKET

| INTERFACE DYNAMICS CORPORATION |

rackets R Us!” s the cry
from Interface Dynamics,
and if you've got a han-
kerin' to reshape your gam-
ing (i.e., flight sim)
ergonomics, IDC may well be the people to check
out, They've got a good assortment of products,
and have certainly cornered the bracket racket. |

had the chance to check out IDC's ArMREST &
Fuight ConsSOLE BRACKETS (two separate entities),
and the verdict is that this stuff is built like a
brick stickhouse.

The IDC Armrest Brackets consist of a pair of
heavy-duty formed rubber slabs that, with the
aid of flexible metal ties, affix firmly to the up-
right arm support of the common desk chair. A
thick, metal plate rests atop this setup to which
a joystick or equivalent (they're a custom fit for
the Thrustmaster FLCS and WCS) is attached
with cloth straps. Two full units come in a set,
one for each side of the chair, and that metal
plate may be quickly adjusted to any user de-
fined angle. As armrest brackets go, these
things will seemingly stay in place forever, and
their smart design means peripherals are
strapped on, nof glued or permanently velcroed.
In all honesty, it was kind of nice to recline or
swivel in my chair, and have my control devices
come along for the ride.

For gamers who prefer desktop extension, the
IDC Fuckt ConsoLE Bracker clamps like a vice to
any tabletop or long-lipped desk (at least three
inches worth is required), and suspends the key-
board and a pair of control devices up and over
your lap in mid-air. The peripherals are support-
ed in much the same manner as with the ARMREsT
Brackers, and the keyboard sits in between (I'm
typing on it as | write this).
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FLCS. What makes these controllers so compelling is
that their designs are based upon the real F-16
stick and throttle quadrant.

Gripped with the left hand
while the FLCS is in the right,

the TQS b

also acts as a pivot-
ing (and very smooth) analog
throttle, featuring detent positions for minimum
speed and Full Military Power, before notching into
the afterburner position—a very nice touch.

Like the FLCS, specific configurations must be
downloaded to the unit before entering a given

*PLAY to win.
* SUBSCRIBE
to save.
Here's the move
that’ll blow’em away:

Call

game, and this does take a few extra steps. The TQS
comes with setup, testing and programming soft-
ware that seems a might tricky at first (c’mon
Thrustmaster, go graphic), but becomes familiar
with use. Supplement your FLCS/TQS combo with
the Thrustmaster Ruboer ControL System pedals, and
you've got one heck of a killer cockpit. Price: TQS or
FLCS $199.95 ea. &

DNTACT Il s
'H-'u |.1J‘4'F:E1r1~:p~a{t 300)

om:html)
3200 (www.thrust

1‘800'827’4450

And grah the rocl-hottom rate other gamers would virtually die for!
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THREE PIECE SYSTEMS
(SUBWOOFER WITH SATELLITES)

The Yamaha YST-SS1010 system provides good
full response of both music and digital sound ef-
fects, if not a tad lacking in the mid-range. They
have enough power (10 watts per side) in the satel-
4 lites to get obnoxiously loud at close range before
_J distortion arises. The subwoofer, on the other hand,

!

PIedd

g iy

although powerful enough at 25 watts, begins to
distort above half volume. Fortunately, half volume

LY
New Desktop Speaker Systems With
Subwoofers And Satellites Pack A Punch

hy Gordon Goble

'm the first to admit it—I may not be hum-

ble, but I am a trend-setter. 1 knew “The

Simpsons” were great while they were still a

mere speck on the Tracy Ullman Show,

that Nirvana was a pretty cool band before
Cobain died, and that typical “multimedia” pack-
aged speakers have never really cut the audio mus-
tard. Nor has the power output of the standard
sound card ever been anything more than pass-
able, and that's why I dropped a couple of hun-
dred bucks on a pre-owned set of (loor-standing
Advent speakers and a Technics stereo receiver a
long time ago. My walls were shaking 1o Co-
MANCIHE: MAXIMUM OVERKILL when it came out,
are still bouncing to NASCAR RacinG and NHL
HOCKEY today, and I've got AM/FM capabilities to
boot. Geez, I'm cool.

The typical audio solution these days is a pow-
ered set of speakers, but the stufl you'll find in
computer mega-warchouses and as part of pre-
packaged systems usually features weak speakers
and weaker amplification. Surely the galactic ex-
plosions of TIE FiGiner, the hell-bent-for-leather
roar ol Fuir ‘Tnrorig, the latest Chili Peppers
cut, and even the spoken word deserve a better
late.

This article, then, is aimed specilically at those
who want a little more auclio bang from their com-
puting environment. Since we all don't have the
space lor hulking home audio equipment, we'll
check out a sampling ol high-end powered com-
puter speaker systems. As you'll see, some are
grand, others are bland, and they'll all blow the
doors ofl' the low-end stull’
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is more than enough to produce
thundering lows, and the high cut switch can be ac-
tivated to kill the inaudibly low frequencies, leaving
enough effective bottom-end.

The totally independent power and volume be-
tween subwoofer and satellites can be a real advan-
tage when you want to tailor or completely kill an
aspect of the sound. This is also a minor disadvan-
tage, as extra wiring and one more electrical outlet
is needed for operation, All controls are conveniently
placed on the front of both component types, and
even a light kick will activate the subwoofer, while
an automatic on/off function that “senses” ap-
proaching sound makes things even easier. Unfortu-
nately, the satellites are so light that even
depressing the power switch will push them across
the desktop. Available in black or computer beige.
Price: $349.95. For more information, call (800)
J01-7076.

Yamaha YST-SS1010 Specs
satellites (2): Enclosure size: 4" x 8 3/4" x
6 3/8". One 3 172" full range driver with spruce cone
in each enclosure, producing a frequency response
of 80-20,000 Hz. LED power indicator, power switch,
presence (treble) and volume controls on front of one
speaker.




Subwoofer: Enclosure size: 11" x 8" x 10
1/5", One 6 1/2" driver with spruce cone producing
a frequency response of 35-250 Hz. Front-mounted
LED power indicator, power switch (independent of
satellites), high cut and volume contrals.

HTP INTERNATIONAL

Thirty true watts per channel and black hand-fin-
ished wood enclosures make this a powerful, profes-
sionally appointed system. They have a very full
sound, strong in the mid-range, and their relatively
large satellite drivers result in some bottom end

coming from the desk top—and a fuller sound.
There is very little noticeable distortion at any level.
Sadly, these speakers are constructed with all the
circuitry and wires in the air chamber of the sub-
woofer, resulting in an annoying and con-
sistent vibration or rattling
at higher volumes.

The control positioning
also leaves some-
thing

to be desired. The
pawer switch is located on the rear
of the subwoofer, which means that just turning it
on is inconvenient. Also, it is impossible to increase
volume on one component without affecting the oth-
er, as there are no independent volume controls be-
tween subwoofer and satellites. An SRS

surround-sound version of this system is avail-
able for $50 extra. Price: $399.95. For more infor-
mation, call (714) 937-9300.

HTP MM3 Specs
Satellites (2): Enclosure size: 5" x 8 3/4"
x5 3/4", One 1/2" domed tweeter, and one 4 1/2"
mid-range driver in each enclosure,
producing a frequency response
of 150-18,000 Hz. Rear-mounted
tweeter level controls on both
satellites. Removable cloth
grilles,

Subwoofer: Enclosure
size: 8" x 12 3/4" x 11", One 6
1/2" driver producing a frequency re-
sponse of 45-150 Hz. LED power indicator on front,
top-mounted master volume and balance controls,
rear-mounted power switch. Removable cloth grille.

( SRS-D2K |
R IO N S el
In keeping with Sony tradition, the SRS-D2K is a
sharp-looking unit, dressed in black and styled with
rounded front grill comers. Unfortunately, although
the amplifier section is rated at 11 continuous
watts, it sounds like less than that. So don't expect
wall-thumping sound with an average sound card.
Although the SRS-D2K is relatively small in sound, it
is clean. There is no discernible distortion (or inner
vibration problems on
sub-woofer unit)—a
rare find in these prod-
ucts. It is also very ac-

curate through the
frequency range,

with the exception of the high end, where it seems to
be a little weak. Although the SRS-D2K is listed as a
“3-D" system, the effects are minimal.

The controls have been placed on the front of the

sub-

woofer. However, there is no treble contral, and no
independent adjustment over satellite volume, so
you're stuck with what Sony figures is right, which
isn't all that bad. Price: $199.95. For more informa-
tion, call (800) 222-7669.

Sony SRS-D2K Specs
satellites (2): Enclosure size: 3 7/8" x 5
3/4" x 5", One 3 5/8” full range speaker in each en-
closure, producing a frequency response of 150-
15,000 Hz. No controls.

Subwoofer: Enclosure size: 5 3/4" x 14" x 9
1/8". One 4 3/4" driver, producing a frequency re-
sponse of 40-150 Hz. Tall slimline design with pow-
er, volume, balance, bass level, input 1/input 2
switch, and LED power indicator. (Subwoofer model
“D2PC" is shielded, while model “D2" is nat).

[ ACS300.1 |

The overall sound seems somewhat contained on
the ACS300, although it is evenly distributed. With
18 watts for the satellites and another 18 for the
subwoofer, this system can get quite loud. Dual 4"
drivers in the subwoofer unit means no shortage of
sound, but they can't produce the the deep bass
tones present in both previous systems. Satellites
produce an even range of frequencies from light
bottom end to screeching highs. Not much here in
the way of distortion unless volume is really
cranked, but once again, as in the HTP Internation-
al's, interior vibrations in the subwoofer become an-
noyingly noticeable at 12 o'clock and higher on the
volume dial.

The innovative “pop-up” design of the satellites
permits some flexible placement options. The satel-
lites also have a very functional range of front-
mounted controls, which enable convenient audio
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SOUND RULES
OF THUMB

enerally, sound cards come
with just a few watts of
power. (We used the
Roland SCC-1 Sounp Canvas
for the speaker tests be-
cause of its superb tonal qualities and powerful
output). The minimal wattage rating on most
sound cards is just not enough to woof the
woofers and tweet the tweeters. Therefore, exter-
nal power is necessary, and hence the powered
speaker was born. There’s no hard and fast rule
as to wattage requirements; just make sure you
can crank the volume before buying. Remember,

any distortion may well be the result of weak am-
plification rather than bad speakers.

On the subject of power, be aware that some
manufacturers use different wattage rating sys-
tems. Some companies will use “"peak” rather
than “continuous” output, thereby enhancing
their stated performance in the eyes of the unini-
tiated. This sort of quasi-deception is perfectly le-
gal, and it's not unusual to find a system
advertised as packing 50 watts being brought to
its knees by a 15 watt unit. Equalize the rating
systems if possible (look for “RMS"—a stan-
dardized continuous power rating system) and
listen before buying.

Practice safe computing—buy shielded
speakers. Like an audio condom, shielding in-
hibits the magnetic field surrounding the speaker
magnet (via another reverse-polarity magnet
and/or punched steel surrounding the speaker
magnet), and thus prevents damage to the moni-
tor and nearby diskettes.

Don’t be fooled by smart marketing. Just be-
cause something looks great with a high tech
wrapping, it won't necessarily sound better. Also,
don't let buzzwords influence your decision. These

|
]

customiza-

tion. However, an unshield-
ed subwoofer necessitates distance between it and
monitor (see the sidebar on Sound Rules Of Thumb),
The suggested retail price is a little high, so check
for point-of-sale discounts. Price $350. For more in-
formation, call (800) 648-6663.

Altec Lansing ACS300.1 Specs

Satellites (2): Enclosure size: 5 1/4" x 3
34" x7". One 1/2" domed tweeter, and one 4" mid-
range driver in each enclosure, producing a frequen-
cy response of 120-20,000 Hz. Front-mounted power,
volume and mixer (for two inputs) on left satellite,
and balance, hi (treble) and bass volume on right.
LED power indicators on both. Clam-shell (flip-top)
design. Price: $350.
Subwaoofer: Enclosure size: 10 1/4" x 5" x 6
1/2". Two 4" long-throw drivers, NOT shielded, pro-
ducing a frequency response of 35-120 Hz. No con-
trols.

TWO-PIECE SYSTEMS

Jazz  says the
J-688AV sports 14
watts RMS per side,
and it sounds like
it. Not only is this
thing a powerhouse,
but the low end is
very impressive (no
doubt aided by the
front-facing air
port), and the high
end can get screech-
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ingly loud. Querall, the unit
sounds larger

than its size

would dictate,

] ._," and does not
vibrate.

‘ distort or

The J-G8BAV is
h/ one of the only
units here that

' doesn't have an exter-
nal adapter, and plugs straight
into the wall, making it a dead sim-
ple set-up. Take care to avoid breaking off the
speaker wire, as it is hard-wired into one speaker—

you'll have to take the unit apart to re-attach. Price:
$199.95. For more information, call (818) 336-2689.

Jazz J-688AV Specs
Enclosure size: 53/4"x9"x51/2". A1
1/2" cone tweeter and 4" cone driver in each enclo-
sure, producing a frequency response of 50-20,000
Hz. Top-mounted power, volume, bass and treble
controls on one speaker. Microphone, headphone
and LED light on front of same.

MEOTEI-B00RY. |
[ A T e

Like the Jazz J-688AV speaker system, the Jazz J-
590AV packs 14 watts RMS per side, but is slightly
smaller in stature, offering a tighter less "extreme”
sound (despite wider frequency range specs). Never-
theless, a seemingly more modern design than its
sibling produces a more spatial effect, and a very
nice mid-range. Both JAZZ units reviewed here are

more than sufficient for most computer audiophiles.
Price: $149.95.
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days, the phrase “multimedia” on the package
often translates to “We sell these ineffective
speakers for inflated prices because the con-
sumer can be fooled into thinking they're some-
thing special.”

Try not to restrict yourself to a small space for
speakers—there is no substitute for the bigger
sound delivered by a bigger speaker, and espe-
cially in the lower frequencies, dinky just won't
do. Most of the units reviewed here are three-
piece systems—two satellites that supply the
mid-to-high frequencies and one subwoofer that
pumps out the bottom end. The subwoofer is
usually three to five times the size of the satel-
lites, and although that means a larger space
requirement, said subwoofer can be plunked
down on the floor virtually anywhere. Since low-
end frequencies are omni-directional, you won't
need to worry that it faces this way or that—just
remember that the closer it is to a corner or wall,
the more “boom"” you'll get out of it,

Jazz J-590AV Specs
Enclosure size: 4 1/2'x9"x5". A2
cone tweeter and 4" cone driver in each enclosure,
producing a frequency response of 20-20,0000 Hz.
Front-mounted power, volume, bass, and treble con-
trols, headphone jack and LED light on one speaker.

This unit’s biggest claim to fame is its “three di-
mensional sound,” and it actually lives up to its
promise. The surround-sound feel is indeed

quite impressive. Sounds are suddenly “out of the
box" and truly dimensional in space—you
can “hear” the path of moving objects
such as rockets in a game. The
sense of 3-D these speakers gener-
ate will really enhance any gamer's
sense of immersion.

The Vivio 3-D speakers are not
overly powerful, yet deep wooden
cabinets and rear ports add ad-
mirable bottom end to what are
quite small but pleasant-sounding
drivers. The control panel does not
include treble or bass adjustments,
nor is there a balance control, but it
is heavy on spatial tailoring. Cer-
tainly the most innovative sound
here. Price: $199.95. For more infor-
mation, call (800) 501-8086.

NuReality Vivid

3-D Speakers Specs
Enclosure size: 43/4"x 9
2/5" x 8 3/5". Two 3 1/2" full range dri-
vers in each enclosure, producing a frequency
response of 125-15,000 Hz. Front-mounted power,
input source, “center” and “space” controls on one
speaker.

R T T SR
D VI WS T
The Viewsonic's tonal qualities, like the other
speakers discussed here, are much superior to that
of basic department store fodder. Their small low-
frequency driver produces a surprising amount of
bottom end, but
the sound is
nowhere near
the three-
piece units,
This system
is very quiet,
which means
that either
the stated
amplifier
output of 14
watts RMS is
generous or
speakers are
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B ViewSonic

power well). Using the non-ampli-
fied SounoBuaster output, volume was very weak,
while using the pre-amped output produced imme-
diate, heavy distortion from left speaker at even
moderate levels. One nice feature is their ability to
be attached to a monitor. Price: $149. For more in-
formation, call (800) 888-8583.

Viewsonic VS127 Specs
Enclosure size: 2/5" x 10 1/5" x 8 3/4".
One 4 3/4" x 1 3/5" mid/high driver and one 2 3/5"
low end driver in each enclosure, producing a fre-
quency response of 40-20,000 Hz. Front-mounted
power, volume, bass and treble controls and LED
power indicator on one of the two speakers. Tall,
“slim tower" design with mounting bracket so entire
unit may be “strapped” to monitor. &

MY WISH LIST

If | had the ability to create the ultimate multi-
media speaker system, based upon this sam-
pling, here's what I'd do. | would combine the
sound characteristics of the NuReality Vivio 3-D

tabletop speakers with the punch of the Jazz J-
688AV, the control configuration of the Yamaha
YST-851010, and the power of the HTP Interna-

extremely in- tional MM3 subwoofer (without the vibrations).
efficient (e, Mmm, yes, | can hear it now...
they do not
convert supplied



Yeah! Check out the INN Web Site at
hitpdiwww.imaginationnet.com

There's more where that
came from rockie! -
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yOU THINK YOU'LL TUST RAM IT INTO THE
END ZONE, ONLY THAT MICROBLOLOGIST

FROM FRESNO TUFF§ THE pLAY SCREAMING
"NOT TOPAY, TOUGH quy!!!"

o e, This isn't just another football game.
¢ ' This time it's personal.

WAEEE Join thousands of other members
on the ImagiNation Network (INN), where
you'll play against each other rather than
mindless microchips.

Match wits against another “coach”
using real NFL players and actual '94-95 stats.
Make strategic player substitutions and see the
action from up to nine viewing angles.
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But Front Page Sports: Foothall Online
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action, flight simulation, and “edutainment” games.
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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.

LAY GAMES
WORLDWIDE ON THE
INFORMATION
SUPER HIGHWAY.

War noo m
ENLLLLLL

ACCESS
THROUGH
INTERNET
FOR ONLY
$200

per hour




Now, MPG-NET goes all graphic!
No more text menus. No headaches
trying to log on. It’s never been
gasier to be on-line!

Here's what else you'll find:

o 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

Iavurile uamel

L  MPG-Net News

« Download files from our database
and read the |atest 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 peaple all over the
world and see more than just their

- words, yuu'll get a chance fo see what

lhav lnok Illml

£,1994 MPG-NET, Inc. Multi-player
Games Network and MPG-NET are
service marks of MBG-NET, Inc. The:
Kingdom of Drakkar is a trademark of
Drakkar Corp. Empire Builder is a
trademark of Mayfair Games, Inc,
Operatlon Markel-Garden and Star
Crulser are rademarks of GDW
Games, Inc. Fiefquest and Warlorﬂs
of the A lypse are

the Drumers  Gulld: MI other brand
and product nemes are trademarks or
registered trademarks of their

Dreamers
Guild respective holders.

» More games than you've ever seen
before!

MPG-NET can be accessed with a local
phone call from over 600 cities in the
LUSA 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-GAWE.

;.-%.!uqi.n}whl- P a4 4 e

Your Muiti-Player Games Network*"

1-800-GET-GAME
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When

your
486 just
doesn’t

cut it.
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P133 Home MPC PRro

The Ultimate Home Office Performance System

P133 Home MPC Pro np
Uk
» [ntel™ 133MHz Pentium”™ processor -
+ 256K Micron SyncBurst” cache, Flash BIOS Tﬂj E
+ 16MB EDO RAM, 1.2GB EIDE hard drive il n
+ 4 EIDE CD-ROM drive, 3.5" floppy CHOICE
+ SoundBlaster ™ 16 stereo sound & speakers May 16, 1995
« 14.4 Fax/Modem, speakerphone, voice mail P30 HOME MPC

» PC| 64-bit graphics accelerator (2MB)

* 17" Micron 17FGx,1280NI,.28mm

* Tool-Free mini-tower or desktop

* Microsoft Mouse, 101-key keyboard

+ M5-D0S & Windows for Workgroups CD

« MS Office Pro 4.3 & M5 Bookshelf CDs

* Microsoft Scenes: Sparts Extremes;
Microsoft Bob CD; Microsoft Encarta 95 CD; Quicken July 1995
Deluxe Edition CD; Microsoft Dangerous Creatures PO REMENRG
CD; Microsoft Golf Multimedia CD; Trial Subscriptions
for CompuServe, America OnLine & Prodigy.

°3,499

pentium

Micron Electronics, Inc., 900 E. Karcher Road, Nampa, ID 83687 ¢ Mon-Fri 7AM-8PM Sat BAM-5PM (MT)
208-463-3434 » FAX 208-463-3424 » Purchase Ordler FAX 208-467-5384

Intemational B Intemational FAX From Mexico Call From Puerto Rico Cal From Canada Call
205.465.8010 & 208465899 | B I95 oers B “inoaeiree Mol 0iosine
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withou ncten. M Elsctoned. e, canol

g 1o O

T v N
| Gotperabon

i kg e ¥
) prYpe and esred. Lo proms Lused on 3 mone heas

Cirele Reader Service #95

P75 HoMeE MPC

+ [ntel 75MHz Pentium processor

» 256K Write-back cache, Flash BIOS

« 8MB EDO RAM, 850MB EIDE hard drive

» 4X EIDE CD-ROM drive, 3.5" floppy

« SoundBlaster™ 16 stereo sound & speakers

* 14.4 Fax/Modem, speakerphone, voice mail

» PCI 64-bit graphics accelerator (2MB)

+ 15" Micron 15FGx, 1280NI,.28mm

» Tool-Free mini-tower or desktap

* Microsoft Mouse, 101-key keyboard

» M5-DOS & Windows for Workgroups (D

* Microsoft Works Multimedia CD

*» Microsoft Scenes: Sports Extremes;
Microsoft Bob CD; Microsoft Encarta 95 CD; Quicken
Deluxe Edition CD; Microsoft Dangerous Creatures
CD; Microsoft Golf Multimedia CD; Trial Subscriptions
for CompuServe, America OnLine & Prodigy.

*1,999

« With 90MHz Pentium processor...........add $100
» With 100MHz Pentium processor..........add 5200

It’'s Your Call!

800-400-6670
MICRON

ELECTRONICS, INC.



First Disk Drive to Receive
Windows" 95 Certification

Do you have

the capacity |
to handle Windows 95?

Look to Conner for storage solutions Designed for Windows 95.

Windows 95 promises faster, more powerful personal computing, But to unleash that power you'll
need a ton of storage capacity. Fortunately, Conner offers a wide range of cost-effective storage
solutions designed specifically for your Windows 95 needs. Including a broad range of high
performance, easy-to-use disk drives, in capacities of 540 to 1275 MB, backed by a 3 year warranty.

BaCl(llP before you move up. Remember to protect your valuable data before you
upgrade to Windows 95. With Conner TapeeStor you'll get reliable, easy-to-use rape backup
solutions in capacities from 800 MB to 4 GB on a single cartridge.

Ask the Storage Detective. To help you uncover your storage needs for Windows 95,
a fast, complete utility ro

we're offering a free copy of the Conner Storage Detective
analyze your PC’s storage capacity. So call us today ar 1-800-845-2215. Or even m....'g

better, download a copy off the Internet at heep://www.conner.com. S V"
The,Storage Answen

Windows 95

Designed for
lresd

Microsoft
Windows95  Come see Conner— The Storage Answer for Windows 95.

Get a FREE copy of STORAGE DETECTIVE. Find out how much storage you need for Windows 95.

Call 1-800-6-CONNER for the name of your nearest retailer, Conner Peripherals World Headquarters, 3081 Zanker Road, San Jose, CA 95134,
© 1995 Conner Peripherals, Inc. All trademarks or registered trademarks are the property of their respective owners.
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hen gamers ask if DOS
games are dead or not,
they want to know the
answer to two different
questions. First, will

their entire game library become a relic of
. the past like their 8-bit Atari, Apple and
| C-64 games; and second, if they can ex-

| pect the computer game industry to.con-
tinue to publish DOS games. To
paraphrase Monty Python and the Holy
Grail, DOS games are “not quite dead

~ yet." In this issue, we show you how to run
DOS games under Windows 95. That
should answer the first part of the ques-
tion. Next, we sneak preview some of the
games to be released under Windows 95.
The previews should provide some clues
for answering the second part of the ques-
tion.

.

No matter how solid anoperating sys-
tem’s technical capabilities may be and no
matter how much marketing buzz there is
about a potential gaming platform, the
bottom line for gamers will always be “How
are the games?" Gaming history demon-
strates this. The Atari ST was superiorito
the market-dominating Apple |l and C-64,
but it didn't win. The Commadore Amiga
was years ahead of the CGA-equipped IBM
clone in-color, sound and interface. It
should have become the ultimate game
machine, but it didn't. The 3D0 had techni-
cal wizardry of which the Sega Genesis
could never dream, yet the superior ma-
chine never surpassed the dinosaurin
market share, Macintosh lovers would even
argue that their machine is far superior to
Windows-hased computers, but Windows is
dominant in the marketplace,

o
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Al

Windows 95 s Trying | ,:
To Prepare The Eulogy ‘

Actually, Windows is.dominant in all
but one area—computer games. Now,
Windows 95 bears promise of shattering
that last bastion of resistance: Industry
insiders can talk and write about all the

wonderful ways Win 95 will help game de- "

signersi(see this issue’s “Hex, Bugs and
Rock ‘n Roll” for details), but what the
gamer wants to know is: “What's it gonna
do for me?" and “How are the games?"
That's what we wanted to know, too. So
we offer six Sneak Previews this month of
Windows 95 games. And 'we will have a
special Win 95 Games section in Septem-
ber, October and November in hopes that,
from the August launch:of Win 95 to'the

opening guniof the holiday buying season, _

we will provide gamers with enough infor-
mation to.make up their own minds.
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We hope you have half
as much fun as we did.

Designed for The Microsoit® Windows® 95

operating system is here, And
3538 50 is @ whole new generation of
M—i:;rosuft' software and hardware design-
Windows 95 gd 1o help you get the most out
ol your PC. Just look for products with

the Designed for Windows 95 logo. If you can

handle any more excitement, check out our on-
line launch event starting August 24th at
http://www.windows.microsoft.com
where you can learn even more aboul
Windows 95.



Windows’ 95

Welcome

Enjoy

32-bit architecture

32-bit applications
preemptive multitasking
long file names

enhanced multimedia
integrated networking
built-in access to the Microsoft® Network
built-in faxing and e-mail
new Plug and Play hardware
AutoPlay CD-ROMs

Wizards

Windows Explorer

task bar

device manager

Start button

Network Neighborhood

and tons

of other

cool stuff.
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GAMING UNDER WINDOWS 95

Wil

Run

In
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DOS GAMES
DO RUN WELL
UNDER WIN
BOTHERE'S A
LOOK AT WHAT
IT TAKES TO
GET THEM UP
AND RUNNING.

by Loyd Case

indows 95
will proba-
bly be
shipping
by the time
you read
this. In ad-
dition to
changing the face of desktops around
the world, Windows 95 portends ma-

jor changes in computer gaming.

These changes have been described in
detail in the pages of this magazine
and other computer game publica-
tions for several months (see “Mi-
crosoft Comes Out To Play™ in CGW
#131 or this month’s Hex Bugs &
Rock ‘N Roll).
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Because Windows 95 shows
promise in making our computing
lives casier, every major game devel-
oper on the planet is currently or will
soon develop PC games strictly for
Windows 95 and not DOS. In the
meantime, how well do DOS games
run under Windows 952 Our experi-
ence is that they run pretty well, and
this article will show you how to do
that.

But before we rush headlong into
this brave new world, you should be
asking yoursell if you need Windows
95 in the first place. Granted, it
promises all sorts ol nifty things for
productivity and applications, but
frankly, this is a gaming magazine, so



were not concerned with any of that
ugly reality stuff. Should you buy Win-
dows 95 because it's supposed to
make lile casier Tor gaming? Well,
that's a good question.

The answer largely depends on
what kinds of games vou like. If you
only play 3-D, graphically-intensive
simulations like FLiGr UNLIMITED,
NASCAR RacinG, or U.S. Navy
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eventually be easier, but in the short
term you should still expect to have to
mess with boot disks, multiple config-
urations and reboots whenever you
want to play a different game. Win-
dows 95 will eliminate some configu-
ration headaches, but it will supplant
others with new conliguration require-
ments all its own.

When games written specifically for
Windows 95
actually start
shipping,
gamers will be
in configura-
tion heaven.
Plug-and-Play
and AutoPlay
will finally al-
low games (o
configure
themselves au-
tomatically to
the hardware
on an individ-
ual  system,
climinating the
old IRQ-DMA

BEN DOES WINDOWS DOS games such as Full Th

Windows 95. Although you can run the game in a window, you'd probably

want to play it in full-screen mode.

FIGHTERS, you're probably better off
staying with DOS and waiting lor
some high-performance, native-mode
Windows 95 simulations. On the other
hand, il'vou prefer adventure, sports,
strategy, wargames and action games,
Windows 95 may make it easier to run
your DOS games.

If this sounds like you, or you've got
an insatiable need to be the first one
on the block ro install Windows 95,
then you'll want to read the following
techniques on running DOS games
under Windows 95.

But no matter what kind of games
you play, keep in mind that the num-
ber of DOS games available now vastly
outnumber those for Windows 95, Un-
til that equation changes, don’t feel
compelled to rush out and hop on the
bandwagon “just to make playing
games casier.” Playing games will

and
putting an end
to conflict has-
sles once and
for all. But until
then, we'll still have 1o contend with
the usual configuration headaches
that have become so lamiliar to PC
gamers over the last several years.

dance
rottle really can run under

DYNAMIC DUOD

There are really two ways to run
DOS games under Windows 95: as a
Windows application and as an appli-
cation that runs under “MS-DOS”
mode. You choose which way you want
to run by right clicking on the game
icon and selecting the appropriate
properties setting under “Advanced
Properties.” leons are referred to in
Windows 95 as “Shorteuts.”

Many games will run well as Win-
dows applications. Doom and HeRrgTic
are good examples. While they will run
in a [ull screen, they are really running
in the Windows 95 environment. Il you
press ALT-TAB (hold down the ALT
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RUNNING HOT DOS GAMES
UNDER WINDOWS 95

To see just how easy or difficult it would be to run
DOS games under Windows 95, we took the top game
from each category in the CGWTop 100: Adventure, Role
Playing, Simulation, Strategy, Wargame, Action and
Sports—and put them through their paces under Win-
dows 95, Each game was installed under Windows 85
and played for significant lengths of time to see how it
behaved. In all of the following instances, we made icons
or “shorteuts” using the Explorer, the native user inter-
face for Windows 95, Here's what we found.

ADVENTURE:
DAY OF THE TENTACLE

We ran into an interesting, if weird problem running
LucasArts' Day. oF THE TENTACLE: the: game wouldn't run
from the DOTTEXE “shell” program: Instead, we had to
run TENTACLE.EXE directly. Except for this quirk, the

‘game ran as well as any full-screen application under

Windows, We could task switch to other Windows apps
with no problems, and retum to DAY oF THE TenTACLE. The
audio present in the floppy version (mostly MIDI music)
played fine.

ROLE PLAYING:
BETRAYAL AT KRONDOR

Next, we tried the CD version of BETRAAL AT KRONDOR.
Initially there was a problem with EMS memory, because
the default Windows 95 environment that was set up
had very little EMS configured. We added QEMM 7.5 to
Window-95's CONFIG.SYS file. This proved to be the right
answer for BETRAYAL AT Kronoor. After adding QEMM,
everything ran smoothly. There was no apparent frame
rate hit, even with detail cranked up and the:step size
set to "small.” Both MIDI and digital audio sounded ter-
rific—no stutters or static.

SIMULATION:
NASCAR RACING

We encountered our first real problems with NASCAR
Racing from Papyrus Desigh Group. We just couldn't get
the native Windows 95 environment to have enough low
DOS memory to run the game—at least, according to an
error message penerated by NASCAR. So we created a
custom MS-DOS environment—a “virtual boot disk,”
which the Windows 95 Property Sheet editor refers fo as
the “MS-D0S mode" (note that the Windows 95 docu-
mentation also refers to MS-DOS mode as “Single Appli-
cations Mode"). This did the trick and NASCAR ran great
as an MS-DOS mode program. In SVGA mode with all
graphics options turned on, the frame rate got a little
choppy. But that's also true when playing it from DOS.
Cranking down the grass and grandstand texturing gave
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key and press TAB), you can switch to
a dilferent Windows 95 application.
You can even mun one of these games
in a window on the desktop, although
performance will suffer dramarically.

The other method of running DOS
games is called MS-DOS mode (some-
times referred to as “Single Applica-
tions Mode”). If a game runs in
MS-DOS mode, Windows 95 reboots
the system and gives the game full ac-
cess to your hardware. There is no
software layer between the game and
the computer. Almost any DOS appli-
cation will run in MS-DOS mode.
When you end the game, the system
reboots back to Windows 95. This is a
small inconvenience for a huge gain in
usability.

THANKS FOR THE MEMORY,
BUT I'LL HACK MY OWN
There is a catch though: when
vou're running Windows 95 in MS-
DOS mode, you'll never get quite as
much DOS memory—even with tools
like QEMM or 386MAX—as you

might get with straight MS-DOS. If

you have a relatively simple configu-
ration (IDE drive, CD-ROM drive at-
tached 10 a sound card and [ew other
TSRs or drivers), you can still free up
a lot of memory with a good memory
manager—enough to run a demand-
ing application like FALcoN 3.0,
which requires 600K of free lower
memory.

II'your system selup is more com-
plex, the memory issue can become
problematic. For example, our test
machine has SCSI hard disks, a
mouse and a SCSI CD-ROM drive.
Even with Intel’s latest motherboard,
the best that we gained was about 590
KB (nearly 600,000 bytes) of low DOS
memory. That's enough for all but
the most onerous of games.

Many new games use DOS exten-
ders (usually identifiable by a line
that says “DOS/4G” when executing

the game). These games in particular

do not have such heavy-duty low DOS
memory requirements, so you are
more likely to get this type of game
to run.

EASY TO USE
PROGRAM SETTINGS

Windows 3.1 had a concept called
the PIF file (Program Information
File). The DOS applications that
could run under Windows 3.1 would
often require special settings in the
PIF file so Windows could give the
application the system resources it
needed. To run a DOS app under
Windows 3.1, you would run the PIF
editor and specify a bunch of arcane,
ill-defined settings. And often, de-
spite anyone’s best efforts, if the ap-
plication was a game it wouldn’t run
anyways.

Well, Windows 95 still has PIF files,
but they're now called “Property
Sheets” and they are much easier to
set up. Property Sheets are config-
ured mostly by pointing and clicking

on settings. ‘The only tricky part is if

the game needs to run in MS-DOS
mode. Under MS-DOS mode, you
can actually specily custom CON-
FIG.SYS and AUTOEXEC.BAT set-
tings—sort ol a “virtual boot disk.” Tt
can get tedious typing in long lines
for each game you wish to do this for,
and there's no obvious paste com-
mand. However, you can paste in pre-
set configurations.

Here's an example: let’s say you
have CONFIG.SYS and AUTOEX-
EC.BAT files that you know work with
a given game, perhaps on a boot disk.
First, you invoke the Property Sheet
by right-clicking on a given game icon
and selecting MS-DOS mode. You'll
want to transfer your configuration
file information into the property
sheet. The best way to do it is to run
Windows’ Notepad and open your
custom CONFIG.SYS file. Next, select
the entire file and copy it to the clip-
board, because you're going to paste
itinto the game’s Property Sheet.

Once you've copied the file to the
clipboard, click on the program tab
and then click the button labeled
“Advanced.” Then press the radio
buttons labeled “MS-DOS Mode” and
“Specify a New MS-DOS Configura-
tion.” Pressing the RIGHT button will
pop up a dialog box that allows you
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more than acceptable ﬂerfurr'ﬁanue on our 90 MHz
Pentium system.

STRATECY:
X-COM: UFD DEFENSE

X-COM was CGWs game of the year for 1994,
so if it wouldn't play under Windows 95, it would-
n't be pretty. X-COM installed and ran flawlessly
as a Windows application (full screen, of course.)

ALIENS ATE MY DESKTOP A low-res DOS
game such as X-COM can run over the
entire Windows 35 desktop. You can easi-
ly switch to full-screen mode, where the
game looks indistinguishable from run-
ning under DOS.

We didn't have to tweak Windows 95, memory
managers or any other system software. In short,
we made a Shortcut icon point to the program and

started kicking alien butt. The music and sound
effects worked great, and there were no apparent
performance problems.

WAR GAMES:
PANZER CGENERAL

The installation procedure for the Pazer Gener-
AL CD proceeded smoothly:until the sound setup
program came up. PANzeR GENERAL'S sound setup
autodetects sound cards with no manual override.
It claimed our MIDI configuration didn't exist: it
also failed to detect a Sounn Buaser AWE-32, so it
set up the game with no audio. Panzer GeNeRaL ran
great, but without sound it's not exactly an immer-
sive experience. The trick was to run both the in-
stall program and the game as separate MS-D0S
mode applications. As.an MS-DOS mode program,
Paizer General worked without a hitch, explosions
and all. Remember, MS-DOS mode can be invoked
with a custom configuration via a Shortcut icon,
like we did with NASCAR Racin, or you can select
a more generic MS-DOS mode (i.e., without the
custom AUTOEXEC.BAT and CONFIG.SYS) under
the “Shut Down" menu screen.

ACTION:
WING COMMANDER 1IlI
Wing Commaner Il is a blockbuster DOS game




IF LOOKS COULD

ILL

Before the introduction of the Suncom F-15E Strike Fighter Series,
the only way to get your hands on an authentic, redlistic flight-
stick was to either join the Air Force or buy a $44 million dollar
F-15 fighter jef.

The F-15E Strike Fighter Serles looks and feels so much like
the real thing, you'll be able to ‘live" the experience. The top of
the line EAGLE features 12 programmable fire buttfons, an audio
box and head-phones for privacy play, a microphone
Input for Volce Recognition Command Programs, a

CD-ROM Interactive
& Tutorial, the full ver-
B sion of AV-8B Harrier
i Assaulf from
Dormark and support
software with 35 prepro-
grammed templates for today's most popular
simulation programs.

Or pilot the TALON, RAPTOR or HAWK versions of the F-15E.

All four share the same redlistic -
look, but each has something S
different to offer. ”” com
=== TECHNOLOGIES Windows 95
6400 W. Gross Point Rd., Niles, IL 60714 708/647-4040 READY

To order call 1-800-228-7449, or visit one of the retailers listed below:
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to select PASTE from a pop-up menu.
(Or, for those keyboard hacks out
there, you can place the text cursor in
the text box labeled *CONFIG.SYS
for MS-DOS
mode”  and
press the con-
trol (CTRL)

and “V" keys

o

[ L Sewch Hep

like Windows 3.x where you can run
and exit rom Windows on a whim.
However, there are two ways aroundl
this. If you upgrade [rom an earlier
Gormd Progims | Fert | Vamny | S| Moc: |

& roscatiacs
T

Cond

Wobrg  [Cwason

simulaneous- -
ly). Voila. J& N el s
You're entire v s o R |
. : | P e by mrig WS 05 o }
custom con- RN :é\:l-:mu::\m“m st ISR
figuration is - CONPY S73J0 M 005 5
; - : py ol e |
copied to the |
. ke
T Tl s s gt ]|
Lext win e bl
dow. o
o ] tecd | :
ance qia 0 " Hiteoud q om
FIF name: DAGAMES\NASCAR\MASCAR FIF
B T n A K b A WINDOWS 95
i foaed e e “PIF" STOP To
¥ MSDDS mode —— : Al play NASCAR Racing
[ Wam before enteiing MS-D05 mode [ under Win 35, we cre-
" Use cutent MS-DOS conliguraton ’ ated a custom MS-D0S
F %ﬁéé@ﬂiﬁiﬁ?ﬁm | mode configuration.

DEVICE=CAQEMMALDADHILSYS /R /SIZE=8592 C:v

DEVICE=C\JEMM\QEMM386 5'v'S RAM ST.F X:Eﬁﬂ(ﬂ |
BUFFERS=150 =l

AUTOEXEC.BAT lor MS-DDS mode:
r‘AT H DAWINDOWS. . CADOS,CANDW,CACPS .C\OE} 2

S3REFRSH 9140
(SECHO OFF =l

Configuration.., I J!

| | C:anceil

You then do the same for the AU-
TOEXLEC.BAT window. There is only
one caveal: do not leave a blank line
or other non-printing character after
the last line of the custom AUTOEX-
EC.BAT. Instead of seeing your game
run, you'll you'll be staring at the
DOS prompt when you click on the
icon Lo run the game. You can still
use DOS commands ar this point to
run the game, but that kind of defeats
the purpose,

BUT I JUST WANT DOS

Some game players might want o
run Windows 95 and still be able to
boot up in DOS sometimes. You can
still start a previous version of DOS
by pressing the I'4 key during boot-
up. Unfortunately, Windows 95 is not

Creating a custom config is
a simple matter of “cut and
paste.”

version ol Windows 3.x, don't
install Windows 95 in the same di-
rectory, but rather, install Windows

95 into its own separate directory. If

you have the hard disk space, this is
the way to go. What this does is create
a special Windows 95 multi-boot con-
figuration (much like the DOS 6 mul-
ti-boot capability). When you restart
your computer, watch for the message
“Starting Windows 95,” (which ap-
pears just after the floppy drives arc
tested), then press the F4 function
key. 1 you got the timing right, you'll
now be back in your old version of
DOS, including your own CON-
FIG.SYS and AUTOEXEC.BAT files

All in all, Windows 95 is much
more game-friendly than Windows
J.x. So while we're all waiting lor
those cool, easily configurable Win-
dows 95 games to ship, we can still
run our old friends and keep right on
playing. ¢
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and we couldn't imagine Microsoft ignoring it. Its
hunger for system resources is second only fo its
popularity in the marketplace. We right-clicked on
the desklop, selected “Shortcut” under the “New"
menu option and pointed it to the WC3.EXE file on
the CD-ROM. With baited breath, we watched it
run flawlessly on our 90 MHz Pentium. We had a
Wina Commanoer Il campaign in progress, so we
zipped through several missions. The frame rate
was smooth in SVGA (as it should be on a 90 MHz
Pentium).

HOW MUCH FOR THAT KITTY IN WINDOWS?
You can run demanding DOS games under
Windows 95 with little or no trouble. We
were out chasing Kilrathi pilots as fast as
we could make a simple Shortcut icon,

SPORTS:
FRONT PAGE SPORTS
FOOTEALL PRO 95

When running our last game in this test, Frout
PrGe Sporrs: FooreaLL Pro 95, a dialog box popped
upand actually told us to run the game as an MS-
DOS mode application. There was even a help
button that informed us that the problem was
with audio. FooreaiL Pro 95 demands 580 KB of
low DOS memory. To get that much free DOS
memory in a custom MS-DOS mode scenario, we
ran QEMM’s OPTIMIZE program. OPTIMIZE per-
formed flawlessly, yielding a configuration under
Windows 95 of almost 590 KB, including SCSI dri-
ver, CD-ROM driver, mouse driver and MSCDEX.
Upon copying the newly-created configuration to
the custom MS-DOS mode box in the Property
Sheet (to duplicate the environment), we were
able to successfully play a full exhibition game
without a problem.

IS IT CURTAINS
FOR DOS?

All'in all, Windows 95 was very impressive in
how it handled this suite of the top-rated DOS
games in.our CGWTop 100. With surprisingly few
tweaks—certainly no worse than configuring
them for DOS—all of the games we tested ran
better than we expected.
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: 1 make it real with Diamond
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Broaden your horizons with the latest computer stuff
at our fully interactive event.
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“I'm astounded...

get one, you'll love it.” :
Jobn Dvorak, PC Magazine \ —

SNAPPY Brings Stunning Pictures
From Video Into Your PC
nappy lets you grab sensational stills from any
camcorder,VCR or TV right into your PC. It's easy!
Just plug Snappy into the printer port on the
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program.You also get Gryphon
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FREE Demo Disk
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software used on the cover

called the HD-1500 that captures of Time Magazine.
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Average Selling Price

Demo also available for direct download (2t up 1o 28.8 bps) from

2890 Kilgore Road Play's BBS at 910,983, 3288, Although Snappy Video Snapshot is an
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\Nindomf 95. Point, drag, tap. Now you're using your head.

For the dealer nearest you, just call 1-800-223-6433.

Touc/v Pad

Circle Reader Service #90



A D'V ENT U-R E

casArts Fina]ly
nearths The Dig

And Takes Gamers Down A Cosmic Rabbit Hole

by Allen L. Greenberg

fter four years in the
making, LucasArts is
finally preparing the
release ol Tue DiG,
the  much-touted

graphic adventure based on a story by
Steven Spiclberg. Although the game
seems o have had a number of sources
of inspiration, including
the John Huston film
Treasure Of The Sierra
Madre, the program’s in-
Lriguing opening sequence
does more to evoke the tumble down
the rabbit hole in Lewis Carroll’s Alice’s
Adventures In Wonderland. This is a story
which begins as modern-day science
fiction, based firmly on technology
which can easily be extrapolated from
that of the 20th century. Then, follow-
ing a quick and innocent manipulation
ol certain objects, the program carries
the player into a mysterious, though
not quite so whimsical, Wonderland.

THE DiG s as close to hard-core sci-
ence fiction as adventure
gamers have seen in a long
time. Set in the familiar Lu-
casArts adventure environ-
ment, it also incorporates some
eye-opening video technology
which will easily set new stan-
dards in the genre as well as the
industry.

BOSTON IN
WONDERLAND

The story involves an aster-
oid, code-named Attila, which

drifts over towards our
own solar system. You are
Captain Boston Low,
leader of a team of offi-
cial, yet somewhat pre-
sumptuous, NASA
diggers and

meddlers. The remain-
der of your team consists
of an archacologist and a
scribe, neither of whom
have any initial complaints when it
comes to following your orders. Un-
fortunately, once it is apparent that
you are no longer in the skies above
Kansas, both team members would
rather assert their individual talents.
Thus, the archeologist insists that he is
the safest digger, a fact which may or
may not be true, and the writer would

YOU SOUND DEAD Trying to communicate with ghosts
on dead planets wasn't part of Commander Low's
weekend itinerary.
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SPIELBERGIAN SPACE The Dic's story, created by Steven
Spielberg, begins with a routine space mission. But the
events that unfold, and some of the game’s special effects,
are anything but ordinary.

rather walk oft on her own to discover
whatever she can. In the mean time,
you are lelt by yoursell to discover the
alien technology and whether or not it
has the ability to carry you home.

While you may or may not reach
home, you will soon discover that the
alien architect who established this
base was very concerned with trans-
portation, and the various modes
thereol make for some outstanding
video effects which should be even
more impressive than the unfinished
examples which we were able to sce.
These include a hollow-marble “tram”
which speeds through an other-world-
ly bowling-ball gutter at break-neck
speeds, and several mysterious,
light
bridges,” complete with a set of lenses
and “on-ofl™ switches.

though quite functional,

Many ol the rooms you will explore
are designed in three dimensions.
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Thus, you will be able to
move across them and sense
that you are traveling in a cir-
cle which will lead you back to
your starting-point. There is a
lot to explore through the
rooms, and the many caverns
and tunnels require no less
than Indiana Jones-like in-
stincts. This is no simple set
of interconnected catacombs,
however, and the many
mades of transportation
make it clear that you are taking in a
signilicant portion ol this mysterious
planet.

The planet is definitely populated.
While not all of the creature anima-
tion was yet complete at the time of
the preview, there was certainly
enough to convince us that the three-
dimensional techniques used to ani-
mate these monstrosities are quite in-
novative and nothing less than
outstanding. Many of the crypt-like
rooms will be under guard by these

Back when Skywalker Ranch was the home of
Lucasfilm Games (now LucasArts), computer
game designers oceasionally rubbed shoul-
ders with some of Hollywood's entertainment
elite, Folks like Francis Ford Coppola, Steven
Spielberg, Linda Ronstadt and Mick Jagger
were but a few of the guests at George Lucas’
company headquarters, which uses a Victori-
an-style ranch with stables, gatehouses, con-
servatory and winery to harbor offices, foley
studios, and sound stages along with a THX-
equipped movie theater, beautiful library,
restaurant and recreation center.

In fact, frequent guest Steven Spielberg
would accasionally drop in on game designers
at the “stable” because he was an avid player
of Larry Holland's air combat games (BATTLE=
Havks 1942, Ter Finest Hour and SECRET WEAPONS
oF THE LurtwaFre). Spielberg also loved the com-
pany's graphic adventures, being expressly
fond of Loom and THE SECRET oF MONKEY: ISLAND.

Knowing the game designers as he did,
Spielberg could call them up as his personal
hint line whenever he would get stuck on a
puzzle. Naturally, the designers didn't mind
being Steven Spielberg's personal game coun-
selors, and Spielberg felt good about their
products. So, during one such call, Spielberg
had an intriguing idea. It seems that his foray

SPACE CUBED Special effects created by Industrial
Light & Magic put some punch into Tue Dis’s look.

critters, and so it will be up to you to
deleat as well as admire them.

THE GHOST AND
THE MACHINES
There are many intriguing mysteries

going on in the story, not the least of

which concerns the creator of this
strange establishment and his or her
purpose for bringing it into existence.
However, it is the machinery, as well as
its proper operation, which proves 1o
be the ultimate riddle, as well as your

DIGGING INTO THE DIG'S HISTORY

into television production hadn’t quite shown
the Midas Touch he had displayed in film pro-
duction; His Amazing Staries television experi-
ment had been cancelled, and his production
company, Amblin Entertainment, was sticking
with feature films. Yet, he had this unpro-
duced script that just might make an interest-
ing computer game.

So, The Dic was started, Believe it or not, it
was initiated at approximately the same time
as LECHUCK'S REVENGE: THE SECRET oF MoNkeY Is-
anp Il was coming to fruition (late ‘91). But
even then, it engendered a false start. Former
executive Doug Glen had prematurely an-
nounced the game in Europe at their ECTS
computer show, but Spielberg wasn't quite
ready to have his name associated with the
computer game project without additional as-
surances that he would have final sign-oft on
the game and'any changes to the story. As a
result, LucasArts' PR was denying the exis-
tence of the game to Computer Gaming World
at the very time European magazines were be-
ginning to writé about it, CGW's Editor-in-
Ghief (then, an associate editor) vividly
remembers pulling out a flat file drawer la-
beled “The Dig" during a tour of the art de-
partment and asking, “Is this the pame that
doesn't exist?"
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greatest prospect for renmrming home.,
A mysterious type of green jewel ap-
pears to have the power over life and
death. Is it truly a benefit or a danger
in disguise? The only one who appears
to know the answer is an amorphous
ghost whose powers ol communication
make it less than valuable as a reliable
source of mlormation.

There are plenty of mechanical puz-
zles to be solved in "THE D16, and most
of these involve figuring out how 1o
manipulate the planetary machinery,
While there are many puzzles with sim-
ple and obvious solutions, there is also
a variety which will cost gamers more
than a few minutes of intense concen-
tration. Exactly how diflicult, as well as
how eye-opening the final product’s
special ellects turn out to be, remains
to be seen in the final product.

Tue DIG was one of several products
which are being prepared for Windows 95
release. At the time of this preview, howeo-
er, the game was still in DOS formal, €

Then, almost immediately, work came to a
screeching halt, The first designer, Noah Fal-
stein (now an employee of the Spielberg,
Katzenberg, and Geffen-owned Dreamworks
SKG), left'the company, and famous game de-
signer Brian Moriarty (Triry, Loow) began re-
working the project. Ironically, Moriarty was to
|eave the company over some of the same is-
sugs that constrained Falstein's departure.
One source suggests that the company kept
stripping personnel resources from the project
in order to finish less-ambitious games. Oth-
ers suggested that the stress associated with
working with a high-profile celebrity like
Spielberg got to both of them. The truth may
never be known,

What we do know is that The Dic still carries
some of its famous legacy. It is one part
Amazing Stories, a few parts of Brian Moriar-
ty's puzzles, an improved version of the
SCUMM game engine running under Windows
95, and some intricate reworking of the game
structure by the current design team. To add
extra visual excitement—and perhaps offset
the dated graphics in much of the game—THe
Dic also features some intriguing special ef-
fects by Lucas’ Industrial Light & Magic,
which proves that LucasArts' eventually did
invest some of their resources into the game,
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by Tom “KCski” Basham

hat do you get
when you combine
a Russian design
team with the UK

vealed at last May's E3
convention in Los Angeles,
Su-27, a simulation of the
Russian Su-27 Flanker fight-
er jet, easily stole the show.
Although still under develop-
ment at the time ol this writ-
ing, Su-27 exhibits
consiclerable potential to un-
seat Farcon 3.0 as king ol
the hard-core simulations.

NO PHOTOGRAPHY
PERMITTED

Su-27 begins with a strong graphics
engine using clean polygon shapes
which do not suller the pixelation prob-
lems associated with many “state-of-the-
art” graphics engines. Su-27's
H(}lll{.‘\\"hél[ SI)'AI'IEHI gl‘?ll}hit‘i ZIPPCHI'
more akin to Domark’s FLIGHT SiM
TooLkrT and SVGA HARRIER than to

GOT CHAFF? An R-73 missile streaks from the
Su-27 toward an unwary F-16.

contingent ol

Mindscape under the marketing um-

brella of SSI? You get Su-27, one of the

most exciting “hard-core” flight simula-

tions currently in development. First re-
v

O N

Russian Roulette

SSI Flies Far From Home To Bring An SU-27 Back From Mother Russia

MicroProse’s richly
texture-mapped Paciiic Air War. Per-
sonally, I have always preferred the for-
mer style over the latter due to its erisp,
clear views. Objects remain identifiable

and recognizable at much greater

ranges instead of reduced to an amor-

“THERE IS NOTHING WRONG WITH YOUR SCREEN..." The
Russians show us their way of designing a HUD.

phous glob ol colored pixels. An F-16
remains identifiable as an F-16 at long
range because the program tries to
draw an F-16 shape, not reduce a multi-
colored Gouraud-shaded image.

Don't get the wrong impression,
however. Su-27 objects are not “plain”
or “unattractive” by any means. In-
signia and logos stll adorn aireraft,
weapons are visible under the wings,
and most objects feature many small,
moving details. For example, all mov-
ing control surfaces on each aircralt
are visible: the nose wheel actually
turns when taxiing; ailerons, rudders,
and elevators all move: ground-based
raclar units and ships feature numer-
ous rotating antennas.

On the down sicle, some users may be

disappointed with the quality of

“smoke” effects in the accompanying
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screen shots. Smoke [rom missile en-
gines, burning aireraft, etc.. is of fairly
simplistic design; however, there is lots
of it. All missiles leave smoke trails while
the motor is burning. During a dogfight
it's not uncommon to see numerons

HOW A FLANKER
OUTFOXED A FALCON

Having completed basic flight proficiency in
the Su-27, Frontal Aviation shipped me and
my squadran to Crimea where war had erupt-
ed with the Ukraine. Sitting on the tarmac
about to'launch inta my first combat mission, |
watched the engine RPM slowly spool up to
"idle power.” or roughly 60%. With the wheel
brakes still engaged | lowered the flaps and
increased throttle to full military power. As |
waited impatiently for several long seconds
while the engines slowly crawled to 100%
power; the increasing thrust began pushing
the nose downward. When at last the needle
indicated full power, | pushed the throttle for-
ward toward full afterburner. Releasing the
wheel brake, the nose lurched upwards and
my wingman and | began rolling down the
rough runway.

The:nose bobbed as the wheels rolled over
the scabrous surface. At 340 kilometers per
hour (kph)'| pulled the stick back into my lap
and crawled into the sky. Quickly | raised the
gear and flaps but remained in afterburner; a
nearby A-50 Mainstay AWACS had reported a
pair of aircraft launching at a nearby airstrip
and heading south towards Russian airspace.
US Air Force F-16s had deployed to that same
airbase just 48 hours ago, and my wingman
and | hoped for the opportunity to test our
mettle in battle against the venerable Falcon.
Still at:full afterburner, | began a right bank-
ing climb.with my wingman holding good fin-
gertip formation. His aircraft drifted a little low
inthe tur, but quickly. regained perfect for-
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white streaks extending across the virtu-
al sky. Of course, once the missile’s mo-
tor burns out the smoke trail stops. It's
extremely casy to fixate on the white
smoke trails and forget that the missile
is a virtually invisible dot speeding to-
ward you. At short ranges, where the
missile engine burns for most of the
flight, these smoke trails greatly assist
delensive pilots in evading the weapon.
Further, Mindscape indicates that the
smoke ellects are not [inalized, and the
finished project may look significantly
better than what we've depicted here.

FROM RUSSIA WITH LOVE

The entire cockpit utilizes the Cyrillic
alphabet. Although it won't take long to
adapt to, players a little familiar with
the Russian language will probably
learn the cockpit faster than those who
aren’t. All instrumentation uses metric
units, listing speed in Kilometers per
hour and altitude in meters. For those
ol us used to llying “American Iron,” it
takes a little getting used to. Su-27’s
avionics suite falls somewhere between

DON'T FLY WITHOUT YOUR ROSETTA STONE
At first glance, this complex Russian cockpit,
replete with authentic Cyrillic labels, may
look intimidating. But after a few hours of
flying you should be able to figure out

how to use the instruments.

Farcon 3.0 and Digital Integration’s
Tornano. The level of instumentation
compares 1o TORNADO, while the avion-
ics complexity compares to FALCON 3.0’
HFR (Hi-Fidelity) radar mode. The
cockpit follows standard Russian instru-
mentation designs, which will also take
some getting used to. Whereas most
Western attitude indicators show the
horizon, Russian equivalents display the

O N

aircraft’'s wing, in effect appearing
“backwards” to Western pilots. These
little touches significanty increase the
“suspension of disbelief” and improve
the overall realism of the experience.
Other games designed to simulate
Russian aircralt often utilize fully Angli-
cized symbology and artwork, thus de-
grading the authenticity of the
experience.

Although retaining an air-to-ground
capability, the Su-27 is primarily an in-
terceptor. Accordingly, the avionics
suite focuses on air-to-air combat. Of
the six avionics modes, four focus on
air-to-air combat, one locuses on air-to-
ground targeting, and the last one is
used solely lor navigational purposes.
Pilots familiar with FaLcon 3.0's HFR,
FLEET DEFENDER, or I-15 STRIKE EAGLE
[T will have little problem using Su-27
radar system. Although implementation
obviously varies, the basic concepts of
range, azimuth, and elevation remain
consistent.

COMRADES IN ARMS

Su-27 includes a wide variety of air-
to-air and air-to-ground ordnance. Be-
sides powered weapons leaving smoke
trails, all ordnance follows realistic flight
paths, Many missiles make rapid, ballis-
tic climbs while the motor runs and
then dives onto the target. It's not un-
common to watch air-to-air missiles
“snake” toward their targets. Weapons
seem to enact a realistic penalty on their
targets; however, for debugging pur-
poses this particular beta version grants
the player three lives, making it difficult
to determine exactly how the damage
model works. The [inal version, obvi-
ously, will grant the player only one life.

.1‘] ¢ C?_ll‘ﬂpiligl'l cnginc Wds not com-
pleted at the time of this writing, but
is best described as “FarLcon 3.0 on
steroids.” The size of the combat are-
na seems comparable (and is primarily
centered on Crimea). Unlike FALCON
3.0, the player will have much more
choice about their level of commandl.
Su-27 will olfer our levels of play: 1)
training missions; 2) single missions
assigned by the computer; 3)
Squadron-leader campaigns requiring
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mation position.

We leveled off at 3,000 meters and 1,000
kph. Activating both radar and IRST, | adjust-
ed the multi-function display (MFD) to 250Km
range. Seeing no contacts directly ahead, |
began slowly panning the azimuth scan left
and right while simultaneously raising and
lowering the elevation scan. They were out
there; above or below me, they were out there
and |'would find them. After a few tense mo-

YANK ‘N BANK Initiating a high G turn in the
Su-27

ments, my scan hit pay dirt: a pair of contacts
still-over 100km out. Reducing the range on
my MED. | began developing our intercept
geometry. At 65km my R-77 radar-guided
missile locked onto the lead aircraft. The Mis-
sile Envelope Indicator on the HUD indicated
the targeted aircraft was just outside the R-
T7's effective flight envelope. Bringing my air-
craft to the right, | watched the small square
representing the target slide inside the circle
representing the missile’s effective envelope.

The radar lock apparantly betrayed our
presence to the two aircraft, because they im-
mediately turned hard right and directly to-
ward us. Glancing at the HUD, | saw the
target was flying at a mere 1500 meters and
500kph. We had altitude and airspeed over
our potential adversary. Suddenly the image
of a MiG-21, which served as my Radar Wam-
ing Receiver, lit up; our adversaries had
radar-locked my aircraft. Still suspecting

LOCKED, COCKED, AND READY TO ROCK! A
US F-16 loaded, quite literally, for Bear.

these were American F-16s and knowing |
was now within AIM-120 range | decided to
shoot first and ask questions later. Squeezing
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Your Catalog Sup

CD-AROM
INTERFACE

manufacturer — are available at a special
introductory price of only $179. This is one
board that truly does it all.

AZTE=H

SPECIAL INTRODUCTORY PRICE,
ONLY $179! CALL NOW TO ORDER!
1-800-258-2088 CODE ABO09S
For more information, cafll Astech Labs, hic. at
SOOSSE-5850 or fonr 510-625-5059
Internet Addvess weeastechea.com

ASK ABOUT THESE OTHER GREAT HOME-OFFICE PRODUCTS FROM AZTECH!

HOME OFFICE 2000 QUAD
The mnltimedfer cond telecommuunications solution.
A Qe Speeed Multimedta Upgrode Kit plus
Auddio Telephonty 2000 for one low price,

= i LS L

21935 AZTEGH LADE, ING. 47811 WARM SPRINGS BLVD.. FREMONT, CA 4530, AZTECH, SOUND GALAX
ARE THE PROPERATY OF THEIR RESPECTIVE HOLDERS. ALL RIGHT

VOYAGER 6X MULTIMEDIA KIT
{f yoi wievdd the wltimate {n CO-ROM perfarmaiios,
this is the only ehobee, Ineredible speed plus an arvay
of softeware titles ineke this an ainozing value.

P O W E R

STELLAR QUAD KIT
Move up fn Qued Speeed! Everyiieing gou
weved for lightwivgpuick multimedio i o,

engipto-fstall kit

GAMMA
Kevg oy eeiths biustoess neies broadeasts while
e tewndc! This foww cost, high sn'{fmwmun' TVilideo
interfiree kit can't Iy bovt.

g M Lot J ety I M E D I AN

TALAXY AND THE AZTECH, SOUND GALAXY AND VIDED GALAXY LOGOS ARE TRADEMARKS OF AZTTECH LARS, INC. ALL OTHER TRADEMARKS
CAVED. WNTEANATIOMNAL INQUIRIES: AZTECH BYSTEMS LTO.. SINGAPORE. TEL: 657417211, FAX: 65 7418678
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the player to perform command level
duties similar 1o that of Farcon 3.0, as
well as manage resources and monitor
intel reports; and 4) Theater comman-
der campaigns which gives the player
total control over [riendly assets in
theater as well as responsibility for fly-
ing individual missions,

To handle ordnance management,
the mission editor uses pre-defined
packages for various types of missions.
Prior to a mission, you select an arma-
ment package rather than loading indi-
vidual weapons on hardpoints. Su-27
also includes a replay mode—an ex-
tremely uselul feature which few simula-
tions bother to include. The replay

| CAN SEE YOUR UNDERWEAR Underwing stores of

R-73 and R-77 missiles are clearly visible under this

Su-27's wings.

maode lets you relive the mission from
numerous internal and external per-
spectives as well as re-enter the mission
at any point.

NO VODKA PERMITTED
IN THE KOCKPIT

The burning question, as always, is
“how does it [ly?” The answer, in a nut-
shell, is: quite well. Tt accounts for alti-
tuce and weight, includles descent AOA
(Angle OF Autack) effects, along with in-
ertia and momentum. The real Su-27
has an AOA limiter set around 30 de-
grees (unclassified sources quote any-
where from 26 to 34 degrees) which the
pilot can override to perform high al-
pha (flying at or near 30 degrees AOA
without losing altitude) maneuvers such
as airshow routines like the “Cobra.”
Currently, the Mindscape Su-27's AOA
limiter restricts operations to about 30

0O N

degrees AOA and is not pilot overrid-
able. A separate key is provided to exe-
cute a Cobra mancuver when you're
within initial parameters. Hopelully the
final version will allow users (o override
the AOA limiter at will.

The Su-27 flight model covers all the
basics. It loses speed under high g
turns, it models AOA and can descend
with the nose high. Control authority
varies with speed (becoming fairly slug-
gish under 340 KPH) and altitude (be-
coming quite sluggish above 15,000
meters), and it includes a variety ol up-
right andl inverted spins. Users can exe-
cute other airshow maneuvers such as
high-alpha passes and tail slicles.

NUTS AND VOLTS
So, how much CPU horsepow-

you're thinking about upgrading
to a Pentium you might want to
hold off for a bit. The original
program written by the Russian
design team was designed fora
286 CPU and EGA graphics! The
boxed version of SU-27 will have
one CD-ROM containing four
versions of the soltware, accord-
ing to Mindscape. An EGA ver-
sion designed for use on a 386
(that's no typo), a 640x480, 256-
color, DOS-based version requiring a
486-33, an SVGA version for WINDOWS
3.1 also requiring a 486-33, and a
Winpows 95 version requiring a 486-
66. Details on any differences between
these versions (other than graphics
quality) are not currently available.
This DOS-based preview version runs
smoothly on the testbed 486DX50
with 8Mb and VLB graphics. Su-27
could become the poster child for
wellswritten, CPU-efficient cocle.

In summary, St-27 shows consider-
able promise. The amount of work
completed thus far indicates the re-
maining project goals are lar [rom unat-
tainable. Intended to be the first in a
series of hard-core flight simulators, Su-
27 should expand the product-starved
hard-core [light simulator market as
well as establish SSI/Mindscape as flight
simulation producers.
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er does all of this require? If

the trigger | was gratified with the white con-
trail left by R-77 roaring from my starboard
wing. The missile climbed until the white con-
trail disappeared at which point | knew the
motor had burnt out and the missile was now
diving at the target.

About the moment my R-77 struck its tar-
get, more warning lights went off in my cockpit;
the targets had returned fire. We were now less
than 20km apart and | switched my HUD from
DVB mode (long-range intercept mode) to BVB
mode (close-range air combat mode). | saw a
white streak climbing toward me from the sur-
viving.opponent and began releasing counter-
measures. After a quick break tumn, | watched
the missile streak harmlessly past me.

We were now within visual range and |
could easily identify the aircraft passing over
my right shoulder; the surviving adversary was
indeed an F-16! The Falcon broke into a high-G
turn while | lit the afterbumers and went verti-
cal; | was nearly 2,000 meters ahove the F-16
and nearly over the top when it pitched up into
me. Anxious to take a shot | pulled hard on the
stick despite having lost considerable airspeed
in the climb. With little waming my Flanker
broke into an inverted spin.

| spun rapidly and disorientingly toward the
earth, pulling out of the spin at approximately
500 meters, Hastily searching the sky, | found
the F-16 chasing my wingman in a series of
vertical loops. lgniting the afterbumers again
| pulled up into the F-16 and joined the chase.
The F-16, apparently low on energy, wallowed
above me, Obtaining a lock, | fired an R-73
and watched the IR-guided missile snake to-
ward the Falcan, The American jet shook with
an explosion as | watched its pilot eject.

ON THE PROWL Anti-aircraft defenses
were surprisingly light on this sortie.

Having spent considerable time in after-
burner, my fuel supply was getting dangerous-
Iy low. My wingman rejoined as | switched the
HUD back to navigation mode and headed
back to base. We were bath low on fuel as we
entered the pattern, but still executed a beau-
tiful formation landing and rollout.
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helps you hear it.

Listen closely. Your body is trying to tell you

something. You may need to change the intensity of

your workout. Or your blood pressure may indicate

Life Form helps
you do all this:

= Save basic health
information

* Enter the food you
cat to calculate
basic nutrition values

* [Keep a detaled
record of exercise

« Note progress on
your measurements

» Store results of
blood and urine tests

* Track your symptoms
and health conditions

= Maintain accurate
medical records

* View your personal
information in graphs

= Print detailed reports
of your data

a needed modification in your
diet. How can you know?
Through Life Form? the
personal health management
system from Fitnesoft®

Life Form is unique because
it keeps track and makes
sense of the relationships
among various physical indi-
cators, such as weight and
caloric intake. And because

Life Form keeps a file of your

medical records, you have access to vital information

instantly. Start now to get a better handle on your

health—see your local reseller to get

your copy ol Lile Form today.

See your local
reseller to get

Life Form

Personal

Health

Management

software MicRosorT
or call: COMPATILE

Ut 1-800-087-6543

“Estimated streat price (569 manafacturer's suggested retail pricel

1 1395 Fewer Tigrs, Ing. AN righte reserved. Lite Foum i a tragemark of Fewer Tiers, Inc. Fitnesoft is a trademark
of Fitnesol, fne Neernsolt 5 3 registersd Mademark and Windaws and the Windows logo are iradeniarks of Microsofl
Corporatian. AU ather brand or product names are trademarks or registered fradentarks of fheit respective compans

Circle Reader Service #75



The stock market

Is the worlds most
exciting game.

he stock market

has been called the
ultimate game. The
question that remains
is how to master it.
And that’s where
Wall Street Analyst
comes in. It’s a
technological
breakthrough that
allows anyone (o
perform market
analysis like a pro
within minutes...
even if you’re new
to investing.

For years, professional investors
have been using stock charting software
to help them make more informed and
profitable investment decisions. Until
now, however, obtaining access to this
money-making research advantage
wasn’t easy
because an exten-
sive knowledge of
market analysis
was required. Afler
all, what good are
those fancy charts
and indicators i
you don’t know
exactly what they
mean.

“As a toul for
analyzing market
tletails clearly

and concisely,

and for help in
understanding the

technical aspects

of the market,

Wall Street Analyst
is hard to beat”

WINDOWS
Magazine, May 1995

Wall Street Analyst transforms
your PC into an experienced market
analyst that can actually teach you how
professionals use stock and mutual fund
charts to increase their odds of success.

Here's all it takes:

L. Pull up a chart — any chart —
with Wall Street Analyst’s professional
level CD databank that includes 25
years of price history on every stock
traded in the US and Canada and every
major US mutual fund (over 18,000

OMEGA RESEARCH

Here's how to win...

securities in all!), plus lundamental
data, every individual futures contract
since June 1993 and nearest futures
contracts. To make this massive data-
base even more useful, we’ve grouped
some of the fastest growing stocks into
special “Iot Stocks Lists” for you.

2. Update the sccuritics you want to
follow with a built-in data downloader.
Unlimited stock data is retrieved via
modem (the call is local from just
about anywhere in the US and Canada)
for only $19.99 per month. And you
can even retrieve fundamental data
(e.g. PE Ratio, Earnings History) in the
same call for just a bit more.

EFILIEEZET

With a Windows 95 standand interfaee that provides full-color,
razor-sharp charts in an intuitive, casy-to-use
environment, Wall Street Analyst lets vou pull up o
25-year chart on virtually any stock or mutual
fund m the ULS, in o matter of seconds!

3. Apply & learn classic
analysis techniques with
a library of the most wide-
ly used technical indica-
tors and an Expert Analyst
Helpm system that inter-
prets what any indicator is
saying about a specified
symbol.

4. Automatically scan
your stocks for potential
winners with ChartScanr,
a powerful scanner that
was designed to make your
daily market research easi-
er and more automated. It
can scan hundreds of charts — unat-
tended each day — and alert vou to
potential buy/sell opportunities based
on classic market analysis techniques!

Try it Risk-Free for 30 days

Wall S[ree[ o Expeit Help for Anabysls Technlques [
Analyst can
teach you every-
thing you need
to know to play
the stock market
— all for the
amazingly low
price of just
$49.95. But don’t
just take our word for it — prove it to
yourself. Try Wall Street Analyst risk-
free for the next 30 days and il at any
time during that period you’re not
100% satisfied, simply return it for a
full refund’ Call toll-free now!

Wall Street Analyst ZCD

[ RISK-FREE for 30 days!
| CALL NOW TOLL-FREE

| 800 556-2022 x. 10

| or 305-270-1095 ext. 1080a

Add $9.50 for shipping (1.5.). *Shigging charge is nonerefundable

Does your Eavorile stock
look bullish or bearish...
On the way up, or ready o
plummet? Now you can find
out with just a click of the
Expert Help button!

i o S o e

World Leader in Investment Charting and Analysis Software
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our Windows 95* desktop today. Mosaic In A Box is the newest addition to our
Internet family, brought to you by the creators of the AWdF d~wfnnfng products |

_ Internet In A Box ™ and Internet Office.” So when you buy Windows 95,

_Low-cost access through CompuServe S natlommde network
or use any Internet access provider.- ;

Ready-to-use Internet e-mail.
Finding information is like magic with the Internet Wizard.

ARG .(b." -

Free technical support** and an |nteract|ve online
Internet tutorial.

Play thé Internet Hunt and win i
a chance at $Im_:ﬂmn in prizes! et : S : . aw

] -
J e s
. BLLY, PIQ'“ OF 1994° i Y m .
)J/\\ BYTER B
ot?ngngml o SPRY/Internet Division
Jowamg | :
K)‘tﬂ{] 'MMJ\EIH[ ok = - vo=weas) + 316 OCCIDENTAL AVENUE SOUTH, SEATTLE, WA98104
JANUARY 10, 1895 - j ! ! I?\X.{IDG] 4-4?-9008 :
*Mosaic In A Box also includes disks for Windows 3.1, **For 90 days ; = |-800-557-9614 ext. 59,
e pdmlu:u'pum ngm served, Prin USA, Compus e and Mosale In A Box andd Inter T ATy =
el i A ol bon i e ottt i ~e-mail: winmbox59@spry.com,
NCSA Mosaic ',“ i Rstlonal Center foF S the U (o Urbwchamp 3 ! >
This versior mburgdnmbmedl:':er:nh?:nw\gawmm wwith Spyglass, Ine. Part Na. csnnooza (ms: = - ! ; web: http.//WWW.Spry.COfn k
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9. T R ATHTNSE N G RRY!

Practical Chess
Openmgs

Chessmaster 5000 Brings The Award- Winning
Series To The Windows 95 Fronticr

by Terry Lee Coleman

hile some might -
gue lor GO or
Pente, most gamers
would agree that
Chess is the great-
est ol all pure strategy games. Despite
being subjected to intense analysis for

centuries, Chess still manages to de-
light generation alter generation with
its unique combination of tactics, fi-
nesse, logic and brute [orce—with no
dice or cards anywhere in sight. Even
the most cynical ol observers can hard-
ly fail to be impressed by the elegance
of a Capablanca endgame, the audacity
ol'a Tal sacrifice, or the overall virtuosi-
ty of a Fischer or Kasparov at their best.

It is hardly surprising, then, that
when Mindscape changed its name
from Software Toolworks, it dicdn’t
change the things which made the
CHESSMASTER series the company's all-
time best-seller. CHESSMASTER 5000
builds on the momentum of CM4000
by improving the interface, library, tu-
torials, databases, and a host of other
features. One thing, however, remains
essentially the same: the core engine.

In the highly competitive world of
computer chess, this decision would
seem to come as somewhat of a sur-
prise, since every other month seems to
bring yet another chess program, with
cach in succession claiming superiority
over all the others. While there are
methods of rating the relative strengths
of computer chess programs, all of
these are fraught with practical difficul-

ties. For example, in a re-
cent chess event specifical-
ly set up for computer
chess competition, one ol
the competitors was al-

lowed to run ofl ol a
mainframe, while others (such as
CHESSMASTER) simply used their normal
hardware, in most cases a Pen-

tium chip or

small stand-alone
chess processor. Especially considering
the disparities in equipment, the
CHESSMASTER acquitted itsell well, earn-
ing an expert rating. Since this rating
was achieved under strict tournament
conditions, it means that the highest
level of CM5000 will be able to regular-
ly defeat over 98% of all humin chess
plavers.

“PAWNS ARE THE VERY SOUL
OF CHESS.”
—ANDRE PHILIDOR

One weakness of most chess pro-
grams is an inability to play good posi-
tional chess, something CHESSMASTER
handles better than most programs.
Basically, what most chess engines do is
look for the best move by the classic
“tree-branching” method, their
strength coming mainly from being
able to make quicker searches than a
human via their speedy processors,
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ENDLESS EVENTS The database contains not just classic
games, but also nearly every master tournament of note
from the past 130 years—a chess fan's dream.

What sets CM5000 apart is that the
program plays a solid positional game
along with the sharp tactics which char-
acterize computer chess play in gener-
al. Tt understands the intricacies of
pawn structure—backward pawns, iso-
lated pawns, pawn majorities and
passed pawns—better than most other
chess software. The program is equally
adept at building a strong pawn center
and tearing it down in ways that would
have pleased the most esoteric of the
Hyper-modern school of Grandmas-
lers.

The positional abilities of the CHESS-
MASTER series have developed to the
point where it is amusing to look at the
weaker defensive play ol CM3000, a
program barely more than two years
old. More advanced players will delight
that the program can launch a terrify-
ing attack on an uncastled King in
open games, or remain patient in qui-
cter openings. Even in CM4000, 1
could still challenge the computer
more olten on positional than tactical
grounds; the increased efficiency of the
CM5000 engine should make it a
stronger opponent in this area.

CASTLING TO A NEW BEOARD
The most obvious difference hetween
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SRRV AL ST E NG REY,

CM3000 and previous versions of
CHESSMASTER is that CM5000 is a 32-bit
application built to take advantage of
Windows 95. It is even compatible with
Windows NT. Speed of graphics, espe-
cially screen redraw, is noticeably [aster
than in CM4000 (a Windows 3.1 appli-
cation), and the new program’s palette
of colors is even more stunning. The
tweaking done with the autoplay and
install functions of Win 95 allows you to
pick and choose from different chess
sets and boards. I T wanted a blue mar-
ble 3D chesshoard with dinosaur play-
ing picces, | could choose this as my
default board, and watch T-Rexes roam
the world once more.

The interface has undergone a
racical change as well, with right
mouse-clicking finally supported
for such things as rotating the
hoard. The pull-down menus and
buttons are still there (although
madilied to make them easier o
lind and use), but it is the new
“tabbed” views which will allow in-
creased flexibility for both the ca-
sual  and
enthusiast. Every tab can sport a
different look: You could, for ex-
ample, switch from a game on
one tab to a chess problem on an-
other tab. Il'you were at a critical
Juneture in a complicated posi-
tion, you could set the position up
on up to five tabs, trying a differ-
ent strategy on each diflerent
board! Serious chess players could
even run their own simultaneous

hardcore chess

exhibition, using a different com-
puter opponent on up to live
boards., The tabs are a boon [or
analysis of openings, and an in-
credible help in leading one
through the complex maze of
Rook and Pawn endgame studies.

Using the tabs, you could even
play games against multiple human op-
ponents. E-mail, modem and Internet
play are supported, the latter having a
clever way of getting around the usual
latency problems. First, unlike most
strategy games, chess only allows the
movement of one piece per turn. Since
the pieces are pre-rendered in 3D-Stu-

dio, there should be minimal time lost
while the screen refreshes alter an op-
ponent’s move. Also, the programming
Leam is attempting to synchronize time
controls. Fairly simple with a discrete
server, this is more diflicult for direat
Internet connections.

“1 DEFEATED CcAPABLANCRA
BECAUSE I STUDIED ALL HIS
CAMES. | HKNEW HOW HE
THOUGHT.”
—ATTRIBUTED TO ALEXAN-
DER ALEKHINE

With the addition of betier natural
language advice to transform mysteri-
ous Chess references into understand-

M

Chassmacter 01

WINDOW T0 THE MIND Because Cressmaster 5000 is a

native mode Win 95 application, you may open several
windows with no significant performance loss in either 2-
D or 3-D board views.

able prose, CM5000 features even more
on-line help than its predecessors. The-
oretically, you could be playing a game
via modem and ask the computer to an-
alyze your opponent’s last move, The
designers are considering a “lockout”
button as an option, with its use to be
agreed on by players prior to their
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game’s beginning. In any case, the in-
formation on each rab, whether an
opening, chess problem, tournament
game, or any game versus cither a com-
puter or human opponent, may be
saved alter completion or in progress.

Thus, each game n a tournament may

be llagged for saving, allowing a user (o
build an instant game library.

The extensive database goes beyond
the old Chrssyaster library and allows
users to search through all the games by
positions, openings, endings and oppo-
nents. I you wanted to pursue such eso-
terica as the number of games where
Morphy sacriliced a bishop pawn with
black in the Sicilian Defense, you could
simply import the positions into the
various tabs. You could then play
the games from either side, or watch
the computer go through the se-
quence of moves.

II'you were having problems with
an opponent who happened o be
particularly proficient in a specific
opening line, you could simply
bring up her games and find the
miain lines of play for cach sub-varia-
tion. The nawral language comes in
handy here, because it allows the
user Lo learn the concepts behind
the theory. Since one reason many
strategy gamers avoid chess is the
amount of memarization needed 1o
remember pet opening lines, this
more strategic concept should ap-
peal to them—and additionally pro-
mote more natural styles ol play.
Finally, i’ you feel your research is
becoming too narrow, multiple data-
bases may be integrated for clarity
or for more comprehensive search-
es. Regardless of how you use the
database, it has immense potential
as both a teaching tool and as enter-
tainment for the rabid chess fan.

Il all of this power and llexibility
sounds intimidating, don’t worry. One
ol the few complaints I had aboul
CM4000 was that all the help and ad-
vice was 10 he found in several menus
scattered around the old interface. The
new Mentor function is an amalgama-
tion of that advice with some notable
additions. The idea is to create a com-
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In this land, politeness has its rewards. You'll make new, though somewhat fatalistic, friends who enjoy talking

about the important issues in life. Like the end of the world.

Introducing Gadget!" Much more than a game, Gadget is a new form

of interactive entertainment. Turn it on, and suddenly you become the &
main character in a compelling story full of mysterious characters and confusing messages.
Director Haruhiko SHONO has combined the art of filmmaking with the power of the digital realm
to create an amazing: interactive movie experience, full of enough stunning visuals to

immerse you in a totally new world. (The future of which, unfortunately, is extremely bleak.) ’ SYNERGY
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puter chess coach, and CM5000 largely
succeeds. The mitorials are more varied
and involved than in CM4000, largely
due to the talents of National Chess
Master Eric Schiller, one ol the best
chess teachers around. In addition o of-
fering the usual help on the use of the
interface, the Mentor gives succinet ad-
vice on why or why not to play a certain
move. The effect isn't quite like having
Schiller in your home, but it's a far ary
ahead ol the often silly multimedia use
of a digitized Garry Kasparov in Kas-
PAROV'S GAMBIT.

NO MORE DEAD LETTER OFFICE

S T R, AT ENGZY

casier than with CMAH000. In addition
to e-mail and modem play, those in-
clined to the pedestrian pace of play-
by-US Mail may actually print chess

post cards—no stamps included, of

course. Best of all, the program pre-
vents you from sending illegal or mis-
printed moves. GM3000 users may
export files into most word processors
and desktop publishing programs (a
complete list was not available at press
time) in combinations of text and actu-
al chess diagrams. Finally, Portable Game
Notation is supported, allowing you to
import data from such popular chess
databases as ChessBase and Bookup.

The CM5000 builds on the excellent computer oppo-
nents for which CressMasTer is known, providing some
unique challenges for any chess player below master
strength. With the improved positional play and bet-
ter time management of CM5000; the opportunities
for match and tournament play are endless. Schiller
is not only a fine professional chess master, he is an
unabashed chess fan and historian. Much like:a
haseball aficionado would lovingly model the hitting
power and excellent pitching of the ‘27 Yankees into'a
statistical baseball game, so Schiller has tuned the
(GM-style computer opponents to his own biases.

The “Fischer" personality seems more distinctive
now, while Kasparov and Karpov exhibit more attack-
ing and defensive tendencies, respectively, than:in
£M4000. | wonder: could the limits on the number of
GM styles to be included with the final release have
anything to dorwith Schiller's sensitivity to having
actually played so many of them? Regardless, the
modeled styles for both the newer gods of the chess-
board and the nearly-forgotten litans of aeons past
are well-researched and easily defensible,

What | enjoyed most was that the computer style
would actually reflect openings used by a legendary
master at the time of his greatest prominence. Thus,
Morphy balances his strong positional play with the
occasional wild Budapest or King's Gambit. Karpov
plays “old man" chess, and sparkling combinations
erupt from Adolf Anderssen and Mikhail Tal. On the
other hand, there seems to be more randomness with-
in the most-loved openings of each player style. It's a
lot more exciting to play Stenitz if you're unsure
whether he will employ the defense which bears his
name. For good computer opponents and eclectic
styles of play, it looks as though this version of Cess-
msTeR has positioned itself again as the one to beat.

Playing chess by mail has never been

THE BUDAPEST GAMBIT
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When Morphy plays the defense he made famous
versus the Ruy Lopez...

Fischer responds with his patented Exchange

3 s

And many modern players avoid the sequence
entirely.

“HIE PLAYS LIKE A MACHINE.”
—ABOUT BOBEY FISCHER

The weakest aspect of CHESSMASTER
has always been the rating system. Solv-
ing chess problems or playing through
Grandmaster games, the clusive search
for the best move is instructive,
hardly indicative of playing strength
and consistency. Finally, in CM5000 we
have a reasonable rating system where-
by the player is ranked according to
her success or failure versus various
computer opponents. While other
chess games have tried this, notably
Kasparov's Gamerr, they invariably al-
low you to artificially inflate your rating
by beating up patsies.

And therein lies the strength of
CM5H000: the wide variety of oppo-
nents. Already the best in number and
quality of computer opponents,
CM5000 outdoes itsell here. First, the
designers realize that the Grandmaster-
emulated styles, playing at the expert
level, are too tough to beat for the aver-
age chess player. So, they have created
a number ol opponents at the 1400-
1500 level, a good selection for the ma-
jority of gamers.

Once the midrange level of competi-
tion is mastered, users may move on Lo
the Grandmaster opponents, all mod-
eled after the great masters of history,
with a few modern masters’ styles
thrown in for good measure. Eric
Schiller has tweaked many of the rat-
ings from 4000, giving chess historians
and fans endless ammunition for de-
bate (which alter all, is hall the fun). As
of press time, Schiller is sull nying to
trim down the list of computer oppo-
nents, including the Grandmaster
styles, to 64, equivalent 1o the number
of chess squares on a board. Hopefully,
the powers-that-be at Mindscape will al-
low the additional styled opponents o
be placed on the CD-ROM (there’s cer-
tainly plenty of room). In any case, the
new interface should make it even casi-
er to generate your own GM-style op-
ponents, so that you may imagine what
it might be like to square off against a
Fischer or Kasparov. What more could
you ask ol'a chess game? €

but



Start having fun en Windows® 95 with Pitfall: The Mayan Adventure —
13 thrilling levels; fantastic Side=scrolling gameplay, stunning animation
and a truly incredible soundtrack.

Because the best reason to upgrade to Windows® 95 is. ..playing!
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Now Available for Windows® 95
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Started Months Ago

Started training our sales, tech and customer service people months and months ago on

the ins and outs of Microsoft®'s new operating system, Windows® 95. Now we're experls.
Give us a call and see for yourself!

Started putting together an unbeatable Windows 95 technical support plan eons ago.
So get your Gateway desktop or portable PC with Windows 95, and we’ll answer all your
installation, configuration and problem resolution questions — free! Can’t be bea.

Started customizing Gateway 2000° computers to optimally run Windows 95 ... over a
year ago. So we’re way more than “Windows 95 ready.” We're Windows 95 primed.

Call Gateway 2000 today. It's the only place to start for the best value on your PC and
Windows 95. '
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Pit-Fallin’

PITFALL HARRY: MAYAN ADVENTURE
Makes Another Run For The Gold

by George Jones

alk about comebacks. Pit-
fall Harry, Activi-
sion’s 8-bit (was it
cven that much?)
stick ligure superstar
is back with a vengeance. All right,

so he's been back for a while (in SNIS,

Sega Genesis and Sega CD versions of

Pitfall Harry 95), but this time he has
leaped from his cartridge vine into the
plush, rich, jungle of Windows 95. And
he couldn’t be looking better.

One of the reasons why he's looking
better now is because he’s finally come
to the PC. You might think it strange
that more 16-bit cartridge titles
weren't ported over to the PC carlier,
but there’s a reason for that. The best
PC games usually wind up as car-
tridges sooner or later, but before the
advent of Windows 95, porting games
like Pitfall wasn’t even an alterthought
in developers’ minds. Too sophisticat-
ed, o constrained by hardware, they
said. Well with the debut of Microsoft’s
new operating system, both ol these
arguments are out the door; the mar-
ket should broaden, and computers
will be powered up [or “the next gen-
eration” of gaming. Developers, real-
izing how truly easy it is to port their
games (thanks to Microsoft's game de-
velopment ki), are taking advantage
ol a shiny opportunity.

MODERN DAY HERO

Why did that pixellated two-tone
hero capture the heart of millions?
And how did such a graphically bland
main character take on so much atti-
tude? Part of that was because, up un-

120

til
David Crane’s de-

sign, the “platform” game wasn't
very thrilling. It's hard to look back
into another age with our modern,
spoiled perspective on gaming, but
Pitfall was revolutionary both in story
line and in concept. The disappearing
pits were amazing. And being able to
swing on a vine—that was unbeliev-
able!

Yet somehow, in this new age ol

multi-level platform games and more
swinging vines than Tarzan could
dream of, Prrean 95 managed to
clean up on the set-top market. Why?
Because Harry is, and always has been
a hero. This is a guy who doesn’t jump
over crocodiles—he jumps on them.
The whip he carries at his side gives
him an adventurous, bad-ass appeal
that Indiana Jones would respect. And
of course, the ingredients thar made
the Atari 2600 version of Pitfall so cool
have been retained. There are swallow-
ing pits and crocodiles a’plenty, swing-

°
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ing vines, as well as a multiple-path,
multi-level approach. Harry's attitude
is provided through grunts, moans
and a wide range of facial expressions.

WELCOME TO THE JUNGLE

My first clue that Pitfall: The Mayan
Adventure was going Lo be an entirely
different experience for PC gamers
was the introduction. Ignoring the fact
that it ran in a window (which all Win-
dows 95 games will do), a three-di-
mensional musical [anfare heralds
Harry, who sprints across the scene.
There's no such thing as a long
drawn-out, padded introduction in
the console world, and there am’t one
here, either.

The graphics in Pitlall ave classic;
they're not on par with Donkey Kong
Country, but they are plush, colorful
and very easy on the eyes. Each level
has a wealth of graphic detail, from
the loose debris falling from above to
the thirst-quenching waterfall levels,
The true parallax scrolling, where ani-
mated action can simultaneously occur
at different levels of depth throughout
the screen, is also remarkable and 15 a

000000 S8 2
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MY HOW YOU'VE GROWN Harry has changed a lot since his 8-hit days, but he’s still into vines
and disappearing pits. The original game is included with the Windows 95 version.
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A Family Must:

\
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This Artful Utlllty Allows Kids Access Only to
Their Programs—Not Yours!’

Concerned about giving your
children unsupervised access
to the family computer?
With KidDesk Family Edition,
the problem is solved. Give

your kids the "keys' to the computer—worry freel
KidDesk's auto-start option provides constant hard
drive security: any time your computer is turned on,
KidDesk will appear! You can make a desk for each child
in your family. Just select the programs you want your
children to launch from KidDesk. With the click of a

mouse, they'll explore their own programs independently.

o

Join Edmark in

celebrating 25 years of

educational excellence.

— Mary Beth Jordan, Executive Editor, Child

When they exit a program, theyll return to their own
desktops... not yours!

KidDesk offers more than hard drive security: it gives
kids 11 fully functional accessories—just like those on a ‘real
desk! Kids can send and receive e-mail and voice mail, print
their own calendars and notes, keep an address card file
and even solve math problems on their KidDesk calculator.

Look for this award-winning favorite at a retailer
near you!

Windows 95 and Windows 3.1

versions available now.
Available for Macintosh this fall.

) EDMARK

‘! Circle Reader Service #70

KidDesk Family Edition is available at Best Buy, CompUSA, Computer City,
Egghead Software, Fry's Electronics, Imaginarium, Incredible Universe,
Learningsmith, Media Play, Micro Center, Noodle Kidoodle, Toys ‘R Us,
Wal-Mart, Zany Brainy and other fine retailers.

For more information about Edmark and our products, call 1-206-556-8484.
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significant advance. ‘Though it’s been
the norm lor cartridge gamers for a
long time, hefore Windows 95 it was
consiclered virtually impossible to ac-
complish on the PC,

Of course the main character and
his adversaries aren’t too shabby, ci-
ther. As further proof that a new age
of platform gaming has come, the
characters are huge, and their anima-
tions complex and detailed. Harry's
abundance ol character is evident as
he “shimmies” down ropes, reaches
out to swing [rom vine to vine, goes
into various contortions while bungee
Jumping, and meditates/levitates when
he has nothing 1o do. The monsters,
like the skeleton who uses his bony de-
tached arm as a club, are animated

similarly. Personality is the name ol

this game.

Although the game is a lot harder
than I expected, Pitfall is a blast. The
13 levels are dynamic enough that you
never feel like you're simply running,
running, running to the exit, and there
are plenty of extra goodies to be found,

The flow of the game varies consid-
erably. In some sections, you can hop
on a mining cart and cruise—the
scrolling speed on these levels has 1o
be seen Lo be believed. The controls in-
clude jumping and options for four
different weapons: the bullwhip (al-
ways in hand), a stone sling, a
boomerang (my [avorite) and some
magic exploding pop rocks. Ammo for

B

001800

the
scattered through-

weapons is

out each level. One
drawback to the
game, which will
hopefully be fixed,
is a muddy control
model that made
manecuvering in
tight spots a little
dillicult.

Your health is

ﬁ!l[F-“

kept track of by a
crocodile in the far
right corner; as
you take hits, his
opens
wider and wider, until finally he swal-

mouth

lows poor old Harry. Like I said, the
game isn't exactly a walk in the park,

HARRY AND THE TECHNI-
COLOR SCREEN cOoAT
‘Technically, this version of Harry is
the best one yet. As producer Scott
Krager puts it, “We've taken the best
elements [rom all the various versions
and incorporated them into this
one.” This means that the game has
the 13 levels included in the Sega CD
version, the rich color palette of the
SNES, and the original sound, which
Activision has resampled to take ad-
vantage of the PC's superior sound
capabilities. )
Of course, Windows 95 also plays
into this technical superiority. The
ywe design  team
! has made every
conceivable ef-
fort to ensure
that this game
will be playable
on most
tems which are
currently on
the  market,
from middle-
end 486es to
high-end Pen-
tium 90s. The

5YS=
i

THE FRIGHTFUL DEAD Lush graphics and lots of personality give PirraLL

lots of charm.

key to this lies
in the system
configuration

options. There

122 COMPUTER GAMING WORLD « SEPTEMBER 1995

R S1an || 4 Pitialk: Tha Mayan Ad..

_Eﬂdlvl’&l I

LAST ACTION HERD Windows 35 helps Pitfall Harry cruise along at
well above 60 frames per second.

are four different video settings, from
a normal window to full screen to dou-
ble-resolution 640 x 480. There will
also be a feature thar allows you to
designate how much processor power
you want for the game. Users of slower
systems will be able to virtually mo-
nopolize the processor for their games
(of course this means that everything
behind the game will be put on hold).
One other interesting feature is the
ability to resize the playing window
into virtually any shape or size. Scott
Krager has an entertaining story about
product testers contorting their play
windows into strange and unusual di-
mensions (like ull screen height by
one-inch width) to help make those
long Pitfall nights more challenging
and more entertaining,

FOR WHOM THE VINE
SWINGS

I'm sure there are plenty of veteran
gamers out there who are waiting on
what they consider to be real games
and are going to grumble about these
“newbie” games. Games like Pitfall
may lack the complexity ol a Magic
Carpet, but they have a charm of
their own. This game requires some
fast—very fast in some cases—twitch
reflexes; contains some intuitive puz-
zles (there are levers to be pulled and
mining cars to be pushed); and is sim-
ply magical in its appeal. Even non-
action gamers are likely to be
captured by this one. €
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Behind The Buzz

Trimark Interactive’s THE HIVE Looks Beautiful, But Will It Fly?

By Martin E. Cirulis

nsects. Some people study
them, but most of us just try
and squish ‘em. I suspect it’s
the latter reaction Trimark In-

teractive is counting on to
draw gamers into their slick upcoming
arcade-action title, 'Tug Hive. While
the soltware industry drones on and
on about what business software will
dominate the new world of Windows
95, some companies are busy trying to
make sure they'll place first in the cat-
egory we know is the
important one: games.
Trimark is attempting
to take an early lead in
the race by getting a
game out there in Win
95’s lirst few months—
a game that takes full
advantage of both the
new operating system’s
power and its user de-
mographics.

GOoOOD HONEY
AFTER BAD

While HIvE is essen-
tially an arcade game,
it will have a fairly
complex “plot” string-
ing the action se-
quences along. At
some point in the [ar future, humanity
stumbles across the remains of an
enigmatic race known as The An-
cients; they probably have no relation
to the little guys from Traveler, but it
seems they have the same annoying
habit of lcaving incredibly powerful
weapons just lying around for some
curious primate in a spacesuit to stum-
ble across. In this case, the weapon in
question—a nasty biological agent ca-

—

pable of extermi-
nating entire worlds—was derived
from the honey ol some kind of funky
mutant space bee known (painfully) as
“Hivasects,” for all of you studying As-
tro-Entomology. Of course the
weapon was so nifty it wiped out the
Ancients and their bug [arm science
project the first time somebody left
the honey jar open, and that was all

5,

WINGS OF FURY The Hive's graphics are amazing—they look better than the 3-D-
rendered splash graphics in most games' introductions.

she wrote for this particular alien solar
system,

Now with the Ancients dead and all
the Space Bees too, you'd think things
would be over before they started. But
no, that's just the beginning; it isn't fu-
ture grad students who dig up these
Ancients, but the Archeology Division
ol the Space-Malia, otherwise known
as the Black Nexus Syndicate. Figur-
ing they are much cleverer than those
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dead aliens were about things like
keeping honey jars closed, they seeret-
ly clone a new hive from stored DNA
samples and start preparing to sell the
ultimate weapon to the highest bid-
der. Of course, this threat to both
Galactic Peace and picnics everywhere
(just imagine what pests these giant
space-bees would be as they buzzed
around the egg-salad!) has got to be
stopped. This is where you come in.

As the brave Galactic agent, your
plan is to infiltrate the
Black Nexus facility as a
double agent and get in-
[ormation [rom a loyal
scientist also acting as a
double agent in the labs.
This daring woman, odd-
ly known only as “Gin-
ger,” can tell you exactly
how to foil the space-
malia and destroy the
Hive. But the Nexus has
its own share of infiltra-
tors and your plan goes
hideously wrong from
the start; you are left
scrambling across a deso-
late landscape, comman-
deering various vehicles
and running away in an

attempt to rescue Gingm‘
and escape into space. And oh yeah,
don’t forget about blowing the whole
darn place into Galactic Smog.

"VOUR JOYSTICK,
MR. BOND."

While you might expect to [ind this
setup supporting a CRPG or some
type of Doos clone, the reality is actu-
ally a little more restricting than that.
HIVE is a game that owes much in the
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way ol design and philosophy to
REBEL ASSAULT [rom LucasArts, a
game that, while eliciting groans from
experienced gamers, nevertheless was
a huge seller in the "mainstream”
market. When released, Tae Hive will
be an arcade-action game built upon
a stunning graphic engine and two
distinct modes of first-person game-
play. The first will be based on REBEL
AssauLt’s “track” system, where the
player travels along a set route and
has only a few degrees of freedom
with which to shoot at targets and
avoid obstacles. The other mode is
potentially more satisfying, as it will
allow players a full 360-degrees ol
movement within the rendered envi-
ronment in order to simulate situa-
tions where the player is manning
gun turrets or other types of “player
in the middle” devices.

Tue Hive's strengths will undoubt-
edly lie in the realm of sight and
sound. The actual gameplay graphics
will be comparable to the slick anima-
tions that only grace the introductions
of most current games, And when cou-
pled with Win 95 frame rates, the
transitions between gameplay and cut
scenes should be seamless, The ver-
sion | played demonstrated that both
the track-mode and “panoramic”
game levels will not only be stunning,
but fast—twitch-rellex fans will be in
joystick heaven with this game. Fur-

GUNNING FOR GLORY The graphics are gorgeous, but there is a
down-side to the splendor. You are often relegated to the role
of gunner—with no control over your flight path.

BEES’ BUZZ The various episodes of Tie Hive will take you in, around, and over the home of the
enemy Hivasects.

ther immersing the player into the ar-
cade experience is the sound quality,
which will draw upon every wrick in the
book to eke the most out ol your
speakers and convince you that you're
actually in the rendered environment.

THE BUZZ OF THINGS
TO COME

Most veteran gamers are waiting to
see what Win 95 can do for the high-
powered, highly complex games we
love, but there's a

the industry that de-
velopers should be
drooling over: the
world ol the occa-
stonal gamer. This
is the demographic
realm of PC owners
whose game folders
contain MvysT,
REBEL  ASSAULT,
Terris and maybe
DooM—people who

computer game ex-

perience and are just
looking for some
quick episodic fun
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whole other side of

don’t have a lot of

before dinner or between spread-
sheets. From its graphic splendor
and tiny learning curve to its shrewd
play on the traditional fear ol bugs,
all tied to the 90's erime angst, The
Hive is aimed squarely at the occa-
sional gamer or youngster. [ suspect
old-timers may end up grumbling
about chrome over substance, bul
everyone else will prabably be too
busy trying to advance to the next
level to notice.

II' everything goes according to
plan, by October we should see a slick
game with an accent on repeat game-
play. Tt will contain 20-odd levels of
varied environments, from monorails
to the tunnels of a giant beehive, and
take you through a convoluted action
plot reminiscent of a 50°s era sci-N
adventure, Tue Hive is definitely the
brainchild of Reser Assavir, but the
variety ol environments and the lacl
that the game will randomize enemy
starting positions every time you play
is a sign that an effort is being made
to improve upon success. So il you
were unfortunate ['nuugh Lo get
stung by some malicious insect this
summer, [ear not—revenge may be
yours this [all. €



“A Funny Thing Happened on
My Way o Learn Windows® 95”

FROM The Improv Presents Windows® 95 For The Technically Challenged — One of 16 hilavious comic coaches,

Tony Robotics, supermativator and pitchman, sells you on Windows 95. Operators are standing by!

¢ I was really up against it. Not only
" A! did [ have to decide about upgrading
to Windows 95, | absolutely hated the
idea of learning another \E@ software program.
The manuals. The time. The sheer boredom. Why, [ still get

a headache even thinking about it.

' “Then I read
' some great
reviews about

The Improv Presents Windows® 95 For The Technically
Challenged. It's supposed to make learning Windows 95 casy
and fun. See, the BAMPEADW.. you know, the clubs, the
TV show, the comedy traffic schools... made it two-by-four
funny and hilariously entertaining. And Graphix Zone
(remember the Dylan and Prince CD-ROMs?) made it

technically thorough and graphically gorgeous.

HA! RAI HA!

“So I tried it. And guess what? They were right! I spent a

. e A
few hours laughing m}'bgﬁ.‘%; off — and | really learned
Windows 95! A big task accomplished... with big laughs.

Not too shabhy for @‘3@,@5}? n

The lmprov Presenis Windowso 95
For The Tedwmically Chollenged

CO-ROM Tutorial
< Featuring many of today's
hottest comics!

& Perfect for everyone
— from complete novice

' e 1 o . "
to Windows savvy! < Loaded with fun extras!

< Includes computer
basies!

< Windows 95 not required
—runs on Windows 3.1 too!

Now available in stores
everywhere, or call

800-828-3838 - 714-833-3838

019495 Graphiz Zone, Ine. All rights veserved. A tradiearks wnd sevvicemarks are hereby acknowledged
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Packard Bell and Windows® 95.
Get the easiest Windows yet
on the easiest computer ever.

Microsnﬂ'

windows %5 your Windows® software easier
to use. One that taps the full power
of 32-bit processing. That’s just plain
more fun than anything you can imagine.

Because now Packard Bell computers have
Microsoft® Windows® 95. It's everything
you've heard, and more — a true 32-bit
graphical operating system that transforms
everything you do with your Packard Bell

computer.

* Long filenames, to make organizing your

documents easier;

* Plug and Play technology that automatically
configures compatible add-on cards;

* 32-bit preemptive multitasking that runs
multiple programs and tasks smoothly.

Most Packard Bell systems are certified for
Windows 95. That means they have survived
months of custom engineering and testing
under strict Microsoft supervision.

So it runs your favorite Windows software
today, plus all the powerful new Windows
95 software that's just around the corner.

To find your nearest Packard Bell reseller,

call (800) 733-5858.

'}-; Packard Bell.

g G.et ready for a Packard Bell
; computer like you've never
seen before. One that makes all

' ;
~ Designed for i
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Microsofte
Windows 95

"t

Packard Bell gives you excit-
ing new features you won't
find on any other computer:

Fast Media" remote control

Total control over volume, CD player, mouse
cursor and more in the palm of your hand.
And if your system has built-in TV and/or
FM radio features, you can run them by
remote control, too.

Packard Bell Navigator

Navigator turns your computer into a virtual
home, with all functions and software orga-
nized into convenient rooms. Beginners will
love Navigator’s built-in animated tutorials,
and parents will appreciate the “locking”
features that protect sensitive software.

Over $1,600 in software

The most corprehensive collection of soft-
ware ever installed in a home computer:
business, reference, home and family,
games and preschool. Plus free trial sub-
scriptions to the top three online services,
and exclusive Packard Bell Internet Access.

NG| ¥

Windows 95 is pre-installed on most systems, or available by redeeming coupon for free upgrade CD. Pre
installed software valued at $1,600, based on manufacturers’ suggested or estimated retail prices. Plug and Pla
features available only with Plug and Play-compatible devices. Microsoft, Windows and the Windows logo ar
registered trademarks of Microsoft Corporation, Packard Bell is a trademark of Packard Bell Electronics, Inc
© 1995 Packard Bell Electronics, Inc. All nights reserved
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Take a look around.

Virtual i-glasses! plunge you
into immersive PC gaming with
3 degrees-of-freedom,

360" real-time headtracking.
Surround yourself

with a true 3-D

display and stereo sound, in
only 8 ounces. Virtual
i-glasses! are supported by the
hottest game titles and
Windows 95, with no card to

install. Or connect to any video

- source for big-screen viewing.
= nevAneHy urimvmuuvu:; - 3 | EVIRTUAL

R I Call 1-800-646-3759 for
« :) r—*-"“‘k“‘ - et I g a sses ] the dealer nearest you. And see
b4 e ! what things look like from the

2 ; - ] } il .
1995 Virtus! 1O, ANl rights reservd. Yirtual i-gliaseal is u trademark of Yirkual i-0. Microsoft i o trademark of Microsalt Corporstion. center of the universe.
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Bite, Claw, And Be A Real Pest When You
Become A Giant Insect In ENTOMORPH

by Petra Schlunk

he role-playing fortunes
of 88I have always
seemed inexorahly
linked to their partner-
ship with TSR, the basis
for their best-selling AD&D line. Yet,
while SSI is still involved with AD&D
(STONE PrOPHET was released carlier
this year), the company has

developed its own new
fantasy role-playing mi-
licu, The World of
Aden is planned to be
the setting for several up-

coming SSI games, including THUN-
DERSCAPE and ENTOMORPH. Once a
blissful place, the World of Aden is
now beset by a mysterious plague
known only as the Darvkfall. Its origing
unknown, the Darkfall began with a
total solar eelipse, and from this dark-
ness emerged horrors beyond imagi-
nation. The palpable evil of the
Darkfall's presence and its struggle
with the survivors ol Aden lorms a
classic good-versus-evil conllict, as well
as the basis for the games to be set in
this world.

In ExrToMorei: PLAGUE OF THE
DARKFALL, a Windows 95 product (to
he backwardly compatible wirth Win-
dows 3.1) developed by Cyberlore

Studios, an island olf the coast of

Kyan is suffering from a particularly
bizarre problem. Its inhabitants are
slowly metamorphosing into giant,
killer insects! Now, giant insects, as
such, are not new to Aden. In fact, the

nation ol Kyan is known
for its dependence on in-
sects for almost every
lacet ol lile. Insects are
used to build homes, 10
provide transportation,
and even to harvest food.

Yet, this
new infesta-
tion of giant
insects is quite
undesirable, since they are
evil and deadly products of the Dark-
fall itself.

The introduction to ENTOMORPH
shows a swarm ol insects crossing the
land and devouring everything in its
path. Meanwhile, Squire Cedric War-
rik, just happens to be traveling on
the island in question. As the unlikely
hero, Cedric (that’s you) must discover
what is causing this mass metamor-
phosis and put a stop to it. Problem is,
Cedric starts the game south of a vil-
lage called Addegun, without any rec-
ollection of what he is doing, or even
how he came to be there. The only
thought to pierce through the dim
mists of Cedric’s mind is that he must
locate his sister.

WATCHING OUT

FOR YOUR EXOSKELETON
Combat in ENTOMORPH is real-time

and requires a certain degree of coor-

dination and ingenuity. Basically, you

lelt-click [rantically on your oppo-
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HONEY, I'M DRONE No, this isn't Trimark'’s Tre Hive. When
these eggs hatch, they'll make killer bees seem like gnats.

nents, since with each click Cedric
throws out another punch. As a result,
it behooves you to hide behind objects
to screen Cedric from danger. Similar-
Iy, it is essential o attack opponents
from long range, unless you enjoy re-
booting time and again. One lesson
learned fairly quickly is that neither
mana (a necessity for spell-casting)
nor health regenerate automatically.

Your lirst challenge 1s against a cou-
ple of walking dead, which have about
as much imagination as one can ex-
pect from zombies. Later foes are,
thankfully, much more interesting.
Both during and after combat, it’s
casy to keep track of Cedric’s health
and mana by the colored bars on ei-
ther side of the game screen. At first,
Cedric is limited 1o mere fist-lighting,
but eventually you will acquire
weapons in the usual CRPG (comput-
er role-playing game) fashion. As the
game progresses, you will also learn
numerous magic spells which prove
useful for combat.

Alter some early combat sequences,
Cedric continues towards Addegun
and sees, to his horror, dead bodies
strewn all over the town, From a wid-
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. on the planet. Quarantined for decades, the planet has recently

/ been inhabited by the Black Nexus Mob, who genetically
2~ re-engineered the insects and tumned the toxic hnney
into a deadly biological weapon. You must infiltrate
W N’  the Black Nexus, save a compatriot, annihilate |

The Hive, and exterminate the Hivasects. True 32-bit autoplay.
Killer graphics and 18 levels of awesome action/arcade gameplay
that takes place on two planets - developed exclusively for use with
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ower who is mad with grief he learns
that he may find his sister in the
neighboring village of Damos, As you
move through the various locales, you
find a variety of non-player characters,
all of whom seem to have important
information for advancing the plot.
Speaking of characters, voice-over act-
ing is expected for the final version,
but SSI is mum on whom they have
signed thus far. Also, if you opt for
closed-caption conversations, you may
opt to have Cedric’s conversational
options listed on the screen at a pace
with which you're comfortable.

When Cedric wants to speak 1o
someone, interact with an object, or
fight, all you have to do is get him
close enough and lefi-click on the tar-
get, Cedrie will automatically interact
with the person or object in an appro-
priate fashion. Often, Cedric will be
drawn automatically into conversation
with characters by merely walking
close enough to them,

-

The magic system is pretty simple
as well. Magic scrolls are seribed into
Cedric’s spell book as they are picked
up. Then, you have the option of
choosing spells from the spell book
and determining its power level be-
fore adding it to your roster ol ready-
to-cast spells. Cedric is allowed 1o
have three different spells readied at
any time, conveniently shown in

BRIDGES OF ENTOMORPH COUNTY Due to the insect insurrections
they've suffered, the villagers may not welcome you with open arms.

RN ES /SR P S G

“magic slots” in the in-
terface. To cast a spell,
you need only click on
the spell slot contain-
ing the spell. As long
as Cedric has the nec-
essary mana, the spell
is cast,

TALK ABOUT
GROWING PAINS!
As you progress
through the story,
learning more and
more about the insect
plague, vour charac-
ter slowly metamorphoses into an

= -~ -

insect! The various stages of this
transformation let you bite, claw,
and terrily unarmed villagers at
your discretion. I wasn't able to see
all of the insectoid stages for this
preview, because SSIis holding
some ol them back for the linal re-
lease, Despite my disappointment,
though, I stll feel
that SSI deserves
some credit for
coming up with
an unusual angle
for an adventure
game.

The plot has
quite a lew twists
and rurns, more
than one would
expect from so ac-
tion-oriented a
game. In addition
to locating his

family, Cedric

and the town [rom
an attack by blood-
thirsty mosquitoes.
Later, he finds that the village’s
guardian, a Water Nymph, is gone.
And ol course, the only one who
could summon her, the town
Shaman, journeyed to Addegun and
died there when the town was at-
tacked by giant insects. Like most ad-

venture games, this bleak set of

puzzles unravels eventually, but only
alter sojourns to other lands with
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must save himsell

p e ™, P e

NICE HOURGLASS FIGURE EntomoreH takes well-known crea-
tures, such as this black widow, and blows them up into horror
film-style monsters.

even more terrible dangers. But
then, that’s where the fun is...

PEEKING UNDER
GCOSSAMER WINGS

Is everything all abuzz in Enro-
morer? Well, even considering that 1
viewed it in not-quite-linal [orm, the
graphics are bit cartoonish. Fortu-
nately, this doesn’t detract too much
from the game. The sound effects—
insects buzzing, doors creaking, ex-
plosive sounds for casting certain
spells, and grunting during com-
bat—are really pretty good. The
mouse driven movement system in
Extomorer is generally easy to man-
age, although there are occasional
unexpected obstacles, such as small
rocks that seem to interlere with
Cedric’s movement.

A worse problem is that you can't
use objects in your backpack at your
own discretion. Since everything that
Cedric picks up goes into the pack,
this is somewhat irritating. Most ob-
Jjects are used automatically when
you need them in the game, but |
found this a bit too simplified for my
tastes. On the other hand, the rapid
pace of the combat and the many
plot twists keep the story moving
along, and it's fair to say that the
World of Aden looks to be lullilling
some ol its vast potential. We'll know
for sure in September, when Exto-
MorPH's blend of real-time action
and adventure flies (crawls, hops,
slithers...) off the shelves. €
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Scor

pia Seeks Out

ADVENTURE/RPG

The Final Frontier

Gamer’s
advisory:
This article
includes hints
and secrels for
playing StAnr
Trek: THe
NEXT GENERA-
TioN, A FiNalL
Uniry. If you
haven't played
the game and you don’t want Scorpia to lead you

through spaceftime by the nose, see the review of this
game by Allen Greenberg on page 148. Play long
and prosper.—FEd.

Well, fall is peeking around the corner, and if
o

autumn is (almost) here, can new games be [ar
behind? 1 sure hope not, because the last Christ-
mas season was dreary enough and we don't

game. That means you have to follow along the
obvious guideposts for the story to advance, re-
gardless of whether you're playing at Ensign,
Lieutenant, or Captain level. I you go outside
the main line, not much will happen, and
you're not likely to find anything interesting.

You may also have problems with the game
[reezing or locking up. This may be related to
using a memory manager; it really is better to
boot without EMM, QEMM, or whatever mem-
ory utility you normally have up. However, for
some players, myself included, that isn’t
enough. You might have to run this one with-
out sound. I wasn't able to get the game going
consistently until I took out the Gravis initial-
izations. Fortunately, the game supports text
boxes, so you can play without sound (which is
also important in case you don’t have one ol
the supported sound cards).

DATA DUMP When you are on an away mission, use the tricorder on everything to get vital information. It's
always good to have Commander Data around as well.

need another like it. Then again, the industry
track record for on-time releases is pretty drea-

1y, o, so I'm not holding my breath. We'll just

have to keep our fingers crossed, and maybe

trust in the stars....
Star TrEK: A FINAL Unrry, despite any ad-
vertising to the contrary, is a linear adventure

HoloByte is working on the problem, but
they had nothing definite to report by deadline
time (then again, they didn’t have much time
to work on it, either: the game arrived rather
too close to deadline as it was). I hope to have
an update on this in a future column, so every-
one will be able to play with the sound going.
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THE GREATEST

ADVENTURE MIND IN

THE GALAXY

PRESENTS AN

INTERSTELLAR
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GUIDE TO “A FINAL

UNITY”
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Since the game begins with a con-
[rontation, you may want to begin in En-
sign mode, just in case you get into a
light. Worl is pretty good at handling
space combat, and as you don’t know
anything about combat maneuvers vet,
this is a safe way to start, Later, you can
move the difliculty level up.

So here are some Garidian refugees
looking lor political asylum, with a
Garid warship on their tails. Poll the
crew for suggestions (you can't tell them
to do anything directly; mosl
choices are a response to crew
suggestions) and pick the one
you think best. If you're care-
ful, you can get out of this sit-
without [lighting.
However, if combat becomes

uation

necessary, Worl can do the
Jjob quite nicely.

Afterwards, a chat with the
relugees explains their prob-
lems, and before long, you'll
probably be heading out to
talk with Shanok, the Vulcan
archacologist.
vou've barely started when a

However,

distress call comes in [rom
Cymkoe IV. The Mertens
space station there has been
attacked, and its power source
is likely to blow at any time.
Naturally, you can’t ignore
this distress call (well, you
could, but it wouldn't look
good on your record, hieh), so
it's off to Cymkoe IV and the
first away team mission.
You can pick any
crewmember for the away
teams; [ found it a good thing
to have Mr. Data in all of
them. In Ensign mode, the
best team is assembled auto-
matically for you; in Captain
mode, you make the deci-
sions. Usually, that's not o
difficult il you consider the
situation; some people will be
obvious to include (for exam-
ple, Mertens being an engi-
neering problem, you'd want
La Forge on the team).
Another thing to keep in
mind on these missions is to

use the wicorder on evervthing yvou
come across. Sometimes the information
you pick up is vital to completing the
task at hand; other times, you may want
to refer back to the recordings to help
ligure out a problem.

Okay, so the team beams over to
Mertens station. The first thing to do is
help the woman trapped under the ca-
ble. T'his is a simple problem; il you
have trouble, talk to the other team
members (they will always have some-

ON SCREEN, CAPTAIN Every time you're doing well, the plotline gets
interrupted. Regardless of whether you're dealing with Federation
admirals, Romulans, or galactic Rastafarian types, carefully consider
your responses to avoid conflicts.
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thing germane to say, and occasionally
will suggest a course of action).

In Captain mode, it isn’t necessary to
turn on the emergency bypass for life
support; you can complete this mission
without doing that, il you're fast enough.
The important thing is to talk to Dr,
Griems in the main lab, and you jusl
have to get past the alien machine suck-
ing up the station’s power to see him.
This can be done by nsing the panel in
Lab 4.

If" the right person talks to
Griems, you can stabilize the
power core, thus saving
everyone and keeping the
station intact. Otherwise, the
core will have to be jetti-
soned, which is okay, but not
the best solution.

So the rescue is accom-
plished, and now you can go
on to Shanok at Horst I11.
Unfortunately, he doesn’t
have a whole lot to tell you,
and you go back to patrolling
the Ruinore sector. Wouldn't
you know it, Starfleet butts in
again, this time in the person
ol Admiral Reddreck, who
has a favor to ask: he wants
vou to find out what's up
with a scientist, Dr. Hyunh-
Foertsch, who seems 1o have
disappeared on the planet
Morassia. Morassia isn't in
the Federation, but they've
applied for membership.

Sorry, you can’t beam
down with any weapons, so
you might as well agree to
Constable Likksze's terms
right at the start. Natwrally,
the first order of business is
to examine Dr. H-I's lab.
Performing complete analy-
ses of all the animal carcasses
is a good idea, as is grabbing
everything you can get your
hands on. Then use the
comm to talk to whomever is
available (some ol the people
on that list will never he
available; others vou'll be
able to talk o later on).

Well well, looks like some-
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one's been smuggling in
some banned animal species,
and the doctor caught on 1o
that. Hmmmm. Maybe you
should do a little specimen
gathering of your own. This
is rather dull, as you must
obtain samples from all three
biotopes, which means you
should have 11 total by the
time you're done.

When you've [linished ana-
lyzing all the specimens, see
who you can raise on the
comm. What follows after
this is almost automatic
(even in Captain mode, it’s
all very obvious). Belore
long, Dr. H-F is back, and
now you just have to capture
an invisible creature that
feeds on energy. Someone on the team
should have a suggestion about this. The
only tricky part is the order of using the
consoles at the Quarantine station, and
that won't take long to figure out.

That takes care of Morassia, and now

| HATE EXAMINATIONS When you reach the endgame, check out the generatar, hut
don't try to finish the Chodak test.

you do an automatic chase ol the guilty
parties. Remember, dead men give no
information; you want them alive. Be-
fore long, the Enterprise is on its way to
Frigis, home to a colony of Garidians
who left their own homeworld quite
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some time ago. If you're
not receiving a response
from the planet, poll the
crew.

This is one of those “If
only I had my gold-plat-
ed dweebflitzer” deals.
Both the Chanters and
the Questers have lost
items to the Seekers (talk
to all of those groups in
that order), and you
have to get ‘em back.
This means passing the
Gatekeeper in the Seck-
er temple. He
knows nothing will do
better than he who
thinks he knows any-
thing.

Now you just have to
help Aelont (who else could that be in
the stasis field?). Too bad you don't
know the Chodak language, but there's
probably someone around who does.
Before long, you should have a couple
of orchestrions (called “bells” after this!)
from the Chanters, and the way to the
Chodak transporter should be open in
the Quester temple.

So now you're at the disappearing
floor. As you guessed, ringing the differ-
ent bells (after you have ‘em) changes
the tile patterns. I found mapping this
on graph paper helped a lot. Once you
gel over o the door, you may want to
save the game. Both artifacts will open
it, but using the wrong one will destroy
the Fifth Scroll (and afier all this effort,
do you want that to happen?).

Finally, you've gotten the Garidians
off your back. Now comes the fun part:
Romulan fleets have invaded Federation
space. 'This section ol the game is auto-
mialic, as the Enterprise goes hither and
yon tracking down Rom ships. After
you've obtained some important info
from the Klingons, you'll be on your
own again...until the help call from
IFrigis, anyway.

That means another fight or two (one
on the way in, one on the way out). This
is a critical stop, however, as Laraq
hands over several items you can't finish
without. Once you have those, you can
head for Horst 11, where the Roms have

who
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scarcd off Shanok, so you can beam
down to the Chodak site unopposed.
What you do here is pick up all the in-
formation you can (there are no objects
to take). After this comes the toughest
fight in the game, against three alien
ships at Yajj. Worl couldn’t handle this
one (even in Ensign mode); the Enter-
prise always ended up destroyed. One
time, | took over the Conn and some-
how managed to get us through; anoth-
er time, we took a beating and 1 just
warped away. Leaving means the de-
struction of the outpost, but that is actu-

playing too much Doow lately? Heh).
Now you get to meet the Chodak (yep,
there are some of them left). This is a
good place to lie through your teeth,
and push for no escort to the computer.
That will make reaching the computer
harder, but getting to the Unity Device
later will be much easier. Il you accept
the escort, you can still get to the Unity
Device, but the road is a tough one.
Presuming you're on your own, you'll
have to figure out how to use the
Chodak transporters. This is simple tri-
al-and-error. The security room is the
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TONE DEAF Counselor Troi might look hored here, but she’s probably exasperated, considering that
the wrong move here in the Musical Tile Room can destroy the Fifth Scroll. Save your game now!

ally minor, and won't affect the course of

the game. Run if you must Lo stay alive,

So you arrive at Allanor, the govern-
ing planet of the old Chodak empire, 1
don’t advise touching anything in the
lirst room (just yet) but do use the tri-
corder everywhere. In the next room,
vou'll want to fiddle with the display
panels, and farther along, watch the
drone repair and the automatic door.
After that, you can go back for the logic
probe.

The power station is tricky. You'll note
that a drone takes three chargeups, so
there is no way for the capacitors to be
fully discharged (you den’t want to step
on that floor plate). What to do? When
in doubt, blow it out (or have I been

hard one. You have to knock out the
sensors (which don't stay off very long)
and get o the door before they come on
again. | could never manage running 1o
the door on time. What worked for me
was shooting out the sensors and mov-
ing straight to the back of the room,
then edging to the right, shooting out
the sensors along the way, Eventually, 1
got someone to the door (same person
who's doing the shooting, of course).
Whew!

At the computer, you must record the
star map before the Chodak arrive; they
will erase it from the database, which is
why you have to arrive there first. After
the automatic sequence where you learn
some more about the Unity Device,
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you're lelt alone and can make your way
back to the enury point (the only place
you can beam up). Yeah, that means the
security room again, but it's easier on
the way out. You only have to shoot the
two near sensors and get someone to the
back of the room, then he can just walk
off the left of the screen.

Okay, it's finale time (or [inally time,
<grin>), The Enterprise arrives at the
Unity Device, as does Captain Pentara
(the Garidian warship captain) and Ad-
miral Brodnack (the Chodak leader).
Love that timing! Belore long, Picard
and the Away Team shuttle down to the
device (this is automatic). It doesn’t mat-
ter who he has with him, because in the
end game, he'll be alone with Pentara
and Brodnack for (guess what?) the tests
to see who should have the device.

The lirst test is getting out of the
room with the forcefields. I suggest a
very carelul examination of the field
generator. You may have to beat a little
sense into Brodnack here; going
through completely with the Chodak
test is not a good idea.

The next test is simple; just keep in
mind that you're all in this together.
Then you can wake up one of the device
guardians, who cheerfully makes some
embarrassing revelations about Picard,
before letting everyone go on to the de-
vice control room.

Hey, the Borg are invading! Gee, what
a suspicious coincidence, You don't sup-
pose this is one more test, do you? Han-
dle this one carefully; remember there
are three choices here, not two. Alter
that, just sit back and watch the autose-
quence play out. Once again, the uni-
verse has been saved!

Well, I see by the old invisible clock
it's that time again. In the meantime, i
you need help with an adventure game,
you can reach me in the following ways:

On Delphi: Stop by the GameSIG (un-
der the Groups and Clubs menu). On
GEnie: Visit the Games RoundTable
(type: Scorpia to reach the Games RT).
By US Mail (enclose a self-addressed,
stamped enevlope il you live in the Unit-
ed States): Scorpia, PO Box 338, Gracie
Station, New York, NY 10028.

Until next time, happy adventuring! €



- Sldelme some 5|zeab|e eqgos in thls super-real 3-D game From
. MicroProse®. Ultimate Foothall™ '95 lets you Flatten the Goliaths of
' the gridiron. Pit your wits against other NFL brain trusts. Even own
the team. Plus, Fantasy Foothall software is built in, so you can run
a league with up to 30 Fantasy League teams. Scout the all-new
rosters of Ultimate Football '95. And swap that hlqh priced vet For
| a hungry rookie. Hey, you don't get to nim. FaES e o
S The Big Dance without a little shuFfling. £RRRUPRUSE

For IBM®-PC & Compatlbles on CD ROM. l 800 879 PLAY http //www. mlcropruse com
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‘EXPLORATION’
The latest strate-
gy game from
Interaclive Magic,
seands you on an
axciling quest for
fame and fortune
where only the
brave and coura-
geous-will suc-
ceed. The possi-
bilities are limit-
less as you lead
the seltlers to
indepen -
dence. CD $40

A OASE o T
LD wORL MR

INTERACTIVE
ENTERTAINMENT

Receive an episode of Interaclive
Entertainment CD ROM magazine FREE
with any in stock software order. Offer sub-
ject to change or cancellation withoul notice.
Valid from 8/1/95 to 9/30/95 or while sup-
plies last. Quantities limited.

‘11TH HOUR’
Sequdl o 7th Guest
excepl lhe slakes
are: higher, the pue-
Zles more dever &
the: retum visit even
more  unsetlling.
Solve puzzles and
imvesicale dues thal
take you through
Staut's  haunted
house with movie-
like plol twisls,
special ellects &
music sound-
frack. CD $53

‘TECMO SECRET OF THE STARS' The evil lord
has deslroyed your father. You must create your
own city and restore harmony to the world.
Animated 3-D battle scenes. $54

|BM ACTION IBM ADVENTURE IBM ADVENTURE

CD ROM HARDWARE CONTROLLERS
4 Plex Quad Speed 5429 American Laser Gun 542
Diamond 4000 4x Kit  $379 Auto Cockpit $159
Digital Edge 3x Int ~ $699 Batler Up §52

Mitsumi Quad Speed $215 CH F-16 Fight Stck Pro $89

NEC Mullispin 6xi $479 CH Flight Stick Pro $52
Plextor 6 Plex 6x Inl ~ $529 CH Mach 3 Joystick 825
Sanye Concord 3 4x1 5215 CH Pedals 549
SBlaster Omni CD 4x $412 CH Pro Pedals 574
Teac Super Quad 4x 5220 CH Pro Throttle $89

AUDIO HARDWARE CH Throttle $65
A Gravis Ulirasnd ACE $79 CH Trackball Pro $8s5
Adv Gravis Usnd Max $169 CH Virtual Pilat Pro 875
Altec ACS 53 Spkrs  $139 Cyberman $46
Audiophile SW 20 A $139 Dolphin Virtual Helm  $139
EZ Sound 310 Flight Cockpit 3219
Jazz J-590 Speakers  $62 FLight Control Stand ~ $18
Koss HD 50 Speakers  $32 Flight Stick 831
Labtec C5-600 s24 Game Zapper S47
Pro Audio Spectrum Pls$89 Gravis Anolog Pro J-stk $33
Sound Blsir 32 AWE 5283 Gravis Firebird 358
SB 32 AWE Value Ed. 5219 Jet Stick $24
SB Discovery CD 16 §249 Joy Stick Y-Cable 59
SB Edulainmnt COD 16 5426 Joyswilch 338

SB Gmeblster CD 16 $379
Sound Blster Pro Value 8§74
Sound Blaster Value  $57
S8 Vidoo Spigot WIN $199
Snd Galaxy BX2 w/spk $29
Snd Galaxy NXPRO 165139
Sound Man Wave 8125
Snd Scape 16 Bit Wt $159
Sound Sourca 39
Vivid 3D Plus Sound  §72
Vivid 3D Pro 108
Vivid 30 Studio 5105
VIDEO HARDWARE
Impression Lite VLB~ §299
Speedstar Games Kit 3169
Stealth 64 2 MB D-Ram $201

COWoas 1

Logilch TrackMan Live $139
Logitach WingMan Ext $45
Maxx Cobra Flightstick $39
MS Natural Keyboard 591
Motebook Gamepont 542
PC Virtual Goll Club ~ §119
Spaceball Avenger  $165
Suncom F15 Eagle JS $119
Suncom F15 Hawk JS  §41
Tmaster F16 TQS $110
Thrustmaster FLC s110
Thrustmaster FCS $59
Tmaster Pro Play Goll $559
Total Cnlrol Virtual Ctrl $29
Universal Cockpit $219
VFX 1 VA Headgear 3849

4% Frenzy CD S48 BioHazard Five CD 547
Castle Wolfenstein CD $24 Bioforge CD 344
D!Zone 1 or2 CD s24 Black Diamond CD 44
Doom 2 39 Blind Date CD $38
Doom 2 Collectors CD $52 Bloodnet CD 31
Duka Nukem 3D $35 Bloodwings S44
Hurl CD 326 Blown Away WIN CD  §39
Magic Carpet CD 543 BrainDead 13 CD $38
Magic Carpet 2 CD $44 Buccaneers CD 548
Magic Carpet Plus CD 344 Bureau 13 CD 833
Maximum Roadkill CD $42 Burn Cycle CD $39
Merves of Sleel or CD - 822 Cadillacs & Dino's CD  $49
Quarantine CD 525 Calia 2095 CD 347
Rise of the Triad 534 Chaos Continuum CD  $29
Hoad Warrior CD 530 Chronomaster CD 347
Ruins CD F44 Commander Blood CD $39
Shadow Warrior CD $44 Companions of Xanth  $32
Skull Cracker CD 4 Conspiracy CD 330
Space Hulk 2 CD 544 Carridor 7 CD $29
System Shock CD 547 Creation CD 552
Tek War CD $46 Crosshire CD S44
Tek War Special Editn §52 Cyberia CD $45
Twisted Metal CD $42 Cybermage CD 844
Ultimate Doom CD $31 Cyberwar CD 548
Warhammer 40K CD  S44 Dacdalus Encounter 547

Damnesia CD 336
Damocles or CD $35

Dark Forces CD 847
10th Planel CD S44 Dark Seed 2 S42
7th Guest 2:11th Hr CD $53 Darker CD 536
Adrenaline Factor CD $35 Death Gate CD 534
Alien Alliance CD 44 Dalcon 0 CD $39
Alien Trilogy CD 546 Depth Dwellers CD 529
Alien Virus CD 538 Dinonauts CD $29
Aliens CD 544 Discworld or CD 335
Along in the Dark 3 GD 542 Dracula $32
Ascendancy CD 344 Dracula Unleashed CD 539
Atmosfear CD $34 Dreadnoughts Bismark 529
Beneath a Steel Sky 833 Dreamweb $34
Big Red Adventure CD $40 Dune CD 329
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'JOYSWITCH' Now you can jump from joystick to joystick,
game to game with the speed and ease of tuming a
swilch, No mom reaching behind your computer to swap
foystick cables on the game port. Joyswitch does itall. $38

‘CASINO DE
LUXE' is the best
looking gaming cok-
lection on the mar-
kel! Alsa the cnly
colleclion to com-
bine the elegance of
Moria Carlo and the
fun of Las Vagas 1o
bring you 7 classic
games with you-are-
lhera graphics,
sound  effects,
speech and special
in line gambling
strategies. CD $24

Dust CD

Ecstatica or CD
Entombed CD
Enlomorph CD
Evolulion or CD
Extractors CD
Fighting Fantasy CD
Flash Tratfic CD

Frankensteln WIN CD
Fred Pharkas Pharm 2

Freelancer 2120
Full Throttle CD
G-Nome or cd
Gabriel Knight 2 CD
Gadget CD

Gender Wars CD
Goblilins 4 CD
HardJack CD
Harvester CD

Heart of Darkness CD

Hell CD

Hell Cab CD

Hellraiser CD
Hergtic 2 CD

Heretic W Extra Levels

Hired Guns

| Have No Mouth CD
Ice & Fire CD

Inca 3CD
Indestructibles CD

S42
235
537
$44
520
$34
$40
539
$46
844
835
$46
8§43
548
§45
349
$25
£48
s42
$55
345
$38
$52
546
$46
536
544
S48
$39
S44

Into the Shadows or CD S48

Jagged Alliance

42

Jewel of the Oracle CD §39
Johnny Mnemonic GO $41
Jourmneyman Project 2 855
King's Quest 7 CD WIN $49

King's Ransom CD

$33

Kingdom O' Magic CD 854

Knights Chase CD
L-Zone CD

42
840

IBEM ADVENTURE

Lands of Lore 2 542
Lasl Dynasty CD 848
Lawn Mower Man 2 CD 349
Leisure Suit Larry 7 CD $44
Leisure Suil Larry Anth S47
Lion WIN or DOS S39

Litle Divil CD $39
Loadstar CD 340
Lost Eden CD 539
Lost Mind of Dr Brain  $36
Lost in Town CD S44
Lunicus CD 542
Maabus CD g2s
MacBeth: The Game 335
Man Enough CD 534
Mirage CD 240
Mission Critical CD 534
Monstrous City CD 544
Myst CD 348
Necrobius WIN CD $40
Night Trap CD S48
Noctropolis CD 47
Qul of this World 2 CD $45
Pandorah Device CD  $54
Panic In the Park CD $39
Phantasmagaoria CD 863
Pitfall WIN 95 CD 543
Palice Quest 5 CD 548
Power Dome CD 348
Prisoner of lce CD 42
Questlor Glory 5CD $44
Aelentless CD $44
Retum lo Zaork $35
Riddie of Master Lu CD $49
Ripper CD $49
Rebot City CD S46
Seroll CD $38
Sea Legends CD S44

Secrels of Stargate CD $28

Sentient CD

$a7



OVERNIGHT SHIPPING in US $4 per order,Mall to Canada, PR, HI, AK, APO, FPO $4 per
order. Worldwide airmail $6 per item. Handling $2 per shipmenl. Hardware orders may require
additional shipping charges. All sales final. Call for details

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as
cash, COD 58. Defectives replaced with same product. Most tems shipped same day.
Shipping times may vary. Price ( availability may change.

FREE GAME OFFER"

See detalls below

‘ACROSS THE
RHINE® Control
history’s famous
tanks and experi-
ence the fierce
combat and tough
decisions that
gnpped WWII tank
commandaers.
Ofters: multiple
command levels
and 3D graphics.
Blast your way
through enemy units

Mm across war torn

SiMUL AT

BN

Europe. CD $47

‘MORTAL KOMBAT 3' has 6 new Kombal Kodes,
8 new characters, 32 megs, and secret portals
Ihal allow fighters to smash up and down into dif-

lerent backgrounds.

SNES or GENESIS $69

' F-15E EAGLE
TACTICAL CON-
TROL STICK' This
authentic repiica of
the actual flight-
stick, has 12 fire
buttons including
four way Caslle
and Hat switchs, Il
includes 35 pre
programmed set
ups for the top fight
simulation pro-
grams and comes
with free head-
phones.  $119

‘LINKS PRO 386
CD' The most
award winning golf
game in soltware
history has now
been enhanced for
the CD platform.
From tee to green,
Links 386 CD is
unrivaled in recre-
ating a true goffing
expanence. Play at
Hilton Head
Island or Banft
Springs Resort,
Canada. CD $56

'STEEL PAN-
THERS' Setin war
tom Europe and
the Pacilic from
18G9 to 1845 Stedl
Panthers puts you
in command of a
single squad or an
entire battalion as
any Allied or Axis
nation. In addition
to tanks, you'll

have access to all of the approprate support unil types
incuding infantry, cavalry and motorcydies. Play one of sav-
eral sel campaigns and camy your exparienced troops

lhrough the entire war in the paciic of Europe.

CDS44

*FREE GAME OFFER
Spaend the specified amount on any in stock software and choosa
a FREE IBM game from the correspending list below. Request

must be made al tima of ordar.

SPEND S60
Airborne Ranger 5.25, All IE up to Episodn 9, Cohon 2 3.5,
Conquered Kingdoms Seen 1 3.5, GNB Seon Disk 3.5, Gunship
525, Marcanarins 525, Pirates 5.25, 801 5.26

SPEND S100
Bndge 7.0 3.5, DRAGON Forea 3.5/5.25, Falcon 3.0 Mig 29 3.5,
MacArhur's War 3.5, Mepatravaller Zhodanl 528, Roturn of the
Phantom 3.5, Terminator 2028 3.5

SPEND S160
Alann in tha Dark 3.5, Battles of Desting 3.5, Links Pro 386 3.5,
F15 Strike Eagle || 3.5, Rules of Engagement 5,25, Silent Senvice
2 3.5, Simon the Sorcerer 3.5, Star Trek Judgement Rides 3.5,
Utima Underworld 2 3.5, Weorlds at War 3.5/5.25

SPEND S200
Harpoon Coll CD; Falcon 3.0 3.5 Julland CD, Links Pro 385 CD,

V Victary: Market Garden 3.5

FREE INTERACTIVE ENTERTAINMENT WITH ANY
IN STOCK SOFTWARE ORDER
Offer subjuct 10 change or cancellation without natice. Vakid from
Aug 15t 1o Sept 30th or while supplies jast,

Shadows WIN CD S40
Shadows of Caim CD  $39
Shannara CD $34
Silverload CD $38
Simon I Sorcerer 2 CD $37
Slaughterhouse 5 CD - $46
Space Quest 6 CD H45
Space Ship Brainlock  $49
Spaceship Warlock CD 829
Spawn or CD $42
Star Trek Generalions  $41
Star Trek TNG Collect 376
Star Trek: Judg Rites 542
Star Trek: SF Acadomy $46
StereoWorld CD 539
System Shock S
Torminalor Rampage  $34
Terminator; Future 544

Terra Nova CD 548
Teror of the Deep 335
The Dig CD 544
Tong Nau CD s37
Touche 39

Trouble is my Biz CD 546
Under a Killing Moon 839

Virtuoso CD $39
Virus CD gar
Void Pirates CD 543
Vorex CD 545
Voyeur CD S46
Waetlands CD 529
Witchaven CD 546

Wolf:Hunt or Be Hnted $39
Wolves of Moordeth  $39
Woodruli & Schnibble $32
Wrath of the Gods CD $36

XS CD E48
ZCD 548
Zombie Dino CD £30
Zoro COD $39

3D Ultra Pinball CD sS40
500 CC Race Bike $29
5th Dimension CD 519

ALG Bundle CD 545
Aliens Ate My Babystter $27
BC Racer CD $25
Breakthru WIN $35
Brutal CD $31
Chaos Engine CD $19
Corpse Killer CD S48
Crystal Caliburn WIN 529
Crystal Skulls CD 540
Dragon's Lair 3 $34
Drug Wars CD $25
Eight Ball Deluxe 320
FX Fighter CD $45
Fast Draw Shwdwn CD $35
First Wave 519
Glider 4.0 529
Gobliins 3 319
Gorg CD $19
Hammer Slammers CD $46
Hive CD 544
Hodj & Podj CD $25
Ishar 3 333
Judge Dredd CD 540
Jump Raven CD 842
Jurassic Park CD $25
Lode Runnar WIN §29

Looney Labynnth Pnball $29
Mad Dog MeCree Il CD $30

Magball CD 44
Magnaflux Runner 529
Mario Game Gallery  $25
Maximum Surge CD 8§47
Mega Man X CD §24
Melal & Lace 27
Mickey Mania CD $37
Microcosm CD 536

Micresoft Arcade WIN 529

Mirage Thunder 539
Maonty Python's Waste $48
Mortal Kombal 3CD 347

Novastorm CD $35
Oxyd Magnum 36
Peg Leg CD 332

Pinball Fantasies Dix  $29
Pinball llusions or CD $29
Pinball Warlds or CD $35
Power Rangers CD 25

Prize Fighter CD 847
Psycho Pinball CD 539
Ralden 529
Rebel Assaull 2CD 845
Revolution X CD $45
Rise of the Aohols 5458
Rocket Boy CD 349

Royal Flush Pinball CD $30
Savage Warriors or CO $44

Sink or Swim CD §19
Slam City CD 548
Sleepwalker s21
Soccer Kid CD 525
Space Ace 2 $34

Space Pirates CD 539
Sirest Fighter 2 Compile §22
Striker or CD 546
Super Bubsy WIN '95 534
Super Pushover CD 324
Supreme Warrior CD S48
Take-A-Break Pinball 518

Tetris Gold CD 532
The Last Bounty Hunter $37
Thexder 2 CD 340

Time Pockets CD 546
Tolal Domination CD 8§38
Tubular Worlds $36
Virtual Cop CD $18
WWEF Arcade CD $45
Who Shot Johnny Roc 24

AD & D Collect Pck CD $35
AD&D Collect Pack V3 §19
AD&D 3 Worlds CD 524

Al-Qadim CD £39
Alien Legacy 336
Alien Legacy CD $39
Amberstar $16
Anvil of Dawn CD s34
Argna $39
Arena CD 8§45
Berserker CD S48

Betrayal al Antara CD S48
Campaign Cartographer 346

Cabra Mission $29
CyClones $39
CyClones CD B4
Cyber Space CD $38
CyberJudas CD $32
Daemonsgate or CO 519
Dark Sun CD $49
Dark Sun 2 347
Devil's Gate CD 340
Disciples of Steel $34
Dragon Lora CO 247
Druid CD 546

Dungeon Mastor 2 CD 837
Elder Scrolls 2 CD $48
Eye ol Beholder 1-3 ea$19
Goldiree Kingspoint CD $40
Hunters of Ralk CD §48
Ishar 3 CD 833
Kingdoms CD $40
Knights of Xentar or CDS38
Lands of Lore:T.C. 534
Lands of Lore:T.C CD $25
Legacy: Rlm Of Terror  $39
Lord of the Rings 1 C E §14
Lord of the Rings CD 836
Lord of the Rings 1 & 2 $19
Lord of the Rings 2 CD $38
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Lords of Midnight CD

Menzoberranzan

$48
842

Menzoberranzan CD 47

Might & Magic 3

424

Might & Magic 4 or 5 ea$19

Pirates Gold $15
Pool of Radiance 815
Pools of Darkness 538
Ravenioft 548
Ravenlolt 2 CD S48
Aealms of Arkania 3 $46

Return to Ringworld CDS19
Riftwar Legacy CD $23
Rings of Medusa Gold $18
Robinson's Requiem CD $29
Rome: Path to Power 528
Secrel Sliver Blades  $15
Sentinel Worlds CE - 814
Shadow Casler CD $15
Skyrims of Jorune CD $39
Star Trail M
Star Trek D.5.9CD 41
Star Trek TNG F Unity $46

Stonekeep CD 344
Stranghold 519
Summaning 316
Superharo Hoboken CD $34
Sword of China 342

Thunderscape CD 40
Ultima 7 Series GD 829
Ultima 8: Pagan $26
Ultima 8: Pagan Speech $17
Ultima 9: Ascension 352
Ultima 9: Ascension CD$52
Ultima Underworld 1 & 2829
Ultimate Fantasy CD $39
Unlimited Adventures 5189
Vampire: Masquerade S48
Wizardry 7 Crusaders  $19

Waorld of Xeen CD

524

1st Dagron CD s44
1st Encounlers $29
A10 2: Silent Hnter CD S48
A320 Airbus 529

AH-G64 B Longbow 554
Absolute Zero CD 548
Aces Over Eurcpe 525
Aces of the Deep 544
Aces ol the Deep 2 CD 848
Aces of I' Pacific or CD $32
Aces over Europa CD  $25
Across the Deser ‘41 S48
Across the Rhine CD $47
Air Cmbt Pac. ‘42 Scen 532
Air Cmbl Pac 42 Gold S48
Air Cmbt:Mavy Fighters $47
Air Havoe Cntrller WIN 39
Air Warrior 2 or CD 334

Airpower or CD 545
Apache CD 345
Armored Fist 543
Army Air Corps: '42 CD §48
Art of the Kill 224

B17 Flying Frirss Clssc $19
Batlle of Britain 2 WIN  $34
Battlecruiser 3000 $43
Big Red Racing CD 540
Chaos Conlrol CD $34
Chopper Strike S48
Combat Air Patrol CD 825
Combat Classics 2 519
Confirmed Kill CD 844

Cyber Race CD 532
Cyberbykes or CD " $31
Cyclemania CD 534
D-Day:0p Overlord CD £33
Dark Ride CD 349
Dawn Patrol 2 CD S42
Delta V or CD 325
Descent 2,0 CD S46

CowWens2
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Windaws

CB-R0M

‘GREY WOLF' is
commissioned for
service, and you
have been select-
ed lo caplain the
ship! Your mission
is lo patrol the
Atlantic and
accomplish the
impossible. Stop
the convoys, avoid
the destroyers,
frigates, depth
charges, and the
big guns from the

batteships. CD$29

FREE

SHIPPING!

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

'SONY PLAYSTATION' Sony's breakthrough 32-
bit processor, CD ROM architecture delivers real
time experlence with ever changing 3-D perspec-

tives and stereo CD quality sound,

$299

‘THRUSTMAS-
TER XL ACTION
CONTROLLER'
This  joystick
offers advanced
functionality
enjoyed by flight
sim enthusiasts.
Features three
instant response
buttons, action
lrigger, 4-way
thumb swilch, pis-
lol grip & glow-
in-the-dark but-
lons. 524

il (he most powerful

PO T

'CYBERJUDAS'
Deep within cyber-
space you control

nation on Earth.
You are ammed with
money, Weapons
and infiuence. You
have close and
trusted presidential
advisors. One of
them will destroy
you and your world.
You are |he
President and the
Prey. CDs32

‘MAGIC CARPET
HIDDEN
WORLDS' You
restored the word 1o
equilbrum in Magic
Campet. Now the dis-
covery of the Hidden
Workds reveals that
your task is nol yet
complete, Take to
the sinister skies
once again in this
earth shattering
add on CD. Sunive
35 Hidden
Worlds! CD $22

Destruction Derby CD 536

Dream Weh CD 834
EarthSiege 2 CD 348
Evasive Action 28

F-16 Fghing Falcon CD S44
F15 Strike Eagle 3 334

FA 18 Homet CD 554
Falcon 4.0 CD 240
Falcon Gold CD $52
Fast Altack CD 248

Fighter Duel Pro 2 CD 833
Fighter Wing or CD $39
Fightling Falcon CD 547
Fleet Def F14 Tomcat  $42
Fleet Defnder Gold GD $42
Flight Sim Toolkit CD 8§39
Flight Unlimited CD 548

Flying Aces CD 549
Flying Circus §39
Flying Tigers CD 42
Formula 1 &S24

Great Naval Bills 2 CD $39
Gray Woll WIN CD $29
Gunship 2000 VGA 524

HAW.C.CD 535
Harrier Assaull SVGA S47
Hi-Oclane CD 544
Indy Car Racing 830
Indy Car Racing 2,0 CD$40
Inferno CD Sd44
Interactive Sailing CD 345
Iron Angel CD S44
Iron Assault CD 339
Jet Fighter 3 41
Jet Pack CD $39
Jel Ski Rage CD $39
Jump Jet S22

Kawasaki Super Bikes 324
Lawn Mower Man CD  §35
Lode Runner 236

COWEs 3

M1 Tank Flatoon Clssc $19
M1 Tank Platoon 2 CD $48
Md: Sherman Tank Sim $34
Max Overkill Bndle CD $40
Max Overkill Multi-Plyr 548
Mech Commander CD 542
Mechwarrior 2 CD 346
Metal Lords CD $34
MeltalTech: EarthSiege 845
MiIG 29 (Stand Alone) 539
Msoft Flight Sim 5.1 §48
Msoft Flight Sim 6 CD $54
MS Flght Sim F Shop  $36
Microsoft Space Sim 1 544

Mig 29 Fulcrum 528
Mig 29 Gold CD 549
Mascar Racing 839
Pacific Strike §25

Phoenix Fighter CD ~ $49
Power Boal Simulator 3848
Rally $29
Rapid Assault CD s28
Raven ProjectorCD  $45
Red Baron Tank Killer  $39

Red Ghost $39
Renegade CD Sa1
Retribution CD s32
Sail 'a5 537
Sail Simulator S40
Sailing Simulator 3 §52
Screamer CD $48
Shuttle CD 524
Silent Hunter CD 546
Silent Steel or CD 345
Sky Warriors CD $35
Slipstream 6000 CD 840
Space Clipper S42
Specire VA CD $35
Star Base 342

Star Crusader or GO $29

Stim Slum 542
Strike Cmmndr S Ops  $22
Sub Ballle Simulalor 2§39
Sub Battle Sim 2 Win  $39
Sub War 2050 $33
Sub War 2050 Plus CD 540
Super Tank Cmmnder 548

SuperKarts CD $44
T-MEK CD S48
TFX or CD $36
Tank Cmmndr Network §46
Tank Girl CD $48

Task Frce Admirals Pk $39
Terminal Velocily or CD S37
Test Drive 3: Passion $19

Tie Fighter §29
Tia Fighter Callect CD 547
Top Gun CD S41
Tomado CD S26
Tower or CD S44
Train Englneer $29
Trophy Bass CD 248
U-Boat 2 $36
Virtual Karls CD 241
War Patrol CD 32
Warhawk CD 242

Werewll Vs, Comanche $48
Wing Commander3  S44
Wing Commander4 354
Wng Cmmndr Academy $18
Wng Cmmndr Armada 347
Wings of Glory CD 340
Wipe Qut CD sa7
Woll Pack CD $28
World Circuit 2or CO $41
World Circuit Manager 341
X-Car Exp Racing CD  $44

X-Wing 839
X-Wing Collector's CD  $46
Zone Raidors CD 848

3-Decathlon CD s42
APBA Baseball $24
APBA Bsball Innavator §19
Avalanche l-active CD $19
Barkley:Shut Up & Jam 542
Blood Bowl 534
Blood Bowl CD 534
Bratt Hull Hockey ‘95 534
Bredt Hull Heky ‘95 CD 834
ESPN 2 Extreme Gms $38
ESPN Hockey CD Sda
EuroGoll CD S44
FIFA Int'l Soccer or CD $36
FIFA Inl'l Sccer ‘96 CD S40
Fairways to Heaven CD 529
Front Page Fiball Pro  $25
Fml Pge FB Pro'85 844
FP Spons Baseball 544
FPSpris Baseball CD  $47
FPS Baseball'96 CD 548
FPS Baseball Expansn $29
FPS FB Pro Upgrade  §29
Front Page: FB Pro '96 S48
Goll's Greatest 18 CD §25
Gane Fishin' CD 342
Hardhall 3 £34
Hardball 3 Cellection  $36
Hardball 3 Players Disk 516

Hardball 4 saz2
Hardball 4 MLEPA Add 519
Hardball 5 CD S42

Intarnat’l Tennis Open  S44
J Micklaus Gid Bear Ed $34
Jack Nicklaus Gaolf CD 339
J Nicklaus Sgnature Ed 527
L Hallner College BBall $36
Links 386 CD §19
Links 386 Goll 515
Links Pentium CD S48
Links Pro Course Dsk's $19
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Live Action Foolball CD 816
Microsoft Baseball CD 551
MS Golf 20 WIN CD $45
Microsolt Gaoll CD F48
ML Professional Golf 519
MS Golf for Windows $38
Mike Ditka Power FB 815
NBA Airborne ‘95 CD  $42

NBA Jam or CD 544
NBA Live 95 CD 547
NFL ‘95 WIN 524

NFL Coaches Club £29
NFL Coachs Club FB 2 $44
NFL Q-back Club ‘96  $45
NFL Super Bowl CD 5389
NHL Hockey '95CD 540
N Faldo’s Champ Goll  §34
Mick Price Golf CD §15
PBA Bowling CD $44
PGA Tour Goll 3CD $47
PGA Tour Golf 486 CD 47
Picture Perlect Golf CD §42

Planet Soccer s29
Proleague FB Comm 538
QB Altack CD 346
QuanerPole $24

RBI Baseball '96 CD 838
Road to the Final 4:2 538
Rgby Wild Cup '95 CD  $40
Serious Soccer 318
Skins Game at Bighomn $37
Time Out Spris Bskibll $38
Tom Landry Football  $24
T LaRussa Bsbll 3 CD  $47
Troy Aikman Fiball CD $49
Ullimate Fiball '95 CD §34
Unncssry Roughnss'ds 19
Winter Sportis or CD 528
World Cup Golf D Beh $44
World Hockey 95 or CD $24

1830: AR& Rbbr Brms  $34
18th Air Squadron 536
A-Train WConstructon $29
Advanced Civilization  $34

Airbux 1.2 or CD $19
Anclent Art of War Sky $28
Archon Ultra $3z
Arclic Baron &29
Arclic Baron CD 316
Aros CD $42
Awlul Green Things CD $38
Aztec CD $40
Baldies or CD $34
Battle Bugs 837

Battle Isle 2200 CD $34
Battles in Time CD $35

Batiles of Destiny 519
Black Beard or CD $34
Breach 3 234
Buzz Aldrin Race CD  $29
C.E.0.CD $40
Caesar 316
Caesar 2 CD $42
Carriers at War Const  $25
Caslles 519
Caslles 2 s19
Castles2CD S48
Callic Tales CD 834
Chessmster 4000 Trbo $36
Givilization $25
Civilization Network CD $47
Civilization WIN $25
Clash ol Steal 519

ClockWers WINCD  $24
Colonization or CD 44
Colonization Gld CD 548
Colonization WIN S48
Colanization WIN CD 842
Command HQ 2 CD 324
Command HQ Classic $18



DVERNIGHT SHIPPING in US $4 per order. Mail 1o Canada, PR, HI, AK, APO, FPO 354 per
order, Worldwide airmail $8 per item. Handling 82 per shipmenl, Hardware orders may require
additional shipping charges. All sales

I. Call for details.

Visa, MC &nd Discover accepted, Checks held 4 weeks. Money Orders under $200 same as
cash, COD $8. Doloctives replaced with same product. Mosl ilems shipped same day.
Shipping limes may vary. Price / availability may change.
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TOP GUN' Relive
the awe-inspiring
experience of the
popular feature fim.
Al the thrills of this
fast action dogfight-
ing adv. siory come
to ife in this fun inter-
aclive  product.
Begin with vivid
competition for the
Top Gun trophy
while experiencing
all the sights and
sounds of the origi-
nal movie. CD $41

‘DOOM" From
outside the base
you hear the car-
nage: guns fir-
ing, men
screaming,
bones cracking
then silence.
Suddenly you're
the last surviving
marine thrust
Into a bloody,
gore ridden
underworld 50
miles into the
future, JAG $56

FREE GAME OFFER

‘MECHWARRIER
I Cimb info one of
18 BattleMechs and
prepan {o set your
imagination on fire.
You're strapped info
a 100 ton machine
that can annihdale a
sqadon of F-15s in
a heartbeat. From
ice to desert to
urban land scapes.
Fight for survival,
glory, honor and
the pride of the
clan. CD s46

Crystal € ahbum

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

.
.

‘SILENT HUNTER'
Authentc WM fim
footage, cnematics,
and narration
throughout the game
wil give the player a
historical feel of
what it was [ike to
command a subma-
fine during the war in
the Pacific. Choose
avarety of Amencan
submarines used
In - W.W.II the
Gato, Balao and
CD $46

*,
FREE GAME OFFER
Spend the specified amount on any In stock software and choosa
a FREE IBM gama from the corresponding list balow. Request

must ba mada at tima of ordar.

SPEND S60
Alrborna Ranger 5.25, All IE up to Episodo 9, Cohort 2 3.5,
Conquered Kingdoms Scen 1 3.5, GNB Scen Disk 3.5, Gunship
5.25, Merconaries 5.26, Pirates 5,25, DI §.25

$100

Bridge 7.0 3.5, DRAGON Force 3,6/5.25, Faloon 3.0 Mig 28 3.5,
MacArihur's War 3.5, Megatraveller Zhodani 5.25, Return of the

Phanlom 3.5, Terminator 2029 3.5

SPEND S160
Alone in the Dark 3.5, Ballles of Destiny 3.5, Links Pro 385 3.5,
F15 Strike Eagle Il 3.5, Rules of Engagemont 5,25, Sitent Senvice
2 3.5, Simon the Sorcerer 3.5, Star Trek Judgement Rites 3.5,
Uttima Underworld 2 3.5, Worlds at War 3.5/5.25

SPEND $200
Harpeon Coll €D, Falcon 3.0 3.5, Jutland CO, Links Pro 386 CD,

V Victory: Market Garden 3.5

FREE INTERACTIVE ENTERTAINMENT WITH ANY
IN STOCK SOFTWARE ORDER
Difer subject to change or cancellation without notice. Vald from
Aug 15t 1o Sept 30th or while supplies last

IBM STRATEGY |BM STRATEGY IBM STRATEGY IBM TRADITIONAL

Conguer for Windows
Conquered Kingdoms
Conguered Kngdms 2
Conquarer CD
Conquest

Conguest of New Wrid

§19
519
$38
546
§36
$46

Corporale Colonies CD $35

Crisis in the Kremlin
Critic's Cholce Collect
Crusade CD
Darklegions CD
Dead Zone CD
Deadline CD

Detroit

Dominus

Dune 2

Dungeon Keeper CD
El Fish

Empire 2CD

Empira Builder CD

Empire Dixe Mstr Ediln

Exploration CD
Fanlasy Fieldom CD
Feudal

Flight Cmmnder 2 CD
Front Lines or CD
Gazillionaire WIN CD
Genesla

Genghis Khan 2

$29
§25
546
$38
852
§38
$39
§25
§28
548
519
$34
§35
s22
$40
§48
$39
$38
§39
§29
$35
534

Geltysburg:Trnng Paint $15

Gold of the Americas
Grandest Flesl
Great Naval Battles 3

Hammer of t Gods CD

Hannibal
HercForce WIN CD

S24
§29
S46
$39
826
$48

Hero Might & Magic CD $34

High Seas Trader

$39

Hilywood Mogul or WIN $38

Humans CD

s22

Incredible Machine 2 $39
Jagged Alliance CD 46
Jagged Alliance Speh  §22
Julland CD g29
Kingdoms of France  $34
Kingdoms of Germany $34

Kingmaker §34
Konquest CD $39
Koshan Conspiracy  $29
Legions WIN 834

Lemmings 3D CD §32
Lemmngs Chronicle CD $35
Lemmings Paintball CD $31
Lemmings WINCD  $25
Libarly or Death 20
Little People CD 41
Lords of Realm or CO $39
Lost Admiral 2 CD §39
Machiavelli t' Prince CD$38
Maelstrom s23
Marco Polo or CD S$42
Master of Magic or CD $40
Masler of Orion or CD  §25
Master of Orion Scen  $23
Mastor of Xenos CD 840
Matal Marines Mstr Ed  $48
Matal Marines WIN s27
Millenium CD s42
Navy Strike CD $24
New Horizons CD 334
Nobunaga's Ambition 2 $34

Northlands CD $30
Onslaught WIN 335
Operation Crusader CD $39
OrionBurger CD 839
Outpost Planat Pck AQ $33
Quipost WIN g38
Qutpost WIN CD 344
PTO 2 CD §34
Patrician or CD $36

Pax Imperia 2 CD

Perfect General 2 CD 538
Pirates Gold WINCD  §25
Pizza Tycoonor CD %25
Power House WIN CD  $39
Power WIN or CD $35

Project USA CD $29
Protostar CD §19
Qwirks WIN CD $23

Railroad Tycoon 2 Clsc $24
Reach for the Stars 524
Reunion CD $33
Robot Rascals S840
Romance 3 Kngdms 3 539
Romance 3 Kngdms 4 $39
Rules of Engagement 2 529
Sabre Team $25
Second Conflict WIN ~ §34
Serf City: Life is Feudal $37
Sid Melr's Civil War ~ §58
Sim Cily 2000 529
Sim City 2000 Collect  $58
Sim City 2000 U R Kit  $20
Sim City 2000 Windows 342
Sim City CD $47
Sim City Classic or Win S26
Sim City WIN 525 $29

Sim Earlh CD $40
Sim Farm WIN $23
Sim Life WIN §29
Sim Town or CD $33
SimClassic Collection  $44
Simisle CD §$35
SimTower CD $33
SimTowar WIN £33

Simcity 2000 WIN CD 559
Space Bucks WIN CD  $40

Space Miner $36
Space Ralders CD 42
Spaceward Ho! 838

Spaceward Hol 4 WIN $24
Star Control 3 CD 846
Star Reach or CD $36

Starship §22
Starship Troopers $39
Syndicate $37
Syndicate Plus CD $40
Syndicate Scen 1 320

Terminalor 2 Chsswrs  £24
The Complele UMS 849
The Orion Conspiracy 540
The Rogarian Agenda  §39
Theme Park or CD §39
This Means War WIN  $42
Transport Tycoon CD - 840
Transport Tycoon Scen §24
Ultimate Domain CD  $36
Unnatural Selection CD 829
Victory or Defeat WIN 542

Vikings 2 536
Vikings WIN CD 340
Visions of Glory CD  §35
Walls of Rome §29
Warcraft s39
Warcraft CO §39
Warcralt 2 S40
Warcraft 2 CO $40
Warhammer Fantasy Sdd
Warlords 2 §29

Warlords 2 Dix CD 42
Warlords 2 Scen Editor $29
When Two Worlds War $24
Wood Ships & lron Men $34
Worlds of War CD 540
X-Com:Taclical CD 240
X-Com:Terror Dp or CD 539
X-Com; UFO Defence  $39
X-Com: UFO Def CD  $39
Zeppelin CD g25
Zig-Zag WIN CD 529
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Any One For Cards CD $25
Assault Poker CD $29

Avatar CD 538
Ballle Chess 4000 5268
Battle Chess CD $45
Beal the House 529
Bobby Fischers Chess  $34
Bridge 7 $19
Bridge 8.0 $32
Bridge Baron Windows 534
Bridge Deluxe 2 $29
Bridge Master Champ 539
Bridge Olympiad §29

Caesar's Wrld Gamble $37
Card Players Paradise $29
Casino Master CD 528

Casino Master Gld WIN §29
Casino Tournament 338
Casino WIN $25

Celabrity Poker CD 529
Chessmaster 3000 $25
Chessmaster 3000 CD 546
Classic 5§ $19
Classic 5 WIN 324
Classic Boardgames  $19
Classic Solitaire WIN 316

Clock\Werx WIN $25
Clockwerx CD $34
Create Your Own Gme $24
Deck Daemon 520
Easy Streat 526

EM Incredible Machine $28
Gambit (Kasparov's) 824
Gambit 2 518
Game Maker 3.0 or CD S48
Game Wizard Pro $32
Hng Kng Mah Jong Pro 8§32
Hoyle's Bk 0'Gmes Clsc $29
Incredible Machine 2 837
Incredible Toons s29

Circle Reader Service #51

Incredible Mchine 2 CD 838
Jeopardy CD $29
Jeopardy Deluxe £34
Klik & Play WIN CD S42
Knight Moves CD $24
Knight Moves WIN $34

Lexicross 324
Locksmith 529
Lucky's Casino Advnire $34
Magic the Gathering CD 41
Maze CD 526
Mega Maze CD s28
Monopoly CD $36
Maonopoly Deluxe $27

Monopoly Deluxe WIN 529
Ms. Metaverse CD $39
NY Times Crosswords §22
Paparazzi WIN CD 344
Perfect Partner Bridge $23
Pinball Arcade CD 234
Pinball Dreams s29
Pool Master WINCD  §22
Power Poker for Win -~ 829
Puzzie Powar WIN CD 529
Shanghai: Moments CD §39
Sclitaire Deluxe WIN 5§25
Solitaires Jouney 2 CD §35
Star Wars Chess or CD $29
Tetris Classic $26
The Infinity Machine 838
The Mask: T' Origin CD 523

Trivial Pursuit CD §2s5
Trump Caslle 3orCD 529
Tuneland CD 548
USCF Chess CD S40
Universal Noverlock  $25
Virlual Pool CD 240
Wayne's World $26

Wheo! of Fortune Dixe  §34
Xplora: Secret World ~ $47

COW 54
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‘BATTLES IN TIME' Warfare is not won based on any sin-
gle element, it is a delicate balance of all relevant compo-
nents. Maneuver ammies as a whole and control haw and
where anmies will do battle on the strategic map. CD $35

FREE

INTERACTIVE
ENTERTAINMENT

Receive an episode of

Interactive

Entertainment CD ROM magazine FREE
with any In stock software order. Offer sub-
ject lo change or cancellation without notice.
Valid from 8/1/95 to 9/30/95 or while sup-
plies last. Quantities limited.

‘THRUSTMAS-
TER PRO PLAY
GOLF' For the
first time, the over
20 million US
golfers can now
play or practice
with their own
clubs, while play-
ing 18 holes of
Links 386 golf, or
viewing the swing
analyzer software
to improve their
swing right at
home. §559

'MIRAGE' U.S.
Cavalry Lt Shooter
and his beauthu wife
Jenny have been
attacked deep in the
Mirage desert. L1
Shooter is left
wounded at the
attack e, but Jenny
Is nowhere to be
found. Your mission
is to locate Lt.
Shooter, and help
him find Jenmy and
hunt down the
apgressors. CD $40

‘TEKWAR' is a
cutting edge, 3-D
action adventure. It
places players
inside an ultra-

In movement and
perspeclive in all
directions, as well
as above and
below the player's
view during the
fast paced game-
play. CD $46

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

IBM WAR GAMES IBEM EDUCATIONAL IBM HINTBEOOKS IBM BUNDLES

Tth Fleat CD 339
Action ofl River Platte  $24
Aegis:Guardian of Fleet $46
Aide de Camp 345
American Civil War V3 524
Ballle Tank Barbarossa 828
Battle Tank Kursk $29
Battle of Chickamagua $38
Battle of Leyte Guit 824
Ballie of the Atlantic ~ $29
Battle of the Bulge 839
Battleground: Ardennes 544
Battleship Bismark $26
Beyond Squad Leader 545

Blitzkrieg or CD

$39

Blue and the Gray $38
Carrier Strike 20
Carriers at Wart or2 339
CincPac: Midway or CD$39
Civil War: 1861-64 CD 339
Command & Conquer 548
D-Day:America Invades 839
D-Day:Beginnng of End $39
Dreadnoughts s29
Dreadnoughts Deluxe  $59

Fall Gelb §29
Fields of Glory 337
Fifth Eskadra $29
Fifth Fleal or CD §39
Fleet Med s27
Flight Commander2 ~ $38
Gene Wars CD S47

German Raider Atlantis $26
Geltysburg: 1A Bttle Sim $24

Golan Front

$29

Graey Scas, Grey Skies 529

Harpoon 2 Dix CD 542
Harpoon 3 CD 839
High Command $29
Iron Cross 2 CD §30

COW 5 b

Last Blitzkrieg

Long Lance 529
Main Ballle Tanks each $29
Malta Storm 529
Man of War $36
Marianas Turkey Shoot $24
Midway $24
Moscow Campaign 836
Napoleonics $34
Northern Fleet $36

Operation Crusader 836
Opration Europe or CD $34
Operalion Overlord 536
Pacilic Storm Midway 5§28
Pacific Storm Solomon $36
Panzer General or CD  $38
Point of Attack §32
Red Sky Moming $36
Rommel at El Alamein 836
Rommel at Gazala $36

Seventh Fleet $36
Sid Meir's Civil War CD 358
Stalingrad or CD $39

Stalingrad Campaign  $38
Steel Panthers CD S44
Tac Ops WIN s40
The Great War $39
The Pure Wargame CD $29
Third Reich or CD 334
Tigers on the Prowl  $42
To The Rhina §29
USS Ticonderoga CO $34
V Victry:Gld, Juno,Swrd $29
V Victory;Mrket Garden $24
V Victory:Utah Beach  §29
V Victory:Velikye Luki 524
Victory at Sea S41
WW 2: 39-45 WIN CD  S40
Wrgme Construct Set 2 $39
Warpaoinl 836

Algebraic Proposer
Annabel's Dream Egypt 835
Deslination Mars s25

Frantic Factory WIN 524
Island Of Dr. Brain §29
Mixed Up Miher Goose S39
Number Munchers $19
Pacilic Theater $19
Print Shop Dix Graphic $26
Quarky Quaysoo’s Sci §24
Scooter's Magic Castle $32

Stckybear Wrd Problem 526
Super Solvars 827
Word Attack Plus! 528

IBEM HINTBOOKS

7th Guest 2: 11th Hour $16
ADD Three Worlds 812
Aces Over Europe $16

Aces of tha Deap 516
Across the Rhine 516
Aegis:Guardian of Fleet $16
Aircombat Pacitic 516
Al-Qadim s$12
Alien Legacy 316
Alone in the Dark 3 $16
Arana S16
Armored Fist 316
Bureau 13 $16
Civilization 316
Colonization $16
Dark Forces S16
Dark Sun 1 or2 $12
Dascent $16
Doom 2 Survival 512
Dragon Lore $16
Dungeon Master 2 516
Fleet Defender S16

Flights of 13 Mike 316

Frankenstein 516
Fred Pharkas Pharm  $10
Full Throttle 316
Harpoon 2 519
Hell 816
Indy Jones Grix Adv ~ $12
Janged Alliance $16
Jet Fighter 3 316
Journeyman Project 2 $16
King's Quest 7 7
Legend of Kyrandia 3§12
Lelsure Sult Larry 6 - §10
Lord of the Rings V2§12
Mastar of Orion 516
Mechwarrior 2 §16
Menzobemranzan 312
MelaiTech: EarhSiege $16
Microsoft Space Sim  §16
Might & Magic 5 $16
Noctropolis $12
Oulpost s16
Pacilic Strike 14
Phantasmagoria 216
Privateer 514
Ravenloft 1 or 2 s12
Realms of Arkania 516
Rebel Assault $16
Relurn lo Zork s10

Secret Monkey lsland 2 $12
Skyrealms of Jorune  $12
Space Ques! 6 $16
Star Trall §16
Star Trek TNG: Unity  $16
Star Trek: Judge Rites $12
The Dig 316
Under A Killing Moon  $16
Wing Commander3  $19
X-Com 2: Terror Deep 316
X-Wing 816
Yserbius 312
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7ih Guest / Dune Bun 536
Aces Collection CD S48
Aces over Europe,
Aces over Pacific,
Rod Baron, Red Bamron
Tank Klller,A-10 Tnk Killer
Air Combat Classics  $19
Award Winnng Wargme 538
Carriar Strike,
Grigsby’s Pacilic War
Clash of Steel
Grigsby War in Russia
Bullfrog Compilation Pk $22
Combat Classics 3 $22
Comedy Collection CD $19
Dynamix Bundie 1 s24
A-10 Tank Killer, Heart of
China, Staller 7
EA Top Ten Pack 2 CD 329
Electronic Arts Top Ten §32
Chuck Yagers Combal,

PCA Tour Goll

Ultabols, Financial

Waorkshop,Wing Com 2,

Kasparov's Gambit,

Ultima 7, Seal Team,

Indianapolis 500,

Grand Slam Bridge 2
Fanmtasy Collection CD $19
Fleet Del w/ T-master  §72
Five Foot Ten Pack V 2 $29

Sherlock HolmaesV1,

Space Quest 4, Bat Ches,

PC Karaoke, Rock Rap'n

Roll, M-meadia, Jumpstart,

Mavie Select For MPC,

Home Medical Advisar 3

At & Leltars War Birds,

2000 Fonls by Fantasia
Jam Packed CD $55

King's Quest Anthology $54
Mindscape 10 Pack CD $34
Tony LaRussa Baseball 2,
NY Times Puzzle Master/

Crossword Crealer
Mystery Collection CD $19
Casino Master, Soltware
Toclworks, World Atlas V4,
Sphiware T-works Presenls
20th Cent.Almanack,Sport

Cardshop, Greal Naval
Battles, Earih Invasion,
Megaflux Runners,
Chessmaster 3000
Palice Quest Anthology S48
SSI's Fantasy Fest CD 339
Stalongrad, Fantasy
Empires, Dungeon Hack,
Ullimate Advenltures
Space Quest Anthology $48
StarControl 1 &2CD $19
Strike Com / Privateer  $43
Zool Bunble 1 & 2 s$19

IBM EDUCATIONAL

Algebraic Proposer 535
Annabel's Dream Egypt 35
Destination Mars §25
Frantic Factory WIN 524
Island Of Dr, Brain $29
Mixed Up Mther Goosao $38
Number Munchars 519
Pacific Theater $19
Print Shop Dix Graphic 326
Quarky Quaysoo's Sci $24
Scooler's Magic Castle $32
Stekybear Wrd Problem $26
Super Solvers 527
Word Attack Plus! s28
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as you deal with
real He cnsis situa-
lions in one of
Amarica’s largest
cities. CD S48

game launches
you into cyber-
space, unencum-
bered by the reali-
ties of the physical
pinball table. Play
short 3-5 minute
games, hitling tar-
gels and ramps
and making shots

shipped same day.

ever changing
3-D perspec-
tives make this
game outstand-
ing! SAT §56

orcs and noble
humans battle for
survival. Destroy
the orcish hordes
or crush the weak-
ling humans...the
choice is yours.
Includes an inge-
nious arsenal of
weaponry and

Seo detalls below

‘POLICE QUEST 5: ssad ‘VIRTUA 'AXIS AND
SWAT ASSAULT g FIGHTER 2' ALLIES" It's
Serve as a cop in &0 This revolution- 1942, WWII is
the efte Los Angeles " ary  fighting raging, and you
Poiice Department's 5 game is faster, control the fate
famous D Platoon. LY more realistic of nations... on
Learn about lhe ;_) and harder to the land, on the
equipment actually [ beat. Two new sea and in the
used by SWAT offi- c[: characters and air, Lead one or
cers, and test your lﬂ texture mapped more of the
knowledge and skl graphics with major powers:

Germany,
Japan U.S,5.R., United Kingdom, or the United
States in history's greatest conflict. Actual combat
footage, detailed global and close up views of the
world and CD quality sound effects. CDI 544

*FREE GAME OFFER

UL RIN: ‘WARCRAFT! Spend the specified amount on any in slock software and choose
BALL: QUTPOST Enter the world of a FREE IBM gama from the corrospending list below. Request
ODYSSEY' The WarCraft, a mysti- fustba mace ot t'm""';';"é'nn s60

first full 3-D pinball cal land where evil Airborna Ranger 5.25, All IE up to Episade 9, Gaharl 2 3.5,

Conquared Kingdoms Scen 1 3.5, GNB Scon Disk 3.5, Gunship
5.25, Morconanios 56.25, Piratos 5.25, S0 5.25

SPEND $100
Bridge 7.0 3.5, DRAGON Foree 3.5/5 25, Falcon 3.0 Mig 29 3.5,
MacAnhurs War 3.5, Megatraveller Znodani 5.25, Retun of tho
Phantom 3.5, Torminator 2029 3.5

SPEND S160
Alena In tho Dark 3.5, Battlos of Dostiny 3.5, Links Pro 386 3.5,
F15 Strine Eagle 1| 3.8, Aules of Engagemant 5,25, Silent Service
2 3.5, Simun the Sorcerer 3,5, Star Trok Judgement Rites 3.5,
Ultima Undorworld 2 3.5, Waorlds at War 3.5/5.25

SPEND 5200
Harpoun Coll CD, Falcen 3.0 3.5, Jutland €D, Links Pro 386 CD,
W Victory: Markel Garden 3.5

FREE GAME OFFER"

FREE INTERACTIVE ENTERTAINMENT WITH ANY
IN STOCK SOFTWARE ORDER
Offar subject to change or cancellation withoul notice, Valkid from
Aug 1st 1o Sept 30th or while supplies last,

in the baonus
mode. CD $40

powerful
magic. CD$39

“ m JAGUAR PLAYSTATION SATURN SUPER NINTENDO

300 System  each S399 Batter Up 564 Alien Vs Predator Sony Playstation 5209 Salurn System 5399 Air Cavalry 549
7th Guest2: 11thHr  §54 Genesis Sys / NFL 95 5129 Barkley Basketball CD 552 PSX Controller $22 3-D Soccer §52 Arty Lightfoot $49
Batlle Sport §52 Gen X-Band Modem S48 BIOS Fear $56 3D Baschall 95 §54 30 Baseball 95 858 Ascii Role Player Cnlrl 529
Blade Force §52 Adv Batman/Robin CD 546 Blue Lightning 352 3-D Goll 345 7th Guest 2 §52 Bass Maslers Classic  $59
BrainDead 13 §52 B.C. Racer CD 544 Brain Dead 13 CD $52 After Shock $54 AD&D Fighters §46 Balman Foraver $66
Cyberdillo 352 Barkley Baskelball 2 S48 Cannon Fodder 354 Agile Warrior 64 Alien Trilogy 852 Boogerman S$58
Daedalus Encounter 564 Bass Masters Classic  $56 Club Drive $29 Assault Rigs $52 Alone in the Dark $46 Bust-A-Move 542
Doom 8§52 Batman & Robin §52 Creature Shock CD 8§52 Blazing Dragons $52 Batman Forovar s52 Claylighter Tournment  §29
ESPN Baseball 852 Batlle Frenzy CD 542 Demolition Man 8§52 Castlevania 345 Blades of Rage S54 Comanche 562
FIFA Internat’| Soccer  $52 Clayfighter $39 Doom 556 Creature Shock 554 Blacklire §52 Donky Kong Country 2 §64
GEX 852 Comix Zone 854 Double Dragon 5 S49 Cyber Sled 554 Blazing Dragons 852 Dragon: Bruce Lea 8§59
Grandest Fleel $56 Dragon: Bruce Lee $52 Highlander CD 552 Dark Legend $54 Bug! 538 EarthBound 564
Hall 545 EarthWorm Jim GD 852 Hover Sirike s52 Dark Stalkers 552 Casper S46 Grand Prix 1 Part 2 $39
lcebreaker 852 Etemal Champions CD $46 Mortal Kombat 3 859 DelCom 5 S54 Casllevania 852 Hagane S59
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REVIEW

And Finally, “Unity”
Y5 Ly

STAR TREK: THE NEXT GENERATION Makes Its Long-Anticipated

Appearance On Monitor Screens Across The Galaxy

by Allen L. Greenberg

ENE RODDENBERRY MADE T GLEAR
THAT STAR TREK: THE NEXT GEN-
ERATION TOOK PLACE DURING A
time in Earth’s development
when all problems had heen
eliminated and all conflicts had been
skillfully resolved. Nowhere was this more
obvious than aboard the new Starship En-

Price: $79.95
(deluxe version
$129.95)
System
Requirements:
486DX-33MHz,
8MB RAM, 20
MB hard drive
space, 2x CD-
ROM drive,
SVGA graphics
with VESA Driver and 512K RAM, mouse;
most major sound cards supported.
Protection: none

Designer: Mathias Genser

Publisher: Spectrum HoloByte

Alameda, CA

(510) 522-1164

terprise, where a diverse collection of in-
dividuals faced an unenlightened, olten
bitter, group of galactic civilizations thal
had not yet reached this idyllic state. In
Spectrum HoloByte's A Fixat. Uiy, the
crew faces an artifact from an ancient civ-
ilization whose command ol science was
so disharmoniously out of synch with its
sense of morality that it now threatens all

of space and time. Taking on the role of

Captain Jean-Luc Picard, as well as many
of his idolized command crew, it is your
mission to track down this device and as-
sure that time and space are protected
from its galaxy-warping potential.

A FiNan UNITY s a
large, sprawling game in
execution, il not in hours
ol play-time. It offers puz-
zles 1o be solved as well as
strategic battles in space.
On the ship, Captain Pi-
card must face the slowly-
unraveling mystery ol the ancient race
known as the Chodak, and how their his-
tory is about to impact on modern-day
galactic alfairs, Tugging at his tunic
sleeve are other 24th Century problems,
such as the civilization on the planet
Garid, whose potential for civil war is
linked to an archeological mission which
the Enterprise may or may not decide 10
pursue. A space station has had its upper
decks surgically removed by an unknown
lorce, leaving its occupants in a precari-
ously unstable condition, In addition, a
xenobiologist has mysteriously disap-
peared on a world whose occupants have
created a near-perfect system ol ccologi-
cal habitats.

Unfortunately, much of this unfolds

along the border to the labled newtral zone,
which means that angry Romulans can,
and do, appear at any moment, very much
anxious o take the Enterprise home so they
can mount it over their Romulan fire-
places. The battles in space can be fought
in one of three ways, depending on your
taste for such activity. At its most demand-
ing, you are required (o take full control of
the starship, using your PC’s numeric key-
pad to determine the vessel's movements.
Phasers and photon torpedoes are loaded
and launched at your command, although
locking on target is a task veserved for the
ship’s computer. You also have the ability
to delegate the battle’s engineering [une-
tions, including the preparation of the
ship’s photon torpedoes, to Chiel Engi-

Cymhoe 1V

GALACTIC TRIP-TIK Astrogation offers a lot of data in an easy-to-use format. A planet may be viewed
up close to admire its beauty, in cut-away wireframe view to show its position in the stellar system,
or in a 3-D navigational cube which gives a more galactic perspective.
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STAND BY T0 BEAM UP The away-team missions to exotic
planets are the best part of the game. Gameplay can be
tense, and the usually peaceful Data paces around with

his phaser drawn.

neer Geordi La Forge. Alternatively, you
may chose from a menu of pre-pro-
grammed offensive and defensive maneu-
vers such as Aftack and Corkserew. Under
this option, you are still in control of the
“fire" button, and you are invited to use it
at your discretion. ‘The final option, one
which will appeal to pure adventure
gamers, allows you to delegate all tactical
and battle commands to the ship’s Security
Officer, Lieutenant Worf. While this may
be the most expedient method ol combat,
it by no means guarantees a successful con-
clusion. The enemy may attack in groups
of three, in which case evasive maneuvers
are delinitely the most prudent.

Following particularly draining con-
frontations, repairs and supplies arce avail-
able at one ol several star bases. While
adventure fans may find the frequent bat-
tles annoying, strategy and wargamers
will not necessarily find them to be the
opposite. The battles are often tedious
and inconclusive. At more than one point,
they intrude on the game’s main plot
without reason, so that one might wonder
whether their presence in the game serves
as little more than padding between the
more engaging adventure sequences.

"ASSEMBLE AN AWAY
TEAM, NUMBER ONE."

[t is during the away-team missions that
players will be able to live out whatever
fantasies they may have of taking on the
roles ol Commander Riker, Lieutenant-
Commander Data, Licutenant Worf, Doc-
tor Crusher or Counselor Troi. By the end
of the game, Captain Picard will also join
the away team and become an optional
persona as well. The away-team missions

are often not very difticult, but
they are extremely enjoyable. The
program’s three difficulty levels
makes it possible for you to select
your own away team as well as
designate which equipment is to
be issued. At the simplest level,
both of these tasks will be per-
formed for you.

Once away from the ship, tra-
ditional adventure options such
as “speak 10,” "use” and “walk 10"
become available to the charvacter
you have decided to control and
lead the others. Advice passes
freely between the away-team members,
and it is rare that you will be caught with-
out an idea as to what to do next. There
are certain time-sensitive actions, particu-
larly during the latter portion of the
game, when the lead member of the
team must either accomplish his task
within an allotted time, or die. This is

DRBITAL RENDEZVOUS Even in cut scenes like this one, the graphics
do a good job of recreating the Trek feel and advancing the story.

made even more dillicult by the pro-
gram'’s [requent disk access, during which
time all commands remain frozen. Fortu-
nately, once the leader accomplishes his
or her task, the program assumes that
the others have done the same, so that
you need not repeat the trial three or
[our times. Nowhere is this more wel-
come than one maddening sequence
which requires your group leader to walk
across a room whose floor-tiles appear
and disappear in response to a collection
ol musical chimes.

As a further example of this gestalt
quality of the away-team, the group en-

joys an unlimited inventory capacity,

each item of which may be accessed by
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any member of the team. Thus, there is
no need for the wricorder o be passed
from Doctor Crusher to Commander
Riker in order for Riker to use it. Away-
teams are normally equipped with a -
corder, medical scanner, emergency
medical supplies and, usually, phasers.
The phasers include adjustable settings
which must be tuned according to cir-
cumstances. Despite their relative sim-
plicity, for favorite character role-playing
and interaction, these away-team mini-
adventures form the high point of A FI-
NAL Uniry, and one can only wish that
there were more ol them,

"BUT WHAT DDES IT
MEAN, MR. DATA?"

The real mystery ol A FINAL UNITY un-
folds in a little-known area of space called
the ZTarmis Nebula. Using the informa-
tion he has gathered both from his away
teams and rom outside sources, Captain
Picard must piece togeth-
er the enigma of fleets of
alien ships, which have
suddenly started crossing
into Federation space on
their way to the nebula,
Most of the game's ship-
side activity takes place on
the bridge ol the Enter-
prise. The captain has ac-
cess here to the opinions
of Data, Worf, Troi, Data
and Riker. Frequently,
however, those opinions
consist of “Sorry sir, no
idea,” or “Why don’t you
contact Starfleet?” This is not to say that
the bridge crew has no opinions. It is
simply necessary, as is often also the case
on the away-team missions, to wait until
someone volunteers a suggestion on their
own. Until such a suggestion is made, it is
often necessary for you to stand and wait.

Conversations with other ships, as is
also the case with otherworldly citizens,
are a self-rumning process in which your
[unction is simply to tap the mouse or the
space-bar in order to bring up the next
statement. ‘The conversations often take
on the appearance ol multiple-choice se-
lection. However, your job is to make
sure that each question on the list is ver-
balized, rather than choose between
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THE TRADITION OF EXCELLENCE CONTINUES...

“THE EMPIRES _ el RN\ DESIGNED BY
OF THE \ \ MARK BALDWIN
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EMPIRES OF CREATORS OF

THE MIND.” i
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PUT YOUR WARFARING SKILL TO THE ULTIMATE CHALLENGE WITH EMPIRE II: THE ART OF WAR,
THE LATEST CHAPTER IN THE BATTLE-PROVEN EMPIRE SERIES.

EMPIRE |l GIVES YOU COMPLETE CONTROL OVER TROOP DETAILS AND BATTLEFIELD STRATEGY
INCLUDING INTENSIVE CAMPAIGN PLANNING, RESOURCE MANAGEMENT, DEPLOYMENT, COMBAT,
GEOGRAPHIC AND WEATHER CONDITIONS, SUPPLY LINE SECURITY, FORTIFICATION AND MORE.

'WORK AND MODEM SUPPORT * SVGA GRAPHICS ® DETAILED SCENARIO EDITOR

NEW WESRLD COMPUTING, ING:

SOFTWARE & 1995 WHITE WOLF PRODUCTIONS. ALL OTHER MATERIALS @) 1995 NEw AVAILABLE AT YOUR LOCAL SOFTWARE RETAILER OR ORDEI
e WL, ComTING AN T8 U TINETIVE LEe, Sk NEe WrEhee T i wanga e DipmcTERc NEW WoRLD Edmeuining AT+ 800281 056s
NEW WORLD COMPUTING, INC, NEW WORLD COMPUTING, INC, IS A WHOLLY OWNED (818-591-4136 OUTSIDE THE U.S.), OR BY MAIL:

P.O. BOX 4302, HoLLYwWoOOD, CA 80078-4302.

SUBSIDIARY OF NTN COMMUNICATIONS, INC, ALL RIGHTS RESERVED.
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AT YOUR DISCRETION, COMMANDER Most gamers
will be happy to know that both engineering and
tactical stations may be delegated away. But if
you want to get your Captain's hands dirty, the
amount of micro-managing is minimal.

them. It is only towards the end ol the
game that your choice of statement or ac-
tion will have a profound impact on the
outcome of the story.

Perhaps the most important source of

information on the bridge is the ship’s
computer. This system of menus and sub-
menus contains material regarding near-
ly every planet and every situation you
will encounter. Its background informa-
tion is very useful, il not vital, for finding
your way around the galaxy.

Also on the bridge are a listing ol pre-
vious destinations so that, when the time
comes, you will easily be able to recall
their coordinates and revisit them. Like-
wise, the ship's astrogation system may be
accessed from here. A FINAL UNITY

breaks space down into a series ol sectors
and star-systems so that each location re-
quires two sets ol coordinates. You may
decide to break-away [rom the story’s
main flow and explore the galaxy on
your own. Indeed, should you miss one of
the game’s most important yet subtle
hints, you will be forced to do quite a bit
of independent exploration. However,
you will find space to be crawling with
dangerous black-holes, hostile alien
fleets, and other deadly phenomena,

“A REAL HLINGON NEEDS
NO VOICE ENHANCEMENT.”
The most spectacular component of
THe FINAL UNITY's impressive presenta-
tion is the appearance of Next Generation
cast members Patrick Stewart, Jonathan
Frakes, Brent Spiner, Michael Dorn, Ma-
rina Sirtis, LeVar Burton, Gates McFad-
den and Majel Barrett. Each cast
member represents their character with
the same flair and dignity which earned

the cast the admiration and respect of

television viewers for seven years. Other
actors, with the exception of a strikingly
funny Klingon Commander, are not
quite so memorable, except that together
they carry on the tradition of Star Trek's
politically correct mixture ol race and
gender, Sound eflects are likewise taken
from the show, and contribute well 1o the
program’s classically Next Generation look

Parlez Vous Klingon?

'I]'uwe_ue'r, with

- Schuster Interactive this fall. “To leam about Kin-
gons, you have to get inside their skin," says Keith

Halper, the title’s producer. To that end, the pro-
gram will'immerse humans in the Klingon cul-
ture—evenything from the language to Klingon
history, sociology, rituals, religious beliefs and the
inner angst of these formidable creatures,

The CD-ROM uses voice-recognition to teach
around: 100 Klingon phrases, including “tlhingan
Hol Dajatlh'a™ (Do .you speak Klingon?) and “Hlja"
(ves). According to Halper, leaming the nuances of
the language is necessary in order to understand
the Klingons,.and he adds that the guttural harsh-
ness of the language depicts the Klingons as ac-
tion-oriented beings.

As you move through the world of SR Trex: Kun-
&N, you enjay the first-person perspective of a Klin-
gon named Pok. A tutor (to be portrayed by a
yet-to-be-named Star Trek actor) accompanies you

(I came, I saw, I looked great in a toga.)
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and feel. There is a music score during
much of the game, but it olten has trou-
ble making itself heard in between the
program’s frequent disk access.

Unlike previous Star Trek offerings, the
lead characters are depicted in the full
glory of their television likenesses. This is
particularly true on the bridge where, de-
spite their limited movement, each char-
acter has been rendered in a
characteristic pose. Picard is unable to sit
down and relax during the story’s tense
events, while Riker improvises a two-step
as though he is uncertain as to his exact
function on the ship. During away-team
missions, the characters, of course, appear
reduced in size. Nonetheless, they move
about the screen displaying their charac-
teristic mannerisms. Picard straightens his
uniform as he speaks while Data makes
sure he obtains a tricorder reading from
every passing molecule. The various plan-
et exteriors are drawn with an impressive
degree of color, shading and detail, with
many of the interiors somewhat bleak and
stark by comparison.

Visually, the program’s highlights are
its many video clips which appear
throughout the story. These appear to
have been given the same lavish treat-
ment as similar sequences enjoyed by the
television show, and generally depict the

various starships in action. Only two of

the videos depict the lead characters, and

are produced in the old George Pal Pup-
petoon style using some very innovative
techniques. The videos may be reviewed
at any point by making a quick trip from
the bridge to the holodeck.

A Fivar Uniry is a demanding pro-
gram, and players with high-end comput-
ers will probably find it a more enjoyable
experience than will others. Despite the
somewhat trying tactical sequences, it is a
relatively easy game to solve, yet not so
casy that it will waste the time of experi-
enced players. Star Trek fans should not
hesitate to spend some time with it

Appealing to the tastes of the collector-
minded Trekker, A FINAL UNITY has been
packaged in a regular and a deluxe edi-
tion. The deluxe edition is being pro-
duced in limited numbers and contains,
in addition to a serial number, an LCD
pin featuring the Enterprise, a poster and
a hard plastic container. &

THE EDITORS SPEAK

A FINAL UNITY

RATING ***j*

PROS lingaging story, outstanding
visuals, Patrick, Jonathan, Brent,
Michael, Marina, LeVar, Gates and
Majel.

€onNs The ractical portion may not
appeal to all players, and the story,
while good, is somewhat brief.

. ing actors from the TV. series, along with various
training simulations such as the Right of Ascen-

sion (a Klingon's passage into adulthood). One
simufation.even tests your social etiquette. A Klin-
gon approaches you in @ bar. You say "nuk nech"
{“What do you want?" or “Hello") and the Klingon
says that he wants to sit down. You may.click on a
chair, inviting the other Klingon to sit, click on the
Klingon's forehead to indicate an aggressive action,
or simply do nothing. The latter is a sign of rude-
ness in Klingon culture (and of course, all Trekkers
know how the rioble Klingons value their polite,
genteel reputation),

STAR Trex: Kuncow is packaged with the Klingon
Cultural Handbook in paperback. And to round your
adenoids into shape for those tough Klingon conso-
nants, two audio tapes are included. Power Kiingon
seems more suited to the galactic businessman,
while Conversational Klingon is better for travelers
who simply need to know how to find the restroom
and order fresh gakh when vacationing on Kinszha.
STar TRex: Kunaon is scheduled to release next year
for $79.95 from Simon & Schuster Interactive,
(800) 983-5333.

—{ynthia Bournellis

(Time flies, or my sundial is fast)
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Caesar II gives an award-winning game new life-

A great sim with a real game to it!
* Eye-popping graphics
s Streamlined interface
 Iixtensive 3-D city-building

Build a City...
Start wilh a pI‘oﬂncc in the {:m'l_\_.r Roman
Empire and build a capital city with exquisite,
detailed structures. Then master your unruly province
by exploiting its resources, opening trade routes, and raising
armies. Rule wisely and promotion will soon follow...

Build an Empire!
Develop other provinces and take on their unique challenges. Move up the
ranks and confront invading Carthaginians (with elephants!) and upstart
Gauls. Your job is to keep the barbarians out, your cities thriving, and your
citizens cheering.

For a future Emperor, it's all in a day's work!

SAR |

4 BUILD A CITY...BUILD AN EMPIRE!

S I E.R. RA”

© 1995 Sierra On-Line, Inc.
All Rights Reserved.
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37547 Master of Magie
40234 Mator of Xanos
IR&07 Maze .
3BE77 Mach fnmmnndm
34155 MechWarrior Il
39795 MechWarrior Il Add
38305 Matal Marines . ...
34845 Matahech: Earth Sieg
31459 Micrasoh Gall ...
37105 Mile High Club 8 Pack
40118 Mirage ...... . T
39148 Modorn Ait Combor.....
38904 Mortal Kombat 1i
JBO094 Ma. Mataverse.
33204 Myst MPC _...... .
39806 Mysery Collection
35818 NASCAR Rocing.........
399348 NASCAR Track Pack CD.
39725 NFL Guontetback Club
40340 NHL Hockey '%é




The Master of Dungeon games relurns|
Command a party of warriors through the
mos! IL'UEIEvrI(: [Hll_‘[ﬂﬂ)'l"s] wor |d ever,

IBM CD #37702

VEMLION 4 FOA MUl MEdia c0

The world's finest, selfpaced, typing
rogram , now with improved memory, 10-
ey leaching mode & challenging games.

IBM CD #34580

CD ENTERTAINMENT ' .

40339
39098 Now Hc

3JED14 Orion Compiracy .
36280 PGA Tour Goll 486........
403435 PGA Tour Golf Windows .
40341 PGA Tour Invitational ..

36941 Phoanix Fightar
35005 Pinball Arcade

40342 Paychic Detoctive, .
39317 Pute Wargame

39290 Fuzzla Power .,
39847 REI ‘95
36829 RELEN

3 alms o
321355 Robel Asc
40242 R The Becoming Vel 1.,
37024 Renegade: Jucob's Star .,
3BP4Y Rovibution,.. o
31705 Return fo Zorl
39549 Riddle of Master Lu
34917 Rive of the Robats ..
36937 Riso of fhio Triod
35238 R n's Requiem ..

it
39970 Rughy Wn-l?l Cup 95
38865 55M 21; Sea Wolk
39814 Sclonce Fierion Coll
3I9207 Scrall ’

ai Great |
! WINDOWS 95

The first fighting game for the PC CDROM.
Moare deadly than any other PC fighting
game. Fealures 11 vicious warriors!

IBM CD #40114

Evil witches cast a spell of darkness over
your people. Defeal the demon-spawns
and return your people lo the light.

IBM CD #39737

CD ENTERTAINMENT ' .

AD147 Silent Hyunter
39208 Silvwrleod

38732 Skulleracker..
39699 Slipstream 5000
37025 Sarority House

Pirstes
Gluest Anthalagy

36693 Sanckeep
38609 Sirip Poker
37090 Subwar 2050 Plus
40229 Super Pushover :
006 § Street Fighter 0l Ty

JPR46 T Mak............
38456 Tank Commander...
39735 TekWar.,
A0125 Terminal Valocity
34916 Theme Park ...
JB595 Third Rei
40235 This Maans Wer

30783 Thunderscope

30734 Time Pockes.

30876 Tony Lo Russa Baseball 3
40360 Tony LoRussa Classic
40341 Tany LoRussa Dara Disk ...
38456 Top Gun i
39937 Top Ten Il Pak ..
36292 Total Distartion.
e4%7 Tow enraller
75645 Transpart Tycean
7538 USS.

loystick, conlrel pad, ond keyboard-all in
onel Play any computer game. Two
control modes, builtin memory & mare.
Hardware # 29441

ALt p AL

1,000 years of history, geography,
science, arls & literaturel Digital movies
of live actors, animated 3-D warlds! .

IBM CD #40414 (MAC CD)

36278 U5 Mavy Fighters.
A740347 Ultima VI, Complete Series
imate Doom
ate Family Games
all '25

IB6&) Vir
36707 Voyeu
I9724 WWE How
37516 Wenderlust

Join one of & warrior clans and moneuver
315t Century weaponry as you confront
opposing clans in an alien environment.
IBM CD #34155

s | e o]

Tee off at beautiful Bighorn pro gl

course. Fealures flyovers "live” golfers,
d*’nﬂl"ic CU”rlQL PIUB “'lUL'iI more.

IBM CD #39396

CD ENTERTAINMENT '

39103 WarPanal ............
Vareraft: Ores and Humans
I 4

800-228-7449

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

NOW ORDER 24 HOURS ext. 364

Complete on-line catalog with over 5000
software and hardware titles.

@ Prodigy - Computer Express @ CompuServe - GO Express

@ Internet - info@cexpress.com @ AOL - Computer Express

© wwwhi p//cexpresscom2700 @ eWorld - Computer Express

Mo surchorge is odded to credil card orders..PO's, wire ransfers, personol and cashiers checks
accepled..Some ilems are not returnoble. Returns require authorization # and are subject to 15%

restecking fee. Al items offered for sale are subject te avallabili

.We are not responsible for typograph-

ical errors.. Shipping and handling charges apply.. Warldwide shipping!

JAll prices are subject to change without nofice.

COMPUTER Express

o

31 Union Ave. Sudbury, MA 01776 Info: 5084436125 Fax 5084435645
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800-228-7449

NOW ORDER 24 HOURS ext. 364

CUSTOMER SERVICE, CALL 508-443-6125 9am - Spm EST

INFINITY MACHINE

F THE ULTIMATE GAME CHEATING uTiliTY

The ullimate game-cheating ulilityl Search
for known values, unknown variables and
more. 4GW and network compatible.

IBM CD #39740

S eRAmNT |k rone | machross |

37040 1830: Roilroads & Robber Borons.
38454 Sth Fleat - v
34302 Advanced Civilization
37304 Aide De Camp

33341 Asena Elder Seralls .
33708 Armaced Fist

35913 Artopart  WINDOWS
38608 Atan 2600 Action Fack
39007 Boldies

33857 Batfle Cruiser I000AD
34448 Batledroma

21151 Batlles of Mopoleon
36654 Blood Bowl

33941 Brett Hull "5

35010 Brytal
27743 Carrier '~‘|nh

1 WINDOWS.

i i
3B64AT Cln‘;k\’\n\.m WINL\U\‘V& e

37445 Collegiale Ponnsylvanic Stole WIN ..
37439 Collegiolo U, of Michigan 'WINDOWS .
37434 Collegiote UTLA  WINDOWS, . .,
15717 Colonization . . .

32930 Comancho & Mission Disk #1.
22035 Cerridar 7

36087 Cyclanes

37076 Descent

39219 Digpers. |

36747 Diseworld s
35719 Doam Il Hell on Emrh ......
39490 Doam il Mightmare Missions .
32978 Dungean Master 2 . -
39915 Oynasty Leogue Bassball
39914 Entartainmant Digest WINDOWS .
36832 Fighter Wing . ;
34589 + Commander Il .

32532 Flight Light

36695 Flight Sim: Eutopa #1 5.0

32901 Flight Sim: Las Vegas 5.0

37638 Flight Simulator 5.1. . . .

364247 Front Linas

34894 Frant Page Spors: Baseball . ... ..
35314 Front Paga Sports: Foarball 95 .
34001 Girllriend Lisa - Adult. ., . ..., ...
34436 Girllriand Tari - Adulr

16461 Glider 4.0 WINDOWS,

37744 Goal '94. . .. TEY
34826 Gelf Caurtes: Banff Springs WINDOW
34827 Gall Courses: Mauno Koo WINDOWS
34828 Gell Courses: Pinshurst  WINDOWS
346790 Goed 1 Firm
34006 HardBall IV
35453 Harpoan || Bonleser #3 . . .,

COMPUTER GAMING WORLD 1995 WDP Il

PINE

ALL

W Calihrrn

Features experl ”lp[]{‘r contral, 5.L¢.|_IC|L-

ular sounds and authentic speec

multiball, or aim for the 3-D ramps.

IBM Win #356303

36245 High Seos Trader
27109 Hallywood Mogul
31471 lndyCar Racing .
39740 Infinity Machine
39090 It's @ Foir Bot
30628 Jock MNigklaw
31480 Jogged Alliunce

27660 links 386 Pro .
39648 links: Davil's lsle Cnulw SVGA 3
32478 links: Firestone Course SYGA,
31507 Links: Ianisbrook Course SVGA . ,
32479 Links: Pabbla Beach Course SVGA. |
34698 Motalech: Earth Siege. . . . . X
38905 Martal Kemban I ., .

34997 MASCAR Rozing SVGA. .

37092 Navy Srike

39097 MNew Horizons

39101 Onalaught

34480 Panzer General . . .. ..

37083 Pizza Tycoon  WINDOWS

37305 Point of Anack

35935 Guaranting

32863 Quest lor Glary w

34384 Realms of Arkonio: Star Trail

346936 Rise of the Tried . . . .
35234 Robinon's Requiem

31457 SimCity 2000 A

38245 SimCity 2000 Uitvan Renewal Kit
37042 SimClossic Collection
24473 SimEarth Choasic
31454 SimFarm

29724 Simlife Clossic

37593 SimTower  WINDOWS, ..
22085 Solitgire Anfics  WINDOWS
40123 SpoceWard Hol IV WINDOWS |
33342 Spusta VR, Ty
36483 Stelingrod

26706 Star Trak 25th Anniversary

31772 Ster Trok: Judgment Rites . .
31884 Ship Poker Professional

394688 SuperKarty.

20124 Torminal Valosily Sharewore
33332 Third Raich

38236 Tiw Fightor. Del fondars
29706 Tigors on (he Prowl |, e
37084 Transpert Tyccon  WINDOWS
36452 U Bout  WINDOWS :
35821 Universal Mever Lock for Games
36041 Unnecessary Roughness *95.
36708 Warcrolt: Ores and Hume:
31521 Warlords 1 .

38343 X COM: Terrer From fhe D-ep
35215 X COM: UFQ Defense.

WINDOWS

tute Tour 2

R

ki)
30
a7
40
12
17

Hardware #36876

THE COMPLETE
ORIGINAL Mll_qa‘\llll
PLUS ALL-NEW
EPFISODE IV
THY FLESH
CONSUMBE

plus an all new episode: Thy Flesh
Consumed, Mine new expert levels!
IBM CD #40083

35923 Afer Dark 3.0 WiN

35924 Alter Daik MPC 3.0 CD. .

38270 BOB CD

36987 Beavis & Authoad Serean Saver CD
37767 Cookw Cin tha Manu 1.0 CD
33036 Craatve
33549 Dengn Y
12177 Do,
36174 EasyKeys €O

36760 Emporor’s Now Clothes CD _ .
36855 Encorlo MPC Encyclopedio "75 co
AD105 Gome Runner 2,0,

33523 Mays Clinic Family Huglth CO
34986 Mayo Clinic Phormasist CD .,
36519 Moyo Clinic Sports Heallh CD
39414 Medical House Call CD. , ., .
37123 Metamerf 3 D .

Phython's Cmplc e Waste CD -

34948 Page Master CD.

2 al Surrman co. ..
rse 1w/ Midi Coble.
40018 Plus! lor Windows '95 CD
34030 Primt Shop Deluxe WIN .
31527 Publisher 20 WIN .. ..
34843 Guickon 4.0 CD.
34840 Guickon &.0 WIN
34838 Q
34841 Gy

o
WINDOWS 1.0

36017 SAT | Studyware CD

32960 SAT NEW Persanal Trainer 2.0.

34803 Spoets . Swimauit CO.

3A&7H Stacker Multimedia 4.0 'WI NEJOWQ
370887 Star Trok: TMG Serean Saver WINI)()WS
34170 Star Wars Scenon Saver WINDOWS |
34412 Troasure Pack | CD

38594 TriploPloy® anith CO

21491 WinFax Pro 4 O WINDOWS

40149 Windowa 75

40139 Windows 75 Upgrade 3.5°

40000 Windaws 95 Upgrade CO

34081 Windows Upgr ndr- an

Flight simulation and aute rocnnr supporl
with dual operating modes for flying.
Accelerator and brake control for driving.

Feotures the original megahit's 27 levels,

(Haloer

[ Over 400 card, casino, and gambling

games; Vegas-style Blackjack, Poker,
Roulette, 75 salitaire games and marel
IBM CD #39742

Your girlfl iend moves and mspcrnds lo

onything thot you say. Girllriend Tracy is
also now available in adult & PG versions.

IBM CD #38540

33403 11th How €D .,

34011 Absolute Zero CD

39145 Apache ([J R
B

d 1

Master w/Kit <
36374 Casino Tournament of Champion:
40237 Civilization Metwerk CD
38569 Club Cyberlesque CD . .
40238 Colonization CD. . . .
33084 Crystol Caliburn . .
39173 Crystal Crazy 1.0, ..
39640 Dark Forces CD y
39686 Doom ll: Hell an Eanh . .
JBP10 Dr. Brain 1l CO.
38664 D 1 Master 2 CD
8210 G 3
38522
39998 H
38731 Johnny Masmanic C0
39999 Journeyman Project Il CO
35257 links Pro w) Harbostown Coisrin
ADZ08 Marathen CD :
39448 Marathon Gamenel, , .,
39013 Master of Ot
38570 Ms. Matoverse
32204 Myt CD

s CD

AQ0BA Panic in the Park CD
35331 Phantoymogeria CD
39729 Prim

nge CD
34581 Rubel Avsoul CD
40247 Reflux; The Becoming Vel | CD,
35754 SlmTower
38596 Shulingrad .
39733 Stur Trek: Omnij Ft'dl €D
A0219 Skar Trek: Th Final Ler,. o
34351 Swar Tr-l TG Tach Maneal CD

B4 U’muul Vegos Vol
40371 Wing Commandu
37192 Wollonsein 3 D . .

STICKS/MICE

38163 Cybertans 120 VR Heg
40263 CyberMaxx 180 VR Head

39877 F 15 Eogle al Srick
39874 F 15 Ho ol Srick
39875 F 15 Ray crical $1ick

39876 F 15 Talon Tactical Stick




On the mean sheets of the Fulum illegal
racing is your sport. Fast and furious
gameplay, mixed with oulo violence,
IBM CD # 39949

Raised in the town of Harvest, you suffer
from amnesia, and everybody's a stranger.
You're plunged into a terrifying nighimare!

IBM CD #33905

JOYSTICKS/MICE

31217 Flight Stick Pro  1BM. = RN L
27914 Flght Stick Pro MAC. .. .. 70
31148 G Force Flight Yoke. . . . . ECAR TR | 4
324018 GemeCord Il MCA, Au'anmllc . 39
36886 Joyswitch, .. 38
36562 Naotwral Keyboard .. 8%
35458 PC Goll System , . 121

38876 Pro Pedols .. . . R T

35104 Thrusmaster F 16 FICS . 12
33344 Thrustmaster Fermula T1. . . . 112
29522 Thrustmayer Pra FCS. .. ... 104
40172 Thrustmaster Pro Play Gelf . 540
38156 Thrustmaster TGS fer FLCS . 112

38442 Vinual PilatPro. . .. ....... ... 88

CD DRIVES & UPGRADES

35857 APIEX Quad speed EXT w/Controler .. 552
35855 APLEX Guod speed INT w/Contvoler 95
39574 SPLEX Sixipeed INT wictl, 552

37759 Dhamaond S000 INT 250Ms CD Kil |
37031 Digital Schoolhouse INT COROM
39271 Discovery CD16 4% INT COROM . .
21560 Gome Blaper CD 1. ..oy 0
38060 MulliSpin 2V Doluxe INT COROM , |,
360462 MultiSpin 2VI INT CDROM, . . . .
38059 MultiSpin JXP Plus Portoble .
34923 MuhiSpin AXE EXT CDROM
JB058 MuliSpin 4XI INT COROM. .
JB0&5 MulSpin 4X1 INT COROM Kit . . .
39975 MultiSpin &X) INT COROM. . .. ...
34133 Reo'magic COROM KR, , . .,
39272 Sound Bluster Volue CDINT .,
JBSBB TEAC AX INTCOROMKI. ..o v v vuy
38386 TEAC 4X INT Mullimedio Kir, ... .. ..
38737 Toshiba EXT QuodSpeed ki, | . . .
38710 Toshibo INT QuodSpeed Kir. .

SOUND CARDS

38352 Reslmagic SCSI MPEG w/ Zork . . . 423
32031 Roland RAP 10 Audin Produeer. . . 235
28019 Reland SCC 18 GS SeundCard . . 268
35480 Roland SCO 10 DB Sound Canvas CAlL
35428 Roland SCOD 15 D8 Sound Canvas CALL
34807 Sound Blaster 18 Value Edition . . . ... 93

37027 Sound Bloster AWE32 Value Ed. . . 155
34641 Sound Blaster Pro Value Ed. - 74

34640 Sound Blaster Value Edifion . . . . . 52

34580 Video Blaster RTI00 14 Bir . 134
30931 WaveBlaster Doughter Board 147

Gain quick access rn 10 major research
volumes loaded with animations, photos,
video, music, maps, business Iislings. efe.

Arc, thratile with Irim contrals, 3 program
mable swilches and a mini trackball. Fully
programmable through the FLCS.

Harwaore #38156

35543 AC5 52 Shielded Speakers. .. 1.1
39264 ACS 250 Subwealer, 100
28122 ACS 300.1 Speakers wfﬁu'hwuol'u' 200
36504 Jozz | 511 Speakers. . . .. Lo 74
36500 lazz | 590 Speakers. ... ... .. .78
36501 Jaze ) 702 Speakers 120
36503 Jazz ) B18 Speakers 165
30730 Kow HD & MPC Speakers 73
38255 Koss HD 100 Speakers SR T
34173 Kass HD 50 Speakers Y 33
42220 lablec CS 900 Speckers. . PHCUTR .
32228 loblec €5 1000 Speckers 2 R
0475 Partner 570 Speckers cree. 246
30474 Partner 422 Speakers w/ Subwooler 184

33649 Powered Specker YSTMIOH [Pair), ..., .., &6
37714 Powered Subwouler YSTMSWI0
32101 Rolond MA 12CP qun d Specken
38308 VividiD e

37712 Vivid3D Plws

38455 Vivid3D Pro,

VIDEO CARDS

J9000 9FX Mation 531 2MB DRAM VIR . 227
30002 9FX Matian 771 2MB VRAM VIB 294
39504 9FX Mation 771 dMB VRAM VIB 445
39894 9FX Vision 330 1MB DRAM V1B 133
39894 FFX Vision 330 2MB DRAM VIE 177

28570 Boca Super VGA .59

38130 Diamand Speadutar 64 1MB I5A 147
38353 Dismond Spesdstar &4 2MB 15A 206
38132 Diamend Stealthtd DRAM 2MB PCI 206
38133 Diomand Siealthdd DRAM 2MB VIR 206
39427 Dismand Stealthéd Videa 2MB PCI 343
39428 Diomond Stealthéd Video 208 VIB 328
37182 Graphics Xpression 2MB 154 189
38319 Graphica Xpeassion 2MB VIB 188
39905 Imogine 128 1280 aMB PCI 629
34415 ReelMagic Lite 236
J1921 ACE 144 INT 5/R Fox W/ Voice .. ... 166
38274 Cordinal MVPLAAE 14 JEXT F/M R
38277 Cardinal MVPIAIF 14 AINTF/M. .. ... . 50
38275 Cordinal MVPI2AWIN 19 2INTF/M . 50
38278 Cordinal MVP2861 28 BINT F/M 139
38280 Cordinal MYP2BEXF 20 BEXT F/m 161
33712 Connection 14 .4 Inl, Fax/Modem . i
37974 Connechion Pro 19.2INT 14 4Fax 4 0
31908 Proctical PMIASHC 1 INT Fos/Modem . 75
31894 Praclical PMIA4MT 1| EXT Fox/Modem 2

B ey

MRNSIMJO HIVLR MIDII MEGAMANL

g A 7 = 1
Order Windows 95 today and ask about Rediscover 15 Alari video games an
the new gomes ond applications available Windows: Barnstorm, Keystone Kapers,
for Windows 95. Enduro, ond many other Lvorilcsl_
IBM CD #40000 IBM CD #39804

Trovel Ihrcugh the.aning! kingdomwilh
birds, mammals, & reptiles. Fullmotion
videos, rich photes, & CDquality sound|

For flying, spoce combat, & driving
games. Features; flight yoke, dual d-way
switches, 6 fire buttons, elevator & more.

IBM CD #37540 Hardwuore # 38462

20367 Sportyter 14,4 INT Fox/Modem .. .. .. .. P4 35136 1X9 Simms 70ns (4 Simma) . ...

37599 Sportiler 14,4 PCMCIA F/M N7 35149 449 Simms 70n3 (4 Simms) ... .

37600 Sportster 26,8 PCMCIA F/M . . 355 36176 72 PindMB Module 60ns

37453 Sportyter 28.8 V.34 EXT F/M. 247 36177 72 PinBMB Module &0y, .

37455 Sportiter 28.8 V.34 EXT F/M MAC . 260 36555 72 Pin 16MB Module 0m . o
37454 Sportter 2B B VI4INTF/M, .. 229 F1738 Cyrix CR4BSDRX2 33/66 JBGDK B

40036 Sportter VI 268.8 EXT w34 F/M Lo 260 34409 Cyrin CX4B6SRX2 25/50 2845X 25,

40035 Sportiter VI 288 INTw 34 F/M ... ... 248 35134 Overdrive 486DX SOCPU. . ... ....

32317 SupraFaxMadem 14.4 EXT MACINTOSH. . . 178 J0BB4 Overdrive 484DX 50 CFU WO/0D

26938 SupraFaxhodem 14.4 EXTVI28IS. ... ... 181 31505 Ovardrive 484DX 44 CFU WO/0D -
32314 SupraFaxModem 14.4 INTV.A2BIS. ... .. 110 35502 Overdrive 486DX && FOR SX/DX33 <
JB528 SupraFaxModem 28.8 vI4EXT. ... ... .. 208 34727 Overdrive 484D%4 100 CPU >
JB527 SupraFaxModem 28.8 v J4EXT MAC . 218 36728 Overdrive 484DX4 100 CPU WO/QD Calt
38529 SuproFaxtodem 28.8 vI4INT. .. ... . 182 36725 Ovardrive 4840X48 75 CPU . CALL
9269 TDK DF1414 PCMCIA 144 F/M .. ... 158 36726 Ovordrive 4BSDXA 75 CPU WO/OD CAlL
392467 TDK DF2B14 PCMCIA 2BB F/M ... ... 325 38404 Ovardrive PENT 63 CalL
346147 1X3 Simma 7001 (4 Simms) CAlL

800-228-7449

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

NOW ORDER 24 HOURS ext. 364

Complete on-line catalog with over 5000
software and hardware titles.
© Prodigy - Computer Express @ CompuServe - GO Express

© Internet - info@cexpress.com @ AQL - Computer Express
© www :hin//cexpresscom:2700 @ eWorld - Computer Express

Mo surcharge is added to credil card orders. .PO's, wire transfers, personal and coshiers checks
wecopled. Some ilems ore nol refurnoble. Returns require authorizafion # and are subject to 15%

restocking fee. All items offered for sale are subject 1o uvnllnhdmir‘ MWe are not respansible for typograph-
shipping!

ical orrors. Shipping and hondling charges opply. Worldwide
Al prices ore subject to change without netice.

COMPUTER Express S =Bl
31 Union Ave. Sudbury, MA 01776 Info: 5084436125 Fax 5084435645
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REVIEW

Citizen JFK

ReeLeCT JFK Lets You Live An Alternate History

by Johnny L. Wilson

WILL NEVER FORGET SITTING IN A LS.
FHISTORY CLASS AND WATCHING A FILM
ABOUT
My emotional teacher answered the

THE LINCOLN ASSASSINATION.

phone and wirned off the projector

with tears in her eyes, “The President,”
she said, “has just been shot.” We thought
this was taking a 100-year-old assassina-
tion a little too seriously. “He was in a mo-
torcade in Dallas,” she continued and
reality hit home. Our president, JFK, Jack-
ie's husband, the young King Arthur of a
New Frontier Camelot, had been shot.

Price: $49.95
System
Requirements:
Windows: 486-
33 MHz,
Windows 3.1, 4
MB RAM, 2 MB
hard drive -
space, 2% CD-

ROM drive, SVGA graphncs, 640 x 480
color monitor, and mouse; supports
Sound Blaster-compatible sound cards.
Mac: 68030 or better, System 7.0.1,
640 x 480 8-bit color monitor, 5 MB
RAM, 2x CD-ROM drive, and mouse.
Recommended: 8 MB RAM for both plat-
forms.

Developer: Viking Entertainment
Publisher: Quadra Interactive

Distributor: Compton’s NawMedla
Carlsbad, CA

(800) 862-2206

IPK ujrnunnzg'x_u DAL

RepLect JFK rakes that moment and
reshapes it into a chance to recover the

idealism of Camclot, the 1,000 days of

the Kennedy presidency. Quicktime
video clips are viewed from Kennedy's
perspective, and you determine what
would have happened il Kennedy had
only been wounded in Dallas. Your pri-
mary goal? To be reelected. Your sec-

ondary goal? To find and accuse your

Jl[l(!l'llptt.'(] assassin and any l.'.l.')—C()l'I&Pil'il-

tors (an alternate history allows for
alternate villains).

The interface uses two ther-
mometers to indicate the presiden-
tial approval rating and global

perception of U.S. strength. Four gyamp act Upun comp]ehun of an agenda item, JFK's
buttons indicate agenda items  stamp appears over the button.

which you can activate. Three of ——
the buttons (Vietnam, Civil Rights, and
Campaign) are numbered, indicating the
amount of time needed to accomplish
that agenda item. Clicking on the item
precipitates an encounter (phone call,
visit to the Oval Office, meeting in the
cabinet room, or brieling in the situation
room). A few menu-driven options are of-
lered during the course of these video
scenes and, as you select them, a
Kennedy impersonator speaks for you. It
leels very presidential. At the end of each
turn, you can click on a virtual television
to see lilm clips from 1963-64 or on a
newspaper to get hints for future deci-
sions and indications of public reaction to
recent decisions,

"To me, the most interesting portion of

the game consists of watching the polls;
interacting with the cabinet via the agen-
da items; making decisions on campaign
visits, speech subjects and spending; and
trying to get reelected. The rest of the
game requires you to move about a virtu-
al White House and Washington, D.C., in
search ol clues about the assassination (a
strange, time-consuming conceit offering
slow disk access and very litle pay-off).

I also found the three administrative
agendas virtually hardwired. When I
pushed toward civil rights, my approval
rating went down. I also found that the
American people were not about to allow
me to stay in an “advisory” (non-combat)
capacity in Vietnam, much less withdraw.
When [ escalated U.S. involvement in

160 COMPUTER GAMING WORLD « SEPTEMBER 1995

Vietnam, my approval rating went up. Af-
ter losing by imposing Johnny’s values on
John (a major anticlimax because they
didn't show the state-by-state election re-
sults to which we are accustomed), I was
winning big by going against my actual
beliefs. Then, a General Protection Fault
ended my campaign. Restoring the game
didn’t work because the screen would
freeze and the only way to “defrost” it was
to hit the Escape key. Doing this invoked
the “|FK solved the murder” video clip
and I found out all about the assassina-
tion without actively seeking to solve the
case—a disappointing result.

ReeLECT JFK works as a living history
exhibit. At times, it is charming, invoking
an authentic spirit of the era, but at other
times, it falls flat in the “multimediocre”
sense of not offering enough authentic
interactivity. Those looking for a chal-
lenging political game will want to let this
one pass by more swiftly than the thou-
sand days of Camelot. €

THE EDITORS SPEAK

REELECT JFK
ramne N Lk

PROS Offers charming sense ol
“being there” via film clips and his-
torical situations.

€OoNS Little actual gameplay, not
enough randomality to keep things
interesting, and terrible Restore
Game bug.
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BEYOND THE GALAXY. ; Tl
BEYOND THE SUPERNATURAL. > . :

BEYOND WHAT YOU MAY BELIEVE.

sed Under Aulhprization. The Dig and iMUSE are: Irademarks of LucasArls
asArls Entertainment Company, IMUSE U5, Patent No. 5,315,067

,.-_'.www.lucasarls,com
" - Circle Reader Service #4

The Dig game © 1995 LucasArts Enterlai
Entertainment Company. The LucasA




REVIEW

Sex Bomb

No Justice In Novell’s HARD EVIDENCE:
THE MARILYN MONROE FILES

by Johnny L. Wilson

LOVE CONSPIRACIES. NO MATTER HOW

ABSURD OR HOW MANY POINTS OF REA-

SONABLE DOUBT CAN BE INJECTED INTO

the discussion, I love trying to connect

the disparate points of evidence into a
conceivable, dramatic whole. And, just in
case you haven't read the review on the
previous page, I've always been pretty [asci-
nated by the Kennedy clan. Add to this my
early memories of nude photos of Marilyn
Monroe seen in a [riend’s Avant-Garde
magazine (briefly published in the ‘60s by
the liberal Ramparts magazine) and the
lustful drooling conjured by such memo-
ries, and you would consider me the ideal
reviewer for HARD EVIDENCE: THE MARIIYN
MONROE FILES (HE).

Afier all, the program assigns you the
task of getting to the bottom of the Mon-
roe case and allows you to assume the role
of a reporter, an investigator within the
D.A's office, a medical examiner in the
Coroner's office or a police detective in or-
der to do so. The product has many of the
right elements: video clips from the era
(including a Lucky Lager beer commercial
that must have come as a surprise (o teeto-
taling Novell), video clips of famous wit-
nesses (the first police oflicer on the scene,

Harp EvipENcE: THE MARILYN

MonroE FILES

Price: $39.95
System
Requirements: |[BM
compatible 486-33
MHz or better,
Windows 3.1, 4 MB
RAM (8 MB recom-
mended), 2x CD-
ROM, mouse and
16-bit sound card
Designer: T1 New Media
Publisher: Novell, Inc.
Orem, UT

(800) 451-5151

an eye-wimess who
claims to have seen
Bobby Kennedy in
L.A. on the fatelul
day, a wirctapper
who allegedly ac-
quired tapes of
Bobby and Mari-
lyn in flagrante
dilecto (caught in
the act, as it were),
Marilyn’s house-
keeper, and more),
FBL reports o
click through along with a coroner’s report

Lo examing, and several locales o explore,

Unlortunately, the suspended disheliel

falls apart in the product’s initial design.
An investigator from the D.As office
would definitely be able to get toxicological
In HE,
you must change characters to get that
info. A D.As investigator would certainly
have no trouble interrogating police offi-
cers. Not so in HE. Couldn’t a DALs inves-
tigator flash his/her badge and question

evidence from the Coroner's office.

reporters at a television station? Of course.
Yet, this is not possible in HE. To further
recuce the fun factor, the program “reacs”
or “summarizes” every document for you,
slowing down gameplay and limiting the

joy ol discovering vital clues for yoursell.

Worse, even when vou ean interrogate
folks, vou often only get one or two ques-
tions. This hard-wired leeling is constric-
tive and does not allow you to really get
into any ol the four roles, Plus, these inter-
views leave you hungering to be able o ex-
plore some of the clues and red herrings
further.

The only real good news about HE is
that the data it presents is as accurate as
possible. Comparing Noguchi's quotes
from the autopsy in the hook “Coroner”
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CITY OF LOST ANGELS
You have to solve the mys-
tery of Marilyn's death

through carelul mvestlgatlon :\ panoramic view of Los Angeles (/eft) lights up
on "hot” locations to facilitate navigation. Using Indeo video clips (ahove),
you can guestion but not cross-examine some key witnesses.

with those excerpted for HE, I was ex-
temely pleased. I was also impressed with
the witnesses which the designers were able
to put on Indeo video clips and the num-
ber ol declassified documents available for
examination.

Yet, all in all, T had the sense that this is
another case of a designer not understand-
ing the power ol the medium. Itis another
multimediocre product, not because it
lacks production values, but because its
idea of interactivity is simply clicking on a
minimum of hot spots per screen and play-
ing back information for the viewer/player.
In authentic interaction, the player/interac-
tor changes things, Alas, in Harp Evi-
DENCE: 'THE MARILYN MONROE FIiEs, the
interactor is only a supporting character—
as is Ms. Monroe herself, €&

THE EDITORS SPEAK

HARD EVIDENCE

RATING * 3 €S
PROS Use of actual witnesses and
documents lend authenticity to this
exploratory experience.

€oms Too little to do and too litle
accomplished make HE a dull toy.
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Internet Web Browser

and Fax

Corel Web Mosaic™

~ Built-in playback support for
AIFF and AU audio files

+ Direct display of GIF and JPEG
images

“ Full printing applications

CorelFAX™

Send faxes from within any
Windows application

« Built-in OCR and TWAIN-
compliant scanning
Send and receive faxes in the
background

Personal Information
Manager

Corel PLANNER™

« Cross-reference information
easily by linking related items
together

« Daily, weekly, monthly and
yearly calendar views for
planning appointments and
aclivities

Fonis

Corel FONT MASTER"

- 500 high-quality Bitstream” and
URW™ fonts

« Preview fonts, assemble font
qroups, install and de-install
TrueType- fonts on the fly

Micmsofl Office

Migrosolt &5 a repistored trademark of  Micresolt
Corporation, PerlectOtfice ks a trademark of Novell, Inc.,
and SmarSufe i a registered tademark of Lotus
Development Corparabon. Mictosatt Corporation, Navell,
Ing. and Lotws' Develgpment Corporabion make nd
endorsement of Corel or Corel CD OFfice Companion

You’ve got your office suite... but to maximize your
productivity you need Corel CD Office Companion.
It’s value-packed with World Wide Web and fax
communications, business graphics, PIM, clipart,
fonts, reference libraries and multimedia utilities
—all on one convenient CD-ROM!

Incredible
power and value
all on one

Corel CD Olffice Companion—
the ideal complement to:

* Microsoft Olffice

* Novell” PerfectOffice

o Lotus SmartSuite

convenient
CD-ROM

D& L\Ware

1-800-449-3355

Circle Reader Service #40

Source code WCR10
SUS plus applicable taxes.

Business Graphics

CorelFLOW™ 2°

« 2,000 “drag and drop” symbols
90 Smart Symbol Libraries
Built-in spell checker

- Automatic shape connectors

Clipart and Photos
Corel GALLERY™ 2"

« 15,000 clipart images

~ 200 photos and 75 sound clips

« Full-color reference quide of
each clipart image

Complete Electronic
Reference

Corel BODKCASE™

« Electronic encyclopedia,
dictionary, contemporary
quotations, plus 3 almanacs
including a business and sports
almanac

~ Correspondence Library—
700 standard business letters

Multimedia Utilities
Corel CD Audio™—Listen to
your favorite audio CD from
your CD-ROM drive
WinTune™ 2.0—System
diagnostic indicator to aptimize
the performance of your PC

“ WinDat™ .WAV editor—Record
and edit sound clips

~ Corel Screen Saver and
Wallpaper Flipper

L
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* Chigart, lont and phato librares vary trom the
standalone versions of CoreFLOW 2 and
Corel GALLERY 2

KUR-1056

COREL :
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Call nﬂw for faxed literature!
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FORGET WINNING.
THINK SURVIVAL.

Over 200,000 of your comrades have just been
viciously slaughtered. A superior alien life form is pounding
you with simultaneous air, surface and subterranean attacks.
And, by the way, you have no weapons...yet.

Welcome to Absolute Zero, a game in which your raw
ingenuity, fighting skills and quick thinking just might not
be enough to keep you alive.

fg:mfgﬁ;ﬁ;?: il When a mining colony on a small moon orbiting
digitized speech and an~ JUDItET accidentally uncovers a hibernating alien species, all

original CD soundsrack.  D€ll breaks loose and you're at the helm. Your mission:
Assemble a resistance force, convert your mining
equipment into deadly machines of war, then attack the
extraterrestrials with everything you've got. But don’t
panic... you haven't got time.

You'll move from character to character, control
seven different vehicles, use thirteen different weapons, hear
news reports about the battle, read your character’s diary and
even receive intelligence reports on alien craft.

Furious, heart-stopping combat and a fully realized,
interactive storyline combine to make Absolute Zero as unpre-
dictable as it is addictive. It's 2 unique theater of war in space
that makes other science fiction combat games look tame.
Watch a whole world come alive before your eyes, then see if

As the defender of a
weaponless colony, you
must convert your
mining equipment into ; : _ :
machines of war you can save it from destruction. Can you survive?

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

D[ JMARE

Circle Reader Service #215

Fly and drive 7 different
vebicles with 13 different
weapon systems.

You may successfudly
Jend off the first attack,
but can you survive
simultaneous land,
space and sublerranean
assaulls?




REVIEW '
d A Time Machine
Past Its Time

THE CHAOS ENCINE Runs The Gauntlet Of Arcade Games Past

by Jason Kapalka

OMETIME LATE IN THE NINE-

TEENTH CENTURY ONE BARON

FORTESQUE, YOUR BASIC MAD

scientist, built a machine to tam-

per with, as they say, “the very
fabric of space and time.” It's not clear
exactly what the device was supposed to
do, but what it actually did—and here's a
bit of history I bet you didn’t know—was
transform all of England into a bizarre,
savage landscape teeming with armored
green mutants sporting really awlul
teeth. Since today's Brits are, for the most
part, largely non-green and unarmored
(though some might argue that the teeth
are still a problem), it's obvious someonc
stepped in to restore the UK we all know
and love. Stranger things have hap-

pened.

Such is
“plot” of Warn-

erActive’s new  Price: $29.95
arcade blast-em- ~ System

up T Chnaos g:;‘;:fg;“;;ggwg
MHz or higher, 2

the

EnGINE, and it's

not the only = MBRAM, 256 Color
thing about the VG:» E‘S‘D%S S-Ort
= ) and above. Supports
game that e land, Ad Lib, and
harkens back toa  goynd Blaster com-
bygone era. patibles. Joystick highly recommended.

# of Players: 1 or 2

Gamers wishing el
Protection: None

they could turn
their  Pentium
into a Super Nin-
tendo so they can
play a home-
video rip-off ol some 1980 arcade hit
need look no further—your ship has

Publisher: WarnerActive
Burbank, CA
(800) MY DEALER

come in. On the other hand, if you think

Designer: The Bitmap Brothers

your umpty-zillion dol-

lar computer, with its

local bus, quad-speed

CD-ROM, whopping
surplus of RAM and mul-
ti-gigabyte hard drive
entitles you to newfan-
gled leatures like Iull mo-
tion video, 3-D texture maps, or heck,
even save game positions, buying this

program will be a sure route ro tears of

[rustration, not joy.

BEEN THERE, DONE THAT

You could be suckered, like me, by a
quote prominently displayed in the
game's ads (and on the box itself) pro-
claiming THE CHAOS ENGINE to be “The
best two-player game on the PC, and a
strong contender for
best PC action game
ol all time.” I'm
charitably assuming
this was written in
reference to some
beta-test version
back in 1992, he-
cause this is a con-
tender for Best
Action Game in the
same way I'm a con-
tender for Heavy-

weight Champion of

the World. Yeah,
right—if Evander
Holyfield,  Mike
Tyson, George Foreman and every other
pugilist simultancously dropped dead
while I gained 50 pounds, 1 might have a
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shot. Likewise, il Dooa,
Descext, Dark FOrcrs,
WING COMMANDER 3
and TiE FIGHTER
could be expunged
from history, Tue
CHAOS ENGINE just
might have a chance,
though I suspect the bookies would
still favor aging, brain-damaged champs
like Worrenstemn 3D and flash-in-the-
pan punks like REBEL ASSAULT.

RUNNING THE GAUNTLET

So what's Chaos ExGINE packing un-
der its belt that's supposed to convinee us
it's got a shot at the title? Not much; what
we have here is essentially a clone of
GAUNTLED and related golden-age arcade
agames like Tkart Warriors, COMMANDO,
MercENARIFS and Heavy BarreL. Viewed
from an overhead perspective, you guide
your little brute around a serolling map.
You shoot the monsters. You grab the
power-ups. I there are two players, you
either cooperate or try to grab all the
good stull before your pal does. After
zapping a number ol "nodes,” you go to
the exit and enter the next level, And
that’s about i,

To be fair, a few ellorts were made 1o
spice things up. You can select from six
different characters, ranging from the
usual Thug, Brigand and Mercenary, to
the somewhat unexpected Preacher.
Lach has dillerent characteristics lor
speed, health and wit, along with a
unique weapon and special ability, You
collect coins during cach level, with
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IKARI GAUNTLET The Chaos Engine's graphics, top-down
perspective and gameplay will instantly transport you

hack to the 1980's.

CHAIN OF FOODLS Who's afraid of green armored Brits
when you've got the likes of a thug, gentleman and

priest?

which you can buy extra at-
tribute points or equipment
in preparation for the next
stage. Assorted keys and
other gimmicks, which can
he used 1o access seeret areas
and shortcuts, are scattered
about, but T wouldn't exactly
call it “resource manage-
ment” or “puzzle-solving.”
Not to say the game’s easy—
it isn't—but you won't be
losing because of bad invest-
ments or an inability to figure out how to
get the Golden Idol of Foozle from the
Temple of Drug-Macddened Spearmen...

No, you'll be dying because your char-
acters are fragile, the controls awkward,
extra lives rare, and the monsters quick
and accurate, To aim, you simply move
towards an Englishman-cum-mutant
and fire. Unfortunately, the screen area
is so small, and your characters and
their beasties so fast that it's very easy to
run into a critter belore you get a
chance o blast it apart. On top of this,

practically every monster takes
multiple hits to kill. Needless
to say, this leads to a short life
expectancy for your mercs, as
well as a lot of running around,
running back and forth, run-
ning in circles, and just plain
running away.

Another serious flaw lies in
the save game system—there is
none. After every four levels
(out of a grand total ol 16), you
are given a password ol alpha-
numeric gibberish, which you
must write down and type back
in when you wish to resume
play. Maybe those used to the
eccentricities ol Euro-games
and Nintendo carts won't be as
insulted as I was, but sorry, if 1
can spare two and a hall megs
on my hard drive for this game,
I think an extra kilobyte or two
for a basic disk save isn't asking
too much. And since you must
complete four levels at a time in
order to “save” your game,
much, much time will be spent

102

20000}

DYNAMIC DUD Whether you play alone or with a friend,
it's nice to know someone's always got your back.

redoing the same old levels.

By this point, you won't expecet high-
tech multiplayer support, and sure
enough, two players are supported

through the time-honored system of

plunking two people down at the same
computer. If you have two joysticks,
things will work okay, otherwise some un-
happy camper’s going (o have to use the
keyboard. Admittedly yon don’t need
play-by-e-mail or welve-person network-
ing for a game like this, but modem sup-
port at least would have been nice.
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CREAKY ENGINE

[t's not that I think there’s anything in-
herently wrong with an updated PC ver-
sion of Gaunteer and its ilk. During high
school I spent many an hour plugging ar-
rows into ghosts at the local bowling al-
ley, and later, spraying lead into hordes
ol generic fatigued dudes in games like
Heavy Barrir, But sadly, CHAOS ENGINE
doesn’t recreate these haleyon days—it

Just reminds me of how much better than

this those old games were. Even the
crude, visceral visnal impact of those
testosterone-lests is muted, with monsters
dying in polite little explosions and dam-
age to your character registered only with
a near-inaudible grunt. Instead of worry-
ing about being overwhelmed by a tidal
wave ol opponents, you worry about slip-
ping up on the joystick and crashing into
one ol the sporadically-released beasts
while aiming. Nonstop carnage this ain't.

It’s too bad the ball got fumbled, be-
cause there really is room in the PC game
market, currently gorged on a glut of
first-person blast-ups, for a good
scrolling overhead-view game. Twelve-
person Super VGA network GAUNTLET
might not push the envelope of design
philosophy or computer technology, but
I suspect it'd be a whole lot of fun. And
isn’t that the point?

In the end, crisp, professional graph-
ics, some moderately clever level maps,
and the Warner publicity machine are all
that separate CHAOS ENGINE from the
murky realm ol shareware. Frankly, I've
played shareware games of this genre
that were more enjoyable overall, notably
a little gem called Cysernocs. Old Baron
Fortesque ought to power up his time-
space contraption and send THE CHAOS
EncInNg back to 1985. It might have been
a contender back then, &

THE EDITORS SPEAK

THE CHAOS ENGINE
rarma 365600

PROS |hree years ago this would
have been a good Nintendo cartridge;
ten years ago it might have macde a
decent arcade game.

€CONS Today, it's not much of any-
thing.
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H1-OCTANE Takes Hovercraft Racing’s Checkered Flag,
But It Needs A Little More Tiger In Its Tank

by Paul Schuytema

F YOU DIDN'T CATCIT MY REVIEW LAST
MONTH ON SripsTrEAM 5000, you
SHOULD KNOW THAT T PUT THE "FAN"
in fanatic when it comes to hover-

craft racing simulators. The idea of

delying gravity and vaulting down a race
course at utterly horrendous speeds
turns me into a giggling madman, [ love
the whole idea. And now, another hover-
craft racing sim has hit the market just
when 1 needed another fix. Those clever
Brits at Bullfrog, along with Electronic
Arts, have formulated Hi-OcTane, a
high-speed, down-and-dirty racing sim
using Macic Careet’s magnificent game
engine. If your tanks are running a bit
dry, a good dose of HI-OCTANE ought to
be able to refill them for a little while, at
least.

PRETTY PICTURES

HI-OCTANE'S =

graphics are among

the best I've ever  Price: $59.95
e e System

seen. The dark, Requirements:

moody color palette  |BM compatible

goes a long way to- 486 or better

wards setting the (836:50M/2
brooding, intense [eroniEdent
rooding, 94 MB of RAM,

cyber-punkish tone
for the game. And
the six courses each
poOSsess  a o very
unique flavor.

You can play in
either normal or
SVGA resolutions,
but the SVGA

1 MB HD space,

players)

Designer: Bullfrog

San Mateo, CA
(800) 245-4525

2x CD-ROM drive, mouse, Novell net-
work and 8 MB of RAM (for multiple

# of players: 1-8 (Netbios network)
Protection: none (CD-ROM)

Publisher: Electronic Arts

mode, with all the detail mirned on, is
much oo sluggish, even on a 90 MHz
Pentium. Sure, you can reduce the detail
levels, but there is nothing wrong with
the regular resolution at max detail—it's
far pretiier than a sparse hi-res image.

THE ULTIMATE
DRIVING EXPERIENCE

You have the option of choosing one
of six racing hovercralt, [rom the nim-
ble and weakly-armored Outrider to the
hoxy, slow, near-invulnerable Jugga
truck. Fach racer possesses a diflerent
mixture of speed, armor, weight and
firepower, all of which actually play into
the race. The vehicles require different
strategies and tactics, because they each
perform differently on the road. Unfor-
tunately, the cockpit for each racer
looks exactly the same. The designers
really missed an op-
portunity here to
spice the game up a
bit by providing
some visual feedback
illustrating the dif-
ferences of the vari-
ous racers,

Six unique race
courses await the ea-
ger, from the fast
Amazon Delta Turn-
pike to Thrak City,
an urban wasteland
riddled with 90 de-
gree corners and
hairpin trns.
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Octane Fuel
Speed Freaks

You begin every race (even the cham-
pionship races) in the pole position, and
once the green light blinks on, you'll be
skimming the ground at lightning fast
speeds. Now I've never been in a gravity-
defying hovercraft, but the physics mod-
eling in this game feels right on, with
inertia creeping into your cornering de-
cisions as you find yoursell fighting the
stick, trying to maintain your line into a
curve (turn early to get the thrust in line
with your desived directional vector).
You can zoom up rock walls, bank oll of
concrete abutments and generally drive
like a New York cabbie on crank. This is
one racing game where fun seems (o
have come [irst.

The six ereatively designed race cours-
es give drivers a host of decisions: there
are pit stops, shorteuts and goodies all
over the track. Each course requires a
different driving strategy, and there are
always dillerent routes to take during
cach race,

The race length is always fixed, rang-
ing from 11 laps on the Amazon course
to a mere four laps in Thrak City, Once
the green is given, Hi-OGTANE quickly be-
comes an all-out adrenaline rush until
the finish. During the championship sca-
son, I found my hand cramping up afier
a couple of races in a row due to the ma-
niacal grip I had on my joystick.

DRIVE TO STAY ALIVE

During the race you have a ton of tacti-
cal decisions (o make, which keeps things
interesting. You have two weapons, a
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gatling gun (which rattles dryly when
you're out of bullets) and a missile
launcher, each of which can be upgraded
by running over the appropriate power-
up icon. Other power-ups provide addi-
tional fuel and shield power. These
bonuses litter the course and also rain

down like a smashed pinata when anoth-
er racer bursts into flames.

CAR WARS Bullet holes in the window aren’t good—they indicate the

amount of damage you've taken.

With your weaponry, you can be every
bit the obnoxiously offensive driver. The
machine gun is terrifically annoying, but
lacks the power to do serious damage; [or
that purpose you'll want to use your mis-
siles. They fire straight ahead unless
you've been tailing another racer long
enough for your computer to achieve
“lock.” Three or four blasts should take
Out most racers.

Of course, the computer drivers are
also gunning for you. It's quite possible
that you'll end up [ried as you try to blast
someone else ahead of you. When you
get torched (and you will), your powerups
burst forth for all the other drivers to
greedily snatch up. In a few seconds a re-
pair flier swoops down, grabs you with its
claws, repairs you in mid-air and drops
you back on the race track (losing pre-
cious ground in the process as other rac-
ers streak by).

As a driver, you have three things to
monitor: fuel, munitions and shields. It's

a safe bet that you won't have enough of

any of them to make it through an entire
race. That's where the tactics come in.
There are recharging stations on every
course, sometimes right on the main
track and other times in an alternate pit

lane. Occasionally, o stations will be
grouped together (like shields and
ammo), but most of the time a course will
have dillerent pit areas [or everything.
The amount of recharging you do is
based on how much time you spend in
the pits. Blast through at [ull speed and
you'll get a splash of fuel; park there and
you can completely [ill your tank. This
type of timed, on-
the-fly  pitting
makes HI-OCTANE a
ton of fun and adds
a strategic dimen-
sion to the game.
Plus, other drivers
idling in the pits
make juicy targets
for a well-timed
missile volley, Alter
the race, you're
presented with a
pseudo-spread-
sheet reporting on
everyone's racing
performance.

EEXERKER

DETHEEST

a7

SUPER FAMILY TRUCKSTER You can choose from several different car
types, including the heavyweight Jugga truck.

HOVERING OVER
A NETWORK

You can also play HI-OCTaNE on a Net-
bios network with up to eight human
players or a combination of biological
and digital opponents. (No modem play
is supported.) Playing on a network is
great and it works fine, but you need at
least four players to make it enjoyable.
With only two racers, the competition is-
n't much better than playing by yourself,
since il one player gets ahead, they're
likely to stay there. The only problem is
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that a four-player network game is one
hell of an investment—you'll need four
fast computers networked together
(which probably means you'll be playing
at the office), and all four players have to
plunk down the cash to buy a copy of the
game. This means that we're talking over
$400 for an eight-player game. 1 don't
care how much you like hovercraft sims;
that's way too rich a fuel mixture for any
PC racer to swallow.

GOING FOR THE GLORY

In addition o single races, you can
sign up for a six-race championship
the driver with the most
points at the end of six races drives
away with the title. Unfortunately, this
is one of the weakest parts of the game.
The problem is, apart from points totals
and a Slln'll'llill'i?.iﬂg .‘i]}l'(‘!ildﬁh(;‘ﬁl, you re-

season, where

ceive no recognition for winning a race.
Even worse, you'll get absolutely no ac-
knowledgment for winning the champi-
onship. I know that, to paraphrase the
Bard, “the play's the thing,” but giving
a player zero victo-
ry reinforcement is
a design faux pas of
the worst kind.
This is one of Hi-
OCTANE'S greatest
failings.

That brings me to
another of the
game’s weaknesses.
There just isn’t
enough depth. No
driver personalities,
no animated cut
scenes, no cash to
carn, no “tweaking”
your vehicle. Noth-
ing but racing, and while the action is
great, it really doesn’t make for a lengthy
play cycle. T installed Hi-OCTANE at 2 o'
clock in the afternoon, and by 2 a.m. I
had won the championship at its hardest
level. So that’s at least twelve hours of
gameplay, right? Well, not really. We had
company [or dinner and I took my
daughter to the library and...well, as near
as I can figure, we're talking about six
hours. Six hours to go from never having
seen or played the game to “winning it
all” does not a great game make.
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A Driver's Tale

Tips And Tricks From A Hi-Octane Pro

My name is Ralston, Ralston Mino.
I've been dogging this circuit for,
cripes, just about 12 years now, and I've
got to tell you this straight up: there
ain’t no easy way to snatch a win on this
circuit. Hell, there ain’t no easy way to
stay alive either.

All right, hold on to your hoosters. I

know you came here to learn some of

my tricks, not to hear some old guy
ranting about the days before methyl-
propylene and self-boosting shields.
They tell me that you're all rookies with
potential. That you all have The Spark,
and that’s just what the crowd and
the sponsors and those billions
watching on HTV want to see.
You're the next breed. Yeah, right.
We'll see about that.

One of the great paradoxes of
this circuit is that you're only going
to win races by being out front; un-
fortunately, when you're in the lead
you're most vulnerable. You've got
no mines and no smoke—none of those
goodies the Formula Three glamour
hoys have. So the trick is to get out lront
and build your lead. To do that, you
need to know the course and how to use
your booster. Boost right out from the
starting line, and anytime you've got a
straight shot, boost again.

When the missiles start blasting your
tail end, remember that the corner is
your best [riend. Make it to a corner, and
you've got another few seconds before
that hotshot behind you will be able to
draw a bead.

Of course to do this, you'll need a ride
with some balance. Sure, the burley boys
prefer the wrucks, but wearing armored
underwear tends to slow you down.
Some flyboys, on the other hand—the
pretty ones mostly—like their rides sleek

and fast. A couple well-placed missiles
can put an end to their day real fast.

That's why 1 like a good balance of
speed and armor. You need enough
speed so that you can use your boosters
to blast past the competition, but
enough armor so that you can take a few
missile hits before you have to pit for
your shields.

Remember that if you get yourself

this game. For a single

MAGIC “CAR"-PET The folks at Bullfrog have once again worked their
magic with the Macic Carrer engine.

The bottom line on Hi-OCTANE is this:
I have never driven a more exciting,

sim. But I have to question the depth of

player, there just

fun per dollar in the
package. Of course,
that value goes up for
network players, bul
then so does the cost
of playing the game.

If you love sci-fi rac-
ing sims, as 1 do, then
you'll want to check
this one out. You'll
probably spend a lot
more Lthan just six
hours driving (I sure
did), even after you've thoroughly con-
quered the game—it is a blast after all—
but don’t expect to be brought to your
knees by any towering gameplay chal-
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aren’t enough units of

taken out, they’ll fix you up and put you
back in again. Problem is, you never
know just how long that will take. Be-
cause of that—unless you want to go
back to selling rat sticks in the bleach-
ers—it's a good idea to make a run for
the shield recharge station each and
every lap. You don't have to park there
like a pansy; if you pit every lap, you
can usually just blast right through.
That little bit of recharge just might
save your butt.

One last picce of advice. II' you
should manage to put all of this togeth-
er and [ly a damn quick race,
which I doubt, don't allow your
ego to take over. What I'm saying
is: don't lap the slower traffic. All
you'll be doing is hanging a sign
on your ass that says “Shoot Me”
right in front of some no-life loser
with a [ull load of missiles.

That does it for me. As you
know, this Chernobyl run is my last
race, and these words...well, let’s just say
that they're my legacy to you. We've got
40 minutes ‘ul the tree turns Christimas
green, so you snappers better take your-
selves a little nap. You'll need it. This old
dog still has a few tricks, and there ain't a
chance in hell I'm gonna let any of you
snot-noses take my last checkered...

lenge. As good as the racing engine is, |
sure wish that Bulllrog and Electronic
Arts had thought about adding some
more gas to Hi-( YCIANE'S tank. 45
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HI OCTANE

marme 4 W

PROS Addictive, exciting racing,
with gorgeous graphics. Good sense
of speed and inertia modeling.
Creatively-designed courses give
drivers a variety of routes Lo take.
€ONS No positive reinforcement for
winning, disappointing champion-
ship season. Lack ol depth means
players can conquer the game in only
a few hours.
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REVIEW

] A Technical
Knock-Out

FX FIGHTER Looks And Moves Like The New Champion Of PC Fighters

hy Jason Kapalka

RITISIT NOVELIST MARTIN AMIS
ONCE WROTE THAT THE APPEAL OF
VIDEO GAMES 18 THAT THEY TELL A
story. The more skilled you are
as a player, the longer and better
the story gets. This goes a long way to-
wards explaining why most games have
simple slay-the-dragon plots with happy
endings. How many gamers, after all,
would be willing to toil long hours over
their keyboard only to have their digital
surrogate meet an Orwellian fate?

But what are we to make of the slew of

“mano-a-mano” lighting games currently
hesieging the arcades and console sys-
tems and slowly seeping into PC-dom?
What kind of stories do they tell? The
cheapest kung-fu flicks have more in the
way of plot and characterization. Forget

Kalka—even Mick- m

ey Spillane might
feel a litde wimpy Price: $59.95
: System

in the prin.mi, Requirements:

testosterone-cri- IBM compatible

ven universe ol §86-332r\f1hz or
iR etter, 20 MB

thl“". games. free hard drive
I'X Fighter is no

space, 4 MB

exception, though  RAM, CD-ROM
there is a ({limsy)

rationale for the
carnage. Appar-
ently a large green
baddie named Ry-
ail has dropped in
on intergalactic so-

# of Players: 1 or 2
Protection: None

Carisbad, CA
(800) GTE-TODAY

ciety with a challenge. Beat him in a
hand-to-hand combat tournament and
his personal war-world Anarchis is yours;
fail, and your home system is vaporized.
“T'alk about a finishing move, The design-

drive (486-66Mhz or Pentium with
8MB RAM recommended)

Designer; Argonaut Software
Publisher: GTE Interactive

ers got a little carried away with the ex-
ploding planet stull, however—defeating
Rygil results in Anarchis blowing up like
everything else. Whoops.

PRETTY, PRETTY PAIN CAVE

Nihilism aside, FX TIGHTER is a very
good game—probably the best fighting
game available for the PC. It is essentially
a clone of ViRtua FIGHTER, but m‘igitmiil)’
is not the point here; the community of
STrREET FIGHTER, MORTAL KOMBAT,
TERKEN, PRIMAL RacE and the like is al-
ready more than a little inbred. What
matters is—if you'll pardon the pun—ex-
ecution, and designers Argonaut Soft-
ware (creators of STARFOX for the SNES)
pull it ofF with class.

As in VIRTUA FIGHTER, FX FIGHTER'S
nine combatants are
three-dimensional fig-
ures instead of the flat
images ol  STREET
FIGHTER or MORTAL
KOMBAT. A computer-
controlled camera
swoops around the
arena during each
match, (usually) select-
ing the best vantage
point. PC owners unfa-
miliar with VirTUA
Ficurer will find the
closest similarity is to
Carnby, the angular
detective from ALONE IN TuE DARg, if
he'd spent five vears in a gym beefing up
his biceps and bitmaps.

Visually it's all quite pretty, though
you'll need a Pentium to get the game
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running smoothly with the detail maxed
out. Magnon the lava man is a dead
ringer for the volcanic beast from that
old episode of Star Trek (you know the
one, with Genghis Khan and Abraham
Lincoln), while Venam the mantis is ap-
propriately chitinous. Each fighter's are-
na, ranging from Kiko’s sunny jungle
planet to Siren’s dark water world, is at-
tractively designed and lit. Compared to
Virrua FicuTer, FX FIGHTER'S characters
are more detailed but a little slower and
less crisp, with a tendency to overlap and
break apart once in a while.

Though the fighters and the arena are
three-dimensional, the actual gameplay is
not. You're still essentially fighting on a
two-dimensional line; although you can
roll to the left and right, your effective
range of motion is still directly towards or
away from a foe. The controls are a lide
simpler than the average fighting game’s
deluge of buttons: you have your punch
button and you have your kick button, and
between the two of them and your joystick
awhole world of face-pummeling pain.

Despite the simplicity of the controls,
the characters have a wealth of unique
special moves—over half a dozen for
each fighter, ranging from Cyben 30’s
electric face grab to Sheba’s leopard
pounce to Ashral’s devastating telekinetic
push. Throw in assorted “specials” com-
mon to most characters like rolls, blocks,
footsweeps, and unsportsmanlike hit-em-
while-they're-down attacks, and you have
a very broad range of hurtful options.

Even though polygons don't bleed,
there’s still plenty of the “Ow, that's gotta
hurt” factor. Jake, the beely male human,
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has a penchant for seiz-
ing his opponent’s hair
and driving three or
four punches into their
face; Venam is probably
the first fighter to use
an attack best described
as the “shoulder chew”;
and the supposedly
spiritual monk Ashral
has an unhealthy fond-
ness for smashing fall-
en foes in the groin.
There are no linishing
moves or fatalities, but
when a combatant is KO'd the camera
goes into extreme slow motion to capture
the loser’s limp body twisting to the mat.
And then, of course, their planet blows

up.

POWER TO THE PUGILISTS
Fighting fans are among the most fa-
natical of gamers, as anyone who's hung
out in an arcade lately can attest. Fortu-
nately FX FIGHTER offers enough, er, sub-
tleties to satisfy all but the total diehard.
For example, there are combos aplen-
ty. Combos, for the uninitiated, are a se-
ries of specific attacks that when properly

attacks, like Magnon's super bear hug.

executed cannot be blocked or dodged
by an opponent. This can get excessive:
personally wasn't too thrilled when a ten-
year-old dealt me something like seven-
teen consecutive hits in PRIMAL RAGE
while I tugged ineffectively at my joystick.
Thankfully, the balance of power in FX
FIGHTER is a little more reasonable. Two,
three, and four hit combos are relatively

BONE-CRUSHING AFFECTION Each character has over 10 special

P i——

—_— & MAGHON

LEOPARD SKIN WARRIOR Painted polygons though they are, FX
Fichver's sharp-looking graphics help make it the pick of the litter.

common, but getting more than five hits
in is very difTicult, though not impossible.

The computer Al is okay, but not
great, relying perhaps excessively on
“cheap” moves at the higher difficulty
levels, but never outright cheating or us-
ing moves impossible for human players
to perform. Though the hardest difficul-
ty setting is fairly challenging, FX FiGut-
ER is notable for having one of the
casiest “Easy” settings I've ever seen. At
difficulty zero, I'm pretty sure I could
win the game blindfolded with one
hand, while eating a pizza. Inexperi-
enced or uncoordinated combatants can
rest assured they will
be able to learn the
ropes without contin-
ual merciless thrash-

the computer.

But as with all
fighting games, the
most fun is playing
against another hu-
man. Here, unfortu-
nately, is where the
game becomes a bit
unbalanced. Versus

the fighters can be ef-

fective, in the right
hands. But against a human who takes
advantage of every little design idiosyn-
crasy, certain warriors emerge as obvious-
ly superior choices. Ashraf’s telekinetic
push in particular is, in the parlance, real
“cheap”; it's easy Lo execute, very power-
ful, and nearly impossible to block or
dodge. If you're willing to use some
“house rules” or give certain characters a
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ings at the hands of

the computer, most of

handicap, you can easily circumvent
these problems. But problems they re-
main.

Another problem is the manual, which
is a little skimpy on the info. Presented as
a comic book, there are in fact only three
pages actually dedicated to playing the
game. And none of the special moves are
described. Not one. Even the technique
for blocking, a pretty essential maneuver,
is left to your imagination. (For a list of
moves and special attacks, see this month's
Gamer’s Edge on pg. 236). With only two
buttons to fool about with, it’s not ridicu-
lously hard to discover the unique moves,
but in the heat of combat it can be a trifle
annoying to perform a spifly backbreaker
and then forget exactly what joystick fla-
gellations produced it.

NO MERCY
AND NO QUARTERS

The PC is still not really the ideal plat-
form for fighting games, which probably
work best in arcades and on consoles. But
il'you're not willing to fork out four hun-
dred bucks for a Saturn with Virrua
FIGHTER, or if you prefer a sacktul of sci-
ence-fiction stereotypes duking it out in-
stead of the usual kung-fu cliches, FX
FIGHTER is your game.

And as for the story it tells, well, it's
easy to excuse a little unoriginality.
Chess, the oldest, most abstract and ele-
gant game of all, has essentially the same
narrative—an all-out battle to the bitter
end. Of course you don’t get to rip out
anyone’s spine from their back in chess
(unless you're Bobby Fischer), but grand
master Nigel Short's blunt description of
the game applies equally well to FX
Fiourer. “You must win,” he said. “It's
not an art. It’s a fight. It's a fight.” &
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FX FIGHTER
s .

PROS The best fighting game cur-
rently available for the PC, with great
graphics, colorful characters, and en-
gaging gameplay.

CONS Skimpy manual, a few game
balance problems, a hefty hunger for
hardware. Not quite on par with the
best of the arcade fighters.
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of fluid, life-like animation and complete contral over seemingly unlimited character mavements. Along the way, multiple camera angles
mirror every heart-stopping turn. Even the sound and music score won't give you a moment's peace. Until you rest in eternal peace.
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Ice Follies

In A Crowded Digital Hockey Division, WOrLD HOCKEY Places Last

by Gordon Goble

ELL-BOTTOMS, BUTTERFLY COL-

LARS AND DISCO-FUNK. I'T" SEEMS

THAT EVERYWHERE 1 LOOK, 1CONS

of a bygone era are bombarding

me. This cultural phenomenon
even extends to the computer game in-
dustry—can anyone out there honestly
say they ever thought they'd play an Atari
2600 game again? And how about Don-
key Kong's rebirth from the ashes of the
1980s?

Perhaps this explains Merit Studios’
release of Worin Hockey *95, which in-
stantly time-warped me back 10 years or
$0 to an era that, in retrospect, was much

less fashionable in terms of computer

games than fashion and music. Comput-
er games, and sports simulations in par-
ticular, sported
crummy graphics,
incomplete manu-
als, archaic inter-
faces and atrocious
gameplay.

In this sense,
WorLD HOCKEY "95
captivated me. |
wondered
something so new
could look so old
and be so bad,
This game poses a
serious threat to
the notion that to-

Price: $59.95
System
Requirements:
IBM compatible
486/25 MHz or
better (486/66
recommended),
CD-ROM, 4 MB
RAM (8 MB rec-
ommended), 1
MB disk space;

how

Protection: None

Publisher: Merit Studios

Dallas, TX
(800) 238-4277

day's sports games are consistently better

than they were a decade ago.

BEST OF TIMES,
WORST OF TIMES

To be sure, WORLD HOCKEY is entering
a market that has experienced a suclden,
exciting boom, a market rightfully domi-
nated by one game (EA’s NHL Hockey
93), and witness to a pair ol interesting

WorLp HockEy ‘95

Hockey™

Sound Blaster compatible sound card

newcomers (BRETr HulL "95
and the much anticipated
ESPN Nartional. HOCKEY
NIGHT). But even il WoRrLD
Hockey was the only kid on
the block, T still couldn’t ree-
ommend it, even as some
sort of gruesome oddity. Tt
resembles the above prod-
ucts in one (and only one)
area: its box bears a striking
similarity to that o NHL
HOCKEY.

Based on an interesting il fictitious
concept—the idea of a global profession-
al hockey league—WorLp HOCKEY
groups teams representing different
countries into divisions and conferences.
The end result is an
Olympic Games
(where most of the
players are pros al-
reacy) without the
[our year wait. Al-
though  Worwn
HoOCKEY has no li-
censing arrange-
with any
sporting organiza-
tion and, conse-
quently, no real-life
players, the concept
of a professional
global league is an
imnovative one. Too bad Merit Studios
couldn’t pull it off properly.

Following an animated introduction,
merry pucksters ave taken to the first of
several confusing low-resolution inter-

ment

faces. You'll long for NHL Hockey's ele-
gant interface as you stumble and
bumble your way through this game; in-
stead of pull-down menus, you get an
awkward, cryptic collection of adjoining
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CHECK AGAINST THE BORED Although the notion of a profes-
sional world league is an interesting one, Worto Hockey ‘95 is
mired in subpar graphics and gameplay.

option boxes. WorRLD Hockey allows the
usual adjustable play options like period
length, opponent skill level, player fa-
tigue, and exhibition or league play
mode, Individual player attributes may
be modilied, head-to-head play is per-
mitted, and fighting (however poorly
done) is also part of the package. One of
the few bright spots is the practice mode,
which allows gamers to rehearse their of-
fensive or defensive schemes.

Unlortunately, the interface gets even
worse as you delve into the meanings of
some of the options. You'll be stymied by
options like “Switch” and “Twist.” And
the penalties, which can be toggled on
and ofl, are confined to four categorics:
“roughing,” “charging,” “icing” and “net-
ting” (an odd term for “purposely dis-
lodging the net from its moorings”). Not
that these four penalties don’t make
sense, but what about elbowing, tripping,
boarding, hooking, et al.?

Next it's on to Woren Hockey moder-
ator “Bob Connor,” a man whose limited,
generic commentary is delivered in a
style that only Ed Wood could be happy
with. The static-filled audio here is mui-
fled, the video befitting any local Cable
Access channel. Ugh. The scary thing is,
these are all problems before you actually
get into the game itsell.



Some people spenc
vears in the minors
before playing alongside
Major League All-Stars.

"Welcome to The Show.”

Mf;m-_,,h With 36 MLBPA stars on the field with
. ' you, this is your chance to experience

The Show live, the way they do.
You just got your shot to use your
| skills and your CO-AOM to the fullest.

You get actual live video footage.
E00MB of video. And virtually h
unlimited play combinations for - j
real game feel. So when your 4
runner gets gunned down, you do too.

Numerous pitching and hitting options.
Which means numerous states
of sanity. And as the games |
artificial intelligence learns |
your tendencies, it adjusts to t‘;
get even tougher Now, how’s
that make you feel?

Windows CD-ROM
MAC CO-ROM
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And once the rel throws
down the rubber, your suspi-
cions will be proven right.
Without rhyme or reason,
players move faster in certain
directions than others, over-
skate the puck with regularity
and never seem to go where
you want them. In general
they behave with a complete
lack of skill or knowledge.

ICE COLD INTERFACE Wonwo Hockey's interface is far from user-

friendly.

WHAT THE PUCK?

When you finally get on the ice, WORLD
Hockey truly shows its stuff. ‘The game
gives you a peculiar corner-ol-the-rink
viewing perspective that puts everything
on the diagonal (much like EA’s NBA
Live ‘95, but not implemented as well).
The scoreboard looks just fine if you
don’t need vital information like how
much penalty time is left. Before the
puck is even dropped, you'll get the sen-
sation that something truly terrible is
aboul to happen,

The puck sits frozen on the
ice as players mill about. Why
doesn’t somebody pick it up?
Why is every player on the
ice behind the net?

Wantonly walloping the unfortunate

joystick, you attempt to regain control,

but to no avail. You begin to babble. “Is
that guy shooting or checking? Why
can't I complete a pass? Why can’t |
change lines during play, and would
player movement be different il T did?
Was that a goal? What's that pinging
sound? What's that hissing sound? Is it a
cheering crowd? Is this merely some-
one’s cruel joke?”

As delirium subsides and acceptance
sets in, you realize this is no joke—it's
Worep Hockey, and you've just been in-
doctrinated. Calmly consulting the man-
ual, you find the following pearls of
wisdom: “You only need one goal-
tender,” it says. “When the puck is iced
no goal is scored,” and “The player
throwing the first punch usually spends
some time in the penalty box.”

“Oh,” you'll exclaim with newlound in-
sight. Then, if you're like me, you'll pack
WorLD Hockey back into its box and re-
turn it whence it came. €

THE EDITORS SPEAK

WORLD HOCKEY ‘95
ranme LI L

PROS The prolessional international
league concept is innovative, as is the
practice mode.

CONS A confusing interface, poor
graphics, and atrocious gameplay.
Better hockey games have been made
for the Apple IT and Commodore 64.
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They’re exactly the same, but somebody

just paid $100,000 for the one on the right.

=S R —— I R I
Keep your software legal. To order, call the Software Publishers Association at
1-800-388-7478, or include credit card information or a check and send or FAX this coupan to:
SPA Management Guide, P.O. Box 79237, Baltimore, MD 21279-0237, FAX (202) 223-8756.

Use illegally copied software and
you're committing a federal crime with
fines of up to $100,000. Help your or-

ganization comply with the law by order- Name

ing our Software Management Guide. Company Title

For just $80, you'll receive SPAudit for Address _
DOS and Macintosh]' comprehensive f}']':;“ : ?-:v Zip

auditing software, a video and pro-
cedures to help keep your software

legal. And your record clean. nn'
=
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Please sendme _ copiesat $80each, Tomal$ __ (DC residents add 6% sales tax)
OCheck enclosed T American Express  OVISA® OMasterCard®

Card Number Exp. Date

Signature of Cardholder Name of Cardholder

I E——n o N S S s e ey e S e e
Symantee and The Norton Unilities ane trademarks of Symantee Corporation,

Don’t copy that floppy
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Hi-res, wide angle perspective.
el
You'll see more court so you can
walch your opponent gel left
in your dust,
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Nail three pointers from so far
dawntown, you could send a posteard.
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ANYONE CAN JUMP, BUT THESE GUYS CAN
JAM. NBA AirsorNE ‘95 FoR YOUR PC
GIVES YOU B1 OF THE HOTTEST PLAYERS IN
THE LEAGUE TAKING IT TO THE HOOP, ON THE
GROUND AND OH YEAH, IN THE AIR. You'LL
ALSO GET EXCLUSIVE ESPN SCOUTING REPORTS
AND IN-DEPTH RATINGS AND STATISTICS.

ALL THIS WITH THE SMOOTHEST, MOST
FLUID PLAYER ANIMATION OUT THERE.

NBA AIRBORNE 95... FURTHER PROOF

THAT EVERYTHING ELSE IS JUST PRACTICE. |Mew®

You'll fly so high when you tomahawk
uck doten with @ bag of
honey roasted peanuls,

FOR PREVIEW AND MORE: >hity://vw.sony.com:

Circle Reader Service #15

Repeated reverse slams will make your
opponent tired of seeing your face.
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ON YOUR HOME C(

The Pro Play Golf system from ThrustMaster is the
first PC golf simulation that allows you to use your
own clubs. Our exclusive sensor pad allows you to
compete with your friends or play as a single on a
world class course.

Pro Play Golf’s unique dual software package pro-
vides hours of realistic golf action that will enhance
the quality and enjoyment of your game.

Swing Analyzer - Calculates tempo as well as face
angle, speed, height, heel/toe and follow-through
path of the club head. After processing the data, the
analyzer displays the information in a graph. For
more information on your swing, consult the comput-
er Golf Pro Advisor for tips on improvement.

Golf Game Software - For less than the cost of two
rounds, the included software offers a lifetime of play
on some of the world’s most exclusive courses.

HOME COURSE.

VST £

THRUSTMASTER-
10150 S.W. Nimbus Avenue Portland, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094

tmaster.com

Jlwww.thrus
Circle Reader Service #36



Submarine Driver s Ed.

SIMULATIONS,
LIKE THEIR
REAL-WORLD
counterparts,
seem o attack
in waves. A
flock of jet sim-
ulators hits the
shelves. A few months later, they're followed by a
gaggle of World War II fighter games, The next
wave looks 1o be a pack of sub sims, with SSI's
SILENT HUNTER, Interactive Magic's WAR PATROL,
Time-Warner's 'as1T ATr1Ack, and Sierra/
Dynamix’s sequel to ACES OF ‘I1E DEEP all on the
way. With all these nautical games in the works, it
seems a good time to take a look at some basic sub-
marine warfare strategics.

Submarines were participating in stealth warfare
more than a half-century before the term was
coined. The key to being a good sub pilot is 1o stay
undetected until the last possible moment, and
then take advantage of your ship's strengths once
your cover is blown. This month we'll take a look at
tactics for World War 1T sub sims. We'll dive into
modern submarine combat in a furure installment.

ON THE RADAR

ATTACKS BEY DAY OR NIGHT

In the Second World War, submarine tactics var-
ied by time of day. During daylight hours, subs
would remain submerged and rely on surprise and
stealth to launch attacks. At night the slim, low pro-
file of the typical submarine would nsually allow it
to retain an element of surprise even on the sur-
[ace, so they would often attack surfaced in order
Lo take advantage of their superior speed and ma-
neuverability above water. (Late in the war,
though, the development ol shipboard radar
made even nighttime surface attacks risky.)

Too often novice sub gamers will uy 1o speed
right into the center of a convoy and start firing.
This not only opens you to easy detection, but also
risks collision. The best approach [or a surface at-
tack is the end-run ambush: Speed ahead of the
convoy and take position less than 500 yards to the
port or starboard of where you think the convoy
will pass. This way, the enemy practically comes to
you! Since you'll be lying in wait, there will be no
telltale noises to give away your position. Done
right, you'll be set up for easy broadside shots as
the ships move past you. As they pass, line up for a
shot on the most distant target first. Then by to
time succeeding launches so the fish will all hir
their targets at about the same
time. Once one torpedo ex-
plodes, the rest of the ships in
the convoy will likely take im-

SNEAK ATTACK AND

EVASION TACTICS

FOR WWII SUB

CAPTAINS

The one thing we seem to hear over and over is how fun Looking
Glass Technologies' Fucht Unummen would be if it only had air combat.
Designer Seamus Blackley says his next Flight praduct, tentatively enti-
tled FuchT Comear, will “make you into a fighter pilot.” The product will
allow you to follow the same curriculum the Air Force teaches, he says,
with an emphasis on leaming a new concept and then going out in a
mission and putting it to the test. “You're gonna learn how to kill with an
airplane, and then we'll make you prove it on the Net," says Blackley.

Meanwhile, back on the ground, Papyrus is building a souped-up Indy
Car with the NASCAR Racing engine. According to a source at Papyrus,
the new Inpy Car Racing Il will feature NASCAR Racing-quality graphics
and more detailed crashes. The Al has been enhanced over the original,
and the game will be multiplayer, both head-to-head via modem and
over a planned Papyrus multiplayer network. Papyrus is trying to put the
new Indy Car on the track by Christmas, in Windows 3.1, Windows 95
and Macintosh versions.

mediate evasive action, and
you don't want to give them
that chance. Try to keep your
bow pointed directly at the
target; this not only gives you
the best shot, but also pre-
sents the smallest profile to
the target ship and decreases
your chance of being hit.
Once you've fired, don't sit
there and wait for a reload, as
the convoy escorts will likely
CoOme steaming your way.
Move off at high speed (or
dive, if an escort moves too

by Denny Atkin
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close), re-arm, and then check out the situa-
tion. If the convoy is moving slow enough,
you may be able to move back into position
for another attack. (Be alert, though, be-
cause in a realistic simulation any destroyer
or corvette escorts will be on the lookout for
you this time.) If the convoy has gotten
away, check its path for siragglers. Dam-
aged ships may be limping behind, unable
to keep up, and these unescorted vessels are
casy pickings.

A similar tactic works for submerged at-
tacks. Move in front of the convoy and re-
main submerged. Listen to your sonar and
wait for the escort screen to pass overhead.
When it's clear, move to periscope depth
and check to see il the convoy has zigged
(or zagged, for that matter). If you need to
move into a better firing position, move as
slowly as possible (preferably under seven
knots), or the wake from your periscope
may give you away.

Lying in wait may not be an option if
your target is moving quickly. If you need to

since a broadsides launch is more likely to hit

home. The fish are already away by this shot, taken

from Aces of THe Deep.

line up for a direct moving atack, plot an
intercept course to the target track that's 90
degrees off the line of sight to the target.
You should arrive just ahead of the target.
Once he's within about 1000 yards, trn to-
wards him and [ire away. Generally you
should avoid down-the-throat (head-on)
and up-the-kilt (direct stern approach)
shots, as the chance of hitting is pretty slim.
One exception is when an escort is bearing
down on you and you don’t have time to
dive to evade. In that case, even a slim
chance of a hit gives you some hope. More
likely, though, the escort will change course
to avoid the fish you've launched, buying
vou a few more seconds to try to escape.

IN MY SIGHTS Try to fire at your target as it passes

The best way to escape il'you have time is to
dive. While subs usually were able to out-
speed and outmaneuver escort ships on the
surlace, a surface escape leaves you vulnera-
ble to shelling. And one well-placed shell
can puncture your sub’s pressure hull,
negating your ability to dive. Try to keep
your bow or stern pointed divectly at your
attacker when diving—this will reduce your
SO L'(_'h{}.

attacker, and reduce your speed to one-
third power or less so you'll give ofl less of
an acoustic signature. You don’t want to
stop and drifi, as you'll need speed to ma-
neuver if your attacker gets too close. If pos-
sible, try to head under the convoy so the
noise from large ships will mask your own.
If you've on the surface and you spot an
enemy plane, dive il you have time. Other-
wise, man the

I you find your-
self’ahead ol the en-
emy, you may want
to try a parallel ap-
proach instead of ly-
ing in wait. Turn
directly towards your
target. As you reach
a good firing range,  ESES
turn hard in one di-
rection and fire your
stern tubes. This ap-
proach has a couple
of advantages. First, it lets you use your
stern tubes, a resource you often don’t
get a chance to exploit. Also, since
you're heading away from the enemy at
a good pace the moment you're in a po-
sition to fire, you have a better chance of
escaping any destroyers or corvettes that
may come to the ship's defense when
the torpedo is noticed.

When you're on the hunt, don’t just
cruise around at high speed, as you'll
probably never hear the enemy ap-
proaching. Instead, use the sprint-and-
drift tactic. Move at full speed for a
period of time to cover distance, then
drop back to a drift to listen for the ene-
my.

sub relative to a convoy.

EVASIVE ACTION!

Ifyou come under attack, don’t make the
mistake of jumping on the deck gun or tor-
pedoes and playing Rambo. You might be
able to take out one escort, but his [riends
will soon be along and the worst situation a
submarine captain can be in is to be boxed
in by multiple destroyers.

Only take the offensive if you don’t have
time to dive. Otherwise, crash-dive and
head below 150 meters as quickly as possi-
ble, where you'll have much less chance of
being hit and damaged by a depth charge.
When you've passed below 150 meters, try
to turn directly towards or away from your
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TARGET ACQUIRED In this overhead view from Aces
oF THE Deep, you can quickly get the position of your

AA guns and
hope for a hit.
Some simula-
tions, such as
ACES OF THE
Deep, will model
a particularly an-
noying tactic
where the plane
will hover out of
AA gun range,
waiting for you
to give up and
dive. At that point they'll move in and at-
tack as you dive, when you're most vulnera-
ble. Don't wait around hoping they'll get
tired of the cat-and-mouse game and go
away, though, because they may have re-
ported your position to nearby destroyers,
Your best bet is to risk the crash-dive.

If you've played modern sub sims, re-
member that the tactics you're used to
aren't always cffective with 1940s technolo-
gy. Back in World War 11, thermal layers
and the permeability of water to sonar did-
n't play the big part in submarine hide-and-
seek that they do now, so most submarine
sims set in that period don’t model them.

| |

e

WEB WAVES

These basic tactics should get you start-
ed in your carcer as a submarine captain,
If you're looking for more in-depth infor-
mation on submarine combat, there are a
couple of sites on the World Wide Weh
that are packed full of information. Ron
Martini’'s Navy Submarine Page
(http:/wave.sheridan.wy.us/~rontini/ron-
page.html) is loaded with links to Navy
sites online, submarine news, pictures of
submarines, and historical documents.
Similarly, Sturgeon’s Submarine Home
Port (hitps/www.cfinet.com/members/ stur-
geon/) is a good resource for information
on modern submarines, especially nuclear
attack subs. &



Explore Las Vegas from the

Cockpit of Your Own Aircraft.

m 0 on a trip where you just can't lose. The for thousands of desert dwellers. Discover a stunning

view of Hoover Dam, one of the man-made
wonders of the world. Plus, you can
land at nine airports including
McCarran International.

Your tour also includes many
famous Las Vegas Casinos and
landmarks with a spotlight on the
- world famous Las Vegas Strip where

a fly-by is absolutely encouraged.
square miles of the Nevada desert. A G BAO has created a Las Vegas scenery

Follow the many mountain ranges that guide " that's incredibly lifelike. But as accurate as the
your flight toward Mount Charleston and Lee Canyon. scenery is, one thing has not been recreated. When you
Tour the scenic splendor of Lake Mead, the vacation spot leave our Vegas, your money stays with you.

startlingly realistic Las Vegas Scenery
for Microsofte Flight Simulatorm™ §.
from BAO gives you an entirely new
dimension of 3D-level detail.

Our scenery uses actual satellite §
photos enhanced with special
aerial and ground-based
photography to faithfully
recreate more than 4,000

So real, you’ll almost hear the coins

falling from the slot machines!

e Las Vegas is fully compatible with Microsoft
Flight Simulator version 5.0 or later.

e Realistic 3D elevations as you fly over
mountains and valleys. '

e Photo-realistic imagery increases in

LAS VEGAS

detail as you fly nearer. e
e Explore Las Vegas and surrounding - Challenge your skills with a ﬂ}' by of many _fmnous
area in high performance aircraft. : W Las Vegas casinos and landmarks!

Discover a stunning view of Hoover Dam, one of the Follow the many mountain ranges that guide your flight
man-made wonders of the world. toward Mt. Charleston and Lee Canyon.

"A sure bet for computer pilots who demand realistic scenery”
—Greg Harris, Editor of Full Throttle

See your local retailer or call:

BAO  (217)356-0188

Pinkps of Mproso ight Siudeto for more information

Look for other BAO simulation products

21994 Bruce Artwick Organization, Lub, Miccosoft is o segistered trdemark of Microsoft Corporation, Flight Simulator is a trademark
of Bruce Artwick, The Las Vegas Sconery is o trademark of the Bruce Artwick Organization, L,
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Trapeze Flying ¢

Soar Through The Skies With The Greatest Of Ease
In The Aerobatic FLIGHT UNLIMITED

by Denny Atkin

NLIMITED. NO RESTRICTIONS.
THAT'S THE PHILOSOPHY BEHIND
FricuT UNLIMITED. TT'S JUST YOU,
the sky, and a plane that does just

about anything you ask it to.
Anything aerobatic, that is. FLIGHT UN-
LIMITED is missing most of the staple ele-
ments of flight simulations. There are no
missiles, guns, or enemy aircraft. You can't
learn IFR navigation or practice for your
cross-country solo. You can’t even land at a

dilferent airport than the one you took off

from. But unless you're just never happy
without something to shoot at, you won't
care. You'll be too busy choreographing
acrial ballets, pulling off death-defying aer-
obatic stunts, or just enjoying a quiet soar
down the ridge line to miss that stuff.

TOP FLIGHT
The “Unlimited”
comes not from
the feature list, but
-ather from unlim-
ited-class aerobatic
competitions flown
by the planes simu-
lated therein: the
Bellanca De-
cathlon, Pitts Spe-
cial, Sukhoi SU-31,
and Extra 3008
piston-engined
sport planes; and
the Grob G-103A
sailplane. These
planes don't fly like
anything you've
ever encountered
on the PC. Part of
that is due to the
design of the real
aircraft—they're

Price: $59.95
System
Requirements:
IBM compatible
486-33 MHz or
better, SMB of
RAM, MS-DOS
5.0 or higher,
SVGA graphics,
2x CD-ROM
drive, 25MB hard

# of Players: 1
Protection: None

Entertainment
Irvine, CA
(800) 874-4607

drive space, mouse. (486-66 or higher
and a joystick recommended, with
12MB of RAM for 1024x768 display.)
Supports Sound Blaster, Roland RAP-
10, Gravis Ultrasound/Max, Ensoniq
SoundScape, and compatible sound
cards; VFX-1, CyberMaxx, 7thSense,
and i-glasses VR headsets

Designer: Seamus Blackley
Publisher: Looking Glass Technologies
Distributor: Virgin Interactive

#

light, overpowered, and stressed for high-
G maneuvers. But some of that also comes
from the innovative flight modeling.

Designer Scamus Blackley realized that
conventional lookup table-based (light
modeling techniques wouldn't work well
with an aerobatic simulation, so his team
decided to use “Real-Time Computational
Fluid Dynamics.” In simple terms, this
method actually models the flow of air
across the plane’s surfaces, allowing the
sim to recreate nearly any maneuver possi-
ble with a real plane. A hammerhead stall
probably won't work in your favorite com-
bat simulation not because the real plane
couldn't pull off the maneuver, but be-
cause the [light model isn't programmed
to react properly to that aerodynamic situ-
ation—namely, air flowing backwards over
the control surfaces.

As you earn your
wings you'll deal with
engine torque, rud-
der-induced roll, gyro-
scopic effects on yaw
and pitch, and even
yaw caused by spiral
airflow from the pro-
peller washing against
your vertical stabilizer,
Learning to fly high-
performance aircraft
under a flight model
this tough can be a
challenge, but thank-
fully a press of the Tab
key puts you back into
the air after a crash.
Beginners can fly a
simplified model that
does away with gyro-
scopic effects.
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A LESSON LEARNED

While there’s nothing to shoot at and
nowhere (o go, that doesn't mean there’s
little to do in Fucat Unumriep, There are
four primary flight activities: You can work
your way through a series of aerobatics
lessons, [ly through a series of airborne ob-
stacle courses, practice soaring in the Grob
sailplane, or just go wild in free flight.

The lesson section should teach novices
and aces alike new tricks. The 33 lessons
range from simply maintaining level flight
through the heart-shaped Avalanche and
the thrilling Tailslide. Each lesson starts
with a whiteboard showing a step-by-step
description ol the mancuver, followed by a
scratchpad with last-minute hints that's dis-
played as the game loads. Then the real
fun begins. The default cockpit view for
lessons is a three-window arrangement
showing views ahead and down each wing,
instruments, and a 3-D graph of your in-
tended and actual flight paths. The in-
structor’s voice walks you through the
maneuver as he demonstrates it and as you
attempt to duplicate his actions. An option-
al heads-up control display gives visual
cues for proper stick and pedal move-
ments. ‘The instructor rates your execution
of the maneuver on a 10-point scale and
gives you hints on how to do it better.
While some maneuvers are easy (o master,
don’t be surprised if it takes dozens of tries
before you win a completion certificate for
some of the advanced stunts. The instruc-
tor’s helpful advice (and his blood-curdling
scream if you pancake the plane) has to be
one of the best uses of voice ever in a mul-
timedia title.

FrcruT UnLiMimep takes a quick break
from ultra-realism with its Hoops courses.
This is the part of the game where you get
to try to break a high score. A series of



HE'S our vo PROYVE we's INNOGENT of MURDER.
mND HE'LE KIEL ANYONE YHAY GEYS IN YHE WRY.

Full Yhrottle™ scorches the screen like an exhaust pipe on an exposed leg.
N T2 —— 4 7| You're Ben - deserted, left for dead and framed for murder, You'll do anything o
j L4 -?'T 1l tlear your name. Like running big rigs off the road at 100 mph. And if a few
hutt-ugly hikers get the crap kicked out of them in the process, hey, that's life.
It's hig had hikes, hig had gangs in a hig bad world. It's Full Throttle,
Where the courtroom is the street, and the judge s a tire iron.
Available now for 184 PC C0-RON. Coming soon for Mac C0-RON.

fllflllllll and ©13H Locashits alerhinnent Company. llllbih Reserved. Used Under Ruthorizalion,




: respect, aerobatic fly-
stand-up comedy: Tim-

A 44 y A

2

the three-panel view so
) on the vertical.

o 2 maneuver on, Dive for
inverted, and you're ready to start.

motion ceases, kick in full left rudder to push the plane ovi
2ron to keep the plane's wings in the plane of the pivot. Watch:
gep your wingtip perpendicular to it.

rings is suspended in the air over the
landscape, which you have to [ly through
as quickly as possible. Miss a ring and
you're hit with a time penalty. Four cate-
gories ol courses present dillerent chal-
lenges. The Trick category is amazingly
tough—the only way to hit all the hoops is
to pull ofl' some very tough aerobatic ma-
neuvers. Turn on the “Ghost Plane” and a
wireframe plane flies the path of the best
run recorded on that course, providing an
innovative visual cue as to how close you
are to beating the best time.

T}

ot b o ruddert

VIEW TO A THRILL The virtual cockpit in the
Pitts Special scrolls almost as smoothly as
moving your head around in the real thing.

B R

For a more mellow challenge, try soar-
ing in the Grob sailplane. Start in the air
or try a towed takeoll'with the help of the
ubiquitous Ghost Plane. Once you've
reached altitude, uy o maintain or even
increase it with the help of thermals and
orographic lift (air blown upward along
ridge lines).

Continue the pivot until the plane's

pointed straight down. H EYE CANDY

Every few years a sim comes along that
lets reviewers use the “sets new standards
for graphics” cliché, and FucHt Uxvivr-
kD is the 1995 entry in this club. This is the
first sim to deliver terrain graphics that
truly look like what you see out the wind-
screen ol a real plane, instead ol the
Bizarro World polygons or pixel-explosion
texture maps used by its predecessors, The
six terrain areas in Vermont, Maine, Vir-
ginia, Arizona, Alaska, and France are only
12 square miles in area, but they're clever-
ly tiled to provide an endless canvas for
your acrobatic displays.

Supported resolutions range from
320x200 through 1024x768, and terrain
and aircralt detail is adjustable. A Pentium
90 is pretty smooth at 640x480, and ab-

FRR B b

As you near the altitude at
the maneuver, hegin to

level flight, watching t
wing. Your goal is to exi
same speed and altitutde yo
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Jt.s coming

You've got the need for speed and we won't hold you back. Al Unser, Jr. Arcade
Racing is fast to learn and fast to play. Forget the frustration of picky little power train and
suspension adjustments, just jump in, buckle up and punch it —just like the arcade

racing games.
Available for Macintosh and new Windows 95, where you'll experience lightning-fast

gameplay. Al Unser, Jr. Arcade Racing will leave all other racing games in your rearview mirror.
So strap yourself in and get ready for the ride of your life!

AL TNSER JR. ARCADE RACIND

Sponsored by Delco Electronics.

L - =av
Ii's racing and it’s real - e Racing i & redsmark
To Order Al Unser, Jr. Arcade Racing, coll 1-800-778-2209, T i its | [ t I p
or visit your local retailer p 1 £ d Naovato, CA 94349
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SCARF AND VR GOGGLES:
FLYING IN VIRTUAL REALITY

FuighT Unumiteo on a 17-inch monitor with a pair
of good speakers and a subwoofer is about as
close to the real thing as you can get without a pi-
lot's license. At least, that's what | thought before |
tried the simulator while wearing a pair of ViRTuaL
i-aLasses from Virtual i-0.
Immersion in that environ-
ment was so realistic that
| had to stop playing after
about 35 minutes because
| was in danger of hecom-
ing airsick.

Along with the i-
GLASSES, FuckT Unuimimep also supports the VEXI,
CyserMaxx, and the TthSense VirtuaL Reauty En-
TERTAINMENT SYSTEM. The i-GLasses display isn't
stereoscopic, but it still greatly enhances realism
thanks to its head-tracking feature. With the
game set to the virtual-cockpit display, the view
smoothly follows your head as you turn it from

solutely fluid at 320x400. On a 486 you'll
want to stick to one of the $20-across resolu-
tions. The 1024x768 mode seems to have
been designed with the P6 in mind. It looks
incredible, but even on a [ast Pentium you
can only pull a couple of frames per second.

side-to-side. The effect is extremely convincing:
Tilt your head and the horizon angles realistically,
and a rear-view check requires you to twist
around in your chair.

The i-cLasses support only a low-res display, but
because the virtual cockpit
mode has the slowest frame
rate, you'll want to turn
down the resolution and de-
tail anyway. Even with the
game set at 320x200 and
low detail, the movement
can stutter on a Pentium 90
system when you combine constant head-move-
ments with jerky maneuvering. Even so, this is still
the best environment for flying the sim, as it's ex-
tremely easy and natural to turn your head to veri-
fy your plane’s attitude—the loss of detail is more
than made up by the incredible situational aware-
ness afforded by the VR environment.

You'll find a wealth of view options in and
out of the cockpit. The virtual cockpit mode
looks superb, but reduces the [rame rate.

The full-screen mocle is impressive, but with

no way to swilch your view to the side or
back it’s tough to pull off many stunts,

\he cukting edye just got a whole lot sharper..

catch the future of gaming at

POVGNOSIS N LNE

http:/fwww.sony.com go to video games then PSYGNQSIS
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HAPPY LANDINGS

FriGur UNLIMITED packs lots of nice
touches. You access various flight modes
and program features by wandering
around a 3-D flight office, clicking on a
globe, for instance, to change your loca-
tion, or on a model plane to take flight.
Each player can set up a logbook which
keeps track of accumulated flying hours

and provides access to recorded flights.
The well-written 108-page manual works
well as supplement to the in-game lessons.

"There are a couple of very minor bugs (a

e U g e 57 Y
THE GAUGE OF A GREAT GAME Enjoying the out-

side camera view doesn't mean sacrificing
accurate flight instrumentation.

directional guide arrow that turns itself back
on after you've disabled it comes to mind,
along with some problems with the VCR
feature losing your smoke wrail), but there’s
really very little to complain about here.
Best of all, much of what you learn can
be applied o your favorite combat sims,
il their flight models allow it. So next
time you lake to the air, imagine the look
on the face of your favorite head-to-head
opponent when he tries to follow you
through a Reverse Cuban Eight [ollowed
by an Outside Immelman. That’s almos
as much fun as flying this superb sim. €
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FLIGHT UNLIMITED

aTine S

PROS [naedible flight model
enables nearly any maneuver real
planes can perform. High resolution
graphics make the game’s terrain
and virtual cockpit look almost real.
€CONS Massive horsepower require-
ments will restrict many gamers to
lower resolutions and detail levels.
Lacks multiplayer capability. Where
are the guns?
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4 Have you ever wondered what it mutiny and vicious battles with rival ships, you may be
Segry=—E)

24

would feel like to be on top of the  lucky enough to reach the New World. However, your
world? How abour beneath it? There are those who have  journey is far from over. You must now embark on your

Coday, you could be on top of the world.

already experienced such exhilaration. Their quest to found a colonial empire. Conquering

names? Columbus, De Gama, Le Maire, Cook villages, winning over

and Bougainville - the world’s most famous the natives and tilling

“

the land are

explorers. Now you can creare your
own adventures in Exploration —
a remarkably in-depth

game of strategy

weary Crew.

and world conquest, The graphics are

new from Interactive Magic. nothing short of brilliant.
Before you set sail from Spain, Complemented by unlimited,

Portugal, England, realistic animation scenes, every new

_/. .'.
France or the ¥ '\f\ ™ game brings new territories to conquer.
lands, you New adversities to overcome. The
*
tour your home port. Oversee adventures and newfounc
your | port. O K dvent d newfound
b4 3 v
the construction of your shipyard. orrunes are virtually limitless.
h fy hipyard f lly limitl

Enlist your crew. Equip your ship. Buy

For more information on Exploration,

and sell commodities. In fact, you may simply give us a call at 919-461-0948.

2y

- < | INTERACTIVE
your expedition. After surviving possible ~ Lrcion _ Em—"i  takes (0 make it there? MAGIC

Circle Reader Service #37

even want to make a trip to the local The New World awaits your

banker for information abourt funding arrival. Do you have what it

A game of strategy and world conquest for PC CD-ROM.

© 1995 Interactive Magic
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Warthog

Attack

A-10 ATTACK! Invades Apple Airspace With Campaigns, Multiple Aircraft Control

by Christopher Breen

s a Mac user writing for a maga-
zine devoted largely to PC
games, it's hard not to feel a lit-
tle put upon. After all, you guys
have jillions of games to choose
from and usually get the really cool stull
first. Over here on the Mac side, we're
still waiting for games that have been
ported to the Amiga, for crying out loud.
But every once in a while, someone is
bold enough to create exclusively for the
Mac a game so good it momentarily
quells our PC envy. Graphic Simula-
tions’ I'/A-18 HorNE and Bungie Soft-
ware's MARATHON are two such games.
And who remembers that, by the time
Myst did Windows, it was already old
news on the Mac?
Well, my PC-lov-
ing friends, add  Price: $58

one more to the  System

M6 & o= Requirements:
Mac column: a  ggg3g Macintosh:
flight/bautlefield 4 mB RAM,

System 7.0 or
higher, 11.4 MB
hard drive space,
13-inch color
monitor.
Protection: None
Designer: Eric Parker
Publisher: Parsoft
Richardson, TX
(214) 479-1340

simulation called
A-10 Arrack! that
won't find a spot
on PC shelves for
at least a year. Is it
your turn to be en-
vious? In  two
words, Darned
tootin’!

A PIG IN BITS

As the name implies, this sim is mod-
cled on the A-10A Thunderbolt 11—
known to the aviation-savvy as the
Warthog. A late ‘70s, ground-attack air-
craft used extensively in the Gulf War,
the A-10 carries the biggest durned gun

this side of Arnold Schwarzenegger and
enough ordnance to put a serious erimp
in anyone’s weekend plans.

“Whoa, Nelly!" those of you already in-
ducted into the winged world may mut-
ter, “That slow, ugly beast? Why would
anyone want to fly a Hog?"

Admittedly, the A-10 is neither a sexy,
high-performance jet fighter nor a classic
WWII dogfighter. The charm of the A-10
lies not in sleek lines and trn-on-a-dime
performance. We must harken instead to
our bhoyish roots: flying a Hog is exhila-
rating because it's a blast to blow things
to smithereens when you're up-close-and-
])lfl's()l]ﬂ].

HOG ROLLING
Compared with
such high-tech flying
machines the
Mac's other popular
modern-day flight
sim, I/A-18 HORNET,
the A-10 is fairly
stripped down. The
plane possesses no
active radar—just a
simple Mashing light
and alarm to indicate
when someone in the
vicinity is painting
the skies with radar. The HUD (Heads-
Up Display) is straightforward, offering
three operational modes: Navigation,
Pave Penny (for missile guidance), and
CCIP (for bomb targeting). The plane
comes complete with chaff, flares, and
ECM (Electronic Countermeasures). And
of course you have the usual views: peek-

ds

_ Ay
N10-ATTACK!
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out-the-window, weapons, tower, and ex-
ternal. A-10 Arrack! also offers a terrific
zoom mode that can't be found any-
where else in the Mac universe. But
where A-10 Arrack! gets complicated is
in the weaponry.

This sucker carries a wide variety ol ar-
maments ranging from simple iron
bombs to laser-guided missiles to electro-
optical weapons loaded onto 11 separate
stations. Aside from trying to remember
exactly what each weapon does and how
best to deploy it, you have to recall where
you put it, because you cannot cycle
through the different weapons as you can
with F/A-18 Horner. Beginning pilots
will spend much of their time [lipping on
the Autopilot, switching into Look Down
view, locating a particular weapon, and
then activating it with an Option-click
(yes, this is the [irst Mac flight sim that al-
lows you to operate switches and knobs
with the mouse) or with one of the Func-
tion or Keypad keys.

Deploying weapons may may not be
what you'd expect, either. To begin with,
accurately dropping bombs, even while
employing CCIP, isn't easy. When target-
ed from a distance, bombs invariably fall
short or long. A-10 ATTacK!s maker, Par-
soft, claims that this is a true representa-
tion of bomb targeting on an A-10—you
must get close to ensure a direct hit. Play-
ers doubting this claim (or simply lacking
the patience to practice) are welcome (o
turn on the Easy Weapons Hits option.
The sim also includes environmental
modeling that affects the performance of
your aircralt (read: wind). Lining up on
the runway, dropping the gear and flaps,



and cutting the throttle just won’t cut it in
this sim. Rather, you have to contend
with the possibility of being blown all
over tarnation just prior to touchdown.

Because A-10 Arrack! was created by
Eric Parker, the man responsible for the
smooth-as-silk rendering algorithms used
in HELLCATS OVER THE PACIFIC, motion is
extremely fluid. Since Hervcars, Erie
and crew have dramatically improved the
scenery: landscapes are studded with
more realistic mountains and pitted with
canyons. They even went to the trouble
to include sun-hlinding and an accurate
representation of the constellations you'd
see on a nocturnal mission.

A-10 Arrack! comes with four training
missions for practicing takeolls, land-
ings, air-to-ground and air-to-air atacks.
For additional training, you're also wel-
come to take on one of the two open-
ended, quick-start missions. The real
meat and potatoes of the action takes
place during eight missions set in a Ger-
many soon to be overrun by a reformed
Communist threat.

VIRTUAL EATTLEFIELD
ENVIRONMENT

These eight missions give vou vour
first hint that A-10 Arrack! is more than
merely a great (light sim. The game is
only the first piece in a much larger en-
terprise called the Viral Batlelield En-
vironment (VBE), which has similarities
to Spectrum Holobyte’s FaLcoN 3.0
Electronic Battlefield Series on the PC
side. However, in addition to adding air-
cralt to the simulation as with Farcon
3.0, you'll be able to switch 1o different
vehicles on the (ly.

SEARCH AND DESTROY This is what it looks like to
sit behind the business-end of one heavy-duty
flying weapons platform.

Here's the idea: In real bat-
tles you have a number of par-
ticipants—some  air-based,
some floating about on a body
ol water, others riding around
in tanks and jeeps. Traditional-
ly, Mac-based sims limited your
participation to operating a
single vehicle while the battle
raged around you. Using VBL,
it will be possible to jump from
one vehicle to another. For ex-
ample, in A-10 AtTAck!, you'll
be able o take out a SAM sile
with your high-tech lighter,

Jump to the A-10 to blow up

the fuel dump, then jump to a subma-
rine (o sink a battle cruiser, and linally

jump to a jeep back at the base in order

to nip over to the Oflicer’s Club lor a
well-deserved drink,

In VBE's current A-10 implementa-
tion, you can command several aireraft
at the same time. Simply create a series
ol waypoints on the Tactical Map for
the planes to lollow, indicate how fast
and at what altitude they should fly, and
the missions you'd like them to perform
once airborne. You could, for example,
command an A-10 to take off, level out
at 150 feet, travel southeast for 22.6
miles, make a sharp left twrn, dimb o
630 leet, take out a pesky AA site
perched on a hill, [y west for 15.2
miles, bomb a destroyer, and return to
base. During this mission, an automalt-
ed F-16 could be taking care of the bo-
gies above while you personally (ly a

second A-10 ;lg:linsl H ('mnplumt’.m ol

tanks. As the battle progresses, it’s pos-
sible to monitor the other planes by
“visiting” them, watching their progress
[rom a wingman's perspective, If visit-
ing seems oo passive, vou can take over
the controls ol any ol the A-10s,
Because the VBE engine is already
contained in A-10, adding new vehicles,
missions, and code is as simple as drop-
much

ping additional VBE modules
like Photoshop “plug-ins"—into the A-10
folder. In addition, Parsoft has big plans
for future updates, including: enhanced
araphics, a native mode Power PC ver-
sion, and multiplayer capability, includ-
ing networking (both head-to-head and
cooperative missions),

SEPTEMBER 1995

IN YOUR FACE The mission planning interface is well laid-
out and easy to use. This example shows you the options
availahle while planning mission waypoints.

SQUEELS AND KINKS
Considering the complexity ol the
planning components of this sim, it's a
pity that more care wasn’t taken in
preparing the manual. The online tutori-
al sullices for walking you through the
training missions, but vital information

concerning waypoints—the heart of

many of the German missions—is woeful-
Iy lacking. Although you can piece this
puzzle together by studying other aireraft
with preset waypoints, an additional tto-
rial would help immensely, Additionally,
some bugs in the current version of A-10
cause the program to quil unceremoni-
ously from time to time. Parsoll is aware
ol the problem and is working on a [ix.

These complaints aside, without the
Virtual Bauleheld Environment (VBE),
Parsolt’s A-10 Arrack! would be just a
terrilic fhight sim. With VBE, A-10 Ar-

TACK! represents a remarkable fivst step

in a revolutionary Mac-gaming technolo-
gy. As lar as we're concerned, this lowly
Hog is a blue-ribbon winner. ¢
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A-10 ATTACK!

ramme Y

PROS A-10 is armed with a rich
campaign feature, realistic flight
maodel, and good frame rate. Ambi-
tious Virtual Baudefield Environment
lets pilots jump to different aireraft on
the flv—a lirst for Mac gamers.
€oNS A-10 isn't as rugged as its
real-world connterpart due 1o occa-

sional crash bugs. The manual is sadly
lacking in important information.
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CHIPS & BITS inc. BOARDGAMES & RPGS

BOARDGAMES BOARDGAMES

ANCIENT
4 Bats of Ancient Wrld $21
Alexander at Tyre 518
Alexander's Generals $33
Ancient Empires $29
Ancienls §25
Baltles of Alexander 533
Caesar: The Civil Wars $38
Imperator $21
Peloponnesian War $29
Siege of Jerusalem 827
VI Against Rome 827

AMERICAN REVOLUTION
1776 522
Rebels & Redcoals 2 525
War of 1812 522

CIVIL WAR
1863:American Civil Wr $28
Across Five Aprils %23
Bobby Lee: ACW 37

Civil War 519
Dixie: 1861 1st Bull Run $9
Gattysburg $15

Lee Takes Command §22
Roads to Gettysburg 24
Stonewall in the Valley $29

FANTASY
Advanced Heroquest 342
Batlle Masters 342
Dragon Dice $10
Dragon Lords $29
Dragon Strike $33
Dungeon $16
Hero Quest $29
Iron Dragon $25
Magic Realm §23
Man O' War 542

Talisman (3rd Ed) 544
The Hobbit Adventure  $29
Titan 823
Warhammar Fantasy 548
Warhammer Quest S47
Xanth 521

CGW 995 BG1

I'E”l ‘WARHAMMER
Hel] FANTASY'

Encounter fasci-
nating and dan-
gerous people,
mysterious
events, sinister
plots and terrify-
ing  monslers.
Over one hun-
dred careers, one
hundred and thir-
ty skills, a com-
bat system and
seven lypes of
magic with aver
one hundred and
fifty spellsl  $19

'GURPS BASIC
SET' the Generic
Universal
Foleplaying Syslem,
is the mos! flexible
roleplaying s

ever created. Wi
just this Basic Set,
you can adventure
in any world you can
imagine. Rules are
included for all types
ol we ns from
clubs lo lasers... for
wizards and magic,
with more than 100
spells... for psionic
powers. s16

ECONOMICS
Global Survival 534
Stocks & Bonds 319

The Stock Markel Gme 519

LEISURE / FAMILY

Acquire $19
Alibi s$12
Blind Justice s19
Circus Maximus s
Restaurant s25
T.V. Wars &2
The Brickyard 520
Tycoon 815
Wild Space 5§34
Word Power §15
MEDIEVAL
Age of Chivalry 2 s27
Black Prince $25
Henry V 528
Ironsides $28
The Crusades Il 528
MODERN
7th Fleat s27
Across the Suez §12
Attack Sub 519
Back lo Irag 818

Baltlofivld Europe §22
Crisis: Korea 1995 $28

Firepower 23
Flashpoint; Golan 529
Flight Leader s21
Gulf Strike $29
Harpoon $25
IDF (Israeli Dince Free) 520
Light Division S24
Main Battle Tank S24
Modern Naval Bitles 3§19
Nato 515
Phantom Leader $25
Phase Line Smash 825
Stand & Die 850
Tac Air 815
Team Yankeo 820

‘TALISMAN;
DUNGEQON' OF
DOOM' Beneath
the ancient ruins
lies the haunted
reaim of the dread
Lovd of Darkness,
The comidors and
rooms of his dun-
geon realm: are
home lo powerful
monsters  that
guard his fabled
hoards of reasure.

Meanwhie, beyond aags bes the mountan reaim dof the fiene
Eagie King. This fieros and noble nuer wil help any acventurer
thet can defeat him, but fo reach him the achventurer nust frst
brave the natural dangers below the Eagle King's palace. 525

desliny, of the world. The Balkans have fallen, Pearl
Harbor has been aftacked. Wake Island is in Japanese
hands and Rommel has the British on the runl 533

NAPOLEONIC
Austerilz 230
Battles tor Empires 832
Batlles of Waterloo $33

Borodino $29
Eagles of the Empire  $29
Empires at War $24
Empires in Arms $27

From Valmy to Waterloo $30
L'Armee du Nord $33
La Bat d'aurstapdt $30
La Bat de Ligny $39
La Bal do Mont St.Joan $33
La Bal de Qualre Bras §31
La Bal de Wavre 325
Mapoleon at Ausleritz  $20
Mapoleon at Leipzig  $30
Napoleon on I' Danube 519
Napoleon Batlles 523
Mapoleons Battles 2~ 514
Napoleon Bitl Exp Mod $13
Napin's Leipzig Cmpgn $25
Napin's Peninsula Cmp $22
Napln's Russian Cmp  $22
Napleon/Waterloo Cmp $30
Napoleons Later Bitles $25
The Napoleonic Wars  $31
War & Peace $23
War to the Death 521
Wellinglon's Victory 316
Wooden Ships/iron Men $19

SPORTS
Baseball Strategy 57
Bowl Bound $15
Decathlon 513
Dynasty League Bsball $36
Football Stralegy §12
Pay Dirt $19
Regatta $19
Speed Circuil g19
Stalis Pro Baskotball  $24
Superslar Baseball 218
Tille Boul 18
Woarld Cup FB (Soccer) $38
Wrasslin® s15

BOARDGAMES BOARDGAMES

RAILROAD
1830: RR & Rbbr Brn 320
1835 349
1856 $37
1870 $38
Australian Rails $21
British Rails 521
Empire Builder $25
Eurorails %25
Express $1
Nippon Rails 21
North American Rails 21
Rail Baron 19
SCIENCE FICTION
Alpha Omega 318
BATTSC Objctve Raids 513

BattleTech Cmpnd CD 533
Battletech 3rd Ed. $19
Blood Berets $29
Blood Bowl 45
Cosmic Encounter $29
Federation & Empre Dx $38
Fury of the Clansmen 529
Gateway to the Stars 522
Hacker 1 or 2 S18
Imperium, 2nd Ed. 520
Merchant of Venus 325
Rage:Werewoll Starter 9

Roadkill 518
Silent Death: TNM Dix 842
Space Marine 549
Star Fleet Batlles $25
Star Wars Starter Deck  $9
Starlorce Terra $19
Stellar Conquest $19
Warhammer 40K 547
VIETNAM / KOREA
Battles of Korean War 833
Frozen Chosin 825
Platoon 316
Silver Bayonette 317
Tel Oltensive 333
The Korean War 318
Vietnam S18
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aver's Handhook

STRATEGY
Advanced Civilization 325
Blackbeard s27
Britannia s19
Civilization $29

Colonial Diplomacy 42
Deluxe Diplomacy S42

Diplomacy $19
Enemy in Sight s12
Feudal $18
Florida §25

Guerilla (Card Based) $19
History of the World ~ §27

Kingmaker 319
Kramlin 16
Lords ol ' Sierra Madre $34
Maharaja $23
New World 519
Pax Brilannica 518

Republic of Rome $29
Supremacy, 3rd Ed. 542

The New Acquire $25
Tournament Terrace  $29
Viceroys g25
We the People $29
WAR: GENERAL
Alamo 315
Batlle of Alma 528
Blood & lron s25

Cmpgns of Fred 'Great $24
Kolin:Fredrick's 15t Def $34

Lion of the Nerth $29
The '45 $25
The Kings War $30

Thirty Years War Quad $27
Zomndort:Wrrs o'Russia $38

WORLD WAR 1
Aces High 824
Aces of Aces Pwihouse$18
Knights of the Air 818
Landships 827
Lawrence ol Arabia.  $20
Richtofen's War $19
SMS Goeben §32

‘THE STORY-
TELLERS HAND-
BOOK' From the
depths of imagl-
nation, there are
no constants in
this world, nothing
remains the same
while Vampires,
Werewolves,
Magl and other
crealures of the
night stalk this
land. Only one
mortal keeps a
firm grasp on
the chaos circling
us. §15

‘ADVANCED
DUNGEONS &
DRAGONS PLAY-
ER'S HANDBOOK’'
Everything the player
needs is hem to ce-
ale a mighly hero or
crafty wizard, unique
aspects of the elves,
dwarves, halllings,
and other lantasy
races, all the
weapons, armor,
magical spells, and
rules for thrilling
batlles against
supermnatural mon-
slors! 518

WORLD WAR 2
A Winter War $29
Advnced Squad Leader §38
Advanced Third Reich $38

Alrika s21
Afrika Korps s12
Air Force $23
Ambush s27
Anzio $19
Ardennes 27
Axis & Allles $29
B-17 $18

Batlle of the Bulge §16
Breakout: Normandy — $23
Brilain Stands Alone 825
Campaign lo Stalingrad 329

D-Day $16
Days of Decision Il s42
Flat Top 529
G.D.'40:Bttle for Stonne$30
Hitler's War $15
Last Blitzkrieg $25
Luftwatfe §23
Midway $19
Naval War 512
Qperation Crusader 529
Over the Reich $30
Pacific War 337
Panzer Leador £23
Panzarblilz 2 25
Run Silent, Run Deep  $28
Russian Front 321
Salve 1or2 $23
Second Front $63
Sink the Bismarck $23
Squad Leader $23
Third Reich $19

Thunder al Cassino ~ $19
Tumng Point Stalingrad $19
Up Front (Card Game) $19
Viclory in the Pacific ~ $17

War al Sea 812
War in the Deserl 363
West Fronl S44
World War 2 $33
Waorld in Flames 49
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‘LEE TAKES COM-
MAND' Covers lhe
full range of features
of the campaign.
Special rules cover
the Federal Supply
{rains, Stuart’s caval-
ry, the poor com-
mand structures on
both sides, Union
gunboats and rebel
shore batteries, and
much more. Al this
materal combines to
make this game
. one of the best
studies of the Cnl
War. 522

'WARHAMMER QUEST & the game of baltie, magc and
adventure, You take the part of heroic wamiors as they explore
the caves and tunnels vanquishing tentfying monsters and
avoiding deady traps in their quest for ineasure and glory. S47

RPG: FANTASY RPG: HORROR RPG: HORROR

AD&D 2ND EDITION
Dungeon Masters Gde 515
Monstrous Manual 519
Players Hndbk Revised $18

Audio Adventures

First Quast s22
Hail the Heroes 312
Karameikos 522

Might of the Vampire  $12
Red Steel Cmp Theme 3513
Red Steel Cmpgn Exp §22
Track of the Vampire 513
Track of the Werewolf $13
Dark Sun Accessories
Complet Gladiator 513
Dark Sun Boxed Set  $17

Dune Trader $10
Fall of the Dragon King $25
Slave Tribes $10

Terrors of the Desert  $12
Valley of Dust & Fire 8§10
Veiled Alliance 310
Dark Sun Sourcebooks
City by the Silt Sea $18

Citystate of Tyr $10

Dragon Kings Hardbnd $16

Elves of Athas S$10

Will & the Way 32
FR Boxed Sets

City of Splendors $19

Eiminster's Ecologies 519
Great Khan Game S

Horde §15
Maztica FR Selting §16
Menzoberranzan g22

Ruins of Myth Drannor $16
Ruins of Undermnin =~ $16
FR Sourcebooks
Aurora’s Whie Rims Cat S8
Code of the Harpers 513

Dalelands s9
Draconomicon $13
Drow of the Underdark 313
Elves of Evermeet $13
Guide to the FR $13

Pirates of 1 Fallen Stars $13

MONSTROUS COMPENDIUM
Al-Qadim Creatures  $10
Brightright:Bk O" Mnstrs$15
Compndium Annual ‘84 $15
Dark Sun:Trrrs of Desrt §11
Fiend Folio Creatures  $10
Greyhawk Creatures 89
Kara-Tur Creatures 315
Monstreus Compndium S15
Mystara Mnstrous Cmp S$15
Quter Planes Creatures $11
Planescape Mnstr Cmp $15
Planescape M Comp 2 515
Ravenloft Appendix 3 515
Ravenloft Creatures  $10
Splljiammer Crealures 1 59

Planescape

Campalgn Setting $25
Plnes of Chaos Bxd Set$22
Planes of Conflict $25

Planescape Accessories
In the Cage:Gde to Sigil $12

Planescape Adventiures

Deva Spark 58
Eternal Boundary s9
Fires of Dis $10
Harbinger House AR
In the Abyss 59
Well of Worlds $13
Ravenloft
Hour of the Knife Advntr S8
Nightmare Lands 516

Ravenloft Cmpan Sting $25
Ravenloft Setting: FL  $16
The Gothic Earth Gazet$16

CASTLE FALKENSTEIN
Caslle Falkensioin HE 825
Caslle Falkenslein SC $19
Comme Il Faut s12

INDIANA JONES
I J & Golden Vampires S16
I Jones & t' Rising Sun S15
Indiana Jones $25
Raiders of the Lost Ark 318
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DICE POLY MEGATUBES
Opaque Set Assorted 83
Pearlescent Sot Assort $6
Transparent Set Assort §5
Twinkle Set Assorted S8

GURPS
Bestiary $14
Bunnies & Burrows $14
China 514
Clitfhangers s
Deathwish 57
Espionage $14

Fantasy, 2nd Edition  $15
GURPS Rulebook 516
Hig-Tech, 2nd Edilion $14

Magic ltems 2 $14
Martial Ans 513
Operation Endgame ~ $14
Psionics §14
Supparling Cast S14
Timeline 514

Ultra-Tech 2nd Edition $14
Updale (2nd-3rd Ed.) S5

Vehicles 16
GURPS Fantasy
Camalot §14
Conan 514
Fantasy Advenlures ~ $14
Fantasy GM Pack 58
Grimeire (Reprint) 14
Magic 2nd Ed. S14
GURPS Times
Azlecs S14
Imperial Rome S14
Robin Hood S14
Scarlel Pimpamel s
Vikings s14
SKYREALNS OF JORUNE

Skyrealms Jorune 3rd  $18

WARHAMMER FANTASY
Apocrypha Now! 511
The Enemy Wilhin V. 1 $11
Warhammer Fanlasy 8§19

‘ADVANCED
SQUAD LEADER’
is a completely re-
designed version of
wargaming's most
popular game' sys-
tem bulging with
new material to
maintain iis state of
the an reputation on
the cutting edge of
wargame design.
This comes in a
three ring binder so
it can constantly be
updated by
removing obso-
lete pages. 538

‘ROBOTECH’
The Robotech

| RPG series will
go beyond simply
emulaling the
T.V. show. You
will have the
unique opportuni-

& 1y 1o build onto
the existing

i series, You will
be able to creale
the intervening 9
years belween
‘_I ihe destruction of
the SDF-1 and 2
and the launching

" J#" of \he SDF-3. §11

CALL OF CTHULHU
1990's Handbook sn
Advnts in Artkham Cnlry $14
Blood Brothers 1 or 2 815
Cairo Guidebook g0
Call ol Cthulhu (5th Ed) 316
Creature of Dreamlands313
Encyclopedia Cthulhiana $9
Investigator Sheets (45) S7
Investigator's Cmpnion 2510
Keeper's Compendium $11
Keeper's Screen,5th EdS$12
London Guidebook S$10
Miskatonic University $10
New Tales frm Lovecraft 59

Sacraments of Evil S14
Secret Socletias 514
Strange Aeons $11
Taint of Madness $16

Yo Book of Monstres  §10
Call of Cthulhu Adventure
At Your Door 513
Cthuthu Casebook 515
Cthulhu Mow, 2nd Ed  $13
Curse ol Cthulhu $15
Dark Designs 514
Dreamlands, 2nd Ed 313
Escape from Innsmouth$16
Falal Experiments S14

Fearlul Passages 514
Greal Old Ones $13
Horror on Orient Expres $29
King of Chicago $10

Mansions of Madness $14
Mystery:Serpent Mounds$14
Return to Dunwich 514
Tles of Miskalonic Valley $14
Tha Stars are Right 815
Thing at the threshold  £13
C of Cthulhu Licensed ems
Devil's Children S8
Dwellers in the Shdows $14
End of tha World s13
In the Time of Lovecraft §7
Lurking Fears §13
Walker in the Wastes  $15

O 1008 CHIPS L IMTS ING.

NGEON MASTER' Guide

GURPS HORROR
Crealures of the Night $14
CihulhuPunk 816
Horrar §14
Mage:The Ascension S16
Vampire Companion  $16
Vampire:Masquerade S$S16
Werewoll: Apocalypse $16

MAGE
Ascention’s Right Hand $13
Book of Madness $13
Book of Shadows $15
Chaniry Book $15
Chaos Factor 513
Doom of Fate $10
Mage $19

Virtual Adepts Tradition $10

VAMPIRE
Anarch Cookbook SB - §13
Chicago By Night SB 8§15
Kindred's Mosl Wanled 813
Storyteller's Handbook $15
Storyleller's Screen $10
Vampire, 2nd Edition  §189
Vampire Players Guide 518
Vampire Adventure
Blood Nativity S5
Dirty Secrets of Blk Hnd$13
Elysium:The Elder War $13

Hunters Hunted s10
WEREWOLF
GM Screen $10

Werewolf, 2nd Edition $19
Werewolf Adventure
Rite of Passage §10
Undr a Blood Rd Moon $10
Valkenburg Foundalion $10

Ways of the Wolf s10
WRAITH
Character's Kit $10
Storyleller's Screen  $10
Wraith $19

‘ADVANCED
DUNGEONS &
DRAGONS DUN-
GEON MASTER
GUIDE’ All the infor-
mation you need o
create and run
thriling, swords and
sorcery adventures
is clearly laid oul in
the Dungeon
Master Gulde.
Leam all there is o
know about magical
spells, hundreds
of magical
devices and lrea-
sures. 515

‘MAGIC THE
GATHERING
STARTER DECK'
is the first in the
DECKMASTER
series of collectable
trading card games
from Wizards ol the
Coast. Featuring
more than 300 dif-
lerenl cards, 60 in
each deck, this Is a
lantasy game of
eplc propartions.
Soma cards are fair-
ly common, some
uncommon, and
some rare. SB

RPG: SCI-FI

GURPS SCI-FI
Aliens S14
Atomic Horror 814
Callahan's Xtme Saloon$14
Cyberpunk 314
Cyberworld (Repninl)  S14
For love of Mother-Not S8
Lensmen s14
Robols 514
Time Travel (Reprint) $14
Time Travel AdventuresSi4
War Against the Chiorr 514

STAR WARS
Star Wars Hardcover  $19
Star Wars Sourcebook $18
Star Wars Adventures
Bite for the Golden Sun $10
Black lce $10
Classic Adventures ~ $15
Crisis on Cloud City ~ $10
Death in the Undercity $10

Domain ol Evil &10
Isis Coordinalos 10
Jedi's Honor s12
Mission lo Lianna s10
Planet in the Mist s10
Strike Force: Shinlipole $10
Supearnova 813

Star Wars Sourcebooks
Classic Campaigns s13
Cracken's Rebel Ops  $13
Dark Empires 318
Dark Force Rising 315
Gamemaster Hndbook $15
Heir to the Empires 315

Imperial S8
Last Command 518
Miniatures Rules, 2nd  $15
Rebel Alliance $18
The Jedi $19
Star Wars Supplements

Creatures of the Galaxy $13
Galladinium's Tehnlogy $13
Gamemaster's Screen $10
Planets of the Galaxy 3 $13

P
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STRATEGY/WARGAMES

The Pioneering Spirit
Of A Wargame Guru

[N THE PAPER GAME COMMUNITY,

WARGAMING HAS SEVERAL REVERED

“OLD MEN." NAMES LIKE JIM

Dunnigan, Don Greenwood and

Frank Chadwick highlight the list

of pioneers who grappled with

hex and counters for our hobby,

blazing a trail out of the wilder-

ness we still follow. In those by-

gone days, a CRT was a Combat Results Table, and

“real” gamers weren't afraid to do multplication

and division in their heads to calculate combat.
When this great hobby went to bits (computer

bits, that is) in the early 1980s, though, an entirely

new world emerged. Early computer games scemed

to step out of a parallel universe, electronic copies

of the safe, sure, tried-and-true paper g;uui_ng_

products of those days. Upon virtual, hex-based
game maps, players maneuvered virtual, square-
shaped counters, and rolled virtual dice to resolve

battles quanti-
N _§
G-2

umn found on the back of the rules
book (they weren't even “manuals” or
“docs” in those days, but rather “rules
books,” another term ported over
from paper games).

As the molten mass ol this new
computer wargaming world cooled,
companies such as SSI and EA rose
from the primordial soup of the bud-

ding industry. They brought with them many de-
signers (illed with ideas of how to best use the new
computer medium. Of these, none has worked
harder, lasted longer, or produced more fine
wargames than Gary Grigsby.

What really sets a Gary Grigsby wargame apart is
the depth ol its research. This is usually passed along
(o the players via intricate combat and logistics for-
mulae using numbers found on vast, spreadsheet-
like tables. Wargamers who like to feel that they're
weighing in all possible factors love a Gary Grigsby
game for its exacting historical “numerology,” if you
will, quantifying everything from soup to nuts.

Of the 23 wargames Gary has designed, three

have made the CGI Hall-ol-
Fame (placing Gary second

fied by an
odds col-

* Norm Koger is slaving away at THE Ace oF RirLes for SSI, and re-
marks, “The very first scenario | did was Omdurman. Aside from the
historical interest, the battle has a number of interesting elements that
make for an ideal test scenario: wide variation in unit quality and
equipment, gunboats, several nationalities, and an interesting tactical
situation.” Norm, you have our attention, we're (patiently?) waiting...

* Despite rumors to the contrary, it seems that MAsTer oF ORION DELUXE
and MO0 Gowp are not going to be published. Instead, it seems that
Master oF Xenon (MOX) will carry on the MOO tradition with more of
everything, including high-res graphics and finally, network play.

* New company TalonSoft certainly plans on getting its claws into
the wargame industry. Their first release, BATTLEGROUND: ARDENNES (pre-
viewed in last issue’s Beta Bits) should be available shortly after you

(continued on page 202)

only to Sid Meier in that cate-
gory), and the rvest all still wor-
thy of any wargamer’s time.
Despite the accolades he's won,
Gary readily admits that none
of his titles are likely to be half-
million sellers (a tenth of that,
more likely, is closer to the
sales figure for most, even suc-
cesslul, historical wargames).
Even so, he doesn’t hesitate to
extend his thanks to the hard
core, history-oriented players
who, in their quest for games
with greater depth and realism,
have kept food on his table for
thirteen years.

GARY GRIGSBY

FINDS NEW LIFE

AFTER GRAPHICS

CHANGES

by Alan Emrich

SEPTEMBER 1995 « COMPUTER GAMING WORLD




G-2 (continued from page 201)

READ THIS, AND WILL BE FOLLOWED BY BATTLEGROUND:
Gerryseure before the end of the year. This
latter title is rumored to have something in
it for the Napoleonic enthusiast as well. The
Battleground engine is designed to easily
change histarical settings, graphics (always
in 256-color SVGA), scale, scenarios, etc.,
without having to totally rewrite the program
code from scratch. All of the upcoming
games in the series are planned for both
Windows 3.1 and Win 95, and feature a
new you-are-there zoom view (dubbed Bat-
tleview) that provides a hilltop perspective
of the 3-D terrain. The designs will also fea-
ture a plethora of unit types, realistic fog-
of-war elements and multimedia
enhancements. For more information, con-
tact TalonSoft at: (410) 821-7282.

* Interestingly, MicroProse has an-
nounced that the first major online network
to host their upcoming MS-DOS version of
Magic: THe GatHering game will be...GEnie!
Evidently, the close relationship GEnie has
with the Simutronics Corporation (GEnie

WHAT HAVE YOU DONE
FOR ME LATELY?

Gary's tenure with 881 has taken him,
as well as his fans, from the “square
pack” engine code for such grid-based
games as KAMPFGRUPPE to the recent
graphic and interface metamorphosis of
STEEL PANTHERS. For those whose fear
that Grigsby is quick to join the
“wargaming lite” crowd, Gary insists
that STEEL PANTHERS might be prettier
and easier to play than all of his previ-
ous efforts, but that the game is no less
realistic for it! The research and data-
bases in STEEL PANTHERS are unmistak-
ably Grigsby—as informative and
exhaustive as ever—with the data re-
quiring some fwo years to compile and
integrate into the design.

If anything, the STEEL PANTHERS
game engine will remind Grigshy fans
ol PANZER STRIKE. The formulas for
combat, suppression, and morale are
similar in both games, with the major

hosts GemStone 11l and CyeerStrike) allowed
the flagging network to cut the deal. No
mention of exclusivity was made, so M:TG
might be appearing on other, more populat-
ed computer networks in the forseeable fu-
ture.

* Panzer GENERAL ONLINE (yes, online!) is a
project headed by Scott Cuthbertson at SSI,
working with an out-of-house programming
team at Jungle Vision. It seems they've de-
cided to create a multi-player, online ver-
sion of the hit wargame in an effort to “get
it out there quick” (presumably, by the end
of 1985),

The turn-based sequence of play has
been a stumbling block, and many sugges-
tions to make head-to-head play speedier
have been floated. Amang them: moving al-
ternating clumps of about five units at a
time until all units have acted that turn;
having all the human players play concur-
rently versus a single computer opponent;
or just setting a timer at the start of each
turn and having the 255 players on both
sides (!) go for it in a massive free-for-all.
Here's hoping that they pull it off.

difference being in the turn structure.
In PANZER STRIKE, the players plotted
their moves during an Orders phase,
with movement and combat results re-
solved during an Execution phase. In
STEEL PANTHERS, all movement and

combat for human controlled units is
resolved during the Orders phase, and
only computer controlled units perform
their moves during the Execution
phase.

The basic movement and combat sys-
tems are very easy to learn. Click, and a
friendly unit is selected. Click again on
an empty hex, and that unit moves to-
ward it, or click on an enemy unit, and it
is lired upon by the [riendly unit (provid-
ing the enemy unit is in range with a
proper line of sight). This simplicity
should allow new players 1 jump in and
play many of the scenarios without touch-
ing the rules manual (a common occur-
rence among novice and veteran
wargamers alike). Once the basic system
is mastered, players can learn how to re-
quest indirect fire and air strikes in about
Lwo minutes.

TACTICAL AIR SUPPORT

Interestingly, air strikes are resolved
with the same eye [or extreme detail that
the land units enjoy. Individual airplanes
traverse the map, [requently passing
through an animared gauntler of flak. As
an aircralt approaches its target, it opens
fire with its machine guns, cannon, or
rockets. While over the target itself, it re-
leases its load of one to six bombs. That
plane then returns to base, flving ofl the
map, again sullering possible llak dam-
age en route,

The aircraft of STEEL PANTHERS are
hardly generic. In 1944, the US Army
player can choose [rom the P-47¢, P-
47d, P-38j, B-26, A-26, or

Gary Grigshy's Design History

1982: Bomb Alley, Guadalcanal Campaign
1983: Carrier Force, North Atlantic

1984: War in Russia*, Objective: Kursk, Reforger ‘88

1985: Kampfgruppe*, Mech Brigade*, USAAF
1986: Battle Group, Warship

1987: War in the South Pacific, Battle Cruiser
1988: Panzer Strike!, Typhoon of Steel

1989: Overrun

1990: Second Front

1991: Western Front

1892: Carrier Strike, Pacific War

1993: War in Russia 2

1995: Steel Panthers

* = CGW Hall of Fame Inductee

B-25 for ground support.
Each has separate ratings
for speed, durability, and
weapons loads. Every im-
portant nationality in the
game can select from four
to eight different strike air-
[ eraft types. Players can
choose from many dillerent
| nationalities, too: British,
US, Polish, Greek, Russian,
German, Japanese, Chi-
nese, Italian, and many
more, including “minor”
Finnish,
Hungarian, Maoist Chi-

forces such as

nese, Tito’s partisans, etc.
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beﬁom just a blur. This is
ue in. You are in command _

mie'l, arwed with the best’
yeapons and technology that
“the government can buy. Your
| adversaries, however, are as
L prepared as you are. The only
_real edge that you have is
your guile and guts, little
comfort to the hostages
whose lives are onthe line.
But befae 0u get t00
cocky, remember, terror
has no patience.
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In addition to aircraft units, goodies
like snipers and amphibious assaults
are also included.

use it throughout the entire war. Units
gain experience in combat and lose it
when they take replacements between

battles. Leaders are all given a name and
rank and, in addition to experience, they
gain (or lose) their reputation by victory
or defeat in battle. Of course, some lead-
ers will become casualties along the way,
so your leaders may still get promotions
just to fill vacant commands.

In addition to the epic campaign
game, there are several shorter cam-
paigns. Players may also cre-
ate random

battles with the
build-your-own
feature. Note
that hypothetical
battles between
the Soviets and
the Western Allies
are also possible in
STEEL ~ PANTHERS
(imagine vast num-
bers of T-34/85s going
after hordes of Sher-
mans — wow!).

REAL WARGAMERS PLAY

THE CAMPAIGN GAME

STEEL PANTHERS has a long campaign

game where a player
can pick a cus-
tomized force and

War In Russia, in its
original form, was
the first monster wargame for the comput-
er, a triumph of scale, subject matter and
head-to-head play via e-mail. Kamprerupre is the
granddaddy of East Front WWII games, and still offers a
good game despite its outmoded graphics. Mecu Bricaoe was the
pre-eminent tank game until the arrival of M-1 Tank PLatoon.

Although STEEL PANTHERS may be
played by modem or e-mail, it isn’t par-
ticularly well-suited for either method.
Modem play is a bit staid with the I
Go/You Go turn sequence. Each turn
represents lwo minutes of real time,
and battles take an average of thirty
minutes per game, which means that e-
mail play can bog down from the nu-
merous saved game turn exchanges just
to complete one game. Despite the dif-
ficulties, e-mail play should please the
purists.

How does life alter STEEL PANTHERS
shape up for Gary Grigsby? He predicts
his next project will be a modern ver-
sion of STEEL PANTHERS. Beyond that,
he’s had trouble selling SS1 on the idea
of redoing USAAF for the IBM, but a
science-fiction space warfare game is
not out of the question. But Gary's
dream game project is a global WW2
wargame on an almost grand-tactical
scale. Certainly in Gary Grigsby's case,
one man's dream is another man's
“monster” wargame. &

HUNDER

Feedback System Used in

Real F-16 Simulators
Now Available to the Public

“VIRTUAL UTOPIA!”
Marc Dultz, STRATEGY PLUS

Whether its the rumble of your.~
NASCAR or recoil of your Ghain Gun, the
ThunderSeat lets you blast off to a new
level of realism.

“A DOUBLE MUST-HAVE,
Anyone who plays computer
games will want this
AMAZING CHAIR!I™
Mare Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the
punch of the afterburner!"
Ed Dille, ELECTRONIC GAMES

HOW IT WORKS

A 100 watt subwoofer built into the base generates
low frequency sound that resonates through the
wave chamber hidden inside the chair. Thus you not
only hear but FEEL your simulation. Paired with your
amplifier, the ThunderSeat makes your favorite flight
sim as realistic as it can be without a motion
simulator!

OPTIONAL SIDE CONSOLES
put your favorite joystick controls and mouse at a
convenient position. Add a keyboard holder and you
have the perfect setup for both flight simulation
and office work.

Shake Railtle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1¢ 800 ¢« 8-THUNDER

ThunderSeat Technologies
6330 Arizona Circle ¢ Los Angeles, CA 90045
310 « 410-0022 FAX: 310 « 410-1569

Circle Reader Service #121
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THIS FALL YOU'LL REGRET ALL
THOSE FROG-IN-A-BLENDER JOKES
YOU TOLD IN HIGH SCHOOL.



_ PREVIEW l

Panther

General

Gary Grigsby’s STEEL PANTHERS Tries To Bridge Realism And Playability

by Terry Lee Coleman

ANZER GENERAL MAY HAVE AN El-

EGANT INTERFACE, RICH GRAPHICS

AND ADDICTIVE PLAY, BUT WHERE

are gamers to go when they

need more realism? Enter Gary

Grigsby, simply the best designer extant
for deep, realistic wargames (see Alan
Emrich’s Broadsides & Gripeshot for
more background on Grigsby’s games).
Grigsby wanted to create a WWII tacti-
cal system which would take the best as-
pects of such classics as his own
KAMPFGRUPPE and PANZER STRIKE and
bring them up to current standards. His
publisher SSI, however, was unwilling to
give up the broader commercial appeal
gained from the simplicity of PANZER
GENERAL. Grigsby similarly refused to
compromise his standards of realism and
derail. Needless to say, there was a con-
siderable amount of tension involved in

the design and development of STEEL
PANTHERS.

LEADER REFLACED

4 Landar 292
Put Billin9s

Rally

oiled gaming machine.

GRIN AND BREVET With all the officers and NCOs dead, Private
Billings accepts his de facto command and wisely takes his tank
out of danger. Morale is an integral part of SteeL Panthers' well-

Of course, art—

at least great art—derives from ten-
sion, and after all the jockeying from
both sides, it is refreshing to see that
STEEL PANTHERS is neither a
puffed-up KamprGRUPPE nor a
clone of PAnzER GENERAL. So,
what is it? Potentially the best
tactical WWII game of the
past several years—it's that
good,

AsS THE TREAD
TURNS

IU's funny that, just as the
effectiveness ol turn-based
play is being questioned as
being old-fashioned, unrealis-
tic, and boring, Grigshy's
STFEL PANTHERS stalks in and
pumps new life into the grand

i old model. Gary keeps the
action brisk through a

play, where cach turn rep-

SUm=L
ooy .

time. With an average of 18
mrns ]]El' scenario, games
may generally be conclud-
ed in two hours or less.
Movement is very much
like PaNzER GENERAL: each
unit’s range is highlighted
on the map. Remember
the frustration you felt in
PaNzER GENERAL when you
couldn’t move a whole tank
division at once? Since the
scale of STEEL PANTHERS is
tactical rather than opera-
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streamlined sequence of

resents only two minutes of

tional, you may move entire [ormations
together. As they move they may en-
counter opportunity fire, but the faster
they move the more difficult they are to
hit. Similarly, units on the move are less
accurate than when stationary, which

BAD FOR YOUR HEALTH As smoke gathers over high-combat
areas, both sides will find it more difficult to acquire targets.

maintains realism.,

The heart of the game is in the orders
system, where you direct units to move
toward ohjectives, lay down smoke, at-
tempt to rally, and of course, fire on the
enemy. The way in which these aspects
are handled oflers a lot of [lexibility. For
instance, you may designate targets in
advance, or you can select new targets on
the Mly. OF course, il you select targets on
the fly, your chances of scoring a hit
won't be nearly as good. Additionally,
you may choose to shoot smoke at a giv-
en hex, regardless of whether you see an
enemy. Indirect fire is handled elegantly,
as the computer figures out all the com-
plex line-of-sight situations: existence of
nearby spotters, the inevitable scatter of
fired rounds, and so forth. Finally, mor-
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tar fire is modeled marvelously in STEEL
Pantiers. Well-placed mortars send ene-
my troops scattering for cover in a huny,
but they don’t take out tanks that they
can’t even see (as in some recent tactical
games).

THE TIGER HAS THICK SKIN

Grigsby's designs are notable [or their
attention to detail, something that I felt
was lacking in his last design, War IN
Russia 2. In STEEL PANTHERS, however,
everything is so authentic that you can al-
most smell the diesel fuel burning on the
battlefield. In one US-German scenario, |
carefully positioned ]
my Sherman tanks §
to ambush an on-
coming column,
only to see and hear
my direct hits
bounce harmlessly
off the armor of the
approaching Tiger
tanks. Meanwhile,
my infantry were
holding out nicely
against a group of
German half-tracks,
because I had taken
advantage of a com-
bination of trees
and thick under-
brush. While I've al-
ways enjoyed Grigsby's designs, I must
admit to a particularly visceral thrill at
pitting my gorgeous green American
tanks against the gray messengers of
death coming over the Rhine. The wide
range of digitized sounds include the
straining propellers of dive-bombers, the
staccato rhythms of numerous calibres of
machine guns, the dreaded chink of a
glancing blow, and the satisfying, often
thunderous explosion which signilies a
direct hit. All add tremendously to the
enjoyment of the game.

Eventually, destroyed vehicles line the
battlefield, their smoldering husks leaving

Field Slope
Infantry/Horse 2 1
Truck/leep ; 4
Half-track ’ Z 3
Tank Y 2

a veil of smoke which blends nicely with
the fog-of-war. Thus, the tigger-happy
commander will lind his errant shots ob-
scuring the targets he has so earnestly
tried to acquire. The Al here is especially
impressive, because it doesn't just shoot
wildly but will wait for a reasonable
chance of success before firing.

Moreover, the Al is integrated into the
entire command structure of both armies.
Unlike say, the BATTLEFRONT system,
where chaos theory is so over-emphasized
that it's often hard to tell why units react
as they do, it always seems Lo make sense
when troops flee or stand fast in StTEEL

GCANNON-IZING THE TANKS Zooming down through various levels allows
you to see Stee Panthers in all its graphic glory. This shot shows the level
of detail on a variety of tanks and tank destroyers.

PanTHERS. Morale is key, as it should be
to keep the game from becoming a theo-
retical exercise, and units have the good
sense to take cover or retreat in the face
of overwhelming odds. Because the rurns
represent briel moments, rather than the
day-long turns of PANZER GENERAL, units
suffer longer and more debilitating ef-
fects [rom suppression. These effects in-
tensify when the unit takes casualties or a
leader dies. Consequently, a large part of
the game hinges on when you decide to
pull troops out of danger, and whether
they can rally in difficult situations. As the
manual states, “No one likes to be shot

Unit Movement Costs

Tree Stream

b 4 2 1

b
4 15

1
18 Z
1
2 12 1

1
1
|
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Stone Bldg. Dirt Road  Bridge

at,” and it is this aspect that STEEL PAN-
THERS handles better than any tactical
game ol recent years, with the possible
exception of Scott Hamilton's TIGERS ON
THE PrROWL (a much more complex
game).

What Grigsby is happiest about is that
all the detail didn’t have to be compro-
mised to make the game playable. In fact,
STEEL PANTHERS goes so far as to include
battles between the US and Japanese in
the Pacific, as well as with those of every
major and most minor armies ol WWIIL.
The scenario editor allows you to pit
armies ol any nationality against cach
other in either Advance, Meeting En-
gagement, Delay, or Assault scenarios,
with brief synopses of tactical doctrine for
each country’s armed [orces in the manu-
al. You may also use the editor to raise
and lower hills, dig trenches, build roads,
and even change the course of rivers if
you so desire.

So what is the average gamer to make
of SteEL Pantuirs? The graphics are
stunning, the game itsell’ is a breeze to
learn, and the interface is so intuitive that
you could actually play the game for quite
a while without having to read the docu-
mentation. But then, regardless of
whether STEEL PANTHERS is a hit, don't ex-
pect to see a similar interface for Pacikic
War: the amount of detail would either
overwhelm the user, or would have to be
compromised, a no-win situation as far as
Grigsby is concerned. Sticking to a strictly
tactical scale in STEEL PANTHERS avoids a
lot of logistical detail without sacrificing
realism. Rather than being disappointed
by the emphasis on graphics and playabil-
ity, Grigshy seems to have become more
intensely focused than usual, The end re-
sult is a game which will offer both new
and veteran wargamers a step up [rom
PaNzER GENERAL, a chance to get down-
and-dirty with squad-level combat in a
way we haven't been able to before—not
even from Grigsby himself. €

Pavement Swamp Rough Shell Holes
3 3 3
12 15 6
9 12 4
16 9 3
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Confucius Confused

Mab Jonge Meets Multimedia In SHANGHAL: GREAT MOMENTS

by Boh Proctor

ELL, SHANGHAI FANS, OUR
OLD FAVORITE HAS GONE
MULTIMEDIA. THE QUESTION
that needs answering is,
“Did SHANGHAL GREAT MO-
MENTS succumb to a temptation or take
advantage of a wonderful opportunity?”
As with most make-overs, some changes
are good, some aren’t so good. It s cer-
tainly very appealing visually, provided
you have a powerful enough computer.

MAN WHO NEVER PLAY
SHANGHAI NOT UNDERSTAND
UNIVERSE

If you've never played SHANGHAL it's a
solitaire game played with Mah_fongg tiles

instead of cards. You remove pairs of

matching tiles and if you clear the board,
you win. Connoisseurs ol solitaire know
that the best games are the ones that
make you think by giving you choices;

Suancuar does this by having lour of

cach tile. Often, three of the same tile will
be available, and then there are three
ways to take off a pair. Planning ahcad
pays big dividends! Even if only two are

Shanghai: Great Moments

Greal Moments

Publisher: Activi
 Los Angeles, C Sl
(800) 477-3650

available, taking them off may lock the
remaining two in an impossible position.
Since the tableau is stacked [ive levels
high, some of the tiles are hidden at first.

HISTORICAL ROMANCE For whatever reason, the Romance tile set includes
Napoleon and Abraham Lincoln, along with erstwhile romantics Prince

Charles and Lady Di.

Winning strategies usually involve expos-
ing hidden tiles early on so you can plan
ellectively.

MAN WHO BEUY MORE THAN
ONE MEDIUM GET WHAT HE
DESERWVE

One ol the major new features in
SHANGHAL GREAT MOMENTS is multime-
dia tile sets. There are nine in all, beauti-
fully rendered in 256 color SVGA
graphics. Every tile also has a video clip
or animation, with sound, that plays
when you match a pair. This has been
used to create tile sets with themes, IFor
example, with “People”, il you match two
tiles with Martin Luther King's photo,
you can hear and see him say “1 have a
dream!” Similar clips run for Kennedy,

2910 COMPUTER GAMING WORLD = SEPTEMBER 1995

Nixon, Reagan, Geraldine Ferraro,
Charles Lindburg, Pancho Villa and oth-
ers. Famous people from the pre-movie
era are here, wo: Cleopatra, Columbus,
Washington, and
Lincoln; they
may simply have
some animation
performed on
their picture,

Other themes
abound: match
Robbie the Robot
and see a clip
from Forbidden
Planet; Art tiles
let you match fa-
mous paintings;
Space tiles show
oll celestial ob-
jects and space-
cralt; and so on.
Two tile sets,
however, repre-
sent something completely new. In Ro-
mance, you make a match if you click on
a tile ol Prince Charles and one ol
Princess Di, or Tristan and Isolde, or
Romeo and Juliet. This will challenge
those of you who are very good at spot-
ting duplicates — they no longer look
alike! There are two of each person, and
to keep from making the puzzles harder
with this tile set, you can also match
Romeo with the other Romeo — there
are still three possibilities on any of
them.

The program is so robust that it even
allows you to change the tileset—some-
thing you could never do with a real Mal

onge set. Loading up the animaton and
o, [

sound for all the various categories takes
abont 20 scconds on a Pentium with 4x
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Visit these fine Wargames West-sponsored
stores to experience the Ice Age™ today!
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Spare Time Shop

Mike's Comics & Cards N. Chelmsford

Cork & Cards Newberryport
Wizards Workshop W. Townsend
New England Sportscards Woburn

Ship & Soldier Shop Baltimore
Freehold Game Store Bowle

Closet of Comics College Park
Collectors Crypt College Park
Clubhouse Collectibles Hyattsville
RMC Waldort
Collective Mind Augusta

Toy Soldler Bath

Bub’s Fantasy & Gaming Lewiston
Bookland of Maine S. Portland
Roleplaying Room Allen Park
Rider's Hobby Ann Arbor
Just For Fun Brighten
Rider's Hobby Canton
Campus Comics E. Lansing
Rider's Hobby Flint

Rider's Hobby Grand Rapids
J & G Collectibles Highland
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Rider's Hobby Lansing
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Sports Cards City Royal Oak
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Rogers Saginaw
Sibley Lumber St Clair Shores
Top of the Ninth Traverse City
Gamer's Inn Troy

Langes Walker
Wendy's Books Walled Lake
Jerry's Comics & Cards Waterford Tnshp
Stadium Cards & Comics Ypsllantl

See our other ad in this magazine
for more stores!

Retailers: Wargames West should be

your store’s distributor! We offer

America's fast shipping, up-to-the-

' minute computerized inventory, and free
advertising in top magazines! Call us!

Magic: The Gathering and lce Age are lrademarks

of Wizards of the Coasl, Inc,




SCI-FI PUZZLE-SOLVING Even if you choose the most exotic of tile sets, Rosalind Chao is
still in the corner of the screen, her advice a mere mouse click away.

CD-ROM drive and about 140 seconds
on a 386 with a 2x drive. If you enjoy a
relaxed style of play, with enhanced visu-
al and audio experience, then SHANGHAL
GreaT MOMENTS is enjoyable on just
about any of the computers listed above.
At the other end of the spectrum, if you
like to play last and want the tiles to pop

out of existence as fast as you can click,
you may like older versions of Shanghai
more. For many, it will come down to a
tradeoff between the high-resolution
graphics and slightly slower play.

There are more features to applaud:
nice background scenes in full color; a
very nice tutorial and help system star-

ring actress Rosalind Chao of The foy
Luck Club; and some very good new lay-
outs. This would be an excellent intro-
duction to SHANGHAI for someone who
has been missing out. For those of us al-
ready addicted, however, the flashy
graphics pale after a while. I personally
miss the layout editor (a big step back-
ward) and yearn for better statistical sup-
port. Knowing how my
percentage with Icebreaker compares
with that for the Classical Dragon layout
would really extend my enjoyment of the

game. Maybe in Shanghai IV? &

winning

THE EDITORS SPEAK
SHANGHAI

7 L -1“",

RATING ** WW}?“

PROS Nice tutorial and hints with
Rosalind Chao in full-motion video.
Excellent graphics and great tile sets.
CONS [ven with a Pentium, there
are a lot of delays. Minimal statistics
and no layout editor hurt an other-
wise good program.

I don't want to read the manual I

DOCTOR
NEVER USE A BOOT DISK AGAIN

Look famillar? 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 just needs to be configured properly. You have three cholces; 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 files.

COMPLETELY AUTOMATIC

After The Game Doctor Is Installed, every time you start your computer you will be presented with a menu of configuration
choices (e.g. Windows, DOS, Games, or Custom). You just pick the configuration that fits what you want to do and you're set!

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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ictured below is the layout editor, complete with

ck out the tall ceilings, crates you can 3 gy
heck out the Cerings, ¥o! wn menus and icons. Building your levels

=z Mlake 3D action games :
LB with NO programming!;
Sell them for $$$ |
No Royalt:es or Fees!

~|® 256 color smooth scrolhng 3D grap ics.

"o Can use our graphics, or import from any source.
e Full featured artwork painting program included.
e Use our .WAV sound effects, or record your own.
e Easy to use mouse-driven level editor.

e Your games can have up to 39 levels.
e 100+ Page manual, and demo levels included.
e Your finished games stand alone, no GCS req'd.

"PIE 3D Game Creation System"
Rated 81% 'Excellent' by PC GAMER magazine.

A very nice 3D engine' - Electronic Entertainment
ut dont take OUR word for it %
Examine the screen pictures, or : i
download our demo 1o see for yourself
Chr eustomer satisfaction rate is so
bntk sales we are

1o make '=ur own !wn ym:'r-; dm'm wi:h pnur levels, one elick malkes

ut yourself and your

friends in your game
Just u hand scanner,
and in a few minutes you
can meet yourselfina
virual worldi

$69.95

pie in the sky software

= Deve.fopcrs of 3D entertainment software A
h .psky.com (WWW on Prodigy, AOL) . -
& @ :0s: BBS (716)425-2882, or inlernct FTP ] o [

/ol can

e e ko oo on % Wisit Computer Exprass Oallne at fitig://cexpress.com:2700/
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"Tis A Bo
d, Indeed

Koei Explores The Emerald Isle’s Myth And Magic

Aye

In CELTIC TALES

by Arinn Dembo

H, TRELAND—TIT NEVER CHANGES.
[TS GREEN HILLTOPS ARE STILL
CROWNED BY CIRCLES OF STONE;
its oak forests are still haunted
by the riders of the Wild Hunt;
its people are still strong despite cen-
turies of hardships.

Koei's latest offering, CELTIC TALES:
Bartor oF THE EviL EYE, deals with an
early period of Ireland’s travail. Two
thousand years ago, according to legend,
the island was conquered by a savage
race called the Fomors, They were big,
ugly, and had very bad table manners.
They had superior weapons and power-
ful magic, and they dominated the Celtic
tribes, laying waste to the land, exacting
heavy tribute and disporting themselves
with rape and
slaughter. No one
could stand
against  their
leader, Balor;
when he lifted the
lid of his evil eye,
anyone flacing
him was struck
down, il _

The folks at | "nd-compat:bles._ -
Koei have picked | A f!’__la_yars- 1'4
up the story from
there. The strate-
gy game they've
created is hung |

| VGA gfsphics. 30
'MBIh_a{d drl'lm .

(@15) 348. ol

loosely over the Fomor legend; although
the ultimate object of the game is to
hunt down Balor and put out his light, it

ce: $59.95 oD

takes a while to earn the priv-
ilege. You see, only the High
King of Eire can meet Balor on the bat-
tlefield and, as the game begins, there is-
n't one. Bt‘f()l‘e you can [)lll. an end to
the Fomor occupation, you must unite
all the tribes of Ireland under your rule.

CerTic TALES is a complex package,
combining many elements of the best
strategy games with some new twists. It
has diplomacy, trade, empire-building
and combat, random events, magic and
magical items, as well as a cast of charac-
ters—both heroes and gods—from
Celtic mythology. Regrettably, some as-
pects of the game are weighted much
more heavily than others, but | should
quu_kly add that the flaws in gameplay
aren’t fatal, just un-
fortunate.

THE GODDESS
WANTS YOU!
Your orders come
straight from the top.
You begin the game
chatting with the
Goddess Danu, from
whom the early Celts
took their
(Tuatha De Danann,
the Tribes of Danu).

ndame

nine characters to
choose from, a plot of uncultivated land,
a herd ol cattle, a ruined town, a shat-
tered citadel, and the service of a few
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She'll give you: one of

|

champions to
get you started. The rest is up to
youL.

The turns of the game are based on
the Celtic calendar. Every year has four
seasons, these being Samhain (winter),
Imbole (spring), Beltane (summer) and
Lughnassad (autumn). Each season is di-
vided into three months, except for
Samhain, which has four, and every
month is a turn, yielding thirteen turns
of play in every year. The maximum
length of the game is 70 years. On the
first day of every new year the Fomors
will show up, demanding a hefty sum of
cattle and grain as your tribute to Balor.
You have the option of paying, refusing,
or challenging the Fomor champion to
single combat.

The process of developing your land
is nothing new for a Koei game. There
are nine province commands, which can
be assigned to any of your champions:
Explore, Farm, Build, Chop Wood,
Mine, Tend Cattle, Perform Magic,
Train (Play Hurling) and when your
overworked champions are linally ex-
hausted, Rest.

Your province also contains a Burg, a
Citaclel and the Champion’s Tent. The
Burg and the Citadel are the measure of
your people's Culture and Power, re-
spectively. As you build up these struc-
tures, you improve your standing with
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After hearing his
favorite games on
a Sound Blaster,
Vincent regretted
the ear thing.

! Inferior sound cards can drive you to some

' Q crazy ends. All of the awesome sound effects
that are built into this year’s hottest new

rames sound muffled and flat. So it feels like you're

only getting half the experience.

But a Sound Blaster AWE32 sound card can spare
you that insanity. You get only the best 16-bit, CD-quality
audio. And suddenly, games come 1o life. That's because
it uses Advanced WaveEffects? SoundFont™ technology,

and a digital signal processor to do some really cool stuff.
Like deliver 3-D wrap-around sound, plug into musical
instruments, and create samples of your own recorded sounds.
And of course, the AWE32 belongs to the Sound
Blaster™ family—the PC sound standard. It's the audio
card that satisfies the most discerning ear. Ask
for the ;\I\-\’I:EE atyour P ATIVE
nearest Creative Labs dealer, iR Ch

or call 1-800-998-5227 Ext. 114.

Sound

© 1995 Creative Technology Ltd. Advanced WaveEffects, SoundFont, Sound Waster amd the Creative, multsmedia is Creative, and Sownd Bluster Compatibility Loges are trademarks of Creative Technelogy Led.
International mgarrres: Creative Technology Lk, Singopore, TEL; 65-773-0233 FAX: 65-773-0353, For information by fax respanse, call 1-408-428-2389. All rights reserved.
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Football, Basketh |
Baseball & Hoc |

e PLAY to win.
e SUBSCRIBE
to save.

Here’s the move
that’ll blow’em away:

Call
1‘800"827'4450

And grab the rock-bottom rate
other gamers would virtually die for!



neighboring tribes. The Champion’s Tent is basically a local
pub, a hang-out for heroes who are passing through. You may
try to recruit these heroes, challenge them to a duel, ask them
for information or learn magic from them, depending on char-
acter class and level of experience.

Your champions come in three classes: warriors, druids and
bards. The druids and bards are magic-users, and can work
their spells to good effect both domestically and in war. All your
champions have a number of attributes and skills which will de-
termine their ability to perform various tasks, and they can car-
1y weapons, jewelry or magical baubles that will increase their
likelihood of success. A battle ax, for example, increases a
champion’s Arms rating, which means she does more damage
in combat; whereas a brooch increases her Charm rating, mak-
ing her more likely to prevail in negotiations, trade and recruit-
ment of new champions.

HOW TO MAKE FRIENDS
AND INFLUENCE PEOPLE

I's important to refurbish your lands and recruit wandering
heroes, naturally, but you're going to have to be more aggres-
sive than that. To become High King, you have to come out of

T |
1 L)
)

28 Cashel

Alihither do ye roan,
Ml trivesman? Tis tine por
I[ yer tdaxes to the Fomors.

. Lo P
c .64 norc ke,

MORC'S BAD MANNERS Just when you start building up a reasonable
amount of money, power and resources, the sky turns an ominous shade of
gray, and Fomorians come to collect taxes.

your territory and win other tribes to your cause, either by
diplomacy or by force.

This is actually one of the areas where the game is flawed, Al-
though there are a host of diplomatic options available to you,
the process of making peace is long and arduous, and can be
extremely frustrating. Regardless of how hard you work to build
trade and good relations with your neighbors, they will cheer-
fully attack you and bring your efforts to naught il you leave
your border with them too lightly defended.

On the other hand, going to war and pummeling other tribes
into submission is quick and unrealistically easy. It has no down
side whatsoever. The design team definitely missed a call here;
in order to balance the game between military and diplomatic
tactics, they should have been careful to make war both more
costly and more difficult.

As it stands, not only is the game weighted heavily toward
war, but war is weighted heavily toward the aggressor, who has
nothing to lose and everything to gain by the assault. If you can
muster seven champions and provide them with enough grain
for their armies, you can attack and win almost anywhere. The

Game Runner!"worlks with Doom, Doom Il and
hundreds of other games to let you move faster,
react quicker and, yes, occasionally cheat.
Call 8oo-354-3222 or your dealer for details.

Uiy Qdrioih Lesporation, 1ya Mea Baskevaid, Sants Monks, CA gogoy, bip:f mwmdesh vom/, All tigkis reserved, Quanpideck s a
feghlnred budenlack and Gase Ry Is 2 1rademark of Quatberdeh Lorporalion, Al athet {rademackd e progerties of the respes e owneis.

Quarterdeck:
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Dare to enter the waters once again...
This time it’s not just personal - it’s a matter of life or death.

IRAL

TR

A classic multi-award winning game is back and enhanced
in this it’s second incarnation - The Lost Admiral Il.
Strategy and stealth are required to successfully
maneuver your submarines and surface ships
through enemy lines in preparation for



defender will not be permitted to field more than seven cham-
pions against you, regardless of how many he has in the
province. In addition, his champions will not be permiued to
field more than a hundred soldiers each, regardless ol the fact
that they are at home, defending their own country, in a
province with two thousand of their friends and family.

Also, the war in a province does not adversely allect its culti-
vated fields, herds, structures, population or natural resources.
So, once you've taken over, you get the place undamaged and
fresh as a daisy (too bad post-war Europe didn't come with this

option). You can fight for three or four days with hundreds of

men in the melee without ruining a single stalk of grain. And
that’s leaving out the druids and bards, who bring down every
natural disaster you can imagine, from lightning and lava to
floods and hurricane winds, without breaking a single window
or killing a single cow.

The upshot of all this is that a lot of the complexity of this
game can be ignored if you go on the warpath. For example,
the Power and Culture values of the province from which you
stage an attack make no difference in combat—they don't affect
the number of soldiers you can enlist, or the availability of sup-
plies—which means that if you stay on the offensive, you don't
really have to worry about building up the Burg or the Citadel.
I never had any difficulty producing enough grain for my
armies, so there wasn't much motivation to farm the land.

It's unfortunate that more thought wasn't given to these mat-
ters, but what the hell. Even if the pay-off on diplomacy is slim,
the combat system is quite intricate enough to hold a player's
interest throughout the game. And even if you unite the wibes

by conquest alone, you'll have plenty to do and a number of

formidable challenges to face. 1t's not quite as easy as it looks,
and let’s not forget—there’s always Balor,

I don’t want to give anything away, of course, but the last bat-
tles of this game represent an exponential leap in difficulty. All
the Fomor champions are enormously strong and very resistant
to magic, and il you lose to them, the island is doomed. |

| can work o Fine Shield
EE“ 10 of our wood and
Of our metal in 3 s —
E- months. Shall | beging

W Shinlh

CANCELR YN

121120 | P e 2 T . SRR

SPEAK SOFTLY & CARRY A BIG SHIELD Despite all the diplomatic options
huilt into the game, prosperity comes more easily through war than
peace. Employ artisans early to build weapons and secure your borders.

higher

level,

Game Runner!“works with Descent and
hundreds of other games to let you move faster,
~ react quicker and, yes, occasionally cheat.

Call 800-354-3222 or your dealer for details.

01948 ndteiteck Corasition, 150 Piea Bouderard, Sents oalea, CA ggos, igs) [ ek rom, 4 Fghts reserved: Quartdich iy a
regitered trdemick and Geme unnerd -2 (rademark of Quanerdeck Corporation, Al sther trinbemarka e propeisies of [5eie ivypective prrmers.

Quarterdecl
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The Combat Helicopter Simulation

From Digital Integration
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EMERALD ISLE This close-up look shows a portion of the tile-based terrain.
Although fairly detailed and informative, the Koei graphical style is begin-
ning to look a bit out-of-date.

strongly suggest that you save the game when you're within a
turn of the crown.

BRASS TACKS

CeLric Taves is a CD-ROM product, but makes no extraor-
dinary demands on the system. The graphics are artistic, if not
photo-real; the sound effects are evocative; and the music is the
usual deplorable synthetic rubbish. The interface is mouse-dri-
ven and easy to use, although it may take a while to get the
hang of things, because the menus aren’t laid out in the most
intuitive fashion. Fortunately, the game is blessed with a useful,
coherent instruction manual and a handy form ol on-line help,
which answer the majority of questions that come up.

Cerne Tavces yields at least a hundred hours ol play, and
turns can be streamlined somewhat by setting backfield
provinces on automatic with the Delegate command. It also
supports multiple players, which should increase its replay val-
ue significantly.

In short, CELTIC TALES is a better-than-average game, enjoy-
able, stimulating, and unique. The magic system is one of the
best I've seen. The game will appeal strongly to both [ans of
Celtic mythology and to strategy gamers who can appreciate its
fantasy and historical elements. Unfortunately, the gameplay is
unbalanced, and it’s possible to ignore much of the complexity
of the empire-build-
ing phase by opting

for all-out war. CELTIC TALES

Cerne Taves, which RATING * **ié;;’
could have been a A

THE EDITORS SPEAK

truly outstanding PROS The myth and mystery of
stralegy game, is Old Eire is captured nicely, with
merely a good one plenty ol authentic names, customs,

heroes and, ol course, druids. Intri-
cate combat and magic systems offer
a lot of replay value.

eonNs War doesn't affect the popu-
lace or the lands, and diplomacy is
basically a waste of time. Sound and
graphics are unimpressive.

for this reason. But
if you have a special
place in your heart
for the Emerald Isle,
as I do, you should-
't pass up a chance
to visit, &

Game Runner!"works with Wing Commander
and hundreds of other games to let you move faster,
react quicker and, yes, occasionally cheat.

Call 8oo-354-3222 or your dealer for details.

Uy, Quartercieh Corporation, 140 P £ %, Sunts Motica, (A 55404, ‘wivn gederhucom, Al fig!
hgiatioed bademark and Gaste Russer! b 3 trademark of Duartendert Corporat Il other trademarks are p)

Quarterdeck
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REVIEW '
Stonewall
Where Have

Jackson,
You Gone?

When Empire Takes Aim At THE C1viL WAR, Its Volley Misses By A Mississippi Mile

hy Terry Lee Coleman

GREW UP IN TENNESSEE. THIS WOULD
NOT BE REMARKABLE, EXCEPT THAT 1
LIVED A MERE 20 MILES FROM SHILOII
National Military Park. One of my
carliest memories is going to the
park one summer and, because 1 had
been particularly well-behaved, being al-
lowed to touch one of the brass cannon
on display. As I ran my hand along the
barrel, fascinated by the touch of the
metal, T had no idea that the howitzer
had been rendered forever harmless for
the safety of the park’s visitors. All T saw
was this huge, powerful weapon looking
out over Pittsburg Landing, having kept
its lonely watch for over a hundred years.
My fascination with Civil War lore
eventually spread to board games and
then computer games. Yet, with very few
exceptions, almost every game [ tried was
unsuccessful at recreating the battles,
campaigns or personalities which delined
the Civil War. Even so, I held high hopes
for Empire’s Tur Civi. War, a game

whose simple title gives little indication of

its incredibly ambi-
tious scope. Like
other  strategic
games before it
Civit. WAR attempts
to model every as-
pect of the war—no
small  leat. Al-
though it may seem
strange for a British
company to release
an American Civil
War  game, the
truth is that even
overseas the War
Between the States is seen as the bridge
between the Age of Napoleon and war-
fare of the 20th Century. One of the
nicer elements of the package, then, is a
48-page booklet, Battle in the Civil War, by
noted British historian Paddy Griffith.
While it lacks the detail of Griflith’s Rally
Once Again (on tactics, published in
1986), it does give the novice a good Civil
War primer. One odd note is that the
bibliography fails to include Shelby
Foote’s renowned series of books on the
Civil War.

relation to history.

“] CANNOT MOVE WITHOUT
MORE MEN."
—GEORGE B. McCLELLAN
The strategic portion of the game at-

tempts to deal with the difficulties of

supplying and moving large forces across
the often difficult terrain of mid-19th
century America. One of the major diffi-
culties facing Civil War generals was sim-
ply knowing knowing exactly where the
enemy was and how many men he had.
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LEE MOVES NORTH? Combat is so screwy that the epic battles between the
Union Army of the Potomac and Lee's Army of Northern Virginia bear little

While it's doubtful that competent play-
ers will fail, as did McClellan, to move on
Richmond with a 2-to-1 majority in man-
power, the hidden movement capability
ol the computer is well-employed here.
Units themselves come in a variety of
martial Navors: Militia and Regular in-
fantry and cavalry, the latter with sabres
and even pistol shotguns; Militia Mounted
units, capable of racing to the batile on
horseback and fighting dismounted; En-
gineers and Railway Engineers; Smooth-
bore, Light, Siege and Rilled Artillery;
and Sharpshooters. Selecting units al-
lows you to sce their manpower, supplies
and a history of their fatigue and morale
levels.

The Army organization aspects ol the
game, however, are so poorly thought out
that they sap any potential inherent in
the combat system. The structure of
adding independent commands, promot-
ing or removing generals and moving
troops from one theater to another is
conlusing for the beginner and uncon-



THE ULTIMATE BATTLE

FIGHTING FALCON
. BACK TO BAGHDAD

nd attacks. “Fighting
with the most advanced

e ever experienced.

best controls will do. Bring it back home wit

ThrustMaster F-16 FLCS*, F-16 TQS and Rudder

Control System. ThrustMaster’s F-16 flight con- 10 TQS™
trols are specifically designed to compliment the

F-16 Fighting Falcon flight model.

When you’re flying the best combat simulator,
only the best controls will do...

* F-16 FLCS Required for the F-16 TQS to Function

MILITARY SIMULATION INC.S
5910 N.E. 82nd Avenue Vancouver, WA. 98662 r
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If you must have a Civil War fix, but refuse to play a weak game, there are a few places to which you
can turn. The hest Civil War game is still SSI's Gerrysaure: The Turning PomT. It was the last wargame to
top the CGW Top 100 poll before Panzer Generat, largely hecause it gave you the feeling that you were ac-
twally fighting a Civil War battle. Unlike The Civie War, command control and leadership works properly
here, and the the handling of melee, forced marching and tactics has a good Civil War feel. If you can
look past the dated graphics, there's still a lot of fight left in this old warhorse. $15, Novastar Games,
916-624-7113.

REINFORCEMENTS

Talonsoft is developing a Gettyshurg game using their engine for Barmecroun: Aroennes (see Alan Em-
rich’s G-2 column in this issue for details). Meanwhile, Norm Koger's Ace oF Riries is shaping up nicely,
and might be the sleeper of the fall season. The scenarios range from the Mexican-American War to the
turn of the century, which obviously includes a lot of Civil War battles. Having criticized Tanks! for its
morale oddities, | must admit that Rires is much better. The scenarios created thus far are quite balanced
and enjoyable. The only question is whether the game can handle large as well as small
engagements...guess we'll have to wait for the Antietam scenario to find out. In any case, it seems that

hope for the Civil War faithful is finally on the horizon.

vincing to the veteran gamer. The system
has little of the elegance and internal
consistency of that found in TuE Roan
FrROM SUMTER TO ArroMarTox 11, for in-
stance. Simulating the chaos of battlefield
communication is a nice idea, but here it
brings more tedium than insight or
gameplay.

The naval aspects of the simulation are
similarly detailed and similarly confused.
You start the war with wooden ships, then
gain the capability of building ironclads,

= —— = — ]
subtle differences between four dilferent
types of fortifications, because you will
have to spend time micro-managing re-
cruitment centers, supply depots and
wagons, training camps, hospitals and
even POW camps. On the highest levels
of “realism,” resources ol food, raw mate-
rials other human and even equestrian
needs must be tracked separately. 1f you
turn the options to minimal detail, the
game becomes so vanilla that it loses any
relation to the Civil War. The worst part

Why can’t someone design a

does justice to the Civil

although the Rebels rarely have the re-
sources Lo spare, properly reflecting his-
tory. There are distinctions made
between riverine and ocean-going units,
and the game even allows for blockade
running by the Confederates. Sull, it's
hard to figure out through playing the
game why Grant needed gunboats at
Vicksburg, or why Island No. 10 was such
a hard nut to crack. The naval system re-
ally fails to integrate with the land action
in either game or simulation form.
Despite the flaws, a simple production
system might have helped to make a
playable game. Such a game might even
have offered a broad insight into the ma-
jor themes of the Civil War. Instead, what
we have in THe Civii. WaR is a kitchen-
sink approach which totally loses focus.
You will have little time to ponder the

of all this is that the strategic game is
plaved in daily turns! Even the most rabid
Civil War fan will lose interest long be-
fore reaching the 1100 turns or so it
takes to watch Lincoln win or lose in his
bid [or re-clection in 1864.

“j HAVE NO DIVISION,
GENERAL LEE.”
—GEORGE PICKETT
But what of the individual battles?
Surely they can provide some excitement,
with their miniatures-like depiction of the
battlelield. Problem is, the designers
chose to simulate the action in real-time,
based on their dubious system for the
Napoleonic FIELDS OF GLORY; and even
this would have been okay if they had
hothered to create an Al The computer
opponent is lamentable, not just for your
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enemny, but also for your own forces. Real-
time action is held up as “more realistic,”
because it doesn’t allow a player to take
all day to move and commit his forces.
That's fine, but gamers have a right to ex-
pect their own individual commanders to
be at least as good as the worst bumblers
of the Civil War. It's one thing i an army
disintegrates from crumbling morale at
Bull Run, but when the cream of Union
and Conlederate [orces flee the field for
no apparent reason at Gettysburg, even
the most casual of gamers will feel insult-
ed. The best generals in The Civit War
would make even inept leaders like Brax-
ton Bragg look like a bloody genius; and
this reduces the Gouraud-shaded terrain,
the detailed supply and morale rules to
mere window dressing.

Tue Civie WAR is merely the latest dis-
aster, leaving gamers [ecling much like
Lincoln searching in vain for a real gen-
eral to counter Lee's success. Which
brings up the question: Why can’t some-
one design a game which does justice to
the Civil War? Empire, like other compa-
nies belore i, underestimates the passion
that gamers have for their hobby. They
also [ail to realize that the Civil War
breaks a lot of gaming boundaries. Sever-
al people who wouldn't normally be
caught dead playing a wargame will try a
Civil War title because it's a subject even
mainstream Americans find compelling.
Until designers [ind the same passion
and understancing of the conflict as their
consumers already have, we'll undoubt-
edly be subjected to more insulting,
graphics-heavy and gameplay-deficient
lare like THE Civi. WaAR. €
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PROS Nice graphic rendering of
terrain. Good Civil War primer by
Paddy Griflith. Wide variety of unit
Lypes.

comns Naval and land aspects aren’t
on same battle page. Overblown pro-
duction system makes you more
quartermaster than leader. Poor
command rules and ridiculously in-
ept Al rout this game almost before it
takes the battlefield.



H Great Tale has Just Begun...

Gmnc @ALE:S

ong ago. in the days when Ireland was far removed from the mainland
civilizations of Europe. the early Celtic tribes were locked in a bitter war
with the Other World. The tribes of Eire were joined as one people, the Tuatha
de Dannan. Their Other World enemies, who lurked off the islands shores
were known as the Fomors, their powerful leader, Balor of the Evil Eye.
When you enter Celtic Tales, you enter the turbulent struggle to save
the tribes of Eire from Balor’s evil. Tived and broken, your people have little left o
give to the struggle. Regarded as an intruder, your task is to rebuild the land, strengthen the
tribes and become High Ruler of Eire, Then with your trusting champions, you must seek out the
magical Runes, some of which are locked in Balor’s grasp. Once in your possession, the Runes will

Play 1 of 8 mythical characters from the tales, including the war goddess
Medh and Lugh the god of Light

Experiment with Rune magic, procure new Runes & expand your magical powers
Recruit Bards, Druids and Warriors to assist you in your quest
Direct your champions to develop the proyinees you control

e Align the wibes o your divection in a quest to become High Ruler
Oren WORLD T0 BECOME Take part in Tribal Coundil to learn of Balor's movements as well
HiGit Ruin as the status of your champions and tribes

Carry out cattle raids on neighboring provinces and use i S
them as barter for valuable items Mystiear ARvoR

i L& ) PROTECTS YOU IROM
With its RPG style game play, you must collect the Runes | Baton's Evi,
before batdling Balor |

All commands are animated throughout your turn

- . @) 1-4 players with two exciting scenarios * Available for IBM PC.
Coxsvrr e Trmar e KOEI games are available

B COoUNCIL ON WAIRR STRATEGY in retail ontlets nationwide!
: Ko El 11 you can’t find the KOEI
o product you are looking for,
— s | call us at 415/ M4B-0500

AT 7 2 il . % 9AM L0 50 PST),
m ROEI Corporation. 1350 Bayshore Hwy. Ste. 540, Burlingame, CA 94010 L nl\.'m S:p:--m ﬂ:'rj "

Compatible et Ties, Balo of the Evi Eye s trasmark o KO D:vrn\ on. [EMat wn.l LnfIrhlr!‘tmlﬂ..:.*.éssl.‘J:rr:es Corporation. CompuSerse: GO VIDPUB, Seet, 4
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Give The Actors A Hand

New World Draws A Queen, A Commander And A Joker
For MUILTIMEDIA CELEBRITY POKER

by Alan Emrich

O MATTER HOW YOU CUT IT (THE
DECK, THAT 18), ABOUT THE MOST
SOCIAL WAY TO GAMBLE IS TO PLAY
poker. Sure, going to the track
with a buddy is nice, but there is
no substitute for a table full of interest-
ing patter as the chips are falling where
they may. Basements, kitchens, and din-
ing rooms around the world still see
more poker games than Las Vegas can
even dream ol
Hollywood hasn’t missed out on the
importance of poker, either. What was
the major plot
device in the
films A Big Hand
Jor the Little Lacy
or last year's
Maverick? What
kept the “family”
together in The
Odd Couplez How
do we see the
crew of the En-
terprise really re-
lax in Star Trek:
The Next Genera-
tion? The answer,
ol course, is pok-
er—where, on

Slish

 (800) 325-8898

[ilm, every game is a “big deal.”
Moreover, just when you thought it
was sale 1o leave the cinema to go home
and play some poker on your computer,
Hollywood once again rears its head.
“This time, it's in the form of MuLTIMEDIA
CELEBRITY POKER [rom New World
Computing, where you are invited to
join Joe Piscopo, Jonathan (Commander
Riker) Frakes, and the lovely Morgan
Fairchild in a [viendly game of poker.

Murrimepin CeLeariTy Poker B8

 Original Concept: Jon Van Canegham
; New World Computing, Inc.
- Woodland Hills, CA

ANTE UP!
Gamblers, ol
know that

course,
four-handed
poker is not where the ac-
tion is. In lact, many Las
Vegas casinos will start a
game of four-handed poker

by only collecting a small
rake from the pot. They do
this to get some action going so
that other players will be attracted to

join the game, yet not penalize the few

players already seated at the table. With
only four players at
a table, high pairs

are often winners,
and two pairs is
usually a monster
hand.
After
your name and sex,
can
whether you'll have
a speaking part, a
digitized, generic
male or female
voice  that
nounces your “call,”

entering

yvou choose

an-

“bet,” “raise,” etc.
Next, you can sel
the background music to one of three
stations: classical, pop, or rock. You may
also slightly alter the video continuity
and quality (in order to help speed play).

NOT FAST, BUT LOOSE

When play begins, the celebs are
chatty and charming. Obviously, this is
what people are paying for when they
buy this product, and one quickly be-
comes engaged by their hanter. The at-
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mosphere is jovial, and only a real cur-
mudgeon could suppress all the smiles
this software package provides,

When the chips start to fly, however,
they really [ly. While Jonathan Frakes
and Joe Piscopo are fairly loose players,
Morgan Fairchild seems downright
reckless (and lucky). There are times
when you can't blast these players out of
the action with a cannon, and don’t
even think about blufling because
they'll stay in regardless. But, hey, the
cashflow rapidly goes back and [orth,
and the charming company helps for-
give less sophisticated play. Even the
most skilled, conservative player will be
tossing chips around in a similarly cava-
lier manner when playing MULTIMEDIA
CELEBRITY POKER.

The program does have its hilarious
moments, particularly in the “out-takes”
accessible via a convenient icon. There
is also a menu item dubbed “Tell a

joke,” that animates Joe Piscopo into

telling an old chestnut in his own inim-
itable style. Groans, gullaws, and belly-
laughs must be provided by the player,
because the other actors sit stone-faced
through both joke and punchline.

On occasion, when he loses a pot,
Jonathan Frakes will chime in with the
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Game

Iable Het Detail  Help

REAL POKER FACES It doesn’t matter how funny Joe Piscopo is, the other
celebrities appear less than amused. Then again, mayhe they had already
heard the limited number of jokes too many times during rehearsals.

wry comment, “I hate not being Num-
ber One.” Aside from the obvious Siar
Trek pun, that is a prophetic comment
about MurtTiMEDIA CELEBRITY POKER.

For those seeking a superior poker

game, the aforementioned limitations

in this product real-
ly leave you wanti-
ng. Hard-core
poker players are
still advised to pick
up Villa Crespo’s
AMARILLO SLIM'S
DEALER'S CHOICE or
Electronic Arts’
POWERPOKER.

DEJA YU
AGAIN

As a purely enter-
taining experience,
which is clearly what
New World had in
mind for this prod-
uct, it succeeds, but
with considerable
limitations. Specifi-
cally, the number of gestures and bits of
celebrity dialogue are limited. After just
a few minutes, repetitions kick in for the
third and forth time, leaving you with
the feeling you've seen this belore. At
that point you begin to pay more atten-

tion to the weaknesses in the poker game
than in any pleasures of “celebrity enter-
tainment.”

Sadly, even the joke database is limit-
ed to a mere four jokes. Personally, I
could have sat there listening to Joe Pis-
copo telling jokes around the poker
table all night. But until we all start rub-
bing elbows with the likes of these stars
around our own Kitchen tables, games
like MULTIMEDIA CELEBRITY POKER will
be the only game in town. &
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MULTIMEDIA CELEBRITY POKER

RATING ** LML

ST
PROS An adequate variety of poker
games is made much better by the
pleasant, jovial company kept. The
jokes and out-takes are nice touches.
€ONS To a gambler, four-handed
poker is akin to one-handed sex, and
even the entertaining celebrities
rapidly become repetitious, repeti-
tious, repetitious.

TOTAL:
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BARYON

THE GREATEST SHOOT 'EM UP FOR THE

PC EVER CREATED
TRY IT

Download the shareware version from America Online, Compuserve,

the Internet and all good BE
or Order it from us for just $53.95 (+

BUY IT
Order the incredible FULL v

Orders (‘}ni
Question

.55 s&h)

n of Baryon for just $34.95!

1-203-776- ‘s(sﬂ‘s or Game hl @aol.c

Dragon Lore CD
Bureau 13 CD
Civilization

Great Naval Battles 2
King's Quest 7 CD
Under a Killing Moon CD
Ultimate Football CD
Metaltech Earth Siege
System Shock
Privateer

Outpost

Gabriel Knight

Dark Sunll

PO Box 5008 Glendclle H’rs IL 601.39

We Buy & Sell New and Used
Game Software & Hint Books.

Call 1-800-525-GAME
Get CASH for your games or get an
additional 10% in credit, good for future game
purchases at great prices on used games like
these...and many more

$21  Dark Leglons 2
$24  Acesof the Deep 31
$25 Dracula Unleashed CD $29
§22  V-Viclry Markt Garden $16
s Doom Il 529
$37  Tie Fighter 528
$26 Wing Commander Ill CD §35
$28 Cyberia 529
$25 X-wing 515
$20  Questfor Glory 4 s21
s21 Betrayal at Krondor §18
$17  V-Victory Market Garden §16
$29 Creature Shock $29

We Accept Visa, MC, Cashier Check & Money Order Shipping $5 UPS , $9 Ovemight
ANl games must b virus froa, gamas will ba chocked. All games must ba in original box with all Instructional materials and
original disks. NO COPIES acceplad, All gamas must ba sant with accaunt numbar in arder for your chock or crodt to bo

processed. Any unacceptable games wil o senl back a1 your expanss. Any delective gamas ean be exchangad for

sam tilke only when accompaniod by receipt within 2 weeks of purchase,

¥ The Game Factory

Circle Reader Service #123
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¥ VISA/MC: CALL

(408)aa4-8381

Dealer Inquiries
Welcome

You are in command, the stakes are high, and planning is the critical
challenge. Your force behaves like real soldiers affected by morale,
the command structure, and other factors too numerous to mention. At your
disposal are seven Staff officers to “brief’ you on the complete battle situa-
tion. With over 5,000 weapons/gun systems, exacting penetration/dam-
age calculations, and an extremely challenging Al, you must use your
best strategies to succeed.
Based solely on historically accurate military specifications, this
is the most realistic small unit combat simulation available. Get ready for a truly unique way
to study and explore military history.

P Panthers In the Shadows — At least you're still at home when the smoke clears...
":L_}D oy ™) While designed for all levels of wargamers, Panthers In The Shadows is not recommended for first-
L) \ . time gamers without some understanding of military forces and operations.
SN NS = L Requires VGA display. S80KB free base RAM, TMB high momory, 4MB bt desk space and o mouse. 2B or mone of ligh momary is suggested (on optanam pedammanto
For IBM PC and compalibles. Copyright 1895 by Scoll HamiltonyHPS Simulations. Al Righis Besovod 180 i iegesored idomeank of Intemeitionnl Busmiss Machings, Ing

/;» THE WARGAMER'S COMPUTER COMPANY.
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How To Defeat
The Perfect General (1T

Tactics To H elp You Overcome Human Or Al Oppomms In PERFECT GENERAL 11

by Patrick C. Miller

11 isten up, all you bug-infested, va-

porware-for-brains wargamers!

I'm disgusted by the fact that

some of you so-called generals

are routinely getting your cursors

kicked all over a hex map by a comput-

erized commander who couldn’t fight

his way out of a mini-tower. And when it

comes to mixing it up with another hu-

man, most of you don’t know your

bazookas [rom your serial ports. You're

the sorriest excuses for officers I've ever
seen!”

While the above isn’t one of the video

clips in THE PERFECT GENERAL 11, it prob-

ably should be. To paraphrase George

C. Scott in the movie Patton, the object of
)]

PERFECT GENERAL II isn't to whine be-
cause you lose constantly, it's about mak-
ing some other poor sucker whine about
losing to you. So, here are some strategy
and tactics tips that will not only help
you win against the game’s best comput-
er opponent, but will also make you a
more challenging opponent for head-to-
head competition.

Phase
Buy Reinforcements
Place Reinforcements
Mobile Artillery Plot
Artillery Fire
Artillery Plot
Direct Fire
Movement
Direct Fire
End Turn

1
2
3.
4.
5.
B
1,
8.
9.

SURVIVING
CONTACT

PG2 is primarily a
tactical-level war-
game, but what you
do before the shoot-
ing starts also affects
the battle’s out-
come. This is the
game’s strategic as-
pl‘l(f[, “-']H'.‘l'(‘? )’{}H set
your objectives, de-
termine how you'll
accomplish them,
assemble a lorce
and deploy it to
make your strategy
work. A major fac-
tor in planning
:\'ll‘alcgy i!"\ un(it:r'-
standing PG2's scor-
ing system, plus
being aware of any special conditions
within the scenario you're playing. A few
scenarios require you to have a certain
amount ol unit "buy points"—a com-

Perfect General Il Turn Sequence

Defender
Variable
Variable
Simultaneous

Attacker
Variable
Variable
Simultaneous
Simultaneous Simultaneous
Simultaneous Simultaneous
1st 2nd

Ist 2nd

1st 2nd
Simultaneous Simultaneous
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ON TO VICTORY Here, Blue collects points for occupying a single city hex,
Red has its units occupy a multiple-hex victory point area, and an unoc-
cupied city is shown in white to indicate that neither side controls it.

bined total of unit costs—in shaded ar-
cas of the map by game's end. If you
don’t achieve these conditions, you won't
win, no matter how well you do in beat-

Comments

Depends on scenario.

When available.

Select final targets for pre-plotted air strikes.

Fire mobile, light, heavy artillery. Conduct air strikes.
Plot artillery and air strikes to arrive next turn.
Return fire available during opponent’s fire.
Opportunity fire available during opponent’s move.
Return fire available during opponent’s fire,

Paint totals calculated for victory hexes held.




Armored Car
MG Armored Car
Light Tank
Medium Tank
Heavy Tank
Elephant Tank
Mobile Artillery
Light Artillery
Heavy Artillery
Aircraft
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40-60 ferry,

20-30 attack

* For direct fire attacks only

ing up your opponent and piling up vic-
tory points.

In fact, it's actually possible to win a
battle of attrition, but lose the war be-
cause your opponent controls more vic-
tory point areas. For this reason, you
should play with the vic-
tory point display turned
on. The latest PG2 patch
color-codes the point
values shown on the
map, enabling you Lo
quickly determine which
victory point hexes are
controlled by the attack-
er (red) or the defender
(blue) and which hexes
are still up for grabs
(white).

To receive victory
points for a hex or a
group of hexes, at least
one of your units must
occupy the hex or hex

units from both sides oc-
cupy a victory point hex
area, neither side receives
the points. Each trn your
[orces alone occupy the
area, you'll receive points for it. Victory
points are cumulative, always added to
your total score, never subtracted. Ther

fore, the sooner your units take a victory
hex arca and the longer they remain its

Perrect Generat Il Unit Capabilities

Defense
2 (Soft) No
4 (Soft) No
3 (Soft)
3 (Soft) No
3 (Armor) No
3/(Armor)
3 (Armor) No
8 (Armor) No
15/(Armor)
21 (Armor)
6 (Armor) No
1 (Soft) No
1 (Soft) No
J3% chance to i
be shot.down

Attack®

O O O WO & S O N

66% chance to
kil (50% vs.
Elephant Tank)

sole occupants, the more points you'll re-
ceive for it.

INTELLIGENCE GATHERING
To help refine your strategy, use the
recon map available during the initial

THE KILLING FIELDS Only a few units remain of Red’s huge attack, which blundered
into a kill zone set up by the Blue defender. Medium tanks take advantage of the
woods and hills on the flanks as heavy tanks block the open terrain in the center.
With a couple of mobile artillery units in support, a rout is assured.

unit purchase phase to: analyze the ter-
rain; examine relative set-on positions;
see victory hex values; and determine
which transportation routes are most
useful. In some scenarios, reinforce-
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AA Defense

Yes (Range 2)

Yes (Range 2)

Yes (Range 2)
Yes (Range 2)

Strengths & Weaknesses

Cheap, slow, vulnerable

Fixes & breaks things, vulnerable
Cheap AA, slow, vulnerable
Cheap:anti-tank, slow, vulnerable
Fast scout, cheap, weak

Mobile AA, fast, weak

Good scout or APC, fast, weak
Good'all-purpose unit

Powerful, expensive, slow

More powerful & expensive, slower
Inaccurate, self-propelled, weak
Accurate, vulnerable, immobile
Powerful, vulnerable, immobile
Highly accurate, expensive,
vulnerable to ground attack

ments arriving in later turns can signifi-
cantly tip the game’s balance, so you
should know when, where and how
many reinforcements each side receives
and plan accordingly.

During unit selection, buy a lorce tai-
lored to your plan. Do you
need a last-moving oflen-
sive force capable of quick-
y seizing a large number of
victory hexes, or a defen-
sive force that can slug it
out in close terrain? I the
scenario requires you to oc-
cupy a large number of vic-
tory hexes, make sure you
have plenty ol cheap in-
fantry units to do this so
that you don't sap your
combat strength by using
armor and artillery for this
menial job.

In the unit placement
phase, arganize your force
into combined-arms teams
of armor, artillery and in-
[antry and position them
to quickly reach their as-
signed objectives. IF your
forces start within range of
enemy mobile artillery, wy to disperse
your units as much as possible to mini-
mize casualties, When on the defensive,
deploy your units to take advantage of
terrain, set up ambushes and create kill




zones with overlapping fields of fire.
Site your artillery in concealed locations
that enable it to interdict the enemy’s
most likely avenues of advance.

Finally, your strategy should be flexi-
ble, allawing you to roll with the punch-
s \Vh’(.'ll IIECCSSHT)’ Z'I'I‘]{l C,’(plﬂit
opportunities when they present them-
selves. Above all, stay focused on achiev-
ing your objectives. Don't allow your
attention to be diverted from the sce-
nario’s victory condi-
tions, a trap that even :
veteran wargamers g
sometimes fall into,

SHOOTING AND
SCOOTING

With a good strategy
in place, you can start
your battle off on the
right foot. However, as
mentioned earlier, PG2
is primarily a tactical
game and how you
move and [ire your
units usually deter-
mines the success or
failure of your strategy.
Profliciency in tactical
combat begins with un-
derstanding the turn
sequence. You should
also be familiar with the capabilities of
your combat units—your tactical tools.

Direct fire is conducted by units that
have a line of sight to their targets. Ar-
mored cars, tanks and infantry units
may only use direct fire, while artillery

units have the choice of either direct or
indirect fire. Artillery units firing indi-
rectly can shoot over sight-blocking ter-
rain by using friendly units to spot
targets for them. Only aircralt and ofl-
shore artillery have the ability to attack
targets in unsighted hexes.

With the exception of machine guns,
all weapons can fire only once per turn.
For direct five, these rules apply: Take
your highest percentage shot, inflict as

F

PLACEMENT IS EVERYTHING During the unit placement phase of the “Cauldron” sce-
nario, attacking German units (red) are placed in a tight formation because the
defending British have no mobile artillery. Light tanks are positioned to quickly pick up
infantry in the opening movement phase.

much damage as possible and concen-
trate on destroying the targets that rep-
resent the greatest threats. In general,
try to avoid firing your units in the first
direct lire phase unless you're fairly cer-
tain a unit won't get a better shot or that

it will probably be destroyed during this
phase.

Use opportunity fire during the
movement phase to prevent enemy
units from taking victory point hexes
and conducting close assault attacks
against your weaker units. You should
attempt to destroy enemy units before
they fire, disrupting your opponent’s ef-
forts to concentrate superior firepower.

During the second and final direct fire

phase, shoot all units that
have shots remaining,
even if their chance of
hitting an enemy unit is
slim.

In PG2, it's easy to de-
velop a love-hate rela-
tionship with your
artillery. Sometimes it's
fickle when you need it
the most and at other
times, a single well-
tves: placed  barrage  can
: change the course of a
battle. Because light and
heavy artillery must be
plotted a turn in advance,
using it effectively against
opponents who keep
their [orces dispersed and
moving can be problem-
atic,

You need artillery in larger scenarios
to discourage your opponents from
massing their forces. However, an over-
reliance on artillery can be a mistake.
Artillery units must have an armored
shield in front of them; otherwise

&

A

Perrect Generat Il Maximum Direct Fire Weapon Ranges

Attacking Unit
Infantry vs.
Engineer vs.
Infantry MG vs.
Bazooka vs.
Armored Car vs.
Armored Car MG vs.
Light-Tank vs.
Medium Tank vs.
Heavy Tank vs.
Elephant Tank vs. 16
All Artillery vs. 13

Soft Targets*

Armored Cars

LightTanks  Medium Tanks
1 | 1

= —

1
]
4
1
]
4
]
8

10
8

o) 00 O N MO S o

*Includes infantry, engineers, bazookas, heavy and light artillery
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‘Games By James
John's Sportscards

Hot Comics

Newstand Bookstore
Comic Caboose

Red Planet Comics
Amber Road Comics
Hastings

T.P.S. Games

Hastings

Clint's Books
Superheroes & Sportscards
Games Crafts & Hobbles
Paragon Collectibles
Rolla Craft & Hobby
Wizard's Wagon
Diversions

Center Ice

Hobbytown USA

S & H House of Cards
Hastings

Grizzly Gifts & Sports
Treasure Chest
Warehouse Comix
Herces Aren't Hard To Find
Gamers Guild

Hobbit Hobby

High Point Sportscards
Essential Comics
Comics, Cards, Collectibles
Pair-A-Dice Games
Marv's Hardware

Book Trader

Spellbound

Hooksett Comics

Club Comics

New Concept Sporls
Game Master

New Concept Il
Comicology

Universal Comics
Dragon Comics & Games
Comic Warehouse
Games Quest
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e
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Austin
Blaine
Fall River
Minneapolis
Minnetonka
Morris

Mew Hope

St. Cloud
Blue Springs
Columbla
Gladstone
Jefferson City
Jelferson Cily
Joplin
Kansas City
Mexico
QOverland
Raytown
Rolla
University City
Biloxi
Bridgewater
Jackson
Meridian
Bozeman
Missoula
Missoula
Boone
Charlotte
Fayetteville
Fayetteville
High Point
Raleigh
Shelby
Winston-Salem
Mandan
Minot

Lincoln
Hooksett
Lebanon
Berlin

Fair Lawn
Mercerville
Red Bank
Scotch Plains
Alamogordo
Albuquergue
Albugquerque

mes West on Central

's Sportscards

sus Loft
een Spray Books

|nl1i:lvalivc Systems

‘My Book Store

Pete's Hobbies

Kap King

Callective Images
Asgaard Hobbles

C.C. Books

Triple J Hobbies
Flighls of Fantasy
Bayshore Hobbies
Soldiers & Swords
Flight Into Fantasy
Optimus Design Systems
T &C Cards

Latest Obsession

The Book Stop

Image Trading Co.

Mot Only Baseball Cards
Gamers Vault

Parajax Inc.

Men At Arms

Caomics Plus

L & S Comix
Adventures & Hobbles
Crazy Egor's
Saratoga Sci-Fi

Albuquerque
Albuguerque
Clovis
Clovis
Hobbs

Las Cruces
Las Cruces
Los Alamos
White Sands
Henderson
Las Vegas
Las Vegas
Las Vegas
Albany
Bayshore
Binghamton
Buffalo
Buffalo
Canadaigua
Cooperstown
East Meadow
Fresh Meadows
Hicksville
Johnson City
Lake Placid
Middle Island
New Hartford
North Merrick
Rochester
Rochester
Saratoga Sprgs

2 Locations: Wilton Mall & Broadway

Fourth World Comics
Mark's Comics

Pack Rats

Hobby Brothers
Drowsy Dragon

Guard Tower
Hobbyland

Book World

D & D Cards & Comics
Emagication

Comic Shop Plus

Great Eastern Comics
Sarjim Video Services
Games HQ

Games Royale
Hastings

Renaissance Minlatures
Trumps

Coastal Collectibles

Ad Family Entertai it
Cosmic Comics Inc.
Game Pad

Cards Galore

C.R. Tees

Great American Sports Page
The Bookshelf

Gateway Comics & Cards
Comix Universe

Patty's Paperback

MFB Inc,

Phantom of the Attic
Sports Stuff

Comic Store West
Enterprise Collectibles
Gamz of Kingston

Orhit Entertainment

Smithtown
Valley Stream
Bainbridge
Chillicothe
Columbus
Columbus
Columbus
Fairborn
Kettering
Mentor
Newark
Northwood
Solon

Enid
Norman

Lincaln City
Portland
Portland
Portland

St. Helens
Albentown
Danville
Edinboro
Erip
Hanover
Indiana
Pittsburgh
Pittsburgh
Trappe

York

E. Providence
Kingston
Mt. Pleasant

Citcle Reader Service #88

NY
NY

sC

- Grean Dragon N. Charleston SC
Dakota News Sioux Falls sD
Funny Pages Greenville ™
Ziggy's Comics Knoxville TN
Collector's World Nashville TN
Hastings Abllene T
Software Asylum Abilene >
Texas Game Co. Allen X
King's Hobby Austin ™
Taos Connection Austin X
Lytie's Comics Bryan TX
Gamemasters Unitd. Cleariake TX
Fantastic Realms Denton TX
Camics, Cards, & Collectibles El Paso TX
Sunrise Games & Comics El Paso T
Camic Zone Houston TX
Comics & Cards Houston TX
Commissary Games & Hobby Houston T
Gamemasters Unitd. Houston X
Comics & Cards Humble ™
J & G Sports Cards Lake Dallas ™
Mad Hatter's Lubbock TX
Lyon's Lair Port Arthur ™
Specialties San Angelo X
Alamo City Trading San Antonio ™
MNow & Then Collectibles San Antonio >
Dragon's Den Schertz X
Hastings Sherman ™
Castle Comics & Cards Spring >
Fables & Fancies Stephanville ™
Ground Zero Comics Tyler TX
Adventures Unbound Cedar City uT
Games People Play Logan urt
Games People Play Orem uT
Dragon's Keep Provo uT
Superhero Sandwich Co. Provo uT
Games People Play W. Valley City uT
Quarterstaff Games Burlington VA
Double J Hampton VA
Fantasy Five & Dime Herndon VA
Primal Pages Richmond VA
Wonder Cards & Comics Montpelier VT
Dragon's Leyr Rutland vT
Eagle Games Bellingham WA
Paperbacks & Comics Bremerton WA
Great Escapes Everett WA
Book World Midway WA
A Place For Heroes Mt. Vernan WA
Wizards of the Isle Oak Harbor WA
Music City Port Angeles WA
Puss N’ Books Redmond WA
Infinite Frontlers Richland WA
Comic Stand Seattle WA
Five Star Video Tacoma WA
Digital Heroes Walla Walla WA
Wishing Well Gifts Walla Walla WA
Wild Games Wenatchee WA
Games Plus Woodinville WA
Ron's Colns Yakima WA
Collector's Exchange Appleton wi
Chimera Hobby Fond Du Lac wi
Pegasus Games Madison wi
All Sorts of Nonsports Rice Lake wi
Nick's Sporiscards Salem wi
Gateway Morgantown wv
Comic Company Cody WY
Storyteller Entertainment Gillette wy
Hero's Comies Jackson wy
Fan Attic Riverton wy
Brazil:

Carporacao Dos Magos Rio De Janero
Canada:

Dragonstrike Games Victoria BC
Crossed Swords Toronto Ontario
Germany:

The Power Postbauer-Heng

See our other ad in this magazine
for more stores!

Retailers: Wargames West should be |

| your store’s distributor!  We offer |
. America’s fast shipping, up-to-the- |
. minute computerized inventory, and free |

advemsmg in top magazlnes' CaII us' {

Magic: Tha Gatharing and lce Age are trademarks
of Wizards of the Coast, Inc.
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Viva La Difference

Changes From Perrect GENerAL To PerrecT GENerAL 1

98 scenarios Grouped by type

» New units Elephant tanks, machine guns, armored cars

 Air support Allows p n attacks on unsighted units

® Campaign games Four, based onWorld War I

» Artificial intelligence Better, but play a human instead

» Railroads Slow-moving units can e transported quickly tothe front

= Player database Charts are more confusing than the old'way.of tracking results
« Off-map artillery Can't be destroyed by your.opponent

= More unit symbols|Provide info oneach unit's movement, fire, damage and sentry/fort status

o Unit fortification You can:now.dig in to improve defensive value
= Improved engineers Fast, tough; and.pack the firepower of a heavy tank
o Unit repair Towns are a haven for damaged units

o Artillery cover Sand, forest, swamp andwater hexes absorb shrapnel, preventing damage to units

in surrounding hexes

there’s little to slow or halt the enemy’s
advance, negating your artillery’s ability
to do what it does best—pound the ene-
my from afar. As a rule of thumb, spend
no more than a third ol your points on
artillery units.

few calculated risks, especially when

playing against a human opponent of

equal or better ability, Be unpredictable
and, when possible, disguise or hide
your true intentions from your oppo-
nent.

FIRST WITH
THE MOST

At its heart, PG2
is a game ol mobil-
ity. The side that
gets to the major
objectives first with
the most units will
usually win. Static
defenses will suc-
cumb to massed
firepower, artillery
bombardment and
air strikes. Slow-
moving, cautious
attacks invite heavy
casualties and in-
evitably fall short
ol achieving their
objectives, Be bold

and aggressive, and
be willing to take a

points of units in the shaded area. Pay close attention, because these areas
are sometimes difficult to spot, as is the case here.

To attack successfully, use light units
to lind and [ix opposing [orces. Your
main attack should follow closely behind
your scouts and be centered on medium
or heavy tanks, well supported by ar-
tillery and air strikes. Use light armor
and infantry to form mechanized in-
fantry units that can drop ol troops to
garrison victory point hexes as you seize
them. Don’t allow your recon units to
get o far ahead of your main body and
don’t let your main body get too far
ahead of its artillery support. Maintain-
ing a steady advance makes it more dil-
ficult for your opponent to plot artillery
fire and keeps the pressure on, [orcing
the enemy to respond to your moves
while enabling you to maintain the ini-
tiarive.

On the defensive, don’t waste re-
sources attempting to defend every-
where or by placing high-value units in
low-value victory hexes that will be
quickly overrun. Always look for oppor-
tunities to counterattack. Slipping a few
units behind enemy lines can raise
havoc with the opposition’s strategy. A
mobile reserve of tanks and a few mo-
bile artillery units can often thwart an
enemy breakthrough. When heavily
outnumbered, delay and die tactics
are usually your only choice. Slow the
enemy’s advance as much as possible
by obstructing or destroying roads,
bridges and railroads.

When the shooting stops and the
smoke clears from the battlefield, at-
tempt an honest self-evaluation of
your performance. Your ability to ob-
jectively analyze your failures, as well
as your successes, will be the differ-
ence between joining the ranks of
great generals or being sent to the
stockade to keep company with infa-
mous commanders doomed to repeat
their mistakes. &

Perrect GENerAL I Artillery Capabilities

Type Indirect Fire Range Barrage Fire? Pre-plot Turn Before? Target Hex Sighted? Transport Needed?
Mobile Artillery 11 No No Yes No
Light Artillery 13 Yes (- Yes Yes
Heavy Artillery 26

Yes Yes Yes Yes
Offshore Artillery Unlimited No No No No
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The Empire
Gets Hacked

Bust Imperial Heads In DARK FORCES With These Free Level Editors And Utilities

by Jeff James

ONTINUING THE TRADITION OF
DOOM-INSPIRED ~ MAYHEM,
LUCASARTS' DARK FORCES
presents gamers with an ad-
dictive 3-D game world filled
with the infamous villains of
the Star Wars
Stormtroopers, bounty hunters and all

universe:

the other unsavory goons allied with the
Empire. As playable as DARK FORCES is,
many players find the inability to save
games between levels a real pain in the
keister. Like many gamers, a few of my
DArK FORCES game sessions have gone

something like this: alter bludgeoning my
way through hordes of bounty hunters,
hostile droids and other adversaries—
navigating tricky passageways and defus-
ing byzantine puzzles in the process—I'm
blasted by a lowly Stormtrooper in the last
portion of the level. To avoid this frustrat-
ing occurrence and to help even the most
ham-fisted member of the Alliance wend
his way through starports and star de-
stroyers with impunity, you may want to
turn to the dark side and use a cheat or
utility program to help you out.

Dark Forces Editor

Version 2.0

by Sean Baker

With Sean Baker's Dark FORCes Enrror
version 2.0, you can finally get even with
all of those uppity Imperial goons. A Win-
dows-based shareware utility, this program
allows you to add a wide variety of weapons
andl other objects to the current map level,
such as mines, extra energy weapons, gas
masks, medical kits, and more than a
dozen other goodies. You can even throw
in extra lives and invincibility power-ups if
you want, sure to make your battles with

Special Moves For FX Fighter

FX Fighter

FX Fighter is a fighting fan's dream come true except
for one thing; the manual isn't exactly helpful in the
moves department. Fortunately, FX correspondent Ja-
son Kapalka let us borrow his cheatsheet o special
MOVeS...

Legend:
F: Forward X, Y: Press X, release, press
button Y

X+Y: Press X and'Y simulta-
neously

BD: Diagonally down and back
BU: Diagonally up and back
FD: Diagonally down and for
ward

FB: Diagonally down and back

B: Backward

U: U|]
D: Down
P: Punch

K: Kick

Special moves common to most fighters:
B+P Block
U+P Jump on or slam downed opponent
U+K Kick opponent while rising from knock
down
Foot sweep opponent while rising from
knockdown
FF Roll forward after knockdown
B, B Roll backward after knockdown

Roll sideways

D+K

BU Backflip (release quickly)
BD+K Shin kick

BD-+K Sweep kick (while crouching)
FD+K Groin kick

FU+K Jump kick

F-+P Pawer punch

FU+P Hop punch

Individual fighter's moves
Sheba

F, F+K (close)
F, D+K (close)
F. B+P (close)
F+K

Handstand kick & throw
Super leg takedown
Takedown

Face rip (crouching)

Kiko

F F+P (close) Double knee slam
B, F+P Throw ninja star
B, F+K Double jump kick
K K Triple kick

B+K Crescent kick

Siren

U+P (close)
F-+P. B+K
P F+PP
FD+P

Telekinetic lift

Super roundhouse kick

Triple punch

Judo punch (while crouching)
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Venam

k. BD+P (close)
B, F+P
F,B4+P.P P

Shoulder chew
Acid spit
Spin punch

Jake

F.F F-+P (close)
FU, FD+P (close)
B, F+P

F F+P

Hair grab/ face smash
Fast takedown
Uppercut

Headbutt

Magnon
B-+K (close)
FD+P (close)
B, F+K

F F+K

B, F+P

Bear hug

Grab and toss downed foe
Lava breath

Earthshaker

Rampage punch

Ashraf

F. D, F+P

FB+K

F B, D+K

B, F F. F+P. D+K

Telekinetic push
Handstand kick
Cartwheel kick

Super somersault kick

For a complete listing of moves for every fighter,
check out The Gamer’s Edge section of the CGW Web
site. (hitp://www.ziff.com/~gaming).
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even the most fearsome Tmperial henchmen a cakewalk. II' Dagrg
Forcrs isn't hard enough for you, you can use Sean’s utility to add
enemies galore o the cnrrent level, including Bossk, Boba Fett,
Stormuroopers, Officers, droids,
and other enemy characters, I

you've played all of the levels in

= DFed 2.0

[”_SIhiﬂlds I | Autogun l |Inyincihlnl [ Plasma I [.naﬁew I

at designing your own custom levels, complete with new graphics,
DFUSE is the utility to get. I should say wdifities, as DFUSE is a col-
lection of more than a dozen specific utility programs. Each of

these DOS-based game util-
un ities performs a different
function in the overall DARK

DARK Forces to death, a handy

Forces level  editing

object randomization leature will

[, Eneray I | ‘Mortar l | Revive I | Missile I | Cleats I

scheme, For example,

scatter objects around the level

and breathe new life into levels

| Power | [ M. shell | [s. Charge| | Missiles | | Mine

LEVMAP.EXE is a fully-fea-
tured map and objects edi-

you've already played. On the

tor, while BM2BMP.EXE

downside, the utility has next to

[Thermal 1] | M. Shelis | |Extra Life | || Gogates | | Mines |

will convert Dark Forces

nothing in the way ol help files, lTh . "IEI |:'F T l
Themmal 5§ | F. Cutter

* BM Tliles to Windows

|Gas Mask| | c. Rifle |

“read me” documents or pro-
gram description. I you're conli-

dent about editing your DARK

* BMP [ormat. HEX.EXE is
a general purpose hex edi-
tor, and xxxVIEW.EXE is a

Forcrs files without much in the

general purpose graphic

way of written instructions, then
the Force must be with you. Re-
gardless, this utility will help you
bust Imperial heads like a true Jedi.

DFUSE Version 1.0

by Yves Borckmans

Unlike Sean Baker's Dark Forces Enrror—which is geared 1o-
wards making the game harder or easier for the pl es
Borckman’s DIUSE is aimed right at all the wanna-he Dark
Forcrs level designers ol the world. Il you want to try your hand

MAY THE FORCE BE WITH YOU The Dark Forces Evitor is as powerful as a
Lightsaber; unfortunately it's not nearly as elegant.

$30 THE DEFINITIVE WARGAME COLLECTION $30
CD-ROM S8G IMPRESSIONS SSI CD-ROM
American Civil War 1 # Wargame Construction Sel 11: TANES! *
American Civil War II * Battles of Napoleon *

American Civil War I11 * Sword of Aragon

Reach for the Stars D-Day

Gold of the Americas Conquest of Japan
Panzer Battles * Global Domination
Warlords When Two Worlds War

* Includes many additional scenario files.

Wargame Constroction Set 11: 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 vanable end game, vanable b lefensive fire,

dismounting in combat, and we have developed a Modem Database with 350
units/150 nations! Over 200 additional scenarios can be added. See below.

Wargnme Construction Set 1I: TANKS! Scenario Disks
Disk 1: Eastern Front Disk 7: Sicily Disk 13: 1973 Isracli
Disk 2: France 1940 Disk 8: Bastogne Disk 14: North Africa
Disk 3: Utah/Omaha 21k 9 North Afnea Disk 15; Vietnam
Disk 4: Gold/Juno/Sword  Disk 10: Remagen Disk 16: Modern Korea
Disk 5: St Vith/KG Peiper Disk 11: Franee 1944 Disk 19: Korea 1950
Disk 6: Desert Storm Disk 12: 1973 Israeh Disk 21: Modern 1st US Am.
TANKS! Scenarios: $15 each  Modern TANKS! Database Scenarios: $25 cach

58I's Classic IBM Wargames For Only S15!!

Battles of Napoleon Gettysburg B-24 Second Front
Battle of Antictam Kampfgruppe Shiloh Western Front
Conflict: Middle East Mech Bripade Warship Star Command
Wargame Construction Set Sons of Liberty  Rebel Charge  Red Lightning
Storm Across Europe Stellar Crusade

$10 Carrier Strike  $39 Panzer General  $10 Great War - $42 Tigers on Prowl
$10 War in Russia ~ $10 Clash of Steel ~ $10 Pacific War  $42 Stalingrad

Baltles of Napoleon Scenario Disks: 1-6 $10 cach, ARW 525, 8-9 $15 each
$10 Mo' Slo (This will slow your computer processor down to play old games.)

DARK FORCES
graphic file images. The rest
- of the utilities perform [airly
arcane functions, dealing with the nuts and bolts creation of GOB
files and other technical matters. All the utilities are exhaustively
documented, but novice gamers may find most of the utilities too
dillicult for them to just jump in and start banging out new DARK
Forces levels. There is one utility—DARKHACK.EXE—that
should appeal to gamers of all levels of technical know-how. "This
little program alters the contents of the DARKPILO.CFG configu-
ration file, granting access to all the game levels and all weapons.
Il you're not afraid of delving into the secrets of the DARK
Forees directory structure and don’t mind editing contents of im-
portant game files, you probably have the stomach to use these
utilities. If the thought of hacking your way through Dark Forces
code leaves you a bit uncomfortable, you'd be well-acvised to wait
for a more user-friendly alternative.

viewer [or

Dark Forces Level Codes

Type the code listed next to the
level number to warp to that level.
1. LASECBASE

2. LATALAY

7. ARAMSHED

8. LAROBOTICS
9. LANARSHADA
10. LAJABSHIP
11. LAIMPCITY
12. LAFUELSTAT
13. LAEXECUTOR
14, LAARC

3. LASEWERS
4. LATESTBASE
5. LAGROMAS
6. LADTENTION

el James, CGW
columnist and Associate To locate these files

Editor of The Electronic on-line, tune in to the
Roadhouse, is available CGW headquarters on ZiffNet. Files fea-
on CompuServe at tured here can be downloaded from
74774,1635  and ZiffNet on CompuServe. On Com-
through the Internet at  puServe, go to Computer Gaming World's
74774.1635@com- own forum (GO GAMEWORLD), and
puserve.com. & search in the Gamer's Edge file library,

Add $4.50 Shipping. CA add 7.25% tax.
Hours: 8:00 am to 5:00 pm PST M-F
Accept Visa, M/C, Checks, Money Orders

PO Box 1813, Rocklin CA 95677

Novastar Game Co. Iihran-' 18.

(916) 624-7113

Circle Reader Service #2189



Courp ZiLLioNs OF DROOLING PYTHON ZEALOTS BE WRONG?

ABSOLUTELY. '
S0, LISTEN To THE EXPERTS INSTEAD.
Best CD-ROM Best Product Best Strategy Program
-PC WORLD -PC MAGAZINE SSOFTWARE PUBLISHERS ASSOCIATION
Best Game Special Award Best Top Ten Multimedia Products Best Of Everything
-COMPUTER GAME REVIEW -ENTERTAINMENT WEEKLY . SCOMPUTER LIFE

Monty Python’s Complete Waste of Time.
Check out this ground breaking
CD-ROM featuring a stupendous
strategy game, classic clips,
archetypal arcade games, silly
songs, strange screen savers,
sick system sounds and

. iconoclastic icons.

Download a little Monty Python madness
on AOL (keyword: SEVENTH) or
CompuServe (GO: SEVENTH) or

on the web WWW.7thLevel.com,
For more information or to order,
call 1-800-9PYTHON ext, 115,

21994, 7th Level Inc. ©1969-1974 Python (Menty) Pictures LTD.



Whirling & Hurling

TERMINAL VELOCITY Might Make You Hurl, But H.U.R.L. Will Keep You Clean

by Chuck Miller

INCE THE ARRIVAL OF CONTINU-
OUS-MOTION 31 ACTION GAMES
WITH WOLFENSTEIN 3-D BACK
in 1992, it can be said that
players’ heads have been spin-
ning ever since. Many have
even endured nausea as a
result of computer-induced “motion sick-
ness” brought on by the twisting walls and
corridors of these “virtual” (and I use the
term lightly) worlds. Though I've never
personally had the need to keep a barf bag

handy, I've had more than my share of

visual disorientation. Still, like most
gamers, I keep going back for more. There
is just something Iresh and invigorating
about the experience. Such is the case with
this month’s 3-Dizzying titles: H.U.R.L.
and TERMINAL VELOCITY—two quite enjoy-
able spin-fests with the benelit (for many)
ol not a drop of blood in sight.

TERMINAL FEROCITY

Apogee is a name that's become syn-
onymous with quality shareware (honest-
ly, I can’t recall a single Apogee game |
didn't enjoy playing). With the release ol
TErRMINAL VELOCITY, a new company is
about to acquire that same reputation—
3D Realms, Apogee’s 3D game develop-
ment offspring. With Duke Nukem 3D
and SHADOW WARRIOR set (o [ollow
TERMINAL VELOCTTY, 3D Realms has a hot
lineup ahead for 1995, (For more on 3D
Realms, see the Duke NUKem Sneak
Preview back in the July issue—FEd.)

Now, to get right to the point of this
review, il you like 3D action games, don'l
even think about it—download TERMINAL
Verocry and have a blast! The only real
complaint I can level against this game is
the size ol the lile itsell’ (over 3.6MB).
With a 14.4K modem, it took me about an
hour to download. Nevertheless, you
won't find a better 3D action title online at
present than TERMINAL VELOCITY.

Okay, with the aforementioned out of

the way and before getting to the gritty
details ol what TErRMINAL VELOCTTY offers,
let’s set the stage for play. As the story
goes, iU's man’s [ar [uture and the Earth is
once again under attack by some malevo-
lent beings from a distant world. As a pilot
from the Ares Squadron, it’s your task and
destiny to save the known galaxy and all
sentient life from this latest scourge—all
from the seat of your outgunned and out-
manned TV-202 fighter. So, with that
said, gear up and [ly!

As expected, TeErRMINAL VELOCITY fea-
tures all the latest visual and virwal good-

THE ICEMAN COMETH TerminaL VeLocity has enough action
to satisfy that “I've got to blow up something by noon”

craving.

les, and does so in a bloodless aumos-
phere. There is full 360 degree move-
ment, nine unique planets with three lev-
els cach (one planet in the shareware ver-
sion), seven destructive weapons (four
available to shareware pilots), air-to-air
and air-to-ground combat, SVGA graph-
ics (registered version only), eight-player
network or two-player modem support,
CD-quality audio and more. As with
Apogee’'s  Rise  or  THE - TRIAD,
RemoteRidicule and CommBat levels are
supported for multiplayer gaming.

Like most new games, TERMINAL
VELocry requires at least a 486DX or bet-
ter system. On a Pentium, movement is
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fluid and action furious. Control is excel-
lent, especially with a gamepad controller.
Furthermore, the frame rate is fast, while
outdoor and indoor environments are
realistic and feature fog effects and a
cloud layer that you can fly through and
fight above! In fact, several battles are set
to occur above the clouds. In all,
TERMINAL VELOCITY offers an experience
that blends Interplay’'s Descent and
LucasArts’ REBEL AssAULT in a single,
invigorating package.

To enlist as a galactic fighter pilot,
download a copy of TERMINAL VELOCITY
(SDTV.ZIP or 'TVP3.ZIP) or, better yet,
just go for the full registered ver-
sion. The CD-ROM edition with
over 70MB of 3D cinematics, spe-
cial high-resolution textures, a
bonus planet and some extra
shareware games is $39.95 (the
game can be played from the
CD). For a more modest $29.95,
you can get the less feature-rich
diskette version. There will also
be a TERMINAL VELOCITY Strategy
Guide available for $14.95. For
the latest in 3D action, contact 3D
Realms at P.O. Box 496419,
Garland TX 75049-6389 or call
{‘5[]0) 837-3256 with plastic in hand.

1 THINK I'M GOING
TO HURL!

Billed as a “hilarious, non-violent, 3D
action game...for baby DOOMers of all
ages,” H.U.R.L. rides the fence of share-
ware, being more ol a commercial demo
than a true shareware release. Stll, a
playable “shareware” version can be
downloaded to provide you with a taste of
its light-hearted action in a style that's
designed to appeal to younger players
(pre-teen mostly). You see, in H.URL,
you don’t tote a gun, or any other instru-
ment ol destruction; your collection of
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As John Cole, Bounty
Hunter, your next gig is to
track down and apprehend

a eriminal madman.

Tracking the fugitive won't
be easy—you'll need all of
your smarts and combat
skills just to survive. In
Wetlands the action is
fierce and the stakes high.
If you don't succeed, the
galaxy as you know it might
never be the same.

B Cinematic Action Thriller

B Intense Arcacde
Game Play

B 2D Rendered Graphic
Environment

B Compelling Storyline

Available at your local New World retailer
or order direct from New Warld Computing
at 1-B00-251-85683 (818-591-4136
outside the U.S.), or by mail:

P.O. Box 4302, Hollywood,

CA 90078-43027

%
' NEW WORLD COMPUTING, INE -~

P.0O. Box 4302, Hollywood, CA 30078

QbIE?EIS Naw World Complnting, Ing, Watlands is a tradomark of
MNaw Wond, omputing, Inc: New Warld Comptting and ita distinctive logo

\uru';m‘:inlumd trademarks ' af New World Computing, 10C: Ne o
Camputing, Inc. 8 & Wholly owned sUbsidinry of NTN Gommiunications, [nc
All rights regenved. BV sCraans ahown, ActUal Soreanaimay vary,

Cirele Raader Service #148



SHAREWARE SHOWCASE

W MoNsy scone
50,81 2i0

DIRTY BIRDY HuaL is a mild-mannered kids version of
Doow; instead of dying, your opponents simply raise

their hands in surrender.

armaments includes water balloons, soap
and deodorant. Yes, that's right—the
land of H.U.R.L. is a dirty place, and it's
your job to clean up this trash-filled world
infested with marauding ducks, pigs,
frogs, apes and tomcats. Whether it be the
Hairball ‘Trailer Park, Drool School or
Fast Food Alley, your task is to clean up
town without accumulating too much filth
in the process. Collect pop bottles and

cans, banana p(:(rls, and other items of

refuse 1o exchange for money 1o buy the
cleaning supplies you need. Then, hurl

ETee]

them at the critters you meet.
However, get covered in dirt and it's
back to the start of the level.

One concern | have, which many
would consider a flaw in design, is
HLU.R.Ls lack of joystick support (a
fatal flaw in Merit's Forrriss or DR,

games just too [frustrating to play
with a mouse or keyboard. Someone
should hurl on the project manager
or programmer who said “Who
needs to use a joystick, anyway?"
Still, given the above, most children

will probably derive a great amount of

“non-violent,” bloodless pleasure  [rom
this otherwise charming title.

Though H.U.R.L. (HURLDEMO.ZIT)
is a sizable download at almost 1.4MB,
you may find it worth it, especially if you
have younger players who get cranked up
playing 3D action games, but who may be
too tender [or the violence of mainstream
shooters. However, you will need at least
a 25MHz 486 and 4MB of RAM 10 start
your hurling (the full commercial version
also requires a CD-ROM drive). If you can

Raniaky, as well). 1 lind these types off

live with the lack of joystick support and
prefer a more “gentle” approach to 3D
gaming, it's not really asking that much
these days. For the full version of
H.U.R.L., stop by your local retailer with
$39.95 in hand or contact Millenmium
Media Group Inc., 234 N. Columbus
Boulevard, Philadelphia PA, 19106, (215)
(G25-8928.

Chuck Miller, editor of The Electronic
Roadhouse and CGW's Shaman of Shareware,
can be reached through the Internet at
74774 1476@compuserve.com. &

To locate these games

- on-line, wne in o the

CGW headquarters on ZiflNet. Games
featured here can be downloaded [rom
ZillNet both on CompuServe and on
Prodigy. On CompuServe, go to ( ‘ompuler
Gaming World's own forum (GO GAME-
WORLD), Library 7, Shareware Sizzle. On
Prodigy, jump ZilfNct and Search by Tide
for the games listed here. Or, Search by
Category to browse the entire Games
Library.
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A BACKYARD ORCHARD Lets

10 Free Trees

Tcn Colorado blue spruces, or
other conifers selected to grow
in your arca, will be given to each
person who joins The National
Arbor Day Foundation.

Your trees will be shipped post-
paid at the right time for planting in
your area, February through May in
the spring or October through mid
December in the fall, The six to
twelve inch trees are guaranteed to
grow, or they will be replaced free.

To become a member and to
receive your free trees, send a
$10 membership contribution to
Ten Blue Spruces, National
Arbor Day Foundation, 100
Arbor Avenue, Nebraska City, NE
68410.

Join today, and plant your
Trees for Americal

The National
Y Arbor Day Foundation




20,000 MEN LAY STREWN ON THE BATTLEFIELD...
ENEMY GUNS RIPPING INTO YOUR FLANK...
CAVALRY ADVANCING TOWARDS YOUR CAPITAL...

DECIDING THE FATE OF A NATION WAS NEVER GOING TO BE EASY

BUILD-
RECRUIT ARMIES, BUILD
FLEETS, SET UP
BLOCKADES, IMPROVE
RAILWAYS AND CONSTRUC
FORTIFICATIONS.

DATABANE-

ACCESS TO ALL THE
INFORMATION YOU WILL
EVER NEED, GENERALS,
WEAPONS AND WHAT
REALLY HAI'PENELD.

COMMAND.

il APPOINT, PROMOTE AND
EUVER. : ll SACK IISTORICAL
DETAILED JENERALS. DECIDE ARMY
CAMPAIGN MAP OF THE USA i 15 AND

TO MOVE YOUR ARMIES BY FORMATIONS, PUT YOUR
LAND, SEA, RAIL AND RIVER. STRATEGY INTO ACTION,

2 v

yn AND FIG
NDIMIDUAL ARTILL =
uﬂ AND INFANTHY
U:\'uﬁ A 3D TEXTL
MAPPE R {i7h

BATTL Al

A > / . S / '.,\\ . -

THAT BROUGHT YOU THE AWARD @ FIELDS OF

GLORY PUSHES THE ENVELOPE OF STRATEGY AND SIMULATION S
TECHNOLOGY ONCE MORE WITH THE CIVIL WAR.

THE CIVIL WAR ALLOWS YOU TO PLAN AND FIGHT EVERY MAJOR
BATTLE AND CAMPAIGN OF THE WAR. LEAD NORTH OR SOUTH IN ONE
OR TWO PLAYER MODES OVER SERIAL LINK, MODEM OR NETWORK;
THROUGH FOUR “BLOODY™ YEARS THAT SHAPED THE WORLDS MOST
POWERFUL NATION.

EVERYTHING IS IN REAL TIME, THE CLOCK IS RUNNING...

CIVIL WAR, THE DEFINITIVE GAME OF STRATEGY, LEADERSHIP
AND TERRITORIAL ADVANTAGE.

S—— PC CD-ROM empire

masema nosess i @G interactive - 13220 Wisteria Drive - Bay N-2 - Germantown, MD 20874 - Voice: (301) 916 9302 - Fax: (301) 9160437 ' N T E REA C T 1V E
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Hey, Wanna Play
With My SDK?

The Windows 95 Game SDK Will Mean Good Things To Gamers

by Paul C. Schuytema

or months you've read
the hype surrounding
Windows 95. I'm sure
you've even enjoyed some
of the “anti-hype” which
has been percolating
through the press for this
long-overdue operating system. In my
opimion, Windows 95, while not a rev-
olutionary operating system, is a pretty
amazing picece of evolutionary soft-
ware. That it can deliver on many of
its promises and still be transparently
compatible with all our favorite Win-
dows 3.1 and DOS applications (and
games!) is quite an amazing feat.

THE AMAZED SKEPTIC

I popped the beta CD of “WinY5"
into one of my machines and held my
breath as T clicked on the “abandon
all hope...” button. It installed just
[ine, and so without so much as a
glance at the on-line documentation
or the READ.ME file, I opened a DOS
window, installed HERETIC, created a
shortcut on my desktop and double-
clicked. Pow, it was up and running, as
last as before, but this time I could
“control-escape” right back into Win-
dows 95 and an Excel spreadsheet. Not
too shabby. But wait, there’s more. Back in
Windows, I popped a Black Sabbath CD
into my drive. In a few seconds, Ozzy and

lommi were smoking through the rifls of

“The Wizard.” Cool. Then I clicked on the
taskbar icon [or HERETIC and instantly was
back in that magical world, still playing at
top speed, yet still listening to Black Sab-
bath (and damn loud, 0o). All that on a

ith the Game SDK,
developers can now
focus on writing the
cool parts of their

games, and leave all of that nasty,
dirty input/output stuff to the
operating system.

=23

Microsall Confidentul

ANDOWS” 95 Game SDK
[ e DhretDom, DirectSound
and DhrectPlsy

disc

STy ey

(HS-SH2i

486/66 with 16 MB of RAM. Perhaps Mi-
crosoft is onto something here...

PHOOEY GUI
The old Windows 3.1 was a fairly decent
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Microsols
WindoweTh

graphical front-end (GUI), and for
word processors, spreadsheets and
page layou, it was light-years beyond
DOS for ease of use. But were there
any games? Sure, you could plunk
away at SOLITAIRE, or try your hand at
surviving the excitement of Ourrost,
but for the most part, the Windows
game oflerings were pretty lean and
lame. The reason? Just ask any game
developer, Developing for Windows
3.1 was an exercise in madness. Not
only did Windows games have to deal
with all the hardware trickery that
DOS games did, they had to work
within the constraints of Windows,
which meant s-l-o-w graphics, and a
whole bushel full of other operating
system gobbledy-gook to keep it run-
ning happily within the GUI interface.
For many developers, it just wasn't
worth the trouble.

MICROSOFT TO THE RESCUE?

Now, Microsolt comes along and
wants to do away with the old Windows
3.x and MS-DOS—on a global scale,
mind you. You can imagine the collec-
tive groan which rose from the game de-
velopment community. But through the
efforts of a few Microsoft evangelists who
actually play games, Windows 95 is poised

to be THE game operating system of the
coming years. We've already seen, above
and in previous CGIV issues, that Windows
95 can run DOS games just line, with the
added value of task switching (not for pro-
ductivity, screw that, but so you won't get
busted when you play WinG 8 at work).
Beyond that, Microsoft wants to take it



one step lurther and make it casier 10 cre-
ate games for Windows 95 than for DOS.
How often have you dealt with conligura-
tion woes, shortages of conventional memo-
1y, video driver headaches and sound cards
that don’t work with the game you just
bought? Just multiply those headaches by
the number of sound and video cards on

the market, and square that by the sum of

all the possible combinations, and you'll get
an idea of the hassles game developers
have to deal with. With Microsoit's new
Game SDK (Soltware Development Kit),
developers can now focus on writing the

cool parts of their games, and leave all of

that nasty, dirty input/output stuff to the
operating system. "This means, for both de-
veloper and player, Windows 95 will do
more of what a computer can acually do,
which is deal with all of that nasty hardware
mput/output and configuration stuff, and
leave us creative, winsome humans to grow
and prosper.

As we all know, Microsoft isn't doing all
of this out of any supposed benevolence.
They want to make money, and that means
getting people to buy computers and all the
cool stuff that we jam into them. As a litle
passage in the 500+ pages of SDK docu-
mentation states: “[The SDK] must be able
to add value to today’s games with no hard-
ware acceleration, but the API[s] must be
rich enough to create a demand for hard-
ware accelerators.”

THE PARTY BEGINS

Back in late April, Microsoft rented out
daramount’s Great America theme park in
San Jose for a day-long seminar and bash
to convince the game developers (still
slightly hung-over from the Computer
Game Developer’s Conlerence which end-
ed the day before) that Windows 95 is seri-
ous about games. Attendees picked up a
cool T=shirt and a copy of the Game SDK
beta version. The final version CD-ROM,
released soon after, looks more like some
alternative rock CD than a suite of pro-
gramming and development tools,

A its most basic level, the Game SDK is a
package of programming functions and
routines which are specilically designed to
meet the unique needs of game developers
(programmers [luent in C and C++, that
is). Included in the SDK are DirvectPlay, Di-

rectSound, DirectDraw and DirectInput.
Also included, but not really a part of the
SDK, is information on how to utilize Auto-
Play.

CAN YOU SAY "AUTOPLAY?"

Let's start with AutoPlay. Essentially a
part of the Windows 95 operating system,
AutoPlay will know when you put a CD in
your drive. IFit's an audio CD, it will launch
a CD player application, Il it's a PC CD-
ROM, it will look for a file called
autorun.inl. That file simply tells the com-
puter what program to immediately exe-
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put to go and fetch the joystick data. Pro-
grammers never have to be concerned with
what kind of joystick a player has. They will
still have to contend with whether or not
the game will support a hat switch or a
number of buttons, but that's all. Tt doesn't
matter i the coolie hat is on a Thrustmas-
ter or a CH Flightstick.

ON-LINE AND MIGHTY FINE
DircctPlay is the component of the SDK
which focuses on multiplayer games. It is
essentially a mini client/server engine which
takes care of all the bookkeeping and con-
nections tasks for a game.
That means that a devel-
oper doesn't have to write
different code for net-
work or modem play. It
also means that there is
an elegant way, built into
the system, for a player to
enter and leave a multi-
player game in progress
without the whole thing
crashing down around
the remaining players.
While DirectPlay han-
dles most of the “unglam-

| & emmu

ISLANDS IN THE SCREEN Gamers who are tired of treading the slippery
rocks of DOS will find the going gets easier under Win 95. And multi-
tasking will win you hig points at the office, too, for “working” so long at

your computer.

cute. This can be an installation program, a
“teaser” program (such as a graphic image
with a “play” or “quit” button) or the game
itsell. "This lets anybody simply pop in a
CD-ROM and get moving right away.
DirectInput is a set of utilities which al-
lows programmers (o access a player's joy-
stick. In the Windows 95 Control Panel,
there will be a joystick icon. The player will
click on this to select the joystick they have
and to calibrate it. Then, when a players
starts up a game, the game alreacdy knows
the type of joystick and how to receive in-
formation from it. This may seem trivial,
but it really takes quite a bit of work to write
a routine which corvectly grabs joystick in-
formation, and developers very olien had
to write a small library of routines to sup-
port the myriad joysticks that consumers
own. Now, they only need 1o tell Directin-
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tasks  of
multiplayer connectivity,
it still leaves all of the syn-

orous”

chronization chores to the
game code itself. This is
done to allow a range of
different play options, rather than shack-
ling developers to some communications
protocol dreamed up on the Redmond
campus.

THE SWEET SOUND
OF COMPATIBILITY

DirectSound is the audio portion of the
new Windows game tools. Tt will allow di-
rect access to the hardware-based sound
channels of your sound card. This may not
seem like much, but it allows a program-
mer o enjoy down-and-dirty access to the
exciting capabilities of a sound card, with-
out being the slightest bit concerned as to
which brand of card the consumer has on
his or her particular machine.

One ol the neatest leatures ol Direct-
Sound is its built-in capability for three-di-
mensional sound. For nearly two years,



HEX, BUGS & ROCK ‘N ROLL

we've seen blips and glints of the coming
wave of spatial sound, and Windows 95 is
already geared up for that aural feast.
Now, developers can begin coding games
for 3-D sound, and they can be sure that
the sounds will work on upcoming cards
released over the next [ew years,

The most interesting of the 3-D sound
components ol DirectSound is a little item
termed DirectSoundBuller3-D, This inter-
face object contains data for a 3-D audio
object’s position, velocity, orientation, am-
bient volume and directional path. To ap-
ply these esoteric labels 1o a real object, just
consider the sound of a missile being fired.
Using the Game SDK, developers will not
only be able to display its path on the
screen, but in 3-D audio space as well. We
can hear it coming [rom behind us,
whizzing by in the background, or swoop-
ing from behind. I can’t wait until every
sim uses this technology!

In fact, the lolks at Microsoll have added
so many goodies into their 3-D sound rou-
tines, that they hint that only the most
anal-retentive developers will make com-
plete use of it You can, for example, vary
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the speed of sound according (o altitude,
or how far under the water vou are. You
can also tailor the sound lor the size of the
“virtual” room that the player is supposed
to be located i, from an open wheat lield

to a cluttered broom closet,

FEAST YOUR EYES ON THIS

Possibly the most ambitious component
of the Game SDK is DirectDraw. Direct-
Draw will provide the game developer un-
paralleled access to video display memaory
and the inherent capabilities of a con-
sumer’s video card. Using DirectDraw,
programmers can play around with all
sorts of neat dlisplay tricks, including hi-res,
texture mapping and high-speed anima-
tions. Again, all of this arcane spellcasting
can be handled without developers writing
any extra code to support specific cards the
consummer might have,

Sure, we've all seen some ol the “univer-
sal” drivers out there, which allow our
cards to work within standard VESA (Video
Electronics Standards Association) specili-
cations, but DirectDraw should allow even
more sophisticated graphics trickery, while

THE MARKETPLACE

The Best PO/ShARCWIARE!
GAME COICORS & WALKCDhRUS!
CheAls & APPLICACIONS FOR i B PCI
ORDER BODUSES!
WIRILE OR CALL FOR A FREE CALALOG.

[209) 358-1160
VOICE & FAX
LoTsA ByULEs
BOX 1756, GLINTON, CA 95388
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allowing the operating system to manage
the specifics, instead of some additional
layer of soltware emulation.

WASH YOUR WINDOWS

Windows 95 is coming, whether we're
prepared or not, and it has all of the ex-
pected force of the Microsolt tsunami be-
hind it. Switching (o a new operating
system is always a spooky move, not only
for users but also for developers. The de-
veloper's dilemma has become, “Should
we invest time and large amounts of mon-
ey learning to develop for a new operating
system that might not be accepred?” Well,
it looks like Windows 95 will have plenty of
users, and the backwards-compatibility to
allow everyone on the bandwagon.

But the question for game developers is
“will it do games?” With the Game SDK, it
looks like Microsoft has finally decided that
“games are good,” and they have given de-
velopment teams the tools to do even
more spectacular gamish magic than un-
der the venerable old DOS. All of that, and
no config.sys woes for Win 95 games?
What will they think of next? €

COMPUTER
GAMING WORLD

175,000

Volume
Game Buyers
Each Buying an
Average of 18
Games a Year

Put the power of this
audience to work for you.
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CALL TOLL FREE T0 ORDER! 1.800.999.7995

0r1.201.783.3600. Fax 1.201.783.3686. EMail MissionCD@aol.com. Send Orders To: Mission Control,
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Configuration
Headaches?

New ‘Game Doctor’ Writes Prescription Configurations For What Ails You

by Mike Weksler

NTIL THE LAST DOS GAME
ROLLS OUT OF THE FACTORY,
GAMERS WILL STILL HAVE TO
conligure their machines to
get games running. Even
with the advent of Windows

95, you'll still find yoursell

booting up under MS-DOS to run games
that, for one reason or another, won't run
under Windows 95. Since you'll need 1o
boot your machine diflerently for difler-
ent programs, you'll probably need well-
written conlig files that incorporate boot
menus. For those of you who don’t know
how to do this, the folks at Mad Mouse
Software have devised an ingenious pro-
gram that will practically do it for you.
The Game Doctor will set up an aston-
ishingly in-depth multi-config setup so
that you can easily conligure your ma-
chine to play the games you want.

SHORT CIRCUITS

Removit-1l from Vertisoft has a Win-
pows 95 Upcrape AssisTANT feature that
will go in and prepare your computer for
that most imminent of upgrades. The
new CLeanup CoacH utility, another new
feature, will help clean out unwanted
files to get the most out of your current
Windaws 3.x configuration. Price:
$69.95. For more information, call
(80D) 466-5875.

Oops! In last month's Under The Hood,
a typo in the MPC Level 3 chart referred
to a 540GB hard drive. Sorry, we haven't
seen a half-terabyte drive yet. We meant
540MB hard drive. Hope you didn't sign
a long-term lease to buy that kind of
storage capacity...

DIAGNOSIS: BOOT DISK-ARHEA
There are a lot of great games out
there, but that doesn’t matter much if
you can't get them to run. Getting the
game running is largely a matter of get-
ting your fingers dirty with a little DOS

configuration. As we well know, one set of

configuration files generally won't run all
ol your games (if you have one that does,
call Robert Stack at Unsolved Myster-
ies—I'm sure he'll be glad to put you on
the show). Most people use various conlig
files on separate hootable floppy disks.
These “boot disks™ are a nuisance be-
cause you need to have them handy to
enjoy your game. Additionally, your con-
fig files can be just as screwed up on a
floppy disk as on your hard disk—boot
disks merely make it easier for technical
support peaple to isolate a given prob-
lem for their game. Besides, booting
from a floppy disk is prety slow com-
pared to booting from your hard drive.

THE HEALED STATE

Computer-savvy users deal with the con-
liguration blues by setting up whar's known
as a “multi-config” setup using DOS 6.0
and later. Once the computer starts up,
you are presented with a menu of options
like “Games” and “Home Office.” Each
menu can have sub menus like “CD
Games,” “EMS Games,” and even specilic
labels like “Run U.S. Navy FIGHTERS.”

These “boot menus” work great, but in
the nightmare world ol CONFIG.SYS
and AUTOEXEC.BAT hacking, I've seen
multi-config setups that would bring
rocket scientists (o their knees. There's a
good chance that without a background
in structured programming, you might
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never enjoy the henefits of a well-written
multi-conlig setup—unless you know a
DOS hacker or use a program that can
do much of the legwork for you.

A CURE FOR WHAT AILS YOU

TuE GaMi DOCTOR is an amazing pro-
gram that cranks our multi-configs like a
pasta machine at a noodle convention,
When you install it, the GAME DOCTOR
analyses your old CONFIG.SYS and AU-
TOEXEC.BAT files. It can detect your
CD-ROM drivers, and most sound dri-
vers. For those of you out there with exot-
ic peripherals, such as home networks,
you'll be pleased to know that the design-
ers incorporated an option which allows
you to add additional drivers from both
the CONFIG.SYS and AUTOEXEC.BAT
file. For instance, the Ensoniq SOuND-
scAPE ELITE has a command in the AU-
TOEXEC.BAT that initializes the sound
card. The program allowed me to enter
this line during it's analysis phase. Once
this analysis phase was complete, the
computer rebooted and 1 had a genuine
multi-config setup that would have other-
wise taken me at least an hour to whip up
from scratch. Those with less experience
in writing custom configs will be able to
save even more time—but just to get the
game running is probably reward enough
[or most people.

The first option in the standard GaME
Docror boot menu will invoke your old
configs—great in case you need to get
back to a favorite config setup. Then,
there’s a generalized Windows menu op-
tion, an option for generic MS-DOS ap-
plications, one for Games, and one for
Custom configs. The Games menu option



You've just bought a great new
game. The adrenaline pumps as
you rip open the wrapping,
anticipating the ultimate multi-
. media experience. And
Then you remember, your
computer speakers suck!

You're still putting up with those speakers you got for free with your com—

puter. Those wimpy things that make the explogions in your new game
sound like bubblegum popping. The ones that make the laser cannon sound
like a bug zapper. C’'mon—you need a set of Yamaha YST computer
speakers. Speakers that will deliver every sonic boom, kick, grunt,
and blast from your computer game with heart—stopping realism.

Yamaha makes speakers that are the
reference standard for professional
recording studios. And speakers
that provide great sound every
day af major live evenfs. That See Store for- Dot
high-end quality is now available wla.
for your compuier in the award—winning
YST speakers. They start at just $50* before
rebate. So stop missing out on half the fun of your
games—get Yamaha YST mulfimedia speakers foday.
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To receive product literature, call (800) 832-6414 Ext. 303, © 1995 Yamaha Corporation of Amenica, Computer Related Products, 6600 Orangetharpe Avenue, Buena Park, CA 90620
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UNDER THE HOOD

allows you 1o select from
several pre-confligured se-
tups. You decide whether
you want to load the CD-
ROM drivers or what kind
of memory to enable, and

co-hun
AETIUE INACTIVE
you can even back up to a T T
higher-level menu il you
make a mistake.

I's the Custom menu
option that really makes
THE GAME DocTOR shine.
To add to this menu, you run

EXPANDED

ACTIVE 1t

a shell program with a full in-

terface to the basic [unctions ol your con-
fig files. Load the Mouse, Disk Cache,
and CD-ROM drivers with a mouse click.
Do you want 8MB or 16MB of EMS? No
problem, just select rom the pop-up
menu! Onee you decide upon the permu-
tations lor your new custom conlig, mere-
ly name it and save it—"1THE GAME
Docror will add it automatically 1o your
boot menu!

CONFIG PANACEA?

F'rE Gave Docror vastly facilitates the
process ol organizing multi-conlig files,
thereby eliminating the need for a boot
disk (unless you hose the liles on vour

THE PARTSE DEPT.

GAE POCTON =
1:4

CE

bon'L lorget L
‘ Ir‘ll TIVE INAETIVE

HEHORY

I ACTIUE THACTIU

MALUATE B Al

Flght ded 1994-95, nll

l [ AERORY TERPLAT

u're dooet!

SHARTORIVE HOUSE
IMACT UL ACTIVE INACTIVE

METIL

J0UND CARD ‘

|F' ILES: &5 HINEH ‘

|IIIH SNVE CONFIG TO DISK

© Enter wawse of canflg

The custom configuration generator is the heart of The Game
Docror. Greating new configurations has never been this easy.

hard drive—then you will need a boot
disk). It is not designed 1o tune a given
conliguration; rather, it is designed 1o
provide you with enough general varia-
tions with which to get a given game to
run. I found that for a veal hot-rod setup,
I would take my individually wned and
tested configs (such longtime favorites as
my “"QEMM Silver Bullet,” "DOS EMS
Memory Missile,” and “XMS DOS/A4G
Greased Lightning”), and separately cut
and paste them into the master CON-
FIG.SYS and AUTOEXEC.BA'L files.
This step should be attempted by some-
one with at least an intermediate level of
understanding ol how these files work.,

For someone wishing to quickly gain con-
ventional memory on a lavorite conlig
with the MS-DOS Memmaker utility, be
warned—don’t do it. MEMMAKER will de-
stroy a multi-config setup in horrible
ways that even an expert can't imagine.

THE WINDOWS 95 EFFECT

In the near luture, Windows 95 will al-
leviate much ol the hassle of installing,
configuring, and running computer
games—but only with games written to
take advantage of the features which
Windows 95 offers. Until the last DOS
game rolls out ol the lactory, we as
aamers will be faced with, for whatever
reason, having to invoke the old version
of MS-DOS 1o get a given application to
run. The I8 key will bring you back to
DOS, where you can then boot to a Game
Docror-conligured boot menu.

PROGNODSIS

If you play DOS games on your com-
puter and wish to dive into the dark
world of boot menus and multi-config
hacking, get THE GaME Docror—I
wouldn't boot my computer without it
Price $19.95. For more information, call
Mad Mouse Software (403) 271-2886. &

PLEXTOR’S BLAZING 6X CD-ROM
LOADS AND RUNS GAMES FASTER

by Loyd Case

he prices ol 4x CD-ROM drives
have been dropping almost as fast
as the price ol hard disks. You can
now find quad-speed CD-ROM
drives for under $200 with EIDE inter-
faces (Enhanced IDE) and SCSI versions
for under $250. With that thought in
mind, we recently tried out the Plextor
PLX-611 six-speed CD-ROM drive.
When is a six-speed (or even quad-
speed) CD-ROM drive useful? Today's
multimedia applications that ship on CD-
ROM (including many games) are actual-
ly tuned to work with double-speed

CD-ROMs. When you see the term
“quad-speed,” it means that the CD is ro-
tating at four times the rotational speed
of a standard audio CD. At "single
speed,” a CD is capable of delivering data
at a rate of 150 kilobytes per second—ad-
equate lor 16 bit stereo audio, but not
full-motion video, Many games and mul-
timedia reference works have been tuned
to work best at 300 kilobytes per see-
ond—"double speed.” Other CD titles
arve sel up to work with whatever speed
the drive will handle. One example is
WinG Commanpir L The installation
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program for WING III tests video, CPU,
and CD-ROM speeds. In games like this,
CD-ROM speeds can make a big differ-
ence, particularly in load times for mis-
sions. WinG III's installation program
rated the Plextor PLX-611 six speed dri-
ve at data rate of 927164, reporting
“quad-speed or better” performance. The
game actually loads in 14.5 seconds, as
opposed o a load time of 19 seconds lor
Plextor’s quad speed drive. We also
checked performance with the CDI CD-
Index benchmark from Advanced Infor-
mation Retrieval Technologies. The



grip with built-in hand rests for both
right and left-handed pilots, four fire buttons,
2 4-way view, throttle control, calibration
software “smart” auto-fire, and sturdy metal base
will equip you for all phases of your mission.

flight controllers, you'll develop the skills to ™
complete even the toughest missions...

PC FLIGHT FORCE — Take to the
skies with this ergonomic flight FLIGHT FORCE WEAPONS
stick. Comfortable grip and CONTROL SYSTEM — Add this
: hand rests, rapid fire Weapons Control System to
P,EO';%EHT control, solid metal base, and two any joystick to put innumerable
e highly-responsive fire buttons prove functions at your command.
to be a deadly force against enemy fighters. The take-off & landing throttle
function and programmable
keys give you access to all

PC FLIGHT FORCE PRO — Join the -
ranks of the flying elite with this
advanced flight stick. The contoured

of your cockpit controls. FL{EEJP%%%CE

CONTROL
For IBM-PC/Compatibles SYSTEM
(Coming Soon)

PCFLIGHT | THE BEST NEVER REST!
FORCE PRO
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UNDER THE HOOD

resulting data wansfer rates
were: at 100% CPU utiliza-
tion, 874 kilobytes per sec-
ond; at 60%, 573 Kilobytes
per second.

What about real world
use? The drive delinitely
loaded games faster. WiNG
COMMANDER I11 missions that
might take as much as several min-
utes with a double speed drive would
take mere seconds with the Plextor.
Other games showed similar behavior in
load times. Is it worth it? That's unclear. The Plextor six-speed
drive has a suggested retail price of $549—more than double
that of some SCSI quad-speed drives. The Plextor PLX-6H is
also a SCSI drive, so that needs to be factored into the cost
equation—you'll need a SCST host adapter (or a SCSI equipped
sound card). The drive also requires a caddy to hold the CD-
ROM, something that’s becoming increasingly a nuisance in
this day of caddyless drives (unless you stand your computer
case on its side). On top of that, loading the Plextor PLX-6H is
a wo-handed operation, since you have to manually hold the
door open to pop the caddy in. One great feature, however, is a
full set of controls on the front to play audio CDs.

If'you have applications that constantly load large files and

Games Too Expensive?

NOT ANYMORE!
Partial Used CD ROM Listing.

7th Guest Szn Legend of Kyrandia 3. % 25
Aces of the Deep ... 30 Loderunner......c.coone 5
Aegls 27 Michael Jordan In Flight. w18
Alone in the Dark 3 27 N Racing 30
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Syndi Plus
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Flash Traffic........ Uni ¥ Rou

Fortrese of Dr Radiaki.. Wheel of Fortune

Freakst Wings of Glory ....
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QGabrle! Knight .. World Hockay 95........ccocmmmciinns

Iron Helix.......... X-Wing (Disk)

Jack Nicklaus Tour Zephyr
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Orders

1-800-638-1123

All other calls:
304-562-1609 .
We have thousands of titles!

Call for free used software listing.
Ask for latest ADULT CD listing.
3060 East Rt 60 Hurricane, WV 25526
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you need the performance, check out the Plextor PLX-GI six-
speed CD-ROM drive. Otherwise, we suggest waiting for a
little competition so the price will come down.

Price: $549 (internal), $639. For more infor-
mation, call (800) 475-3986.

*a,

APC POWER CENTER HANDLES
CORDS AND POWER CONTROL

We've all seen them: flat, square boxes that
sit underneath monitors and have a plethora of
switches. They usually have some surge protection built-in,
and are used to turn on computers, monitors, printers, etc. The
look may be best described as extreme utilitarian. Now from
American Power Conversion (APC), a leader in uninterrupted
power systems, comes the POWER MANAGER power center.

This baby looks like something right out of Blade Runner
black, sleck, streamlined. Fven the customizable buttons look
cool and vaguely “Giger-ish.” The top lifts up so you can wind
extra cordage in it, a definite plus if you find yourself tangled
up in computer peripheral cables like 1 sometimes do. Its even
rated to support monitors that weigh up to 70 Ibs—that's most
| 7-inch monitors.

There are some other thoughtful touches, too. One of the
connectors in the back is actually a mini-extension cord, for
those annoying power “brick” adapters that come with some
peripherals. Another useful feature is the power connection on
the “unswitched” side—even when the main power switch is
off, this connection still routes power to the plug. Perhaps you
want your computer off, but you use your sound system for au-
dio listening. Also, it's perfect to run a battery charger for you
laptop-toting gamers. APC has even included a pass-through
for a phone line, which adds surge suppression to your mo-
dem connection—nothing could be worse than protecting
your computer, only to have your modem [ried by a surge over
the phone line.

II'you have several peripherals and a tangled web ol cables
(as most gamers do), the POwER MANAGER may be worth
checking out. Price: §134.99. For more information, call
(800) 800-4APC.




VOTED THE BEST
VIULTTVIEDIA
SOUND GARD.

PERIOD.

“Turtle Beach Systems once again earns an Editors’ Choice ... the midrange Turtle Beach
Tropez, which combines Turtle Beach quality, SOUND BLASTER compatibility, a fine soft-
ware bundle, and a fair price.” PC Magazine — March 28, 1995

“With this many high-guality features, Tropez is a potent package and an excellent value ...
All in all, the Tropez sound hoard is a remarkable value.” Multimedia World — April, 1995

“In short, the Tropez hoard is a winner because it raises the bar for all-around guality, and it
does so at an affordable price.” Computer Life — April, 1995

Turtle Beach has done it
again! Tropez™, our first
100% game compatible
sound card, has won the
coveted PC Magazine award
for being the best sound card
in its class, plus other great reviews from
the industry's leading magazines! That's what
happens when you cambine sterling, 16-bit,

CD quality digital audio with realistic wavetable
synihesis.

Tropez aiso includes:

B The best digital audio with sample rates
%% up to 48kHz.
GHOICE|.. ™ Wavetable synthesizer with 128 realistic

March 28,1905 General MIDI instruments, 2 megs ROM.
Turtle Beach Tropez Circle Reader Service #248

B SampleStore™ ... lets you add an unlimited
number of new instruments of your choice, up
to 12 megs RAM.

B New, enhanced IDE CD-ROM connector.

B Wave SE™ professional digital sound-
editing software.

W Stratos™ MIDI song-writing software.

B Plus loads of excellent gaming software!
See your favorite computer dealer, or

call 80&-545-5540 today for more

information or the Turtle Beach $5 demo CD!

TURTLE BEACH SYSTEMS

52 Grumbacher Road e York, Pennsylvania 17402
717-767-0200 « 1-800-645-5640  FAX: 717-767-6033

A Division of Integrated Circuit Sy
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We offer the only NO RISK retumn policy. l -
If not completely satisfied with your purchase, exchange it for something else!

Download a copy of our Electronic Catalog complete with our entire selection
and their descriptions from our BBS 214-241-4754

“A Final Unicy:

Star Trek: A Final Unity
purchase of 2 addiional fes at our regular low prices. Nof valic wilh ofher specids.

NASCAR Racing The Seventh Guest The Utimate Doom

| GetONEf the above speciais wih the

PC BUSINESS (NEW) PC CHILDREN (NEW) PC ADULT (NEW) PC ADULT (NEW) PC SHAREWARE (NEW)

Business Phone Directory 94§21 Anthurs Teacher Trouble 519 APL Adult Picwre Lib 10 S19  HotPis | 579 North American ndians S2T  The World of Software 2 17
FreePhone $25  Berenstein Bears - Liv Books $ 36 Addult Piemre Lib 2.1 19 Makam's Famly 533 Parenting S19 Top 201 Games $12
Home & Office Legal Guide  § 10 Busterflies of the World s . Adiilt Picture Lib 2.0 52 $39  PFS: Revume & Job Search Pro$ 33 Uiilities Matinum S13
PlioneDise Business Winter95 € 85 Crayola Art Studin £ nee Lihery 5% 510 Cuivken Deluxe v3 53 Visual Basic Developers Kit 512
Select Phone 1995 §140  Dandy Dinesir s19 : $15  Photo Gallery $20  Seeret Subjects S Way Cool Windows Games 2 5 13
Dhinesair Safan 512 19 Pisis Adult Sampler § o Skiers Encyclopedia 35 Win Platinum 512
PC FILM (NEW) Dosctor Ts Singalong S 16 $23 Teen E.uur $25  Specd $235  Windows 1904 Shareware  $29
Porky Pig Canoons S 11 Inhent the Larth 537 $ €15 Spons lusrated 1995 $39 World Wide Wed Source it §12
TV Commercials 19501960k 12 Just Gins 4 amd Ale S19  Asian Palate %28 £ 30 Slowaway § 3
Three Siwoges s Kid Works 2 S Pusty Babes 3 9 Webster's Inter. Encyclopedia $ 30 EOREUIZNGITA
Learing Fun lor Kids $15  Califormia Beauties 5§29 [ pC SHAREWARE (WEW)  IDSRRS Pacific §
PC RELIGION (NEW) il B L PC SHAREWARE (NEW) Aefis Gusniian of Flect
Rihle Lands Bible Stortes 519 Linle Moo 519 Damish Fa 520 Best of Shareware f pack S22V fliaF
Bible Libeary 525 Muth Blasier S Digital Delig §$22  Sweet Checks e : 310 Car dicpo Deline
Bibles and Rehpion 511 Middle Scheol Sube 519 Domin -A-Tricks £25  Swimsuit & Lingerie CICA 2 Dine 298 Winfwereek 517
Christian Clipchant 527 Pun Putt Joins the Parade §$18  Dream Machine §45 T&Awhe Max | CHCA 3 sk 1204 Infir 2
Lugos Bible Soltware Coll §35  Reader Rabhit | Delune $30 FAOGold | £20 T&AwiheMab CICA Windows Explosion ke of Ravager $ 21
Multimedia Family Bible €19 Ruffs Bone $16 Flame i %29 Taste of Erotica DOOM Acee Pack 4 319 itache 528
Somnd it oot Land 2 L3 Forhidden P £33 Tokyo Nig Daowtor Games for Windows 1 5158 539
PC GRAPHICS (NEW) Thinking Games $12 Girls Dosin £19  Vampire's Kiss m Fever Il $15 s
Boris Vallejo Fantasy Ast €32 Top 200 Learning Guaines 10 fi £2%  Vinual Vivens § 15 Ten Pack v 33k 525
Business Clhipart & 4 Treasone Mathstrom £33 Ihdden Ohsessions £38  Woeld's Best Breasts (3 [} Livuim 12 FX Fighter 545
ClipAn Warchouss PP PC REFERENCE (NEW) PC REFERENCE (NEW) ““ﬁ (NEW) s d Business Platinom S 12 Gabriel Knight 25
Clipant Heaven |1 © a5 Addiess Book Maker $17  Forbidden Subjects 3 $29  GHOSTS-Chastopher Lee L] 19 el s 19
Font Elegance <> Amer Heritoge Tolking Dict  $25  Gardemog 510 |lllll]‘c.'\||:|_ £25 $25  {neredible Machine? =
Fonts Plainum 12 Animals of the World $12 Guidelooks To Math $13  MS 500 Nations San S19  indiana Jones 518
Gl Galore o Auduban Birds S15  Hacker Chivnicles 2 $35  MS Bookhielf 1995 S 38 $25%  Indy Car Racing s
Kodak Photo CD o g5 Audubon Mammaly S15 Now the Workd Works §28 M8 Cinnemania 1994 S 30 €35 Jean Helix 535
Mather of ClipAn g 12 Aute Almanae 1995 S 06 How things Wik i J aurs 535 $15  Joumeyman Project Turbo 515
Piblishiers Platinim 12 Aviation Adventure S Know yonr Owh £39 A art 95 S50 Sonware Vauls Games $13  Kings Qu 310
Comptons 1995 S19  Leonando the iventor £22  Muagivian's Seerels 519 Sofware Vaul Flainum $13 Links 386 531
PC MULTIMEDIA (NEW) Deluxe Pack 4 £25  MS Anciont Lands £28  Nattonal Geographic Mammals 519 Fechnn Toals $10 L Runner, 1]
Expert Multimedin 3 L) Lasst Edden 41
Heant-20 Yis of Rock & Roll - 135 i I Ml Do, -3 5
MPC Wizand 3.0 $12 Ch k ‘l‘h ‘I' Mad Doge Macree 19
Media Macstro 513 eC ls OU ! X Magie Carpet 545
Media Plus S 15 V\e B ” d T d US d CD Menzobertansan, 525
Musltimedia 4 Puk LS UY/Se On rO e e 5 Muomy Pythuas, 5
Multimedia Mania S0 F-1S STRIKE BEAGLENT  §12  LINKS S0 SAMANDMAX Myt $49
Multisedin Mega Bundle 514 ' FAMILY FUN KARAOKE § 0 LOOM S0 MON LAND NASCAR Racing. 529
i Hatim s12 HAM AL S100 MADDPOG SEAWOI NBA Live §33
M 518 HeLl $12 MANENOUGH SHERLOCK HOLMES Chiipont $2
I ve 5w HELLCAR 10 MANTIS SIMCITY 2000 Panzer General 519
Ik Intersctive 52 HOHIES 08/2 S0 MASTER OF MAGIC SIMUCTEY ENHANCED :'Iw:a;: : eral 2 :s 1:
£ 5 MEGARACH STAR C inball Fantasies P
PC HEALTH (NEW) CASTLES I Si6 0 MICROCOSM START FECI MANL Police Quest 4 525
Better Homes Cookbook S 16 CORRIDOR 7 MPC WIZARD 3.0 THE HORDE Ravenloft 519
Bodyworks 4.0 $19 CRITICAL PATH MS BOORSHELF 03 THE PSYCHOTRON Rebel Assalt §25
Covkbook USA jr. $13 DIONE 5 WORD/BOO TOOLWORKS REE LI Return To Zork §n
Family Doctor ver 3 19 DARKSEED I TRIPLE PLAY H Rise of the Triad $20
Home Medical Advises Pro €48 DINOSALI SAFARL HOCKEY 95 TURBO TAX Samn and Max Hit the Road  $22
Mayo Clinic Family Healih €18 DUOM NIGHIOWL |4 T Severth Guest 528
Medical DicuFamily Healih - €17 DRAGON L PANZER GENERAL Sin City 2000 §29
Phnemsais 530 FINBALL ARUADL 513 A KILLING MOONS 30 Sien ‘[‘_'“ Etthanced 2 ";
A QUANTUM 520 Sun Tower
PC TRAVEL (NEW) RIC THE UNREADY RELENTLESS S35 WARCRAFT $26 Slipstieam 5000 S
AAA Trip Planne 519 FAMILY DOCTOR RINOWORLD S 6 WINGCOMMANDERI  $11 Star Trek 25t Anniversary. 829
s Star Trek Techmcal Manual 5 39
§$75 > . Star Trek (TNG - Final Unity - S 62
London Multimedia Tour S 10 Seary, Dua fo the overshelming popularty of our used COS, our prices ond filles are sUbject 1o chonge. Vitiual Pool ITH
Map N Go 549 War Craft 539

Street Atlas USA v2.0 § 60

OVER 1400 TI

Price and availabilily are subject to change. U.S. orders-

OVER 1000 NEW C

D-ROM TITLES UNDER $30!

X-Com: Terpor From the Deep 534

TLES IN STOCK.?

$5 Shipping for entire order, $10 UPS 2-day, $18 UPS ovemight.

WE WILL MEET OR BEAT ANY PRICE IN THIS PUBLICATION!

National CD-ROM + 800-237-6613 11005 Indian Trail Suite 101-A Dallas, Texas 75229
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tal DY More!
USED IBM GAMES O« HEBEL ASSAULT 24 CURSE OF AZURE BONDS 11
CO- HETN TORINGWRLD 24 CYBER EMPIRES 8
COMPLETE & VIRUS FREE: 4 _qerynn 1o zomk 2 D-DAY BEGINNING OF END 22
WITH THE ORIGINAL BOX,  cp.mise oF THEROBOTS 20 D-GENERATION 12
DOCUMENTATION AND €0 - SAM & MAX k] DAEMONSGATE 12
DISKS €0 - SHADOW OF THE COMET 23 DAGBER OF AMMON RA 12
CD - SPACE SHUTTLE 12 DAIK QUEEN OF KRYNN 15
Game Tille Price  CD - STAR CRUSADER 2 DARK SUN 2
ADAD GAMES GALL D+ STAR TRAIL 29 DARKSEED "
ADV OF WILLY BEAMISH-VGA 12 CO - STAR TREK 25THANN. 29 DEATH KNIGHTS OF KRYNN 14
AR BUCKS 15 C0 - STELLAR 7 10 DEJA VU 152 DUAL PAG-WIN 12
AL-OUADIM GEMIES CURSE 19 ¢y sypwiR 2050 22 DISCOVERY STERS COLUMB 11
“:"I::: F;‘:‘? 3 :’ﬂ ¢0-TRX 25 DOOM -REGISTEREDVER. 28
e T nARE s €0 - TORNADD.OP. DESERT 19 DOOM 2 -REGISTERED VER. 29
AMBUSH AT SORINOR 17
APBA BASEBALL T
ARENAELDER SCROLLS 28
=57 0| GAMER’S GOLD
ARMUORED FIST 2 y
ATAG 7 — A
B17 FLYING FORTRESS 12
i WE PAY CASH FOR USED GAMES
BATTLEMAWKS 1942 ]
BETRAYAL AT KRONDOR 18 We want your current used games
BLOOONET ]
BLOODSTONE 14 'I .800.377.8 5 78
BLUE AND GREY 19
BLUE FORCENEXTOFKIN 12 In Canada, «all 605-339-2060
BUCK AUGERS 1 -COUNTON 5 Ry W,
BU7Z ALORIN RAGE SPACE 13 coll forauthorization before shipping or
CAESAR 15 FAX It for current quotes fo 605-334-8766
CAMPAIGN 2 2 (include your refurn address & FAX no.)
CARRIER STRIKE 15
; WE SELL USED GAMES
CASTLES 2 15
€O~ HELL CAB -VINDOWS 24 Al gomes are tested & [BM disks virus checked
CD - 7TH GUEST 2 quumes i criine o it crgind ecomeniuion
CD + AEGIS GUARDIANFLT 25 0 i
el a1 Call for current fitle avalibility 5
0 « ARMORED FIST 32 WE ACCEPT ONLY Ve
00 - CRITICAL PATH 2 VISA/ Master Cord/Discover =,
b = RIVERIA e Money Orders/Cashiers Check ™
C0 - DAGGER OF AMMON RA 19 (ol e ooty e sl 0. ;
G0 - DARK FORGES 35 A
£ - DARK LEGIONS 2 Most itams shiﬁad same day. 55 UPS/59 2nd Doy Air
£0 - DARK SUN 2 29 cell far information an Conodian shipments
€D - DAWH PATROL 2% GAMER'S GOLD = 1008 W, 411 Street # Sioux Folls » Soulh Dokota = 57108
CD - DEATH GATE 2
CD - DRACULA UNLEASHED 24
£D + DRAGON LORE b2
CD + DRAGON'S LAIR 23 G0 - ULTIMATE FOOTBALL 26 DRACULA -BRAM STOKER'S 11
LD - DRAGONSPHERE 16 L0 - UNDER A RILLING MOON 34 DRAGON'S LAIR 3 15
CO - DUNGEON HACK 18 GO - WARCRAFT 28 OREAMWER 23
C0 - ELECTR, ARTS: TOP 10 19 CD - WHO SHOT JOHNRY 12 DUNGEON HACK 18
£0 - FANTASY EMPIRES 25 L0« WING COMM, ARMADA 25 DYNAMIX SAMPLE PACK 19
0 - FIGHTER WING 29 C0 - WING COMMAND 2 DLX 19 FLVIRAZ 10
CD - FRONT PAGE FR 05 29 CO - WINTER OLYMPIG GAME 19 EMPIRE DELUXE 19
CD - GABRIEL KNIGHT 2 CD-X-COM 25 EMPIRE SOCCER ‘94 17
€0 - GREAT NAVAL BATTLE? 26 G0 - ZEPHYR a0 EYE OF THE BEMOLDER ]
€0 - HELL: CYBERPUNK 29 G0 ROMS - MANY MORE!  CALL EYE OF THE BEHOLDER 2 12
€0 - HORDE 2% CHALLENGE OF 5 REALMS 10 EYE OF THE BEHOLDER3 17
£0- INCA2 17 CHAMPIONS OF KRYNN q FALCON 3.0 19
CO - INDY JONES FATE 2 FALCON AD-ONS CALL
CD « INFERND 24 FANTASY EMPIRES e
D« INHERIT THE EARTH 19 FREE GAME OFFER FLIGHT SIM 4 & AD-ONS ~ CALL
D - IRON HELIX 2 On orders over 575 FRONT PAGE FODTBALL 11
CO - JOURNEYMAN PROJECT 17 Choose from lis! FRONT PAGE FODTRALL PRO. 18
0 - JUMP RAVEN %5 *Rex Hubulnr FRONTIER ELITE 2 2
C0 - JURASSIC PARK 19 » Power MEild GABRIEL KNIGHT 17
€0 - KING'S QUEST 6 15 » Jordan Vs s Wor GAMES NOT LISTED? CALL
0 - KING'S OUEST 7 34 = When “i‘ Werlds GATEWAY 2 HOMEWORLD 15
CD - LANDS OF LORE L] « Dogger of mn Ra GOBLIINS OUEST 3 14
€O LAWNMOWER MAN 21 GRANDEST FLEET 2
0 - LEISURE SUIT LARRY 6 24 GREENS GOLF L]
C0 - MAD DDG MCCREE 19 CHADS CONTINUUM 16 HAND OF FATE 18
CD - MAD DOG MCCREE 2 22 GIRCLITS EDGE [ HANNIBAL 12
CD - MAN ENOUGH 19 GOASTER 9 HARDBALL 3 i)
D « MEGA RACE a7 COHORT 2 a HARPOON T
D+ MENZOBERRANZAN 25 COLONIZATION 29 HARPOON 2 2
CO - MIGHT AND MAGWRLD 29 COMPANION OF XANTH 19 HARPOUN AD-ONS CALL
C0 - MYST 33 CoNAN 9 HARRIER ASSAULT g
£0 - QUTPOST 2 CONFLICT KOREA 9 HARRIER SUPER-VGA 17
G0 - POLICE QUEST 4 2 GONQUEST OF JAPAN 9 HEAVEN & EARTH 12
G0 - PRIVATEER 2 CONOUEST OF LONGBOW ¢ HEIRS TO THE THRONE 10
&0 - PSYCHOTRON 24 CONTINUUM 9 HEROES OF THE LANGE 9
60 - QUANTUM GATE 19 CORRIDOR 7 1 HEXX 17
6D - RAVENLOFT 24 COUNTDOWN 9 HIGH COMMAND 17

HINT BOOKS

HYPERSPEED

INCA

INCAZ

INDY JONES LAST CRUSADE
IRON CROSS

ISLE OF DEAD

JACK NICKLAUS & AD-ONS CALL

JEQPARDY
JETFIGHTER 2.0
KING'S QUEST 5 -VGA
KING'S QUEST 6 -VGA
KOSHAN CONSPIRACY
LEGACY:HEALM OF TERRUR
LEGEND OF KYRANDIA
LEGENDS OF VALOR
LEISURE SUIT LARRY 1
LEISURE SUIT LARAY 2
LEISURE SUIT LARRY 3
LEISURE SUIT LARRY 5
LEISURE SUIT LARRY &
LHX ATTACK CHOPPER

LINKS & PRO COURSE DISKS CALL

LINKS 386 PRO

LORD OF THE RINGS 1

LOST ADMIRAL

LOST TREAS INFOCOM 2
LUCAS ARTS CLASSIG BNDL

GALL

PAGIFIC ISLANDS

a PACIFIC STRIKE

10 PACIFIC WAR

15 PALADIN 2

" PANZER GENERAL

23 PERFECT GENERAL

4 POLICE QUEST 1-VGA
POLIGE DUEST 3 -VGA
12 POLICE DUEST 4

L] POOLS OF DARKNESS
12 POPULOUS 2

15 POWER HITS: MOVIES
10 PRIVATEER

13 PRIVATEER SPEECH PAC

17 PHO LEAGUE BASEBALL 94'

9 PROTOSTAR

13 OUARANTINE

13 QUEST FOR GLORY 4

15 QUEST FOR GLORY SERIES
15 RAILROAD TYCOON

20 RALLY
1] RAVENLOFT
REALMS OF ARKANIA
21 RED BARDN VGA
9 RED CRYSTAL
8 RED LIGHTNING
19 RED STORM RISING
14 RETURN T0 ZORK

7
18
24
22
26
17
9
15
22
13
7
12
n
5
18
15
24
5
CALL
8
19
24
15
15
9
-
6
19

prices & issve an

outherization no. We

lays of receiv
-:md.lmwnululﬁ

YOUr expernie.

Got Somelhing 'I'o Sull"’
Follow these Easy Steps

1. Prepare a bst of the games you ore selling. Call, fax, or
mal your il lo GAMER'S GOLD.

2 GAMER'S GOLD will guole the current buying

tzotion number for your shipment,

Games will nol be accepted without an autherization no.
Price quates are good for 14 days,

3, Pack games in box. Write authorization na. dearly an
outside of box, Mail lo GAMER’S GOLD. Sove your

can'l answer questions about your

shipment without your number!

4. I you would ike 1o use your maney ef eredit 1e purchase
games, includa o “wish lisr” of filas you are interasted in.

5 Yeur ehoek wall umnliy b mailed within 10-14 warking

games, Some “with list" game

-ghﬂy lonae! o fill

Games will be chocked for viruses & completoness.
Games must bo complete with ofl disks, printed moterials,
& in original box. Incomplete gomes will be retumed of

M-1 TANK PLATOON
MAELSTROM

MAGIC CANDLE 2

MARIO ANDRETTI RACING
MASTER OF MAGIC

7 REX NEBULAR

12 RISE OF THE DRAGON -VGA

9 ROBINSON'S REQUIEM
9 ROCKETEER

10

25 ROME: PATHWAY T0O POWER 10

SAM & MAXHIT THE ROAD

SECRET WEAP OF LUFTWA
NEO GET OUR SHADDW CASTER
SHADOW OF YSERBIUS
P;:' UPDATED SHADOW PRESIDENT
CE SHEET SILENT SERVICE 2
Ghaogzrasys | o,
wﬂmﬂ“r‘xt;m SIM CITY 2000.GREAT DIS
latest price sheet vith ol SIM CITY GAMES ETC.
our current fiffes) SIMON THE SORCERER
SPACE OUEST 4 -VGA

SPACE QUEST 5 -VGA

a
CALL
13
12
17
29
17

9

]

SPECTRE 15
“SPELLCASTING 101, 201,

ur 301° CALL
SPELLCRAFT:ASPECT VALOR 7
STAR CRUSADER 2
STAR LEGIONS 7

STAR TREK Z5TH ANNIV, 12
STAR TREK JDGMNT:AD-ON 7
STAR TREKJUDGEMENT "W

STELLAR T fi

STORM ACROSS EUROPE ]

STORMOVIK [

STREET FIGHTER 2 1"
STRIKE ACES 9

STRIKE COMMANDER 7
STHIKE SOUAD 19
STRONGHOLD 12
STUNT ISLAND 2
SLBWAR 2050 15
SUMMONING '

SUPER HERD.LEAGUE 19
SYSTEM SHOCK 25
TAKE-A-BREAK PINBALL 10
TERMINATOR 7

TERMINATOR 2.CHESS LI
TERMINATOR 2029 12
TERMINATOR: RAMPAGE 15
X 19
THEATRE OF DEATH 16
THEME PARK b
TIE FIGHTER 30
TONY LARUSSA GAMES  CALL
TORNADD 15
TREASURES SAVAGE FRON. 7

TUNNELS & TROLLS ]

TWILIGHT 2000 -VGA 16
ULTIMA S 1"
ULTIMA G 1
ULTIMA 7 15

ULTIMA 7 FORGE OF VIRTUE 10
ULTIMA 7.5 SERPENTISLE 15

ULTIMA B PAGAN 2
ULTIMA UNDERWORLD 1 16
ULTIMATE DOMAIN 15
ULTRABOTS 14
UNLIMITED ADVENTURES 18
VFOR VICTORY GAMES ~ CALL
VETTE 7

WAR IN MIDDLE EARTH i

WARLORDS 2 25
WESTERN FRONT 13

WHEN TWO WORLDS WAR 17
WING COMMAND ACADEMY 15

WING COMMANDER 1 9
WING COMMANDER 2 15
WING COMMANDER ARMADA 25
WIZARDRY § "
WIZARDRY / 15
WOLFPACK ]

WORLD CIRGUIT RAGING 12
WORLD CLASS SOCCER 10
WORLD WAR 2: BATTLES 13
WW2: IR FORGE COMNDR 10
KWING 19
XWING AD-ONS (EACH) 8
YEAGER'S AIR COMBAT g

Prices & availability subject
to change. Gall Tall Free for
current titles and those not
listed-we've gol fols more!
All Used Games are
complele & virus free with
original box, documentation
& disks. System
compatibility is not
quaranteed, All sales are
finali-defective pames
replaced with same fitle,
Free shipping (Regular
Ground) in the contingntal
USA on orders over $150.

LL

MASTER OF ORION 25 SPACE SIMULATOR
MATRIX CUBED 3 SPEAR OF DESTIRY
MAXIMUM OVERKILL 2 SPEAR OF DESTINY:MISS 1
MEGAFORTRESS 8 SPECIAL FORCES
METALTECH: EARTHSIEGE 29

MICROLEAGUE SPORTS  CALL —

MICROSOFT ARCADE -WIN 12

MIG 29 25

MIGHT & MAGIC 4 -CLOUDS 14

MIGHT & MAGIC 5 -DARKSIDE 15 '8 e
MONKEY ISLAND -VGA 16 L
MONKEY ISLAND 2 19 i gt
MORTAL KOMBAT 15

NFL COACHES CLUB 15

NHL HOCKEY{4MB RAM RED.) 19

NO GREATER GLORY 10

NOMAD 7

OPERATION COMBAT 2 15

QUT OF THIS WORLD 12
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OPEN: 6AM-11PM PST EVERYDAY
SpecrﬂUM gig?q}zsifﬁqs AIR %HHIPPING $4 1'800'983'4321
UPS GRND SHIPPING $2 CALL FOR CURRENT PRICES AND

(ENTIRE SOFTWARE ORDER) PRODUCTS

E ELECTRONICS brus $2 HANDLING SOFTWARE ORDERS

GUARANTEED LOW PRICES ON ADULT ‘OF‘!UJRHE{CHI._L & FIND.OUT) FREE AIR SHIPPING!!
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Powennonges
Prince of Persa 182
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tar tima Underweerd 1
el - g 205 xwmm}
mmémmzam; % Tas 1 Legns3s) HINT BOOKS
Deked the Alame3s) 7 L Viegas) T i R0 1t Hout
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s Defectives covered by munufuctures warrnnty, Returns are subject to 20% restocking feed CALL FOR RMA#)L Returns tuken ol our discreation, ANl shipping
duble,
ey orders.checkstorder shipped when check cleurs)hYiswMastercard COD'S
“fnsrmr for softwareleall for hurdware), Hundling $2 per order. COD'S $10 totol per order, Interna
PO $6 total per order, CA resl [
d by .]NII PST ship swme day, Shipping times not guaramteed. 4
Must items listed are in stock. IF you don't see what you need. plense call us ut 800.983-4321 or 408-751-6975  Fax 408-757-5565
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A VISUAL MUBIC EXTRAVAGANEIA
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I.1. New i.dar;h.inc by Lions Den Interactive by Rapture Interactive

s het ' Do

ki FAX 217-352-7884
Z  PHONE 1-800-232-3858

Item Availability and prices may vary
according to format and are subject to

;Att N’w, change without notice,

1-800—CDADULT o

Order Lines Open 8:00-12:00 a.m. Monda
Must be 21 through Frida;:c 8:00-5:00 p.m. Saturday&f Ao -l
to order! 1200500 p.m. Sunday.

YIRTUAL
PHOTO SHOOT
VOLUME FOUR

biFénlnnuse
AR . ( 1 y
YROS . OPACE SIRENST2) LR
.'-'.‘.*ﬂaﬂ.'ﬂm."m 5‘&’,.. el ?):r | t ; ¥ )
- 5‘ 2 ﬂ 3 '
i 1 ! £ ’
3 . A\ ‘5
| L o il 1
5 [ I ,g [
1 r"-m-ll!mnrm.umiiﬁ“ » {"
Sl eTeId " :-1:--- i pisi | igital Play .
R,;:Eony Elgctronic Publ. lg]l}e””"'ﬁ“'ﬂe E!mms gfuguld g
1 BDERS: 1921735209749 * . Shipping charge for free producy offen,

International - v s
Orders CALL ' - : : 4 3 . e e e
1.217‘352.3z3? , - 10 change withoun notice

Bl Street Atlas USA GRAVIS. Firebird Flight & Instant internet Emergency Room
by DeL.ORME N MR N Game Controlier  Access W by 64
A’ comprahensive sireet by Gravis i by Jamsa Press " 50 you want to be an emer-
map of the Uniled States on ely You point and click across »y/ | gency room docior?' Eval-
a single CD-ROM. You can Firebird works with any game the Intemel. Includes essen- ' luale patients, run lests,
Zoom in on every city, town, § of fight simulalor that sup- -4 tial Internet shareware and prescribe - medicine  and
" or rural area in the country, s ports standard PG joysticks. N tulorials, treatments.
66| *61 30 3851 53
N
: The Ultimate Seven 5, The Alchemist Toshiba Quad Speed Disney Family
by X:Treme Ent. by Enteractive, Inc. SCSI GD ROM Drive Album
\M’ Includes: Shadow President _ Find out how symbolic rep- by Toshiba by Disney Interactive
' The Dagger ol Amon Ra, resentalions: ol nalure's Infernal  12CM/BCM ' CD- A reference of every char-
7 (i Harier Assaull, Detrof, - . four elements give you ROM Disc Drive 525" hall acter bom of the genius of
;‘_;____Cmders of the Dark advice about love, relation- height form factor, 190 ran- Wall Disney and the studia
= EAE Savant and more! = | ships, money, work... dom access, 150MS random thal bears his name.
A el $27 75 531 d=* %358 29
bbbl Real Motion Lite Free Willy 2 o -~  StarTrek Omnipedia
e M scover MPEG Decoder by Sound Source SUAIN TIN&A. by Davidson & Assaciates
by Real Molion Multimed. Retum fo the ocean with — Fans seeking info on any

- " Jesse and his best friend { ol . Blar Trek TV episode of fim
ol using the up-down scak | IR Willy, America's favorite a g % @re beamed instantly into
TR |

ing feature. Automalic full > '.p\ whu!q. Inl_e@ci with fun, w the U.S.S. Enterprise’s vast
munﬂafbads }W aquatic actities, | ! qh memory bank.
168 il L] AR *45
3 (1 il I
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(Il © FIXATION = thefirst INTERACTIVE STILLS (D.ROM - dotabose allows viewing

S by YOUR nde, calegery, destriplion, dale viewed Instantly view only pittures you have nat yhet seen
o show off your faverites ta a friend, You will trill ta aver 1000 criginal pictures in 1024x768x256
Super YGA We concentrate an the orol sida of love but we inddude XXX pictures in every hol category.
Order CD A — Price 559

PLAN &6 9 FROM OUTER SPACE
= Interactive science fiction sex exiravoganzal

2maviesin | -ﬂwhmmﬁammm“ﬁwmmwmmmumhmlh

originol Plan 9 From Outer Space - see Bala Lugesi end Vompiro in Ihemmovlalbeg

you tan ohsa create uakmited GIFS from mavie. Order €D B — Price $59

Now You €Can Have Your Own Glrffﬂend“’
. ﬁ . » . @ sensuous woman living in your computer! GIRURIENDis the

First VIRTUAL WOMAN, You con watch her, tolk 10 her, ask her questicns and relate with her, Cver 100 actu-
of VGA phatogtophs oflow you to see your girtlriend as you ask her to wear difrent outlits, and guide hee
o different sexval octivities. As o true ortificial inleligente progrom, GIRLFRIEND starts with 0 3000 word
vocabolary ond octually GROWS the mora you use it She will remember your name, your birthday ond your
likes and dadikes. GIRLFRIEND comes with the boss software ond GIRUFRIED LISA. Additional girs will be
oded, This progrom reguires 710 of free space. On DISK: FREE - Second GIRLFRIEND Jist Added.
$G3 GIRLFRIEND -Reg, Price 5129, = Special Intiodudtory Price $69.

SG7 GIRURIEHB TERI - 300+ Pictures Price $79 » SG9 Soundl[nmr VOICE KITI Price 529

INEW! 5620 GIRLFRIEND TERI CD-ROM Price 559 includes FREE VOICE KIT

SeXXcurades =The GAMI:‘
— The First Adult Gome with TRUE SOUND and 256 Color VGA Graphics :
The gome everyona hos been waiting for. For that evening you won't forger with o loved  [250
one or group of very dose friends, Fulfl your sexuel desires. Find oot bow your portner (+2=-
would reoly like 1o make love. Over 80 Color VGA Scenes = Recl Yoices Guide the Adtion = |83
Foreploy Dpton » Plo it 2.8 s Frends. How suppors SundBloster™ cards! On Disk
Order SG-1 = Price: 579 or S69 vith purchase of eoy other produd.
YGA ond hard disk required - shipped on high density disks. R
ON CD-ROM: Seﬂcugades e » » the Mowe

m!mﬁhmolomm&nmmmmlm movie of & group of Iriends playing our SeXXtopades game.
rder €D 5 Frice $59.

CD-ROM BUNDI.E - ANY 3 CD-ROMS $149.
519 CD-ROM BLOWOUT - CALL FOR TITLES.

ALSO: TOP SHAREWARE GAMES ONLY 51.50 PER DISK
FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS

ADD'S4'S/H » 3.5° Or FOREIGN ORDERS ADD S2/DISK = i1l PA ADD TAX ‘= WUST STATE AGE OVER 21 YEARS
VISA/MC Orders Only: 800-462-7399 Ext. 500UM / 24 HRS / 7 DAYS
FAX (215) 997-2571 = Or CK/MO 1o:SeXXy Software, P0. Box 220,, Depl. 600UM, Halfield, PA 19440
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GOOD NEWS.

YOUR NEW CAR?

* NEWXx CARX ASSESSMENT X" PROGRAM %

Bl gy sl smmot o Aeprn o'y leatoncllng sobis ks

Wha? o gne womi o safety soore. Frosn onee 1o fae

(e Grasted .

won pranke the Dt beniegg dhanion Yoms can cven hune the

revailts faxend ton voun whike vou'ne at the bcal suto

tars on how el cach vehick: performal in s dhealer. Bemendwr, the phone call & froc
vt ebis S, i akBzion to s lugs ad ARS without f, sour deckion could he coah

awl 2l that sadl thay makes now can sale, em, s i brought s v s g pabde senice I the
weh voe ilkfeoe ol v T hise coon e mlormaten Matwmial Hlgdvwa Tralla Satvty Abusntraton

VERTRONIX INC. Presents the Best Values in ENTERTAINMENT!

230 Plaza Professional Bldg., El Cerrito CA 94530, 9-6 M-Sat. (PST) (510) 527-4699 (Info) (510) 527-4690 (fax orders)
1-800-478-0217 (orders only) Visa, MC, Checks, MOs, CODs

PCIMM Systems NEW TITLES!

wy 8mb Ram, 540mb HD,
14" SVGA, 1.44FDD,
Mouse, 2X CD-Drive,

& SB 16 Snd. Crd
75Mha/256kb Cache 81730
QOMhmonbCuche 82006

00 Mhz/256kh Cache 52146

CDR DRW'S BLOwWOUT!

LCS-7260 8

Mitsumi um.l 5194

Pioneer 4.4 Fastl......
-

M’u‘lor Quad ..

SH Game Blaster
SOUND CARDS
Gravis Ultra ...
Gravis Ultra Max

Roland SCD-15 [
5B 16 MCD

SBAWE32 VIE. ..

Memolafﬂiatherboards
AMB72PIn 70ns SIMM 8Call
BMD 72P1n 70ns SIMM $Call
16MB 72PIn 70ns .. SCall
466 motherboared sCall
Pentium motherboard SCall
MISC.
Gravis Phoenix ..
?m;.-ns ﬁ'ﬁ”‘"’

tec man ..
Wingman E"Jf’mm
Dia. Stealth VRAM
Din. Stealth DRAM
USR Sport 144 INT .. &
USR Sport 14.4 EXT ..
USR Sport 288 INT .
USR Sport 288 EXT .
BEST 28.8 V34 INT..

OQuernight, 2-day.

WINDOWS 95 598

B i TR e
5 551 Games: Drk Leg. Ult

Domain, Serf City, CM 3000
& Archonlll All for ...... 830
8 Figt Sim Games: WC,F14
Mig29, WCAcad & More.. 833

7 Games! Quant.Gate, Spec
VR.JFII,SpearDost,Warlock,
Ultima 1-VI All for 831

11th Hour n

1944 Across Rhine
Absolute Zero 41
Aztee Emplre Blood ... §44
Brain Dead l3 coenes S3T
Buried in Tim 849
Celtic Tales: Bntor Evil &.Lr
Chaos Control ... .
Chaos Engine.

Ci {%r

Space Quest VI
Spaceward Ho
Star Trek TNG Fina
Super SF 2 Turbo..
Te

Terminal Velocity
Top Gun

Virtual Cop
Vortex .......
Wcud “ar .

BEST VALUESI

1830 Rail & Rob ...
Aces of thll‘ Pacific ...

850
S47  AD&D Go

ADED Gold 2 R
AD&D Menzoberranzan
Alr Havoe

Allee .

Alien Logic.

Baltle Bugs ...
Balllcdmn:c

C uelns

Dc_w':d ne

Dungeon Master 1l
Empire 2. i
Flight Unlimited.......
FX Fighter

Harvester ..

Heretie

Johnny Mnemonie.
Kingdom Far Reaches
Lands Lone 2, &
Lost In Town .,
Machavelll Prin
Magic the Gathe
MechWarrior 2
Metal Lords .,
Nascar Track Pack.....
Fhantesmagoria.......
Folice Quest V:Swat..
Ravenlgft 2: Stn Proph 846
H(d.clles of Master Lu.. tpl:

Call

ornthcrshl in call!
T approval p% I%n d on

B th Steel Sky .,
Betrayal at Krond
Bi; =

Blood Bowl .

Blown Away ...

Bureau 13

Campaign

Casino

Civilization ...

Cobra Mission

Colonization .

Commander Blood .
rridor 7 .. :

Darksun [1: Wake
Descent 2.0

Dij

Dt‘gga'orid
Dommus

IBM GAMES CD

Slipstream 5000 .........

Gazillionalre .

Goldtree Engiine ...,

Grandest Fleet

Great Naval Bat 2.

Great Naval Bat 3.

Hardball4 ...............

{Il'urpoonl?lussic -
a n

IIt_lrI

High Seas Trader af

Indiana Jones Fate Atl 820

Indy Car Racing 828

Iron Assault

Ishar 3

Jng:.g?f of Oracle.
Jutland ..

King's 7

K.in.g Maker3.5.. ..
Knights Xentar .......
Kyrandia 3 :
Last Bounty Hunter ...

I.c#ds of the Realm
Maabus ...,
Magie Cal'pd't
Metal & La

Munty thon

Mortal Rembat I,
MS Flight Simulator 5.1 545
B

Noctropalis .
Opf. ration Eu mpe
Orion Conspiracy ..

CA residents add sales tax. Not msponstblc for t
sened or dama

Pleusecall for cutulog und adult titles (510) 527

d items on

Circle Reader Service #122

Price and avallability s

Panzer General
Perfect General 2.
Psychotron ..

Puire War Game
Ravenloft Strand........
Rebel Assault ...

Sam & Max Hit R
Shadows Caim . :
Shar;gcl'ml Great Morn

HOT ADULT TITLESII!
Adv. of Snatchman ... .339
Amalture All Star .
Bwe:';ak;n‘cilsc ligiris 518

ills Ca gl.r
Busty Bal ybesz > e 528
Debuitantes 1

Luchloqs Lips..

Strike C sl
f  Super Hero Hoboken

SuperKarts :
5 }r:;?mte Plus
weme Park

Wing Cc;ra;nd. 1.
Wings of Glory
Mz}rdq Trllom' 2

Wl

Xeom UFO Del

Xeom Terr Fr

Year Round Spo
B it

and Many More!l We have
thousands of Games & Adult
titles in stock!! Call for other
titles! We build systems to
your configuration!

ﬁ'uphlcal errors.
o change w/o notlee.

-4699 We Il Beat Any Price!

s Famll
Nasty Nurses :
Naughty Pussies ...
Neurodancer .....

Night Watch 2 .
Oﬂmlul J'I.c:[un
Party T 81
Pussy (‘.ul!eﬂ‘ Wanda 2
Pussy Galore 81
Samural Pervert ..
Secrels
3?””“"‘2{’#‘“5 :

en We
SONEDIE s cire s, B
Sorority Siuts

Vampire's Kiss__
Virtual Valerie 2
Virtual Vixens............




\TS RIGHT ,CRAVE HAS THE HOTTEST NEW.
A ADULTS ONLY
CD ROMS TITLES TO SATISFY YOUR CRAVING.

%\ NERIEL Cy FREE CATALOG
Flayit: We ity CALL TODAY!
NEW RELEASES 612-942-9920

ADULT INTEHABTWE S MOTION

BROTHEL INTERACTIVE PC y
CELEBRITY POKER 335 20 #10867  ALL THAT SX.
CLUB CYBERLESOUE $35.29 #1086 BABE PATROL WIN
DARK TUNNELS $30.29 #10630 gt&"uﬂg rngSNCE

DEVA X $49.20 .
DIGITAL DANCING $27.29 BUSTING Qut : OTHERS

DREA GIRLS PC §21.29 Eﬁ‘aﬁﬁg”m : #1079  ACTS OF CONFESSION PC $28.20

DREAM MACHINE { #10884  ADULT SUPERSTARS 30,2
FANTASIES ; COVEN . #10883 A, RD $30.20

. ROM
GIRLFRIEND NIKKI D05 i i g'“”'-““"s . #10773  BLONDE BOMBSHELLS STILLS 27.29

GIRLFRIEND TRACY DOS ; IRLS/GIALS $24.28
GIRL FRIEND TERI DOS i HOTDOGGIRLS OF FLORIDAS30.20  F10771  BIKER BRAES s
LOVE SLAVES $2 20 R RS S HOE LTS Sl CAFE FLESH 22,29
LEASURE SUIT LARRY COL. EDT, e '*""'-"’i'- "53'“E‘, g CAMP DOUBLE D PC $34.20
; MIND TEAZZER 410818 INTAMAT Bgﬂ g CELEBRITY NUDE STILLS PG 30,20
: NEURODANGER . : 5 DREAM GIRLS PC 25.20
HOT SLOTS NIGHTWATCH 2 1 s EXTREME SX. 26,29
THE FUTURE...YOU'VE SET YOUR COOR HIGHIWALEHS n i } ENDANGERED 34,29
NATES FOR THE HAGAR SYSTEM. PASSION FILES : : o ENDLESS BEACH BARES 24.20
DINATES FO i g PARADISECLUB : o EROTIC FANTASIES PC 28.29
BE AWARE THAT ADMIRAL JAMES HAS PENTHOUSE: - M #10902  FILM CLUB SEYCHELLES 35.29
CREATED THE ULTIMATE MACHINE. PRE- GEN . 25 e ¥ FILL i
PARE FOR LAUNCH.JOIN THIS HOLO- - : BN o 3928
- GIRLS OF RISQUE STILLS P 26.29
il — Eiﬁti g; VD 2 5420
Themost [CITTEEN ' . MARRIED WOMAN PC 26.29
8 IMORE NORTHERN DELIGHT STILLS PC $28.29
PART 45,29
 ORIENTAL ACTION 30,20
OUTRAGEOUS DRGIES 30,20
PLAN 25.29
IVATE DANCER STILLS $28.20
£ VIDED V.2 $35.20
. $26.20
IT IN GERE §28.20
"PASSION STILLS PC 526.20
1N THE WILD $35.20
$35.20
DBSESSION PC 528,20
m’i’ﬁi !Eglslﬁ LS pe Y3
4 .
GIHLFHIEND TEBI HURSES 26,20
TRULEY INTERACTIVE NEVER THE 28.20
SAME. LOOKING FOR A RESPONSIVE 28.20
i e - ' B i
VIRTUAL WOMAN. 3 ] ' NDAGE ; ONEY ANDREW BLAKE'S  §24.29
10732 $43.20 - . - ; 26.29
38,20
22.20
24.20
Tl TILLS PC 27.20
UNDERGROUND ADULTSTILLS P 398,29
~ UP & COMING EXECUTVE PG 28,29
'VEGABLONDE 26.29
' $26.29
WOMEN OF MOSCOW $30.20

SEND ORDERS TO: CRAVE Dept. 503
P.0)BX. 28370 St Louis Park, Mn 55426
10 RECEIVE A FREE CATALOG CALL 1-612-942-
FREE ROCK N' ROLL CATALOG
WITH OVER 25,000 ITEMS. CALL 1-612-942-7895

T~ STONES |
= T L} v r

DESIGNER BODIES.

20 GIRLS 1N ONE. AND IF YOU CAN DIS- GRAVE ORDER FORM
ngEPL\g?éﬂL’?EEHELKFES"‘BUHE'JlE.H.R. PLEASE PRINT CLEARLY!
NAME. D.0.8,
#10841 5. — —
10841 $35.20 BAME.__ —
Madt ke o M. Derigeed bkt 3 Game. CITY STATE. iR

.P.r' i lg

ORDER NO. DESCRIPTION  SIZE PRIGE

i | g (L ; ) - : . 1
PENTH EV.3
| WITH THE TR, ST CHOEE YO GaN SCISSORS N STONES 2 il
i HAVE ONE OF THE MOST ENVIED JOBS IN ENGAGE [N AN ALL DR NDTHING, HEAD
THE WORLD. PENTHOUSE T0 HEAD COMPETITION OF HIGH 3,
| MAGAZINE PHOTOGRAPHER! STAKES. FORTUNATELY, THE STAKES
P, PETS STAR IN A PRIVATE PHOTO SESSION- 3“5 HOT FOR MOKEY BUT RATHER FOR 4
| WHERE YOU CALL THE SHOTS! FEATURES RTICLES OF CLOTHING. FEATURES
HIGH QUALITY FULL-MOTION VIDED ACTION, INCLUDE REALISTIC 3D GRAPHICS AND S & HS
| CUSTOM SOUNDTRACK AND THE MOST ANIMATION, AND FULL MOTION VIDED
| : GERUTIFUL MODELS I THE WORLD. STRIE SEAUEHCES. TOTALS
YT | Mlﬂﬂﬁé 6 $30.2¢ #10746 PC  $25.20 CASH, CHECK & MONEY ORDER ADD! 54 00 S&H.
muﬁmsmn 1S T0 LOCATE THE MiISS- ORDERS OVER 2lbs add $8.00. € REDIT CARD
ING 1N ACTION AND HELP FINO YOUR ORDERS ADD ss im PDS‘:AGE, C.0.0. UBDEH ADD
numw:% IFE. YOUMUST 1N STOCK CD noms UPS 2ND. DAY ATR SERVICE MOST ORDERS|S800 US ONLYL CANADA & FOREIGN) cuuuv
m FOR JUSTI % W CAN INCLUDE DS FOR ONLY $6.00 SHIPPING.MC VISA ACCERT- | TRIES ADDSE, un PQST&EE UP. 3241#04
THIS ILLUSIONARY B :l n oF ED. CHECK.S HELD 4 WEEKS MONEY ORDERS UNDER 5200 SAME AS GASH. C.0.0.S S8.00 US. ORDERS UP TO' 11bs ADD £6.00. ORDERS 1It|s‘l'{l
IRABE THE REAL IJI.IR ALL ORDERS SHIPPED ASAP. ALLOW 4.5 WEEKS ON OUT OF STOCK TEMS, PARGEL POST | 2ihs ADD $10.00 OBDERS FROM 3- 10lbs ADD.
R NATION (D ‘E"m 50N SEVER Eﬁs £4.00 SHIPPING 0-2lbs, 21bs-10105 58,00 SHIFFING. ORDERS OVER {0LES MUST CALL FOR | $55/00 OROERS OVER 10ibs, MUST CAIL
AL MALLUCINATIONS(MIRAGES) ALONG HE&BE%“T"’ES g A T P O O | PRICES DN GO ER S S BE CTT0 GHANGE]
o T R R St i
i 620 aGG Essomss wé SYSTEMS ANDT-SHIRTS ASK FOR A CRAVE CATALOG. 4 FREE GATALOG GALL 1-612-942-9920
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IBM INTERACTIVE

'INTIMATE ‘VIRTUAL
CD Brothel 508 POSSIBILI- VALERIE
Club Cyberlesque 538 TIES' Pllay 2' The
Come Play WithMe  $36 and. partic- queen of
County Line Sd4 mtﬁ_n mrSS oybersexis
Cyber Strip Black Jack $49 hol, iniimate b e kit
Y P
; encounters! Virtual
Cyber Strip Poker 549 There are it Vialaria 2 is
Daily Teasers §32 erally thou- the ullimate
Desktop Mistress 549 sands of pos- in cyberoti-
Desktop Voyeur V. 1 549 sible story- ca and the
Deva X 349 lines with the embodi-
Digital Dancing 532 axclusive ment of
Dirty Debutantes 2 $39 company of 4 avary red-
Dream Girl 520 eager female blooded
Dream Machine £a9 hardbodies exposing 15 erctic tropical locations in this 2 fi technophile's deepest desires! Sophisticated 3D
Dream Machine 2 849 hour VR Cinema inferactive experience. We broke al the modeling, tantalizing animation, erotic sound
Electric Swing $39 1ules and defied most laws of physics in creating the most effects, and a sizzling music score combine: to
Encyclopedia of Sex  §48 talked about game of 1995. CD $49 create a mind blowing extravaganza! CD §39
Fantasies Interactive  $35 G
Fox Pack $37
Girlfriend Maria $30
Girlfriend Nikki $49 ‘UROTSUKE ‘DREAM
Girlfriend Suzie 44 DOJI' The MACHINE'
Girllriend Teri $46 Overflend s Travel
Girllriend Tracy 44 brought to lfe through a
Hot Slots $39 ;“‘;’Ya"’?“g 3;? i \.rr:ir:u
:: ELoAymoTe Buts) 439 through the al  world
of Seymore Butls 2 $49 body of a whara your
l-active Sexual Therapy $54 Himanicto only limita-
Internat'l Strip Poker ~ $22 destroy the tion Is your
Intimate Journey $24 axisting world imagination
Intimate Possibilities 549 and unite the Gl and your
Ladies Club Poker Night $26 three dimen- fele] ; libido, This
Love Slaves $39 | A = z sions. Is vimgFear sExmeALITY full motion
Lust Conneclion §39 Y there any video, has

the most beautiful women in adult film. Interact
with your seductive escort, telling her what your

Maddams Family 539
Maxx 549

hope for humanity? Will the Legend of the Overfiend
becoma reality? From the geniuses who created Space

=] O
—2
| —
F m
T X
s
m
m
é)
.
Adults Only
PO Box 234

Midnight Strangar 845 Cruiser Yamalo, CD$24 sexual tasles are, and she will guide you through
Mind Teazzer 1or2  $32 Urotsukidol Perfect Collection 3CD's$49 a fantasy world to your ultimate climax. CD §39
Mustang Interactive ~ $42
Nasly Parts $42
Neurodancer 539
Meuropak §54 N HISONT ‘SEYMORE
Mick Steela P.I. $58 SLOTS' The BUTTS 2
Nightwatch 1 or 2 $39 Fulure... INTERAC-
Nightwatch 3 849 you've set TIVE: IN
Penetration $24 your coordi- PURSUIT
Penthouse Interactive 2 $49 nales for OF PLEA:
Penthouse Inleraclive 3 $59 the Hagar SURE
Penthouse Interactive 4 $59 System. Seymore
Word has it wants 1o
Pleasure Zones $33 that after hook up
E:i::;:i?: ::g the sexual wilh his new
2 2 holocaust, flame
Privale Prison $ad Admiral . i S Brianna, but
Room For Rent $42 James iy IR XA A JuEFins she's feft for
Scissors N' Stones ~ $29 escaped - azen - Canadalt
Secrets Inleractive $35 the Garion Asylum to establish a world dictated he doesn't scrape up the maoney for a flight, he'll
See Some 3 Some $39 by sexual pleasure and excitemenl. Lord Slevos lose her foreverl Help Seymore start a dating ser-
Sex Therapy $59 has ordered you to locate Admiral James and vice, hooking up his friends with the most beautiful
Sexy Slot Machine 524 negotiate his retum to Earh. CDs37 women in L.A. while you watch! CD $49
Sorority House 534
Space Sirens $49
Space Sirens 2 §49 IBVi MOTION iIBM MOTION IBM MOTION IBM MOTION
Spy Club $49
Strip Poker Pro %30 All Baauties $19 Blond Fever $36 Dangerous Blondes  $29 From China With Love $24
Strip Pot MPEG %36 All Night Long 524 Blond Juslice 825 Danish Girls Exlusive 1 $25 Ginger Unlimited $25
Texas Table Dance 39 Always £39 Blondage 24 Danish Girls Only V. 1§25 Girlfnends V. 1 24
Vampire's Kiss a4 Amateur Allstars $26 Bobbit Uncut g3z Day Dreams CD 525 Girls Games 5§32
Velvet Dreams 235 Amataur Models 3 $25 Bonnie & Clyde S26 Days Gone Bi CD $25 Girls Gone Bad 526
Virtual Director 549 American Blond 324 Bra Busting Babes §25 Deception 324 Girls of Pleasure $26
Virtual Sex Shoot S44 Amarican Built 524 Breaking It 526 Depraved Fanlasies 2 525 GirlsonCD 1 or 2 $25
Virtual Strip Tease 825 American Sweathearts $25 Bubble Bulls 824 Desert Passion §25 Girls on Sunsel Strip 834
Virtual Valarie 2 542 American Swingers 2 328 BusenExtraV.1or2 $28 Digital Seduclion $34 Group Tharapy $39
Dept. 10377 Virual Vikens 539 Amorous Asian Girls 529 Busty Babes 4 §39 Dinner Party 539 Hidden Agenda 539
Rochester Virtually Yours £40 Animalion Temptress 528 Bult Of Course S26 D!rty Debutantes 24 Hidden Obsessions $25
L Virtually Yours 2 549 Asian Heal 824 CD Rom Collectables 526 Dirty Duo 522 Hot Shorts 526
WanderlLust $44 Asian Ladies 1 or 2 $39 Cale Flesh 524 Dirty Laundry $35 Hot Stull 528
Winner Takes All £39 Babes lllustrated 2 g25 California Calendar s28 Doors of Passion 2 827 House of Dreams s24
Baby's Got Butt s32 Candy Snacker 24 Dungeon of Dominance $36 lce Woman S24
IBM MOTIOM Bad Company $24  Candy Stripars $29  Eightis Never Enough $24  If Looks Could Thrill  $24
Bambi & Friends §29 Cat and Mouse 539 Elements of Desire 538 Immortal Desires 525
A Little Irresistable 524 Best of Blonds 526 Centerfolds & Covergirls $24 Endangered $29 Indiscration 536
A Woman's Touch $26 Best of Vivid 524 Channel Blonds 528 Endlessly $24 Insatiable 524
Adult Movie Almanac  $59 Baetrayal 827 Cheating $24 Evil Woman 524 Justing $39
Adult Superstars 526 Beyond Explicit s20 Collectables £24 Fantasies 2 $26 Kama Sutra $38
Advntures of Mikki Finn 539 Bikini Beach 544 Condo Culies 828 Fantasy §24 Kelly Eighleen 824
ADULT TO ORDER Advntres of Snatchman $39 Blind Spot 524 Curse of the Catwoman 324 Foravar 526 L.A. Strippers $34

COW p9sA
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'NIGHT-
WATCH 2"
Join a beau-
{t'\' }li{m" 0 E'-:':t‘;"m
['l?v l;;:\T ) guard as

| v she makes
her rounds
al the most
erotic and
luxurious
hotel in the
civilized
world! Night-
watch 2 Puts
you in control as you explore the sex styles of the rich
and shameless! But keep an eye out for her boss Dick, if
he catches the two of you fooling around on the job,
you'll have to decide her punishment. CDS39

‘WINNER
TAKES
ALL’ is the
hot gam-
bling title
where the
payoff is
classic
tootege
featuring
the beauti-
ful girls
from Vivid.
In this
interactive
casino you get to place your bet on the
Roulette number of your choice. If the num-
ber pays off you'll see a hot adult scene as
your prize. $39

‘SPACE SIRENS
2: MEGABABES
FROM AJIA'
You've encoun-
tered the
Space Sirens
and lived to tell
the tale. Now
face the new
challenge, a
deadller form
of alien. Gor-
geous women,
amazing graph-
ics and pulsat-
ing sound,
Touch and Feel
User Inter-
face. CD $44

‘VAM-
PIRE"'S
KISs’®
Journey
through the
corridors of
the vam-
pire's
ancient vir-
lual  3-D
castle.
Astounding
interactive
graphics
allow you to
search for the secret passageway that leads to the
vampire's private chamber. Your actions deter-
mine the outcome, but beware of things that go
bump in the night! CD s39

‘NEURO-
DANCER'
Navigate
through
the Neuro-
Net by
hacking
into  the
forbidden
worlds of
dark mys-
teries,
danger,
and sen-
suality.
Use computer and Vid-Fone to obtain credits
to interect with the erotic NeuroDancers who
traverse the computer networks in search of
willing viewers. CD s39

EEERARELERY,

‘SCISSORS
| STONES [N 'Ry (01N5:3
SR AR  Step Inside
the depths of
an inleractive
erotic arena
Inhabited by
beautiful
women who
engage In an
all or nothing,
head-lo-head
ftion of

high stakes.
Fortunately,
the slakes are not for money but ralher for arlicles of
clothing. Features include realistic 3D graphics and ank-
mation, full motion video strip sequences, multiple oppa-
nents/difficulty levels and audio CD sound track. €D 529

iBM MOTION

Lap of Luxury 325
Legend 4 525
Lethal Passion 526
Love Biles 328
Main Street USA $26
Mark of Zara 538
Mask s25
Mata Harl 528
Maximum Momenis 2 8§34
Menage A Trois S26
Mind Shadows $24
Model Wife 524
Moerphing Babes V. 1 §32
Murphy's Brown s24
My First Time s24
Mystique of the Qrient 2524
Naughly But Nice §29
New Machine Six Pck 2 §44
Night Creatures $26
Might Trips 2 325

Night at the Drive-In ~ S26
Nova Collection V3 §24
Novel Desires 233

IBEM MOTION

One Nine Hundred $33
Only the Very Best $26

Oriental Action $26
Oriental Treatment 3  S28
Parlor Games §25
Pleasing Your Lover  §25
Pleasure Dome s28
Poison $24
Princess ol Persia 534

Private Film Ceychelles $34
Racquelle Released  $24
Racquelle in the Wild 824

Rain Women 338
Raunch $38
Rimlire Pacilic Video  $32
Samurai Perven 554
Secrals 2 28
Seductions 524
Seymore Six Pack £39
Shame 324
Sharon Starlel 524
Sinfully Yours 529
Sleepwalker 542

iBM MOTION

Slippery When Wel 524
Spring Break Fantasy 332

Star Banpers 4 $25
Starware Gilt Pack 8§59
Steamy Windows s25
Stocking Stulfers $33
Straight A's S26
Sirap On Falace $34
Streets ol NY $24
Suite 18 524
Super Madels Go Wild 539
Swap 2 $24
Swingers Worldwide  $34
Taboo 12 $25
Take Me Hard 832
Taking It Off 525
Targel of Seduction  $26
Temptation 328
The Beat Goes On 526
The Coven $25

The Devil In Miss Jones $29
The Fisherman's Wile $38
The Last Girl Scout 526

iIBM MOTION

The Private Collection  §48

The Vision $24
Tight Squeeze §15
Tokyo Nightlife 359
Topless Dancer s29
Touch Me, Feel Me $29
Toy's Not Boys s29
Tracy | Love You $24
Ultimate Teasers $26

Ultra Sex Volume 2 19
Urotsukidoji Collection $49

Voice in my Bed $24
W Fink TV 325
W.AC.S. $29
Wager of Love §25
Wanda 2 524

Weekend at Emies $26
Welcome to my Face $24
Wet Dreams 518
Wet Dreams 2 526
Wicked Whispers 29
Wide Open Spaces 524
Wild Innocence $26

© 1095 CHIPE & BITS, INC.
Circle Reader Service #362

IBEM STILLS

3D Darling 234
3D Dream Girls $25
Adult Palate 2 $27
American Girls 2 s29
Aslan Palate V. 2 $36
Asian Pleasures 4 339
Babe Watch 2D $26
Biker Babes £29

Blond Bombshells 329
Bodacious Beauties  $34

Celebrity Nudes 225
Danish Fantasies 539
Erolic Fantasies §26
Erotic Giant 324
European Erotica $29
Extreme Delight $28
Femme Fatale $33
Gara Colleclion 524
Girls of J Steven Hicks $34
Girls of Spice 2 524
Hard Core GIF's $29

Heavenly Bodies 3 $39
High Volume Nudes  $28

Hooler Heavens 836
Hot Girls $24
Hot Pix $24
Intemalional Beaulies  $24
Lady in Spain 520
Leather & Lace $29
Massive Mellons g29

More Northern Dalighls $34
Northern Delights $32
Nova Colleclion V.2 $24

Oral Fixation CD $32
Private Video Magazine $29
Public Fantasies 829
Select A Pel 529
Sensuous Girls in 3-D  §29
Sizzla 3226

Southemn Beaulies 534
Stripping Hot Girls S$24

Sweat Cheeks 326
Sweel Dreams 529
Tabloid Beauties 528
Total Fantasy 524

3D0 ADULT

Blond Justice $29
Channel Blonde §29
Endlessly 329
Hot Roxx $32
Immorlal Desire §32
Intimate Journay $32
Mind Teazzer 2 $32
Neurodancer $39
Passion Files $36
Pleasure Zones §32

Flmbers Dn’t Wear Ties 530
Super Models Go Wild 529

Takin' It Offl $32
The Coven $20
Veices in My Bed $32
Winner Takes All g29

CDI ADULT

Above lhe Knee $28
Affairs of the Heart 326
American Blond $26
Bad Company §26
Cat House 326
Channel Blonde $26
Chealing $28
Dirty Looks 826
Endlessly 526
Ilce Woman 528
If Looks Could Thrill ~ $26
Intimate Journey §26
Killer Instinct 326
Mask $26
Parlor Games $26
Poison 526
Sulte 18 526
The Coven 526
Vagablonde S28

=
-
=
-
&N
&
=
=

Call
800-699-4263

International
802-767-3033

Fax
802-767-3382

Source
10377

Adults Only
PO Box 234
Dept. 10377
Rochester,
VT 05767

MUST BE AN
ADULT TO ORDER

Bvumighi ShippInE 0}
o Gumdn

APO, FPO 54 DIN
order. Worldwide air-
mail 86 por i
Handling 2 per ship-
ment, Hardware' ordors
may require additional
shippin chargos.
ﬂeslﬁc ons _ apply.
Cannot oo cus-

loms clearance. Order
at own risk. Call for
details,

Visa, MC and Discover.
nccopled. Chooks hekd

weoks. Monay Oriders
samo os cash. GOD
58, Defoctives repliced
with samo “product.
Most ilems: shippod
samo day. Shlpping
times
Prl:efavnhnzilqtr mnuI

COW $03A




. MC Pick of
¢ the Month

Space Sirens « ¥ B | TCyberstrip Poker dr/ '
| gl W | Cyberstrip Blackjack
Paﬁ e | Bl St It W@ S$39each/2for $69 |

wide

Endless Beach Babes 24 PeepShow Interactive 49

AdUlt Girlfriends 1 29 Pixis Adult Sampler 10
2 Girls of J. Stephen Hicks 29 Platinum Six Pack 59
P'Ctures glr!s O; Spice %3 EL}_‘RU{ P;r_ty ig
irls of Vivid rivale Prison £

Rﬁmﬁ:{ig;;o" . gg Girls of Vivid 2 24 Samurai Perverl 59
Amateur Models 29 High Volume Nudes 39 Scissors N Stones 29
Amateur Models 2 34 Mellon Man 1 ) 24 Egm'a Some, 3 Some 49
American Girls 2 3g Playboy Screen Saver 29 Space Sirens " 49
Asian Ladies 39 Select A Pet 29 Space Sirens 2: Ajia 49
Asian Ladies 2 a3 Seclect APet 2 29 Spy Club 44
o Sizzle Screen Saver 19 Stripper P.l. 49
Tabloid Beauties 24 Texas Table Dance 39

Tokyo Glamour Girls 39 Tokyo Nightlife 49

Vampire's Kiss 39

Adu't Virgins 44

. Virgins 2 49

Interact' Ve Lingerie Interactive 19 Virtual Photoshoot 2 49

p Maddam’'s Family 49 Virtual Photoshoot 3 19

i(?\ﬁ[sl\?ﬂgl\:fel i?:‘g?]gg lor2 4218 Max, Naughty Dog 49 \Virtual Photoshoot 4 49

Adventures Seymore Butts 39 T
igvemures S?;;morel 2 gg Free CD al‘d — AN
ventures of Snatchman l 7
Club Cyberlesque 1 | Special nsider L - ‘S VETR
CyLl'JL‘rSjirier I;Isac{iLllc‘j'aiuh 39 m amn (—Ijam—' " @:@L‘ﬁ;@
Games

CyberStrip Poker 39 N
Dirty Debutantes 39 IN‘I’RA{TI\"E ENTE HNHE T QUAERU‘
Dirty Debs2 Asian Edition 49 = S tion Now!
Bet Your Sweet Booty 24 Doors of Passion 29 |Game Shopper; Your (:;l’( il.l"}t)}uj S{ll SCr| : 2 -
Boyfriend 1 49 Dream Machine 39 |Quarterly Windowon On Y ) for an enlire year.
Busty Babes 3 34  Electric Swing 34 | the World of Interacttve o> Mall to: Game Shopper? 7 Oak Place, COWUBSS, Montclalr, N| 07042
Busty Babes 4 38 Fantasy Chamber 49 1 | want to order Game Shopper™
Elite American Models 1 24 Girlfriend Teri qg |Friseainment : YESItw only $9.95! PR
Elite American Models 2 24 Hot Slots 39 | Game Shopper™covers the 5
Elite European Models 1 24 Hot Wiré_} 29 | creative stars and studios i Mame
Elite European Models 2 24 Interactive Sex Thcmp‘,r 39 |of the exploding new Ay T
[ Sl e ey MUltimedia entertainment T e %

industry plus reviews,

Money Sa\ﬂng Coupon |I reviews, reviews. :dinhdate Ao

Cand ¢ Eap

1 ANl subscnbers get reduced prces on - B
| marwy litles. ajrtiire
I e
L {"_ ll Men in Motion 59 Virtual Sex 49
" 1'} Morphing Babes 39  Virtual Valerie 2 39
i I I Hastg Parts ﬁg Virtual Vl¢ens %g
1 et Erotique Virtually Yours
FI ANY pUHCHASE O“ER $gg 1'} NeuroDancer 34 Virtuallg Yours 2 49
| 1 Offer valid through October '95. One coupon per customer, one coupon |l New Machine Sampler 10 Where in World Dick Jane 49
! var order. If ordc.nng by pimne refer to coupon CGWOS95. 4 Nightwatch 2 49 Winner Take All 39

800-999-7995




ADULT C0 BOM Lo b & bviniDoia:
§ i /o, V' &P W >

T0 CANCUN

“The Warld's First
Adult Magazina ]
on CD-ROMI™ Ty

Ton Iertnacrive Sram Poxsn Gass

oun MEW co.ROM
1550 THEY WON'T LET US
AHOW IT TG You

HUMHDR 5 OF PHOTOM
« FULL-BROTION YRAOH
MTURATT INTLRACTIVE
AETON)

asasts s v)

______ - . - | . magatzine t.'m‘l. grves you lhe inside
track on Adult CD-ROM
software, IQ features stories on the
[ncredible [ifestyles and creative break-
throughs of the stars and

star-makers of Adult CD-ROMs

plus product reviews to guide

you in your search for interactive plea-
sure and perfection.

INTERACTIVE
QUARTERLY

AMERICA'S PREMIERE
ADULT CD-ROM MAGAZINE

Blondage

T > | SACESTTENS

FULTRAATE CYD -‘;aisl"\ SUAULATOR

2 of Shayla

Deceph‘_on‘ ) 29 _
gefe%dmg Your Sex Life ¢ \ A one-year subscription includes
ynaStud . your chaice of a FREE Adult

Elements of Desire 34 !
Forever CD-ROM sampler; all for only $995!

Future Kink With FREE Sampler!

Lynn: The Movtc And all new subscribers are

automatically entered in
g  Sex Over 40 29 our contest..,
AdU |t — ey OCYMOTE’S Six Pack YOU MAY WIN ONE OF THESE

Sharon Starlet :
Streets of New York FANTASTIC PRIZES;

ovies AUALLTTNG i o Super Models Go Wild | First Prize: A Vacation For Twa
A Pussy Called Wanda 2 I (55 Lo B SuperStars Jap. Porn at a Luxury Resort in Cancun*®
AdultStars Super Blondes g O Taboo 12 50 Second Prizes: 1Q T-shirts
Adult Superstars 1 I A AN The Dinner Party 100 Third Prizes: IQ Mouse Pads
Adventures of Mikki Finn 4 Y | § Tracil Love You ! # Alrfare ot Included.

American Built
Amorous Asian Girls
0 Wild |.I‘II‘|DCEI'ILP

Best of 1n-r}- 0 - * " , e
g:i;ﬁ; ﬁ?‘:’:’ér;mg ol SoadON 2 . ! dlt 6 Pack1
Bike Bang _ -

[ TYES! seare my subscription to
Interactive Quarterly” for $995 & send
my FREE Adult CD sampler: {cheek one)
[ Mew Machine L] Pixis Interactive
Ll Arcus (] Digital Playground
Mame

lustine

Lady in Spain

Legends of Parn Il

Lethal Passion

Model Wife

Mystique of the Orient 2

ri?lighl Crealures

Night Trips 2 3 nar
Other Side Chelsea 2 . insaﬁlz?bcl:g-‘ des:
Passion Files ] s :
Private Video Mag. #1  Digital Dancing

Put it in Gere » Legends Parn 2
Racquel Released g « Legend 4
g . Ta.s!e of Eroiica

Phong s s}

Mailing address

City

State Zip

Payment enclosed: |_| check or money arder
{alow 14 days to clear)
L1MC (] Visa ] Discover

LT L LT TTT
Exp. Dato l-]:’fl._l I

Signature

Rise of Roman Empress
Sex and Maney
Hail to: 1q, COWOPS, $51 Valley Moad, Suite 37),

Monteialr, M) 07047, fax: 201-701-14048 or
E Mall at: IQMAGG xol.com.

Phone (201) 783-8600 - Fax (207) 733-3636 « FAXBACK Line (207) 733-5574

Send Orders To: Mission Control, 7 Oak Place, CGW0995, Montclair, NJ 07042
MC, Visa, Discover, Checks & Money Orders. Checks held 14 days. Please Include
Phone #. Shipping $7 OVERNIGHT (most areas) Int"l Shlpping $25

E-Mail MissionCd@aol.com
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A IS FREE PRODUCT INFORMATION

1. Fill in your name and address and check ofl 2 Circle the numbers on the card that correspond to 3. The literature will be mailed 1o you from
IT'S AS EASY AS 1,2,3 your answers 1o the seven research questions tha ads or articles you'd like mare information about the advertiser free of charge
CIRCLE FOR FREE INFORMATION Void after December 31, 1985

001 002 003 004 005 006 007 008 009 010 011 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 199 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
251 252 253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400

1. What is the highes! level of education that 5. Hnw oftan |tu',|.‘u usually buy computer games? Name COW 9954

yeu compleled? (Check one only) {Check ot
01.[1 Some high school of less n.o Onte El weel’t | ]
02_[] Graduated High School 02. ] Once every two to three weeks ; ]
03. [} Some College or Technical school 03.10nce a month Title Telephone
04. (] Graduzted College 04. [0 Once every two lo three months
05, [ Post Graduatz schaol 035. '] Once every four to Six months

06. ) Onze a year | |
2. Computer tum:n |'(l]m'Ed Is: 7 T
[Chack ali tn 6. Whare are you most likely 1o purchase games? ampany Name
n.u lBM compatmle [In!ﬂ standard) [Chack ai that apply)
02,73 Macintosh 01. [ Independent computer store 04. [ Computer store chain I |
03. ] Amiga ! Consumer electronic store 05, | 1 Direct from vendor
04. ] Dedicated game machine 03 1 Mass merchangising store 06, (] Mail order Address
05. [0 Hane 7. What i Sl’.ll.lrid'l.l' ulhers ||r s ehold) lavarite type
ﬁ‘. luln;el. n-n;[l: laval? (Check ang enly ol gama \"ul.lrsell Biser Other2 | |
1. [} Power " .

02,1 Pentium (586) 01, Strategy i | City State | Zip

s 02 WarMilitary
04 (1386 03. Rols Playing | ' |
.08 04, Brain Teasers |
4. Do you awn (or plan to buy in next B monihs) gg E:Ldn l | 4, Please send me a one-year (12-issue) subscription to Computer Gaming World far $27.84

a CO-ROM? (Chieck os arty o7, ActonArcade | (U.S. price); all other countries add $16.00 for additional postage.
01. (1 Ovm 08, Educational ‘ R = T “nen
07 [ Pian to buy (5 marits) et | In'a Hurry? Fax This Card To: 609-829-0692
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IT'S AS EASY AS 1,2,3

UucCcT

INFORMATION

1. Fill in your name and address and check off
your answers 1o the seven research questions

2 Circle the numbers on Ihe card that corespond to

the ads or articles you'd like more information about

3 The liierature will be mailed to you rom !

the advertiser Iree of charge

CIRCLE FOR FREE INFORMATION

001 002 003 004 005
026 027 028 029 030
051 052 053 054 055
076 077 078 079 080
101 102 103 104 105
126 127 128 129 130
161 152 153 154 155
176 177 178 179 180
201 202 203 204 205
226 227 228 229 230
251 252 253 254 255
276 277 278 279 280
301 302 303 304 306
326 327 328 329 330
351 352 353 354 355
376 377 378 379 380
1. What is the highest level of education that
You completad? ((heck an aniy)
011 {1 Some Mgh school ot lass
02, ] Graduated High S¢hoal
03. (.1 Some College or Technical school
04, | ] Graduated College
05. 7] Post Graduate school

2 Eumi ufal (urrlnﬂr :rn:d i

011 | IBH cummnﬂ.‘ (rn‘el standard)
02. [ Macintosh

03, [ ] Amiga

04,11 Deditated game maching

05. [ None

3. I Intel, what level? [Cnock onz only)
01 [ Power PC

02. 7] Pentium {586)

03.171486

04 | 1386

05, 171286

4, Do you own [a:jrar!u buy in next & months)
2 CD-ROM? (Check anz only)
01. 11 0wn

02. [ Ptan to buy (6 months)

006 007 008 009 010 011 012
031 032 033 034 035 036 037
056 057 058 059 060 061 062
081 082 083 084 085 086 087
106 107 108 109 110 111 112
131 132 133 134 135 136 137
166 167 158 159 160 161 162
181 182 183 184 185 186 187
206 207 208 209 210 211 212
231 232 233 234 235 236 237
256 257 268 259 260 261 262
281 282 283 284 285 286 287
306 307 308 309 310 311 312
331 332 333 334 335 336 337
356 357 358 359 360 361 362
381 382 383 384 385 386 387

5. How amn ua '|'0.r usually buy compuler gamas?

02, (1 Qrice e«en_t 1o 10 three weeks

03. [ Once a month

04. L) Once every hwo to three months

05. [ Once every four to six months
[ Once a year

b. Wn::a m ynu m: 1 iuhely {o perchate games?

0. rjlndeacndcnt cumnmer stora 04. (] Computer store chain
02 (] Consumer electeonic store 0. rDrrec[ from vendor
03. [ Mass merchandising store  06. (] Mall arder

3 W!ml is g}:-ur [ard oth m m Ju.m-l ol ‘.1# lavorila type

of game r
Your sell Dlrer Other 2
01. Sirategy
02, WarMilitary
03, Role Playing
04, Brain Teasers
05. Cand
08. Sport
07. Action/Arcade
08. Educational
0, Adventure l

013
038
063
088
13
138

014
039
064
089
114
139
164

389

Name

015
040
065
090
15
140
165
190
215
240
265
290
315
340
365
390

016
041
066
091
116
141
166
191
216
241
266
291
316
341
366
391

017
042
067
092
17
142
167
192
217
242
267
292
317
342
367
392

018
043
068
093
118
143
168
193
218
243
268
293
318
343
368
393

019
044
069
094
119
144
169
194
219
244
269
294
319
344
369
394

020
045
070
095
120
145
170
195
220
245
270
295
320
345
370
395

Void atter December 31, 1985

021 022 023 024
046 047 048 049
071 072 073 074
096 097 098 099
121 122 123 124
146 147 148 149
171 172 173 174
196 197 198 199
221 222 223 224
246 247 248 249
2711 272 273 274
296 297 298 299
321 322 323 324
346 347 348 349
371 372 373 374
396 397 398 399
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050
075
100
125
150
175
200
225
250
275
300
325
350
375
400

CGW 9/85-4
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Company Name
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City

State | Zip
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ADVERTISER INDEX

COMPANY

21st Century Entertainment
Tth Leval, Inc.

7th Level, Inc.

Acclaim

Accolade

Activision

Activision

Altec Lansing Multimedia
Aztech Labs Inc.

BAD

Bare Bones Software
Berkeley Systems
Bethesda Softworks
Capstone Software
Capstone Software
Capstone Software
Capstone Software
Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits
CompuServe / SPRY
Computer Express
Computer Express
Computer Express
Conner Peripherals
Corel Corporation

Corel Corporation
Crave

Creative Labs
Diamond Multimedia
Domark Software
Edmark

Electronic Arts
Electronic Arts
Electronic Arts
Electronic Arts

empire Interactive Ent.
Epic MegaGames, Inc.
Falcon Northwest
Fitnesoft

FormGen, Inc.
FormGen, Inc.

Gamer's Gold

Gateway 2000

GEnie

Graphix Zone

GT Interactive Software
GT Interactive Software
HPS Simulations
I*Mation, Inc.

id SOFTWARE
ImagiNation Network
Individual Software
Interactive Magic
Interactive Magic
Interplay Productions, Inc.
ITA - Touche

KOE|

Logitech

Looking Glass Technologies
Lotsa Bytes

LucasArts Entertainment Co.
LucasArts Entertainment Co.
Mad Mouse Software
Matrox Graphics

Media On

Microforum

Micron Electronics
MicroProse

Microsoft Corporation

PRODUCT

Pinhall Mania 221
Battle Beast 3
Monty Python 233
Jam TE PSX/PC/Saturn 178
All Star Baseball 183
Mechwarrior 2 15
Pitfall Win95 117
Introducing Sound 26-21
Audio Telephony 2000

Win 95 107
189

Las Vegas

Buy and Sell Pre-Qwned Software! 252
You Don't Know Jack B5
The Terminator Cover 3
Witch Haven 29
Chrono Master 1317
Chrona Master 138
Tek War 177
Interactive Entertainment 59

Mail Order Products 142-147
Board Games/Role-Playing Games 198-199

Mail Order Adult Software 260-261
Mosaic In A Box Win 95 111
3D Game Creation System 213
Ms. Metaverse 264
Mail Order Products 156-159

TapeStor 800 / DiskStor 850 Win 95 gg

Mavie Guide
CD Companion 163
Mail Order Adult CD-Roms 269

Van Gogh Sound Blaster AWE 32 215

Stealth64 Video Systems Win95 84
Absolute Zera 164-165
Kid Desk Win 95 121
High Octaine 169
Bullfrog 205
Magic Carpet 231
Fade To Black 180-181
The Civil War 243
One Must Fall 2097 17
Falcon MACH V 15
Lifeform Win 95 109
Head-2-Head Cover 2
Terminal Velocity 23
Mail Order Products 255

Gateway 2000 Computers Win 95 118-119

Air Warrior 1
The Improv Presents Win 95 Win 95 127
lce & Fire 167
Mortal Combat Ill 207
Panthers in the Shadows 229
Prisoner of lce 39
Heretic 61
ImagiNation Network 11
Professor Windows ‘95 Win95 133
Exploration 195
Apache : 220
Dungeon Master i 51
Touche Touchpad Win 95 97
Celtic Tales 225
WINGMAN EXTREME Win95 93
Terra Nova 215
The Best PD/Shareware 246
The Dig 161
FULL THROTILE 191
The Game Doctor 212
MGA Millennium Win95 125
Pentium Systems Win 85 101
Expect No Mercy nn
P133 Home MPC Pro Win'95 80-81
Ultimate Football 141
Windows 95 Win 95 84-87

COMPANY

Microsoft Corporation
Military Simulations, Inc.
Mindscape, Inc.
Mindscape, Inc.

Mission Control

Mission Cantrol

Mission Control

Mission Control

Motorola Info Systems
MPG-Net

National CO-ROM

New World Computing
New World Computing
New World Computing
Nintendo of America
Novastar Game Company.
Omega Research

ORIGIN Systems, Inc.
ORIGIN Systems, Inc.
ORIGIN Systems, Inc.
Packard Bell

Play Incorporated
Princeton Graphics
Psygnosis

QQP, Inc. {subsidiary of ALG)
QQP, Inc. (subsidiary of ALG)
Quarterdeck

(Quarterdeck

R &G Games

Roberts Enterprises

S Software

Sanctuary Woods

Sensor Based Systems
Sierra On-Line, Inc.
Sierra On-Ling, Inc,
Sierra On-Line, Inc.
Sierra On-Line, Inc.
Sierra On-Line, Inc.
Sierra On-Line, Inc.
Sir-Tech

Sir-Tech

Softbank Expos

Sony Imagesoft
Spectrum Electronics
ST0 Entertainment
Strategic Simulations, Inc.
SunCom

Supra Corporation
Synergy

Take 2 Interactive Software

alonso
The Avalon Hill Game Company
The Game Factory
ThrustMaster, Inc.
ThunderSeat Technologies
Time Warner Electronic Pub'g
Time Warner Interactive
Trimark Interactive
Turtle Beach Systems
United CD-ROM
Venus Interactive Cinema
Vertronix, Inc.
Vi Tokai, Inc.
Virtual 1/0
Wargames West
WarnerActive
Yamaha Corp. of America
Zephyr Computer Corp.

PRODUCT

Safety 40-41
Fighting Falcons 223
Raven 1M
Al UnserJr. 193
Interactive Quarterly 175
Collage of Products 241
Seymour Butts 268
Mail Order Products 262-263

Motorola Modem

Win 95 113
Multi-Player Games Network 18-18

Mail Order Products 254
Anvil of Dawn 49
Empire Il 152
Wetlands 241
Virtual Boy 8-9
Wargames 238
Wall Street Analyst Win95 110
Grusader Cover 4
Wing Commander Il 4-5
Cybermage 113
Packard Bell Systems Win95 128
Snappy Video Snapshot Win95 96
ED Series Monitor Win 95 102-103
Pygnosis on ling 194
Awful Green Things 134
Lost Admiral Ii 218
Internet Suite Win 85 105
Game Runner! 211,218, 221
Used Game Software 228
RED ZONE 138
Mail Order Software 258
Buried in Time B66-67
Deep/Heap 246
Space Bucks 55
(Casino De Luxe 191
Caesar I 153-155
Phantasmagoria 1
Phantasmagoria 2-3
Last Dynasty 46-47
Japped Alliance 10
Druids 11
ComputerMania Win95 95
NBA Basketball 185
Mail Order Products 256
INTERACT PC Game Accessories 251
STEEL PANTHERS 200
F-15E Strike Fighter Series Win 95 91
Fax Modems Win 95 99
Gadget Win 85 115
Millennia 34-35
Battleground: Ardennes 25
D-Day 13
Games/Shareware 228
Pro Play Golf 186
ThunderSeat 204
Modus Operandi 13
Endorfun Win95 123
The Hive Win 95 131
Tropez 253
Mail Order Products 251
Intimate Possibilities 213
Mail Order Products 258
Deadline 203
i-plasses Win95 129
Magic The Gathering: lce Age 211,233
Panic in the Park 63
Accordian Man 249
High Power Black Computers 148

* Please see advertisement for contact information,
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A N A L L - N E W A DV ENTUR E !

THE CREAT
WHITE NORTH

CD-ROM set picks
up where the
Interactive
Adventures of
Seymore Butts
Adulc CD-ROM
left off! Seymore
wants to hook up
with his new flame
Brianna, but she’s left
for Canada. If he
doesn’t scrape up
the money for a
flight, he'll

lose her for-
ever!

i e

What'’s a voyeur
in love to do?

Help Seymore start a dating service,
hooking up his friends with the most
beautiful women in L.A., while you
watch! Make the right moves, and
Seymore gets to mount his Mounty, but
screw up and he's yodeling the blues!

W i .':f/’-.'

Tel (201) 783-3600 » FAX (201) 783-3686 = e-mail MissionCD@aol.com = &
Send orders to: Mission Control: 7 Oak Place * CGW0895 * Montclair N)
07042 + VISA, MC, Discaver, Checks and Money Orders. Checks held 14
days. Please include phone #. Shipping $7 OVERNIGHT (most areas), Int'l

*4 Shipping $25 (most countries). Must be 21 to order.

|\““|’l’""0t ) gt
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Welcome to the Cooperstown of Computer Games.

Here, raised upon pedestals, you'll find the games that broke the records,
estahlished the benchmarks, and held gamers in delighted trances for hours untold.

RAILROAD TYCOON

MICROPROSE, 1950

It's hardly a coincidence that Sid Meier
holds the record for the most titles in the
CGW Hall of Fame. His genius is in con-
stantly devising innovative approaches to
classic gaming ideas. Like many a young lad, Sid grew up fas-
cinated by trains, and longed for a game which would proper-
ly showcase his beloved steam engines. The reason that his
Ratroan Tycoon became much more than just a “train sim”
game can be traced to, of all things, SiMCry. Sid had played
and fallen in love with the “software toy” concept, but thought
it could be expanded to fit into a strategy game. Bruce Shel-
ley, who had designed the /830 board game for Avalon Hill,

agreed, and worked with Sid to form a solid strategy game of

economic competition between rail empires. Finally, Sid
added cutthroat computer opponents modeled after histori-
cal robber barons. For depth, replayability and sheer delight,
it’s hard to imagine a game that does a better job of evoking
the real sense of an era.

PR Y. = Heownrian

RED BARON

DYNAMIX, 1990

Lver since he designed Steviar 7 for 8-bit
computers, Damon Slye has pushed the tech-
nological envelope. His first games for Dy-
namix, Skyrox and AIRFOX,
shoot-cm-up action games, but he soon graduated to high-end
simulations like A-10 Tank Kitrer. Although Damon's ACES or
e Pactric and Aces Ovir Eurore were best-sellers, gamers
and fellow designers alike still consider REp BARON to be Da-
mon's crowning achievement. The graphics may not be up to
the level of Origin's WiNGS OF GLORY, but they have aged better
than those of most VGA light sims, and they do a credible job
of dressing up the traditional polygons with bit-maps and shac-
ing. The flight modeling is to WWI aerial combat what FALCON
3.0 is to the modern era, with planes that [ly like the rickety
wood-and-fabric constructs they simulate. With all the realism
options on, RED BARON ollers a challenging flight for any joy-
stick jockey, complete with campaign play from both sides and
amultitucle of quick-combat missions.

were

CIVILIZATION (MicroProse, 1991)
Farcon 3.0 (Spectrum HoloByte, 1991)
GuNSHIP (MicroProse, 1989)
Hanreoon (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)

UCTEES PRIOR T

RaiLroAn TYCooN (MicroProse, 1990)
Ren BARON (Dynamix, 1990)

THem FINesST Hour (LucasArts, 1989)

THe SecreT oF MoNKEY ISLAND (LucasArts, 1990)
UrriMa VI (Origin Systems, 1990)
UrrmMa UWnpeErwoRLD (Origin Systems, 1992)

Wing CoMMANDER I & II (Origin Systems, 1990-91)

WorrensTEIN 3-D (id Software, 1992)

1988

BaTTLE GHESS (Interplay Productions, 1988)
CHESSMASTER (The Software Toolworks, 1986)
DuneeoN MASTER (FTL Software, 1987)

EnrL WEAVER BASEBALL (Electronic Arts, 1986)

EMPIRE (Interstel, 1978)
F-19 STEALTH FIGHTER (MicroProse, 1988)
GETTYSBURG: THE TURNING PoINT (551, 1986)

KAMPFGRUPPE (Strategic Simulations, 1985)
MecH BRIGADE (Strategic Simulations, 1985)
MiGHT 8 MAGIC (New World Computing, 1986)
M.UL.L.E. (Electronic Arts, 1983)

PIRATES (MicroProse, 1987)

SiMEGrTY (Maxis, 1987)

STARFLIGHT (Electronic Arts, 1986)

THE Bann's TALE (Electronic Arts, 1985)
UrrmMa III (Origin Systems, 1983)

UrriMna IV (Origin Systems, 1985)

WhnR IN RussIA (Strategic Simulations, 1984)
WASTELAND (Interplay Productions, 1986)
WIiZARDRY (Sir-Tech Software, 1981)

ZORK (Infocom, 1981)
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1942: Pacific Air War V1.5h
AI Update: Provides Al
enhancements. For use
with version 1.4 or later.
5/24/95

Blood Bowl Modem Paich
V1.1: Adds modem play
and fixes a numher of
known quirks. 6/7/95

Colonization for Windows
Update: Corrects some
oblems with the Win95
reta as well as other [ixes
for the original Windows
version. 7/5/95

Confirmed Kill Beta Update:
Brings versions 0.8.1 and
0.8.2 up 1o “0.5" status—
the lIichring view and
other problems are lixed.
6/5/95

Cyheria Save Game Paich:
Corrects problems with
the game not saving mile-
stones alter the conler-
ence room. 6/6/95

Daedalus Encounter V1.2:
This patch solves all the
known bugs in the game.
Works with all previous
versions. 6/10/95

Descent Registered Version
1.4a Update: Fixes reported
bugs. 6/23/95

F-14 Fleet Defender V2.0
Update: Updlates
MicroProse’s flight sim to
version 2.0, 5/24/95

First Encounters V.05
Update: Fixes several
reported errvors in the
Fnglish CD version.
6/27/95

Harpoon Classic V1.55h for
Windows: I'ixes a bug
introduced in 1.55a load-
ing some scenarios as well
as two more user-reported
GPF errors. 6/14/95

Klik'N'Play V1.1 Update:
Works only with the U.S.
version; [ixes several
reported bugs. 7/7/95

Machiavelli The Prince V1.1
Update: Fixes several bugs.
6/23/95

PATCHES

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) and
Computer Gaming World's Weh Site

(hitp://www.ziff.com/~gaming), but can also be obtained from individual
software publisher's BBSes or direct from the publisher with proof of pur-

chase. Red indicates new files.

Omar Sharif Bridge Update:
Corrects the “speech dri-
ver not lound” error mes-
sage, and allows Sound
Blaster support at IRQ) 5.
6/50/95

Operation Crusader V2.35
Update (Mac): Fixes several
errors and updates version
1.0 1o 2.35. 6/14/95

Renegade V1.1 Updale:
Works only with the 60
MB install: fixes reported
bugs as well as enhancing
some aspects of the game.
6/16/95

Road from Sumier fo
Appomatiox V1.23 Update:
Fixes history recorder
problems, excessive casu-
alty bugs and several
other errors. 6/14/95

Shadows of CAIRN Update:
Adds easier mode and
ability to cheat, lixes
audio playback problems,
adds sound elfects and
dungeon art. 6/12/95

Stalingrad Update V1.85:
Fixes reported problems.
6/9/95

Stone Prophet V1.1 Update:
Fixes reported problems.
5/23/95

Super Street Fighter 2 V1.5
Update: Corrects music and
sound problems, move-
ment bugs and !f:lll](‘p:-l('
calibration problems. Also
includes a FAQ with inlor-
mation, tips, hints and

codes. 6/9/95

Tank Commander V1.1
Update: Fixes reported
problems on faster PCs
with serial/modem data
loss, Also solves a lew
other minor quirks,
5/19/95

The Perfect General 2
Update: Updates some sce-
narios and includes a
resign leature, as well as
some other small bugs.
6/9/95

Tigers on the Prowl V1.24
Update: Fixes all reported
problems with versions
1.2x and adds a lew new
options that can be select-
ed to speed up game play
(at a little loss in accura-
cy). 5/14/39

US5 Ticonderoga Update:
Adds the following
enhancements: support
lor the GUS, PAS and
Ensoniq sound carls.
Additionally, weapons on
board now display in a
number format. 6/21/95

Virtual Pool Viden Drivers

Update: The latest batch of

video drivers, dated June
20, 1995 for the [ull or
demo version, 6/23/95

Warlords II v1.0.6 Updale
for Power PC: Iixes multi-
ple problems. 6/15/95

Wing Commander 3
Thrustmaster Hat Paich:
Fixes problems associated

with the Thrustmaster
controller. 6/27/95

World of Xeen for Macintosh
V1.1 Update: Fixes several
problems and adds a
Power PC native mode.
6/2/95

X-COM: Terror From the
Deep V2.0 Update:
Numerous tweaks and
f[ixes o X-COM 2. 6/3/95

Zephyr v1.1 Upgrade: Adds
modem and network play
as well as lixing a couple
of video and headset
problems. 6/20/95

Publisher 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.

RAccolade (408) 296-8800
Apoges (508) 368-7036
Bethesda (301) 990-7552
Blizzard (714) 556-4602
Broderbund (415) 833-5889
Capstone (305) 374-6872
Creative Labs (405) 742-6660
Id Software (508) 368-4137
Impressions (617) 225-2042
InterPlay (714) 252-2822
LucasArts (415) 257-3070
Maxis (510) 254-3869
MicroPrase (110) 785-1841
Microsoft (206) 936-6735
NovaLogic (818) 774-9528
Drigin (512) 328-8402

‘Papyrus (617) 576-7472

Sierra Online (206) 644-0112

Spectrum HoloByta (510) 522-
8909

S51 (408) 739-6137 or (408) 739
6623

Virgin Interactive (714) 833-3305
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OUR NEW e ' CD-ROM
IS SO 21T THEY WON'T LET US

SHOW IT TO YOU.

Play lnfimale Fsslilles and parficipate in our 35 hot, intimate encounters!
There are literally thousands of possible storylines with the exclusive
company of 4 eager female hardbodies exposing 15 erofic tropical
locations in this 2 1/2 hour VR CinemaT™ interactive experience. We
broke all the rules and defied most laws of physics in creating the most

talked about game of 1995.

Y s VENUS

ant Windows

--.Hyhrtﬂ(“"w"‘ INTERACTIVE CINEMA

i

O 1-800-714-7349

2=Disc

Quicklime and the Quicktime Lago are trademarks of
Apple Computer, Inc. used under license.

Circle Reader Service #319

Thie making of nfimate Posinifes
bloopers video fapeis absolutely free
with every,order. The hilarious, behind
{lie scenes adivifies, foul-ups; bloops
and blunders have been fop secrefand
unaveilable fofhe public...ontil now!




WHAT'S THE DEAL?

What’s The Deal With...

Netwits?

ET'S TALK FOR A MOMENT ABOUT
THE FAVORITE SUBJECT OF EVERY
TECHNOLOGY REPORTER WHO
doesn’t really know anything
about technology: The Inter-
net. Is it a Neo-Greek Forum

For The Free Exchange Of
Ideas or the Happy Hunting Ground OF

"The Socially Inept? As with most things,
the reality probably lies somewhere be-
tween the two extremes, and experience
often dictates how close to either pole a
person sees things. Normally this wouldn't
have much to do with computer gaming,
but lately, time spent bopping around the
Internet and a few BBSes has made me
think twice about the synergy ol media
hype, the Net and gaming,

In the ‘80s, the nets were mostly harm-
less, a good place to exchange a litde mail
with other intellectual types who had too
much time on their hands; everybody knew
ot to take anything too seriously. But now
things have changed. With 60 zillion peo-
ple getting Internet access every second,
and "TV's talking heads shouting that you'll
be able to do your own organ transplants
over the Internet the day alter next Tues-
day, the whole thing has taken an odd edge
of validlity it really shouldn’t have—akin to
the filties sentiment, “If it’s in print, it must
be true.” This phenomenon is giving the
rutted Information Wagon Trail an odd ef-
fect on the buzz for a game.

In an effort to get through the inevitable
lag time between a game hitting the shelves
and a valid review of said game hitting the
stands (and by “valid” I mean an actual re-
view of the final, boxed game, not some-
thing written from a beta version and a
press release), gamers have long been post-
ing messages on BBSes the moment they
can manage to stop playing a new title. For
those hip to how many grains of salt to take
these posts with, this tradition is a valuable

part of a discerning buyer’s pre-purchase
routine—but for those gamers who are just
discovering the world of repercussion-lree
discussion, things can be a little misleading.

The wick is to remember that there are
two basic types moving about the nets:
those who like to share ideas, and those
who want to be noticed: The Netwits. The
former write postings that are great to read
and easy to relate o, whereas the Netwits
are a blight run amuck. Without the physi-
cal threat of a wedgie or a swirlie to contain
them, these debate-club has-beens roam
the Net like rabbits in Australia. (Actually
there is a third type on the Net, the “I got
Mom’s AOL password and I'm gonna type
out a swear word or threaten homasexules!
Huh... huh...heh...” type, but they really
don't affect our hobby until they grow up
to become politicians.)

For those new to the Net, I can ofler al
least one observation, garnered from 15-
ocld years of wandering about the electronic
landscape: in any given discussion of a new
game, you're going to find about 80% crap.
The rest might actually be relevant to your
gaming needs, since it’s written by [olks like
you, who are really just interested in talking
about a new piece of software. Furthermore,
the crap postings will consist of two forms,
generally written by wvo different but relat-
ed species ol socially challenged humanity.
The first type is the “Gusher” posting, gen-
crally in the vein of “This game is the great-
est thing since sliced bread,” and is usually
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written by some 25-year-old living in their
parents’ basement who is desperately hop-
ing to be noticed by a game company and
given a "Dream Job” because they can play
DOOM by sound alone. The other type of
post, also having little to do with reality, is of
the “"More-intellectual-than-thou” variety,
and takes the tack of “'T'his game is obvious-
ly crap and far beneath me, because of my
extreme expertise in some subject that usu-
ally drives party guests to throw themselves
from windows when I corner them.” These
are authored by bitter, lonely, smart guys
who think that becoming a “Figure” on the
Net will somehow compensate for never
having had a successful date, and that if
somebody actually agrees with them on-line
they have made a new friend.

Gushers are usually easy to spot, but
some of the Superior posts are better dis-
guised and can simulate intelligent conver-
sation quite well. Sometimes the only way
you can tell is to observe carefully over a
period ol time, and see how the person
deals with a contradictory post. Superior
types always give themselves away by cither
ignoring counter-arguments, or by deliber-
ately misunderstanding them. Again, it can
be a tricky call, and in general the num-
bers profcon are a better indicator of reali-
ty than individual posts—so give it a
couple of weeks before buying/condemn-
ing anything you're in the dark about.

Some of this will apply not only to gam-
ing, but to most other computer-related
discussions as well, be they on Bill Gates
conquering the world or how many hours
the Pentium will remain state-of-the-art. If
you're just venturing into the lands of the
Net, beware of Netwits and remember that
cach new discussion area is like moving into
a new neighborhood; until you get to know
a bit about the people around you, any-
thing you hear is just so much bean gas in
the breeze, €



THE
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